


THE SECURITY LEAK FANZINE
Discover the SEOJRI'l"i LEAK fanzine - this irx:redible I'le'vwI

fanzine is pecked with cmpletely orig inal mercenary
tickets, illustrated starship floorolans, new characters,
unique weapons never seen before, medical equipment and
pharmaceuticals, am. also special articles that detail
the rapidly developing experience of espionage in Traveller,
official news ani cccurences abalt the ever changing
universe loIhich dozens of races call 00re:, articles abou t
unlimited topics ranging fran Zhodani starports to Solanani '
worlds, and even unrest within the u~ circles of the
mighty 'Ihird Imperium.

'lhe SEOJRIT'i LEAK fanzine is perfect for both experierced
and beginning players, arrl it also presents roth the players
and the referee with ideas and equipnent ..nich can be easily
integrate:! into any campaign.

'!he SEX:llRIT'f lE.AK fanzine is filled with arn.ork, worlds,
characters, ard even adventure stories from many of the
'llJe11-krloom Traveller authors and writers. So give in - ceme visit aJr universe!

The secur~leak Fanzine: Illustrate:!. Q.la,rterly. 20 pages per issue. 8I>"xll" format.
Fates : (US" FPO • Aro) $10 per year, $2.75 single;back copies. All other ad::lresses
must follow the following rates: $12 per year , $3.25 single;back issues.

Need news fran the "",rId? Subscribe to the SEl:URITY IEJ\K NEloISlBrl'ER. Every issue has
official Traveller news, booltlet releases, Traveller software ard data-base informatioo,
and so much more. The security leak Newsletter: Q.la,rterly. 4 pages. 8I>"xll" fonnat. Fates:
(US, Canada, Aro. FPO) $4 per year, $1.25 single. Foreign: $7 per year, $2 single.

Make all checks and rrcney orders to: GREn; GI..I..ES, 4200 Park P1ac e , Tyler, Texas 75703.

Ilreetings to the Readers of the Third Imperium
A specter offer has been arranged f or
those of you who are now reedi ng the
latest i ssue of the Thjrd Imper ium
It I S my pl easure to inform you thet
STAR6ATTLES (M emline) is evet tebls
for trle Imper ia l pr i ce of $7.00, t OK &
postage i ncl uded. Thi s off er is good
onlq to members of the Imper ium.,
Act now Ace, thi s offer will veportzs
upon t he compl eti on of the 2nd mont h
of tile ye"r 1966.

STARB ATTLES (MainlinE') is an intt't"mfdiatE' leo VE' l gameo of t. oticill
spaot eomb-at . Ws unique ship dE'!ign (ccrnpr -ised of hE'XfS 11k, tht ~
one shown) ts what mekes th'!' cc'mbat and d..mage euocet tcn most F C
ru listk: of c. 1'lI:.J g. mt> yet on the sitmeo s'Jby..et metter ! $(I ect now, 5
don't lt t thif $ 14.00 valu'! s lip b~ \lou", h¥lds . Pk-a9.!' meke check
or mon.;o~ order OIJt to Future Combat ~imuht1ons .and send to :

Fut ure Combat Si mul at ions P. O. 60K 9143 Anaheim, CA 926 12-9 143
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t t r.g ! SO::I' ~ ,=,, '" T . 1.. We t-eve r,l~ i t eo a
!"!:'i t i n t his t eewe , i:"lclurt ir:'3' e ... arti­
e t e or. the' F !oro-iard t e human mi nor
rac r. ) , Flori an star-sh ips designed by
Ed EdHar d ~, an article on the Imperi­
ci gov er nme nt , and a sheet of Dr-oyne
Coy ns!

Cred it where credit's due dept.:
Many of our letters have asked about
our art icles t hat carry no author
i den tifi c a t i o n. The y are all wr itlen
b y me , wit h (usual ly) a bit of heolp
from Dave New . I fe l t that seeing my
name on e ver y page Has un ne c e s s ary
a nd wou ld be downri gh t i r r i t a ti ng. So
let it be known that I, Mi ke Jac kson,
wr ile al l unlabelled articles; this
shall not be repeated .

Last issue, we made several er­
rors, but onl y one was serious -- in
the adventure, -The Gabriel Project,­
~e omitted the description of area
.62. It i s t he blac k globe generater,

a nd i s l ocated in t he cent re of t he
comp le x.

I. N. S . Hammer is being ed ited t o
conform to ./'Ie gaTr dve l l e r . It should
be ava ilable by nex t issue at the
latest. It is a S- xS- booklet in the
same ve in as Supplement S, Azhanti
Hi gh l igh t n ing, i nc l ud i ng several
scenar ios and an l1 - xI 7 - fold-out
map.

An upda t ed vers i on of our
ser ies wi l l be appear ing as
t he Medi c al Di gest co l umn in
ler's Diges t . Watch fo r i t .

P l ease feel fr ee to wri t e us
c omment s, feedbac k , or a rt ic le
missions . We need to kn ow ~h at

t hink about T. 1 . a nd Tr av e l ler
general. We a nswer every letter
look forward eagerl y to each
p iece of mail.

- Mike Jac kson,
Editor
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I THE FLORIAN LEAGUE I
The Florian League is a small inter­
stellar confederation located on the
Spinward edge of the TrOjan Reach and
the trailing edge of the Beyond Sec­
tor. Made up of some 41 worlds, it is
dominated by the Floriani, a human
minor race native to Floria (YS9dra­
si1, 020 3 ) . They make up some 40~ of
the League's population, the remain­
ing 60% consisting of 20% AsIan, 5~

Vargr, and 35% various human races.

THE FLORIANI

The Floriani are one of the strangest
human minor· races, in that they are
di v ided into two distinct groups: the
Barnai, 105m tall, thin, weak, and
the leaders of the society; and the
Feskals, 2m tall, large, muscular,
and stupid , making up the society's
workforce. The average ratio of Bar­
nai to Feskals is 1:3, with men and
women being equall y distributed.

All Floriani have pinkish-tan skin
and red or blue eyes, but onl y the
Barnai have hair, which is usuall y
brown or black. The anatomy of the
Floriani is slightl y different from
that of Solomani and Vilani, in that
they have no little toes, no tail­
bone, and no appendix. They have very
little bod y fat, and are only comfor­
table in temperatures of around 25aC.

Onl y Feskals exhibit psionics.
Floriani have no concept of art.

But although they almost never create
an ything new, they are amazingly good
at data collection and organization,
and can refine items to astonishing
e xtents. They are often called the
-human calculators,-

The Barnai are more highl y educa­
ted and generall y more intelligent
than the Feskals. In Floriani soci­
ety, the Barnai do all the planning
and perform all cerebral tasks, while
Feskals do all the manual labour.
Most Floriani faroi I ies own two or
three Feskals, usuall y of both sexes .
(No t all Feskals are so owned, howev­
er: most are employed by the govern­
ment, by the military, or by corpora­
tions.) What amaze most outsiders are
the facts that the Feskals and Barnai
a re perfectl y ~ontent with this rela­
tionship, and that in ethical mat­
ters, both subspecies are completel y
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equal, mingl ing f reel y in society. A
Barnai would willingl y give his life
for a Feskal, and vice versa.

Floriani are far less emotional
than other humans, and onl y display
anger in the most e xtreme situations.

