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THE SECURITY LEAK FANZINE

Discover the SECURITY LEAK fanzine = this incredible new
fanzine is packed with completely original mercenary
tickets, illustrated starship floorplans, new characters,
unique weapons never seen before, medical equipment and
pharmaceuticals, and also special articles that detail
the rapidly developing experience of espionage in Traveller,
official news and occurences about the ever changing
universe which dozens of races call hame, articles about
unlimited topics ranging from Zhodani starports to Solomani
worlds, and even unrest within the upper circles of the
mighty Third Imperium. ) R .

The SBCURITY LEAK fanzine is perfect for both experienced T
x beginning players, and it also presents both the players [N

the referee with ideas and equipment which can be easily
integrated into any campaign. TRAVELLER

The SECURITY LEAK fanzine is filled with artwork, worlds,
characters, and even adventure stories from many of the
well-known Traveller authors and writers. So give in - come visit our universe!

The Security leak Fanzine: Illustrated. Quarterly. 20 pages per issue. 85"x11" format.
Rates: (US, Canada, FPO & APO) $10 per year, $2.75 single/back copies. All other addresses
must follow the following rates: $12 per year, $3.25 single/back issues.

Need news from the world? Subscribe to the SECURITY LEAK NEWSLETTER. Every issue has
official Traveller news, booklet releases, Traveller software and data-base information,
and so much more. The Security Leak Newsletter: Quarterly. 4 pages. 8%"x11" format. Rates:
(US, Canada, APO & FPO) $4 per year, $1.25 single. Foreign: $7 per year, $2 single.

Make all checks and money orders to: GREGG GILES, 4200 Park Place, Tyler, Texas 75703.

Greetings to the Beaders of the Third Imperium

A special offer has been arranged for
those of you who are now reading the
Jatest issue of the Third Imperium,
It is my pleasure to inform you that
STARBATTLES (Mainline) is available
for thie Imperial price of $7.00, tak &
postage included. This offer is good
only to members of the Imperium.
Act now Ace, this offer will vaporize
upan the completion of the 2nd month
of the year 1988.

STARBATTLES (Mainline) is an intermediate level game of tactical
space ¢combat. It's unique ship design (comprised of hexes like the
one shown) is what makes the combat and damage allooation most
realistic of any game yet on the same subject matter! So act now,
don't let thiz $14.00 value slip by your hands. Pleasse make check
or money order out to Future Combat Simulations and send to:

Future Combat Simulations P. 0. Box @14Z2 Anaheim, CA @2812-3143




NOTES FROM THE CAPITAL

Lttt tepe we 2re with ancther exci- and is located in the centre of the
tirg iscsvae s 7.7, We kave cquite a complex.
hit in this issve, includirg an arti- I.N.5. Hammer is being edited to
cle on the Floriarl (a2 human minor conform to MegaTraveller. It should
race), Floriar starships designed by be available by next issue at the
Ed Edwarde, an article on the Imperi- latest., It is a S5"x8" boaklet in the
al government, and a sheet of Droyne same vein as Supplement 5, Aziran?rs
Coyns! High Lightning, including several
Credit where credit’s due dept.: scenarios and an 11°x17" +fold-out
Many of our letters have asked abput map.
our articles that carry no author An updated version of our Cyborgs
identification. They are all written series will be appearing as part of
by me, with (usually) a bit of help the Medical Digest column in T7ravel-
from Dave New. I felt that seeing my ler’s Drgest. Watch for it.
name on every page Was unnecessary Please feel free to write us with

and would be downright irritating. So comments, feedback, or article sub-
let it be known that I, Mike Jackson, micssions. We need to know what you
write all unlabelled articles; this think about 7.1. and 7raveller in
shall not be repeated. general. We answer every letter and

Last issue, we made several er- look forward eagerly to each new
rors, but only one was seribus -- in piece of mail.

the adventure,
vwe omitted the
#62,

"The Gabriel Project,®
description of area

It is the black globe generator,

-Mike Jackson,
Editor
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THE FLORIAN

LEAGUE

The Florian League is a small inter-
stellar confederation located on the
Spinward edge af the Trojan Reach and
the trailing edge of the Beyond Sec-

tar, Made up of some 41 worlds, it is
dominated by the Floriani, a human
minor race native to Flaria (Yggdra-

sil, 0203).
the League’s population,
ing 60% consisting of 20% Aslan,

Vargr, and 33% various human races.

They make up some 40% of
the remain-
S5%

THE FLORIANI

The Floriani are one of the strangest
human minor races, in that they are
divided into two distinct groups: the
Barnai, 1.5m 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 egually distributed.

All Floriani have pinkish-tan skin
and red or blue eyes, but anly the
Barnai have hair, which 1is usually
brown or black. The anatomy o+ the
Floriani is slightly different from
that of Solomani and Vilani, in that
they have no little toes, no tail-
bone, and no appendix. They have very
little body fat, and are only comfor-
table in temperatures of around 25°C.
Only Feskals exhibit psionics.

Floriani have no concept of art.
But although they almost never create
anything new, they are amazingly good
at data collection and organization,
and can retine items to astonishing
extents., They are often called the
"human calculators.”

The Barnai are more highly educa-
ted and generally mare intelligent
than the Feskals. 1In Floriani soci-
ety, the Barnai do all the planning
and perfarm all cerebral tasks, while
Feskals do all the manual labour,
Most Floriani families own two aoar
three Feskals, usually of both sexes.
{Not all Feskals are s0 owned, howev-
er: most are employed by the govern-
ment, by the military, ar by corpara-
tions.) What amaze most outsiders are
the facts that the Feskals and Barnai
are perfectly content with this rela-
tionship, and that in ethical mat-
ters, both subspecies are completely
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equal, mingling freely in society. A

Barnai would willingly give his litfe
for a Feskal, and vice versa.
Floriant are far less emotional

than other humans, and only display
anger in the most extreme situations.

GOVERNMENT

The Florian League is governed at va-

rious levels by randomly selected
leaders. Staggered lotteries exist
for each level of government -- muni-

cipal, provincial, world, and League
~- and the winners must sit on gov-
ernment councils far =a four-year
term. Ten municipal districts form a
province, and there are ten provinces
ta a world., After serving one term,
all pfficials must retire from gov-
ernment and may never be entered in a
Lottery again. This form of democracy
prevents dictatorship and lust for
power, and gives a safe, though con-
stantly changing, gavernment. “Coun-
cilship® (as it is called) 1is not
open to Feskals.

The government is supported by a
standard beaurocracy, which alsoc ad-
ministers the Floriani legal system.
This legal system is similar to Impe-
rial law, with a judge (from the
beauracracy) and a jury of five. How-
ever, there are no set crimes and
punishments! wunlike in the Imperium,
where pne attempts to discover whe-
ther a specific crime was committed,
the Floriani system tries to deter-
mine if what was done constitutes a



crime. As an example, in the Imperi-
um, the court tries to ascertain if
subject A’ committed a murderj while

in the Flaorian League, the court must
decide whether the murder which 'A’
committed was a crime, and should be
punished.

The Floriani government also ad-
ministers the Florian Mail service.
This service rups Jump-4 mailboats
(based on X-boat designs) which carry
mail, packages, and intormation.

The League Military alsoc falls un-
der the government’s jurisdiction.
Camprising some 80 ships, including
cruisers, troop carriers, and SDB’s,
and five divisions of troops, the
Military is chiefly employed as a
border patrol! and defense network
against Aslan raids.

I,
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TECHNOLOGY

Perhaps the most interesting aspect
of the Floriani