GOVERNMENT

The Florian League is governed at va­
rious levels by randoml y selected
leaders. Staggered lotteries e xist
for each level of government -- muni­
cipal, prOVincial, world, and League
-- and the winners must sit on gov­
ernment councils for a four- year
term. Ten municipal districts form a
province, and there are ten provinces
to a world. After serving one term,
all officials must retire from gov­
e rnment and may never be entered in a
Lottery again. This form of democrac y
prevents dictatorship and lust for
power, and g i ves a safe, though con­
stantl y changing, government. -ceun­
cilsh ip· (a s it is calledl is not
open to Feskals.

The government is supported by a
standard beaurocracy, which also ad­
ministers the Floriani legal s ystem.
This legal s ystem is similar to Impe­
rial law , with a jUdge (f r om the
beauroc racy) and a jury of fi ve. How­
e ver, there are no set crimes and
punishments: unlike in the Imperium,
where one attempts to discover whe­
ther a specific c~ime was committed,
the Flo~iani s ystem t ries to deter­
mine if what was done constitutes a
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TECHNOLOGY

HISTORY: FOR THE REFEREE ONLY!

logy -- though most Floriani own and
understand grav ve h i c l e s and even
fusion guns, ve ry few even have the
concept of wheeled vehicles and
blades. Often, the Floriani do not
e ven understand the theory behind
t heir own technology -- they may know
how to repair and operate devices,
but have no idea how they work. Flor­
iani rarel y use robots, and then onl y
for jobs Feskals cannot do, such as
working in high-radiation surround­
ings.

Finall y, the native Floriani show
almost no interest in research. Al­
most all scientific work in the
League is done by other member races,
although their labs are relativel y
common.

The Floriani are not actualy a hu­
man minor race. Unbeknownst to any­
one, they are a race of androids de­
veloped b y the Ancients as an alter­
native to -real- humans. They were
designed to be the perfect servants
-- hence their lack of emotion and
creativity, and their complete happi­
ness and loyalty. All Floriani tech­
nology is copied from the Ancient
city on Floria; anything present in
their culture which did not originate
there was imported by other League
members.

During the Final Wa~, the Droyne
abandoned Floria and destroyed the
upper levels of their city. But the
Floriani s urvived to spend millenia
graduall y rebUilding their world.
They spread out across the planet,
and relearned how to use and repair
all the Ancient artifacts that re­
mained. This 9~adual growth lasted
for over 300000 ye a r s , until in
-225, they discovered an intact An­
cient warship hidden in the bowels of
the city. They studied it, duplicated
its Jump-drive, and began to colonize
the stars.

The Floriani we~e contacted by the
AsIan in -170, but the two races got
along r a t he r poorl y. Some AsIan set­
tled a few Florian worlds, but on the
whole the relationship was very un­
easy. In 185, they were contacted by
the IISS , and a neut~al ~elationship

began. In 430, the Floriani encoun­
tered human settlers from the Imperi­
um and welcomed them into the League.
In 506, they formed the Florian
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Perhaps the most interesting aspect
of the Floriani is their technology.
On Floria itself, it varies from a
low of 9 in medical and environmental
technology to a high of 15 in space
and military technology. Occasionall y
e ven higher technology can be found:
the Florian capital city is blanketed
by a TL 16 teleportation network, and
there are rumours of items of up to
TL 20.

What is even
there are holes in

crime. As an example, in the Imperi­
um, the court tries to ascertain if
subject 'A' committed a murder; while
in the Florian League, the court must
decide whether the murder which 'A'
committed was a crime, and should be
pun ished.

The Floriani government also ad­
ministers the Florian Mail service.
This service runs Jump-4 mailboats
lbased on X-boat designs) which carry
mail, packages, and information.

The League Military also falls un­
der the government's jurisdiction.
Comprising some 80 ships, including
cruisers, troop carriers, and SDB's,
and five divisions of troops, the
Military is chiefl y employed as a
border patrol and defense network
aga inst AsIan raids.



League, in order to un if y their gov­
er nment and culture.

Fo r 550 ye a r s , the League gradual­
l y grew, reaching its present size in
1054. At that t ime, one or two Asian
clans commenced raiding inside the
League, and soon after the publica­
tion of t he Imperial Second Survey,
the League established a unified mi­
l itary and built bases on several
worlds.

During the Rebel I ion, Asian at­
tacked the League en _asse, while at
the same time swarming across the
Borderland to attack the Imperium.
Most of the worlds of the Nora'a sub­
sector were captured in 1117, but af­
ter that no more headway was made. It
is rumoured that the Floriani used
st range high -tech weapons, and that
they e ven restored the Ancient bat­
tlec r uiser.

sidized Merchant benefits are re­
placed by the Florian Provincial Mer ­
chanti Lab by the Florian Research
Cr uiseri and Seeker by the Florian
Miner. (No t e that a Floriani given a
Resear ch Cruiser would sell it or use
it to oversee research, never to do
any himself.) Feskals are always en­
listed rank, while Barnai are automa­
ticall y commissioned. Feskals do not
~ e ce ive mustering-out benefits, and
can onl y enter the Army, Belter, Law
Enforcer, Marines and sailor servi­
ces, whe re they are property of the
service. When they leave , generate
terms on the servant table. (Do the
same for those who do not enter a
service. I

FLORIANI SOCIAL STANDING
Roll Title Explanation

Floriani with a Soc i a l Standing of 12
have served a 4-year term in govern­
ment. Add one te~m of service for
this, and roll twice on the following
skill table. The character is also
given Crl 00 000 and a plot of land on
Boronu.

1-2 Feskal Low level, such
as sanitation
worker

3-5 Feskal Average level,
such as servant,
or construction
worker

6 Feskal leader HiSh level,
such as work
boss

7-8 Barnai Low level, such
as store owner

9-10 Barnai Medium level,
such as busi­
nessman

11 Horbarnai High level,
such as judge

12 Darbarnai Councillor

Counci I Ski lis

Ser va n t

4 - Computer
5 - Legal
6 - Liaison

- Automatic
- 3+
- Endurance 8+
- Roll 4+ each term for

CO Ht i nued o n p~ge 20

1 - Leader
2 - Administration
3 - Tactics

Enlistment
Survival
DM +2 if
Ski lis
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PLAYING THE FLORIANI

The Floriani behave very similarl y to
other humans, except in the ways al ­
read y described. Role-playing them
should be relati vel y easy. Player
characters should be Barnai, with 1
to 3 Feskal servants.

Character generation is as normal,
with the following adjustments: Bar­
nai have -1 Strength and Endurance,
and +1 Intell igence. Roll Id+6 for
Education and Social Standing. Fes­
kals have +1 Strength, +1 Endurance,
and -2 Intelligence . Roll Id for Edu­
cation and Social Standing. Florian
Social Standing follows the table be­
low.

The Florian League has all servi­
ces e xcept Scouts, Hunters, Barbari­
ans, Nobles, P irates, and Rogues.
They have no lines larger than sub­
sector (or Leaguel-wide size. Native
Floriani must roll 12+ to become sci­
entists. Flor iani service histories
can be generated ~ith the normal Tra­
ve l l e r s ystem. (All rolls of +1 So­
cial Standing, Archaic weapons, Air­
craft, Blade weapons, ATV, Hover­
craft, Watercraft, and any i nc l ude d
s kills are ignored; roll again.) No
planetary Navies e xist in the Florian
League i there is onl y the one Confe­
deration Nav y.

Mustering-out benefits i n the
League are slightly different, how­
e ver: Traveller's Aid is replaced by
a - Fr e e Pass,· giving free Low pas­
sage to anywhere in the League; sub-



ITRAVELLER'S HARDWARE I
COMBAT SPRAY GUN FLAMETHROWER

Weip O" Vfigtlt S~ ots ll'. gU Pr iel'

Th~ f l ameth r ower f i res a st~eam o f
c omb u s ti b l e l iquid c r- gas and ig­
n ites i t, creating a cloud o f f l a me.
Da mage a nd s pr e ading r u l e s are as for
no r ma l fi r e , l is t e d i n I'Je g t3. 7 r av e li e r .
It has a range o f 5m Is hor t) , and the
d ang e r s ap c e is a 5m x 1. 5m s t r e a m
e xt ending f rom t he no z zl e of the we a­
p on . Ex ting Uish i ng the f i r e i s a di f ­
ficult t a sk, wf t h DM +2 i f t he cha­
r a c t e r r o l ls o n the ground , DM +4 i f
the f l a me i s smother ed (b l a n ke t ,
sand), DM +6 i f i mmerse d i n wat e r,
smo t he r e d with a f ir'e e x t i ng u iS he r ,
or e xp osed to vac u um.

The flamet hr ower -6 uses a 10 0 0g
bac kpack f uel tank, wh ic h c o s t s Crl 0 0
to r e f u e l and is connect ed t o the ac ­
t ual weapon b y a f l e x ib le t ube. Th e
f l ame t h r c wer-9 u s e s a 500g bot tle at­
t ac he d t o the bot tom o f t he g uo,
wh ich c os ts Cr50 t o refuel .

Tt,,,,, Combat Sp r-a)' Gun (e SG) is a rare
TL 9 weepon • It c onsist s o f a l a r g e ,
ri fle -li ke gun working along t he
li nes of a f l ame t h r o wer. Sma ll cani s­
ters, c ontaining v a r i o us c he mica l s
wh ic h ar e sp rayed ou t of t he gun i n
t he fo rm of gas o r f oam , a re i nserte d
bel ow t he bar rel, up t o fou r at a
time . The ord e r of i nser t ion i s the
o r de r o f fir ing, and e ac h can is ter i s
good for one s ho t . The eSG ha s a
r-a nge of Sm (s ho r t) , creating
· c l ouds· va r y i ng i n size de p e nding
upon t he load .

The eSG has l ow r ecoil a nd has
diffi c u lt y a s a rif le. 35009 , Cr 1500 ,
Le ngth :750mm .

Aauit ion Pm/Attn hl _ IOjf Spc Si 91ah rr tost lIfi9H n
._-----_..._---------------------------------.----._..-----------------
Tm qllilim - I 3 LDO trIO 2000 0
Cb.in l - • 3 too Cr20 lOOi I
Prisuti t - 0 3 Hig' C' 5 2000 I
5tHI fOil - 0 2 Hig' Cr 5 2000 13
SlOb - 0 3 Hig' Cr 2 lOOi I
Fire flti ng. . 0 • Rr4 iul Cr 5 2000 I
Paint - 0 1.5 1l,4 iUl Cr 5 2000 I
Riot fOil - 0 4 Ildin Cr 5 2000 I

F1mnrDll'r-& 5000g 10
Flmnrom -' UOOg 10

~Ot. Cr450
900u CrS50

Klltl': autou ti cally dau gt5 allJD ne .ot Imhg UICU of 14••

CSG and Cactci <!3e

Rif le
Rifle

t..
l ..

Hi gh
High

TL9 Flometh""""r

I'
l '

F1mtholl'r -6
FbuUroler-9

~ltip l1 daugl' by nlbl'r of roa.l.s tar9l't has bm b!l.rnil'i ie,
OIl! th fi rst r!3tld , lIo Ul' secod, three t ~e n ir. , an. so forth.

~==1r " II ! \\\\\\~::
.---1 - . W

~ []]I

lot,: sign&ture iiPplin hue to visibili ty of th spray. U, CS6 is
utrlnly qui et.
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All amm o loads ar e as i n NegaTrave l­
ter, a nd last as chemical r ou nd s
( t r an q and c hemical ! or a s smoke­
s creens {smo ke} . Paint does not f o rm
a clOUd , bu t rat her coats e ver ythi ng
in its danger space, as d o f ire e x­
ti n gu i s h e r (d ous e s a ll f l ame wi t hin
dange r space I and riot f oam ( r e du c e s
frictio rl i n area t o zer o, 1 .1. '1141 .
S t e e l f oam CT.l . " 2 ) forms 4 cubic
metres o f p l ase t ee l , Tranq r e qui r es
t ha t t he t arg e t b reat he i n t he g a s ,
a r\::! Chemica l (nerve gas) r e qu i r e s
t hat t he target hav e s ome e xp ose d
s~ i n a r ea , or t hey have no ef fec t .
Tranq doE'S the J isted dama ge e v e r y
r ou nd the targe t is within the c loud
u n t i I he l ose s consci ousn ess ; c hemt>
c e l d oes t he I i s t e d d a ma ge e ve r·y
r oun d he i s with i n th e c l oud u nt i l he
i s dead .



IFLORIAN MERCHANT I

1es.

Pm iac ill IItrckut P~·A4J1JJN4000a-4000H. 311 Kr. 1000 tolS.
bitttri" bmh, 1 1 I tl: 15.

IldtlH'its 1 1 1 er...u,
Piluu9tfs:20. LIlI:~. Cif1ll:250 11651. F"I :J60 14451. EP:3D

a,ility:1. TI'Dllp:!:J

The Florian Provincial Merch~nt is a
large ship ~ith high jump capability,
making it perfectl y suitable for Mer ­
chant operat ions in the TrOjan Reach.
Part of its cargo bay can be used for
fuel, allowing it a reach of four
parsecs; this is often necessary in
the sparse areas of the Florian
League and its surrounding territor-

Li ke most Floriani ships, the Pro­
v i nc i a l Merchant is built on the
lines of practicality and space. All
staterooms are airtight, and the car­
go and dri ve sections are open, giv­
ing a less claustrophobic feel to the
ship. Li ke all Floriani ships, the
ou t s i de de s i g n i s very dull; the Pro­
v i nc i a l Merchant is often known to
non- Fl ori ani as the -Fl y ing Brick. -

Because of its capabiliti@s, t he
F lorian Provincial Merchant is popu­
lar throughout the TrOjan Reach, and
is a major export of the League. Ex­
ported v e r s i o ns usuall y have walls
i ns t a l l e d around the drives on A- and
B-dec ks and the cargo bay on C-deck.

de l13 computer.
Un l i mi t e d manoeuvre.
One j ump-3 ( p lus one
e xtra jump-l with re­
duced cargol. Fuel
scoops and purification
plant. 8 weeks ' stan­
dard s uppl y consump­
tion.
1 t ripl@' laser t urret,
1 tr iple missil@' tur­
r e t , 1 t r iple sandcast ­
er t urret. Can be re­
motel y controlled from
Bridge.
250 tons cargo <165
whe n e xt ra fuel car­
r ied) . 20 passengers.
40 low ber t hs.
One 50- ton cutter wit h
o ne module.

Range:

Ar mament:

Capaci t )':

Ve hi c les :

DECK PLAN LOCATIONS

1. Br idge. Stations for pilot, two
navigators, communications and
computer officers, and remote
control stat iOnS fo r the ship's
three t ur rets.

2. Computer.
3. Cutter. Car r i e s standard cargo

module, with 25 tons cargo and 10
passengers.

4. Fuel Tanks.
S. Fresher.
6. Vacc-Suit S t o r a g e .
7 . Airlock.
3 . Low Berths.
9 . Low Passenger Prep. Passengers

p repare for and recover f rom low
passage here.

10 . Ca rgo. Passenge r baggage a nd an y
other c u tter-transferable goods
are stored here.

11. Sick bay.
12.-22. Passenger Staterooms.
23. Passenger lounge.
24. Power Plant Upper Level. Floor

open to B-deck.
25. Manoeuv re Dri ve Upp e r Level.

Floor o pen to B-dec k.
2 6. Food Storage.
2 7 . Gall e y .
28 . Av ion ics.
29 . Fuel Scoops.
3 0. Purification Plant.
3 1 . Passenger Dining Area.
32. Passenger Lounge.

Continued o n page 1 7- 8-

1000 tons. lq OOOm~.

17 cr@w. 3 troops.
QSm L x 28.5m W x 12m
H.
I-G constant.
3. Sufficient fuel for
another jump-l with re­
duceod cargo.
3. 30 EP. Agility-1.
Sufficient fu@l for 8
weeks.
Two Vadada Mark IV Ul ­
tima fus ion power
p lants driving one Bos­
cav Thruster manoeuvre
dri ve and a Flatl i ne
3 0 8 j u mp dri ve.
Standard i ne r t i a l com­
pensators, I-G floor
fieold. Variable state­
room gravi t y.
Casnov electronics mo-Elect ronics:

Accelerat ion:
J ump:

Tonnage:
Cr e w:
Dimensions:

Power plant:

STATISTICS

Engineering:

Gr a v itie s :
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IYGGDRASIL SUBSECTOR!
;~e Y9Sdr as i i subsec tor was o~i9i nall y settled by the Flcrian i starting in - 150 .
During the Si ndalian Emp i r e , the wor lds of YGGDRASI L a nd FORANDI N wer e s e t t l ed,
a nd the Emp i r e named most of t he s ubsec t o r 's pl anets , onc e s u r v e yed , for No r s e
mytholog y . As the F lor ian League grew , i t r e na me d the maj o~j ty of these worlds.

The Y9Sdr a s i l 5ubsect or is t he hub of t he Flor ian Le ague, conta i n ing the c a p­
ital, pr i s on world , a nd gover nment retireme nt wor ld .

FLORIA (0203 ) i s t he cap ital of t he Flo rian League an d homeworJd of the F lo ­
r i a n t. It i s a pl e a s an t , Terra-li ke world, and a major tourist c e nt re . Its ma i n
c it y i s bu i l t on the rui ns of a n Anci e nt site.

DARUF IQl 0 6 } is t he Flor ian League's p r ison wor l d . All serious offende~s an d
thei ~ f amilies a~e l e ft he~ e t o fe nd fo~ themsel ves . A t housand or so have
managed t o su ~vi ve an d estab l ish some sort of c i vi li zat i on .

I NSEC (0307 ) i s t he ma in Naval base and s h i p cons t r- uc tion cent r- e f or the
L e equ e •

KABAL (0309) i s a military t~ aining cent re , ~it h les s t han 100 per mane nt
res ide nts .

B~RONU (06041 is a r e ti r e-m e nt wor-Id . All Flor ian po li tic larls a r:e gran t ed a
plot of land here after t hei r t er-tn i n off i c e , which r e ve r t s to the stat e a f te~

their death .
YGG DRAS IL (08051 was or i g in a l l y c o loni ze d by t he S i nda l ian Empir'e. It i s now

a n Impe rial c li ent s t a t e , us ed by t he Imperium as a trading post wit h the F l o ­
r ia n League .

Da"uf 0 106 D340308-2 Pr i so n ~orld. Non-industri a l . Poor . Va cuum wor l d. G R
Bolsush 0 109 D48574 1-9 Agr i cu I t ural . Ri ch. G
s t c rt a 0 2 03 A46794 2 - F F Subsector cap i tal . G
'J!J rn 0208 86 11 640-9 F Ice - capp ed . Non - i ndus t r i al . G
Thl"' u!:h 02 10 A236246 -C Non -industr t a l . Low popu lati on. G
In s e c 030 7 A121542- F F Non-indus t ri a l . G
Fi ssolon 0308 E69A742-9 Wa t er world. G
Kaba l 0 309 8 387147-8 F Non-indus t r ial . La. popu lation. G
Cimme n 0310 E7C0140-9 Non- indust t"ial. La. populat ion . G
Tlbalt 0 405 C575744-9 Ag r icultu ral .
Luc i nd 0406 8 860642-9 Desert world. Nc n- dndue t r-Le l , G
Pic a rd 0407 D679646- 9 Non-industria l. G
Te fs i 0408 BA94449- B F No n-indust rial . G
Gar-n I 0 506 E884940 - 9 G
acrcr,u 0 604 89 66 74 1-A Agr icu ltura l. Ri ch . G
Ii ne s t 0606 8 68 6 347-9 F Non-indus tri al . La. population. G
Zim! t 0 703 C14 7546 - 9 No n-industri al . G
Forandin 0706 8A8 9 64 6-9 F Rich . Nen-indus tri al . G
Odin 0801 8201 498 -8 Non-industri al . Ice-capped . G
Thor 0803 D669577-5 Non -ir.dus tr i al . G
Yggdr a s i l 0805 8 3507CD-8 Poor . Cl ient s tate. Deser t .
Slf 0 8 10 A765867-7 Rich. G

"The Yggdr a s i l subs ec t or contains 22 wo rlds wit h
bil lion . The highest populatio n i s 9, at Ga rnl
l e vel i s F, at F l o r i a a nd Insec .
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a tota l pop ulation of 14.211
a nd F lor ia; the highest tech
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FEATURE ADVENTURE:
MINDBURST

The characters accompany an Asian
Troop Transport to Thrush (Yggdrasil,
0210). A squadron of Florian SDB 's i s
waiting, a nd a battle e nsues, but the
carrier ma na ge s to drop the group to
the planet in j U~P capSUles before
leav ing .

The players a re equ ipped wi t h free
passes, F I or i a n I D, a nd 1anguage
t ranslators speaking F lori a ni I as
wel l as a ny other equipment they
might need t o pass as League citi­
zens. They must nake their own way
through the League, find the answer
to he Mindburst mystery, and return
to Vadada.

Questioning about the Mindburst
will rece ive onl y blank stares,
though the occas ional citizen ha s
heard of a secret researc h project
s imi lar to the ir de-s cr i pt i on . One
night, a drunken squad of Feskals i n
mar ine un iforms can be overheard
talking about the new neural rifles,
which are stopping the Asian in their
tracks. If the players talk to the­
troopers, they will find out that
there i s onl y one such gun per squad,
and that they are kept firml y under
l oc k and ke y. One trooper knows that
they are built at a special lab in
Capital City on Floria.

Getting t ransport to F lor ia i s
difficult , and can be resolved by the
fo llowing task. (Convoys come onl y
once per month and carry onl y t he
most important items, as it is hard
to book offworld passage.)

Ea. r l y i n t he Rebel lion, As I a n f o r c e s
took a dva ntag e o f t he c haos in t he
I mper i um. The y lau nc he d a huge inva­
s io n, tak i ng over ma ny no n-alig ned or
I mper ial worlds in the Tr ojan Reach.
The Flor ian League, largest inde pe n­
dent state in the sector , also suf­
fered by the invasion, a nd is nOM i n
a defensi ve war agai nst the Asian
clans. How t hey are hold i ng back the
s uperior forces of the Asian remains
a myste r y , t hough rumours abound of
s t ra nge h igh- tech weapons and even an
A ~c i~nt battlec r u iser.

Some l i me i n the y e a r 1118, t he
players are lo iter ing at the Vadada
t Nor- e t e 0503 , A410944-F ) starport.
The world was just recentl y captured
by the Asian , and the characters are
i n the process of being deported. A
tall Asian male in Envoy garb ap­
proaches, and says he represents
Ftahko, head of a minor clan current­
l y controlling the world, and that he
has a proposit ion for them.

Meet ing with Ftahko, the group is
i nf or med of a strange batt lefield oc­
c ur re nce in the war with the Flori­
an i. J ust before contact with the en­
emy , a strange humming can be heard,
and s uddenl y fu lly three quarters of
the troops either collapse, a few un­
conscious but most dead, or go com­
pletel y insane. Floriani troops then
walk in and mop up what remains.

No-one knows what this so-called
Mindburst weapon is, or how it works,
but the AsIan desperatel y need to
f ind out. Ftahko would l ike the party
to c ross the border and i nf i l t r a t e
the League, un cove r any i nf o r ma t i o n
abou t the weapon, and, if poss ible,
r e tu rn with p lans and a working mo­
del . In e XChange, he will grant the
players thei r choice of a plot of
land on Vadada (actuall y a small town

ZOOOkm from the
Cr50 000. He cannot
Imper ial humans jus t
League c it izens.

BEYOND THE FRINGE

starport )
send AsIan ,

might pass

or
but
as
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To book passage to Floria: diffi­
cu It, pe-rsuas i on, br i ber-y , 5
min (unskilled OK).

Referee: A superficial mishap re­
sult means the players must
wait and try again whe-n the
ne xt convoy i s ready. A minor
mishap me-ans the-y must wait for
the next one and try again, but
the task Nill then be forNi­
dable. A major mishap has the
same effect as a minor, but
they will be tailed by Floriani
law enforcers for the next
month. A destroyed result means
the players have been arrested
for espionage, and may go to
j ai 1.

If worst comes to worst, the players
can stowaway on or steal a starship,
but t his will make their job far more
difficult, as police will be looking
for them.

NETWORK

Capital City on Floria houses the
governmental and military headquar­
ters of the League, and boasts a pop­
ulation of three million. In most
respects, it is I ike an y other TL 15
city, but there are two exceptions:
first, deep underground is an Ancient
sl t e , 1 ts twisting corridors now
stripped clean of all high techno­
logy, and secondly, almost' all trans­
port in the city is by teleport
booth.

Telebooths, as they are called,
are situated in every major building
(offices, shopping centres, etc.) and
once every few blocks in the- suburbs.
They work on the Transmission of En­
ergy principle (see Adventure 13,
Secret of the Ancients), with the
problem of energy loss solved by con­
necting all the booths with a fiber­
optic grid.

Activation is by entering a booth,
dialing the destination number (lis­
ted in the e-nclosed computer direc­
tory), and inserting a Crl coin. The
trave-ller is then converted into en­
ergy, which is pumped through cables
to his destination, where he remater­
ializes. The entire process takes
less than a second.

The use of teIebooths could in­
cre-ase- crime, as a criminal could
teleport in from any"ere, commit the
crime, and teleport away again to

- 13-

anywhere. Such an escape would be un­
stoppable and untraceable. For this
reason, all buildings with telebooths
are equipped with alarms: when the
alarm is activated, anyone who tries
to teleport in will have his coin
succinctl y returned with no effect,
and an yone who tries to teleport out
will be teleported directly to police
headquarters.

In Capital city, telebooths are­
used for all transport e xcept deli-

/
.J
/

f

o

very of large-scale items, which is
done- by G-carr!e-r.

THE COMBAT LABORATORIES

Various research will reveal th~

existence of the Combat Laboratories,
a small bUilding on the outskirts of
the city, and its adjoining factory.
Reputedl y, these buildings are- the
ultimate source of the Mindburst wea­
pons. Th~ characters may take any
tack they choose in trying to approp­
riate the plans and a working weapon.

Key tg Labpratorie, MaD

1. Foyer. Besides one-way fire ex­
its, this room and the deliveries
platform contain the only doors
to the building; eer I l y, this is
also the only room with an y "in­
dows. A teleport booth sits in
one corner, opposite a rec~ption

desk, "here the characters" ID
"ill be checked. A guard stands
i n the corner opposite the te-le­
port booth.

2. Office.
3. Jan ! torial Storage. Brooms,



THE FLORI AN NAVY COMBAT LA BORA TORI ES

Located i n ware-
FACTORY ho use/ rae t ory

dist r i c t on ou t -
s kirts o f Capi t a l

T • Ci t y .
I Labo ra tor i es a r eT -

one s tory tal l .
I'; ' I Fac tor t i s two-I 2 s t or i es . No a c-- ce s s betwe en t heI I I- I- - -- - - - t wo.I- -I No exte r i or de -

l ! fences . Video- - cameras i n ever y:' . I I I- c or ner , monitor ed
I l- I I 1 fr om sec ur i t y

[3: - - r -I 1 a r ea.-I I - 2 Al l walls a re-- -T I reinforced con-
I I- -' 6 c r e t e (a r mor 15 ) •- Exter ior i s bul k-10 1

D< he ad equ i val ent- - ( a r mor 40) .

vacuums, and oth~r such low-tech
cleaning equipment fill this
locked room.

4. Security. 18 guards are on hand
at all times: 6 on call in this
rOOM, electronically monitoring
the cDmpl~xi 6 on patrol in the
complex; and 6 stationed one each
by the doors to the Mindbursl
Lab, the Extreme Heat Lab, and
the Black Globe Lab, one in the
Foyer. and two by the Deliveries
area.

5. Records. Backup holocrystals with
information on incomins and out­
going parts are contained here,
including one concernins the de­
velopment of the neural gun, its
mode of functioning , its plans,
and the e xact number produced up
until that day.

6. Conference Room.
7. Main Computer Room. If a charac­

ter tries to access Mindburst re­
cords, use the following task.

To transfer Mindburst information
to a holocrystal: Difficult,
Computer, Intellisence, 5 min .

Referee: A Destroyed result cau­
ses the computer to shut down,
the telebooth to switch off,
and an alarm to sound. A major
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mishap merel y results in the
computer"s shutting down.

8-11 . Washrooms . There a re two sets,
one on either side of the com­
plex.

12. Lab Animals. Cages conta in ing
many small creatures line the
sides of the room and sit on
tables in the centre. Almost all
of them are biologicall y similar
to Asian , with most native to
Kusyu.

13-20. Labs. Some two to five scien­
tists, mainl y of non-Floriani
stock, are usuall y i n each lab.

13. Gauss Rifle Lab. Plans and models
for various Gauss rifle modifica­
tions (greater range, hisher ma­
gazine capacity, lighter weight)
are contai ned here.

14. Laser Lab. Research in this lab
focusses on upsrading power
packs ; those current Iv bei n9
worked on contain fewer shots but
are significantl y lighter.

15. Black Globe Lab . A Suard is sta­
tioned outside the door to this
lab, in which sc ientists are at­
tempting to construct a device to
break throush a black globe.
Judging from the number of per­
fectl y split pieces of equipment



21 -23. Lab Storage. Several weapons,
bot h functional and e xperimental.
and many parts line the walls.

24. Mindbu rst S t o r a ge . Five finished
that is, u nt a mpe r e d - wi t h

neural guns s it on the shelves of
this r oom.

25. Deli veries. THO guards are sta­
t ioned by the doo r into t he
building. Outside, two G-carriers

/
I'
'/. I,,

; \

1\/

/
. I

./
,

/ /
f

/

I,

/
/

It
i

q,

I
are parked, with no occupants.

26- 37. Of fices. None of these holds
anythi ng of i nport to the Mi nd­
bur s t proj ect •

~INDBURST

How the adventure is resol ved is up
to the players and referee. The es­
cape f rom the complex, and later ac­
ross the border can be acted out in
as much or as li ttle deta il as i s de­
si red. When the characters f i nall y
retur n t o Va da da , Ftah ko will pay
t hem t he agreed-upon pr ice a nd try to
conv i nce them t o j oin h is clan 's for­
ces . They ma y do so, they may deci de
i ns t e a d to help some other clan, or
they ma y simpl y go on the ir own way.

ESCAPE

The Mi ndburst weapon is actuall y a
neural r ifle (statistics in negaTrav­
eller or T.l. "'s 3 and 7 ) , recentl y
developed by the League. In humans,
it usuall y causes unconsciousness,
although it can occas ionall y trigger
d isorientation, mind assault, or e ven
death. However, the Asian bra in chem­
ist r y creates a different effect: On
a roll of 2d: 2 -4 = no effect; 5-1 0 =
i ns a ni t y ; and 11 -12 = death. Th is i s
t he weapon ~h ich ha s deva s t a t ed the
AsIan invas ion. The r e i s no kno wn de­
fense .
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on the floor, they do not appear
to ha ve had much success y e t .

16. Neural Shi e l d Lab. Here, scien­
tists a re attempt i ng to construct
a defense for the neural gun,
whic h, while it decimates t he
Asian t roops, occas ionall y inca­
pac i tates Floriani too. Their ef ­
forts appear still to be in the
planning stages.

17. Missile Lab. This lab's focus is
on an ECM missile, which, upon
puncturing a ship's hull, would
short out all electrical systems
on the craft. Again, plans are
still at a very tentative level.

18. Tractor Beam Lab. In this lab,
researc h i s endeavouring to bu ild
a starship tractor beam. Plans
for a prototype a re in their fi ­
nal stages.

19. Extreme Heat Lab. This lab a lso
ha s a guard outside its door. In­
side, f us i o n and plasma gun tech­
nology is being e xplored: e xten­
ded range, higher accuracy (a
thinner jet oi plasma), increased
power, and smaller weapons are
four a venues unde r i nve s t i ga ti o n .

20. Mindburst Lab. Several partiall y
assembled neural guns lie around
this room, their insides in var­
ing states oi disorder. Scien­
tists a re tryi ng to ad just the
weapons to make t hem more speci­
fic to AsIan, and to g i ve them an
even higher success rate than
they alread y have.

NE"uRP.L GUN
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IIMPERIAL GOVERNMENTI
Aspects of th~ Imper ia l s ystem of
gover nment have appeared i n a mu l ti ­
t ude of a rt ic les, but no one descr ip­
t ion has ever g i ven a s trai ght over­
vi e w. But such a vi ew i s very i mpor­
t ant , especiall y dur ing the tumult of
the Rebell i o n .

As has often been said , the Imper­
ium owns ths space between the stars,
not the stars themselves; the onl y
land the Imper ium actuall y owns is
the world of Cap ital and the main
starport on each membe r world.

Starpcrts are r un b y the SPA
(St arPor t Aut ho r ity ) , a n Imper ial
bureau. The y al l have no l aw level to
f aci l i t ate tra nsiti on between worlds;
t heir tech leve l i s us ua l ly the same
as that of the i r world, but has a mi­
n imum of TL 9. If the world's tech
level is lower than 9, it is illegal
to sell items from the starport to
the natives.

The main governmental s ystem i5
feudal. Each world can rule itself in
whatever way i t wishes . The planet's
ru l e r (o f t e n g iven the t itle of Mar­
qu is for more i mportant worlds ) then
pledges fealt y t o the local count ,
who oversees several nearby worlds.
The count and his government collect
taxes, deal with inter-world prob­
lems, and generally admin ister Imper­
i a l multi-world policy.

The counts then take oaths of
fealt y to their subsector dukes, and
the most powerfUl of each si xteen
5ubsector du kes becomes sector duke.
He and his govern~ent collect taxes

f rom t he ma r qui s, deal wi t h prob l ems
betwee n s ubsec tors , and command the
I mper ia l mi l i t ary f orc e s of t heir
sector. In the latter , their control
is rather weak , i n that they make on­
l y general military policy dec i s ion.

The dukes in turn p ledge the ir al­
legiance to the Archdukes of the sev­
en Domains. Unt i I 1114, the Doma in of
Deneb had no Archduke, but i n r eward
for h is courageous actions du ring the
Fift h Fron t ier Wa r, Emperor St r e pho n
bestowed the t itle upon Duke No r r is
of Regi na. The Archduke s c o l l ect tax­
es f rom t he duke s a nd deal with wide­
sc a l e prob l ems ( Imperial poli c y,
war s , e tc. ). An Archd uke can c r e a te
new nob l e s , a l t houg h hi s powers a re
severe l y li mi t ed i n t h is regard.

F inall y, the Archdukes pledge
fealt y to the Emperor, the supreme
head of the Imperial government. He
and his cabinet institute Imperium­
wide pol i cy ; he invests new nobles,
and i s the top co~mander of the mili­
tary. However, the sheer size of the
Imper i um limits the i r power, and mast
dec is ions are left to the lower lev­
els of government. The E~peror's true
purpose i s to ser ve a s a f igure that
all c it izens can respect and rever.,
a glue stick ing the whole Impe rium
together. He prov ides the ceremony
and pomp, the charisma necessary to
tie together an interstellar govern ­
ment.

Many other legislative and govern­
mental bodies, and many government­
run serv ices, also e xist . The best-

,("EMPEROij)IMOOT

( CABINEy

~
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kn own body is the Moot, which is a
democratic ho use consisting of all
t he nob l e s of the Imper ium. As most
no b l e s ca~not come to Capital to
vo t e , it is run by 40 0 to 600 non­
land-own ing nobles carrying proxy
vo t e s for t he thousands of others.
The Moot has l i ttle power, and seldom
uses it: i t s two ma i n pOMers are to
p revent an unsuitable individual from
becoming Emperor, and, in worst-case
scenarios, to dissolve the Imperium.

The Imperial Ministry of Justice
runs Imperial courts, the jUdiciaries
for high justice crimes (treason,
v i o l a t i o n of the rules of war, geno­
c ide, etc.), and has a courthouse on
eac h subsector capital. Other, lesser
c r i me s are dealt with at the plane­
t a r y level, depending o n t he law lev­
e l of t he worl d . The Ministry also
has a Spe c i a l Branch , the 3SB, a co­
ve r t security agency in the rimward
end of the Imper ium. It falls under
the jurisdiction of the Imperium-wide
judiciary, the bod y on Capital that
makes the laws and runs the Ministry
of J ustice.

The Impe r ial Se rv i c e s are set out
simi l ar a r l y t o the Imperial gover n­
m~n t , with a s i ngl e controlling bod y
o n Cap i t al but t he r ea l Se rv i c e indi­
v i dua l l y c c ntrcll ed at t he sector
l~ve l. The I mper ial Na val Force Com­
ma~d (I~IFC I. The Navy's lowest di vi­
s ions a re squadrons, u s e d for pat rol
a nd p i r ac y s uppression. These a re
grouped i nto fleets under the sector
gov~rnment, or reserve fleets under
subs e ctor command, their numbe r va r y ­
i ng considerabl y ba~ed o n the vo l a­
t ilit y o f the sector. The Imperial
Flee t command , o n Capital, con t rols
3e~era l pol icy and F lee t deployme nt
by sector .

The I mper ial Marine Fo rce Command
( I MFC) i s a parallel service to the
Navy. It is a utonomous as far as po ­
l icy and de p l o yme nt go, but at t he
sector level it comes underneath t he
Navy.

The Scouts ( I I SS I also have both
sector and Imperial command, a nd a re
put under Naval command during wars.
The Empe ro r is the supreme commander
0+ the Sc o u t s , as with e very service ,
alt hough he onl y e ver uses his power
in a l imit e d fashion (b y estab lish i ng
a Su r veyor new program, for i n ­
s tance l.

The I mpe r ial A~my Force Command
( r AFC) fu nctions in the same fashion

as do the Marines, but it is not t he
onl y such fo rce. Ar mies, as wit h nau­
t i c a l a nd aerospacp +o r c e s , and c ulo ­
n i a l navi e s, a re par t 0+ wor l <: de ­
fe nse forces. Genera ll y , a il fall u n­
de r their worlds ' c ompl e t e aut hority,
bu t dur i ng ",a l"' ti me , the I mp er ial Navy
takes c on t r- o L ,

No rrea l l y , th is s ystem is a very
stable one, but onl y while t he Emper­
or is strong. Being the onl y uniting
+actor in the Imperium, the post of
Emperor can never be va c a n t or filled
by a poor leader, or the government
i s s eriousl y weakened. All it takes
then is a good s hove to send the Im­
perium i nt o to t al chaos.

- ~ "to-i:'~11, - ' ._ • • '., - .
- - • .:. M7" ' 6 ' "

Conti nued fro. page 8
33 . Power Plant Mid-Level.
34. Manoeuvre Drive LOMer Level.
35 . - 42 . Passenge r Staterooms.
43. Delu xe Passenger S t a t e r oom

Anteroom .
44. Del uxe Passenger Stateroom.
45 . Triple Laser Turret.
46. Triple Missile Turret.
47. Triple Sandcaster Turret.
48. Ca rgo Bay. Open to D-deck.
49.-60. Crew Staterooms.
61. Exec's Stateroom.
62. Captain's Office.
63. Captain's Stateroom.
64 . Alcove. Use varies depending on

Captain 's tastes. On some ships
it contai ns a I ibrary , a mini­
g ym, or a n entertainmen t console.

65. Power P lant Lowe r Le vel.
66. J ump Dri ve.
67. Cargo Ba y .
68. Forward Cargo Doors. Extend up to

C- I e ve l .
69 . Side Cargo Doors.
70 . O+ficers' Lounge.
71. Crew Mess.
72 . Crew Lounge.
73 . -77 . Cr e w S t a t e r ooms .
78 . Gym. Used onl y by Feskals on most

ships.
79 . S t a r board Cargo Ba y. Can be u s e d

as +uel tankage.
80. Port Cargo Bay. Can be us e d as

fuel tankage.
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FLORIAN STARSHIPS I

StrUt Crlim FCS·lllmJ3·i\07140·oom-e. 1IC,31 600. 34 000 loIS.
hthrirs bmhg 919 n:15.

hittPl'in l1A C1ft:3U.
h.sSU9frs:a. l.DI:O. eu,,:20. h,I:I330. £P:lS2. "Uit,:!. Troops:O.

The Florian Strike Cruiser is the
backbone of the League Fleet. It car­
ries 200 tons of small craft inside
a nd can s upport tHO 2000-ton ships on
i t s bac k. Like many Florian ships, it
i s standard configuration. Designed
by Ed Edwards.

COlIr itr 1f·1lC1441-000000-000!3D-O. IICrZJ40. 2000 ton.
PiSWlgfl'5:0. LUI:O. C1r90:I . Ful:J680. £P:80. Agility:4. Tl:15. [,n:10.

The Florian Cour ier, also known as
-long legs ,· carr ies enough fuel for
tHO jum p- 4 "s, and i s used for long or
fast courier miss ions where refuel­
Jing may be d iff icult. It is of stan­
dard configuration and is often car­
ri e d by FJorian Strike Cruisers. Th is
s h ip de s i g n is in g reat demand during
the Re be l J i o n . Designed by Ed
Edwa rds.

- - 1. ' \ltllJ1Jt .. '/'l.. _ - -

-~~ -" ~ ~-~ .

another
often
car­

low
to

Troop Curirr FtHI366EI-000400~-o. JlCrmS.4. 2000 tn,.
httrrits lfUh, 1 I nus,

bdtrril1 I I Cra:3J.
PiSWI,rf!l:O. lDl:450. CM,.:!Jl. F"I:800. EP:I20. Aljility:O. lrOlll":450.

FSJ.-tll6llJ2-f0994I-oom-e. 1Kt3158.15. 2000 \DK.
b.1ttttin bwh9 II n 15.

~tttrin JI Cm:42.
Pmfl9Hs:O. lDI:40. eu,o:O. htl:340. EP:340. a,ility:O. TMlDIIs:6.

The Flor ian snB i s one of several
ships that can be car ried by the
FJorian Strike Cruiser. Like man y
Florian ships, it has bays rather The FJorian Troop Carrier is
than t urrets, and is of standard con- standard configurat ion ship
figuration. It carries a 50-ton cut- carried by Stri ke Cruisers. It
ter and has a back-up bridge and ries a bat tal ion of troops in
modeJ/4+fib computer, as well as a berths and uses its cargo bay
frozen watch. Designed by Ed Edwards. transport their equipment.
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httlm,ip FI.-fIJ3W·I777OHOI.,.... 1Er53 no. $4 000 tillS.
utltf'in btui., I UI Tl:I$.

bltttrin • 111 Cm:600.
PISSflgrn:20. lDI:600. tlI1D:120. fltl:22480. £1:5400• .,il l1r:3. l....s:12O.

grav mining vehicle (High PdSsdge No.
4 . Treat as a G-carrier with a pulse
laser, a c rane, mini ng gear, four
passengers, and ' tons cargo).

The League contains onl y four ships
of this model, the largest Florian
warship design. A standard configura­
tion vessel, it has the folloHing
backup s ystems: Jump-2, tHO model/3­
fib computers, a meson screen (model
7 ) , two nuclear dampers (model 7 ) ,
and an emergency bridge. Also carries
two 95-ton shuttles. Designed by Ed
Edwards.

~

/" -,
t. ;

~--

..... --.....-", f"lf.(,E :k<~\,'"

l iatt FAJ-321IJSI-GOOOOO·1OOOO-o. 111'196.4. JOe lIDS.
balhrin btuiJ, Z n:IO.

bltttrin Z Crtw:6.
Pilmlgm:O. 1.01:0. Cuga:90. htl:". [1:9. Agilitr:l. 1toops:0.

One of the most common Florian ships,
the Miner was originally intended as
a prospector, but is now often en­
countered acting as a Far Trader or
Sc out.

The crew consists of a pilot, an
eng ineer, and a me d i c, plus three
belters. The ship carries a 10-ton

- 19-

"C>
Rtstu[~ Cnistr Fl·5431:m-ooooo·OOOO-o. 1IC,J84.6. 500 hI!.
Pustl"rs:l0. L",,:O. C"'9O:20. Fltl:I65. EP:15. "i1itr:l. Tl12. CrtI:6.

The Florian Research Cruiser is a
popular design for research both in­
side and outside the League. It has
60 tons of lab space and carries a
cutter outfitted with a model/2 com­
puter. It has two modules: a standard
fuel s k im module and a lab module
with an air/raft, two staterooms, a
raodel/3 computer, 5 tons of cargo,
and a 10-ton lab CMCr20.61.

bil "'t fIV-1l4l4ll-ol1lOllHllOOH. 1ICt61.I. 100 t,...
PilSSflgtrs:l. 1.01:0. Cuga:IO. htl:44. EP:4. Agilitr:4. Tl:13. Crn:l.

Florian Mai 1 Boats travel to all the
League worlds carrying electronic
mai 1, parcels, and the occcasional
VIP. They are similar to Imperial
X- boa t s , e xcept that they have man­
oeuvre dri ves and cargo space.

Mail Boats are r un by the Lea9ue
90vernment, and are built and pi loted
by the Florian Navy. They cannot
land , so are cared for by Naval
sh ip5.



Con t inued f r om pdge 6 Droyne CanIs

the followi n9 : Gr av ve nl cl e, S~ eward ,

St r ee twi s e, Brawl ing , +1 t o a ny c har­
ac ter ist i c e xcept Soc , a nd one s k t II
of the p l a yer 's c ho ice .

Thi s set of a l l 36 Droyne Coyn s c an be
cu t out and us e d for ceremon l ~s a nd
c ha r ac t e r gen eration a s outli ned in
Alien ~odule S: Droy ne .
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TRAVELLER STARSHIP CODNTERS

Send $3 . 00 Canadian pe r set to Hike
Jac ks on, No . 512, 4676 Yew St . Vanc ouver
B. C. Cana da . V6L 2J 6 .

414 •.. ••..•... ......•. •...• •.• sold out
.S • . • • .• .• . . • .• . . ••• . • .• • . . • • sold out
*l6 .. ••. • ....•....••••• still ava ilable
. 7 st ill a va ilable

Each set c ontains 140 2cm X 2cm c ounters.

*11 • . • .• . .• . .. . •• . • . • • • • . . • .• • sol d out
"2 ...••............ . •••..•• •• sold out
. 3 r e pr i nt s available
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TRAVELLER'S ADVICE
BlJ'fltJ6 SPAC<SU 'PS
Ism IMPORTANT
FUNCTION FORTHE
\.JEll -TO- 00
TRA\J£llER . SAD
O£ALS AND fALSE
AD'iERrISING CAN
APPEAR EVEN
I-IERF .. .

'T~ l~ l !> S u l!: ~ ST'f'1P""It"""".. ,-,. ED EtJo,.,I,o. ..~

T I4/O'f M ....l --.IE" 1"''''0 ­

'EQW"rt F""'l.. lrl~S • • .

"

•

DUA L USE S.PAC.ES

HYP£I\ - C.OMP,c.,C.T
QUARTERS . ..

INSIDE EQUIPMENT: Tl 15 VACC SUIT

Outer Insulating
Fabrie

Se l f - seal Je l l y

I nne r
Body Pr essur e
Suit ( s ki n- t i ght ,
per r ous )

NEXT ISSUE:

The TL 15 Vacc - suit i s the ultimate
r e fineme n t of Vacc - suit technology .
Onl y three milimeters thick, it can
be com fortably worn in any envir on­
me n t f or extended pe riod s o f time .

The TL 15 Vacc - s uit haa t hre e
l ayers ; the i nner most i s a body
pressure s u i t , a s ki n- t igh t , pe r r ous
body- st ocking that reinforces the
s kin a gainst vac uume and a c t s as a
temper ature r e gu l a t or . The middle
l ayer cons i s t s o f a j e l l y that har ­
de ns when the suit i s breached ,
s ea l ing the hole . The ou t e r laye r
i s a plastic insula ting fabric ,
pr ovi di ng armour a nd envi r onmental
pro t ec t i on .

SUI T FABRIC CROSS-SECTI ON

Oxygen
Port

Control s and
Readou t s

Glove
'Ol.iIt'" La tc h

Infla t able
Bubble
Helmet
( polar i zes
with light )

bt::::y
~C02 Sc r ubbe r ,--'-----------------....,

\ J ~ I

Mic rophone
(folds ou t - ....>." C
o f wa y ) Jr';;;~

Ai rtight
Zi ppe r 1 -ff- - _ -1

Glove

Pockets

Soft Boo ts

F@ature Adve nture - After the Fac t
So lomani Cr u iser
Nora' a Subs ector

Magne t ic/ sole5 P l us Skin Dye, Cel l Dye ,
a nd the f i r st in a seri e s of
art icles on Me9a Tr aveller !

On s al e in Marc h !
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SENTRY BOX WEST
No .1 IN TRAVELLER LITERATURE~

WE STOCK TIlE
FOLLOWING LINES
OF FIGURES:
Ral Partha
Citadel
RAFM
Mi ni f igs
Ma r tia n Me t als
Asga rd
Gr enadi e r
Frei- korps
S tone Moun tai n
Her oi c s a nd Hos
Skyt r ex
GHQ
Nai smith
Da r k Horse
o r r the ti a ll

WE SPECI ALIZE IN ROLE PLAYING GAMES ,

BOARDGAMES AND LEAD FIGURES • • .

ESPECIALLY LEAD FIGURES!

We s t ock all the l atest TRAVELLER s up pl ements at rea s onable prices:
We als o have ba ck i s sues of J ournal and bard to get TRAVELLER fi gs .

I F YOU NEED SOMETHING JUST ASK:

SENTRY BOX WEST HOBBIES
3309 Wes t 4 th Ave.

Vanc ouve r B. C.
Ca nada

(604) 734- 1933

Na-l ON SALE:
FOR TRAVELLER : MegaTrave l ler

Playe r 's Manual
COMING SOON: 101 Vehicles

Tr aveller ' s Digest 11

HIVERCARD ac cepted

[EE
Don ' t leave your homeworld

without i t :

FOR 2300 : Star c r uise r
Shi ps of t he Frenc h Ar m
The Aurora Sour ce book
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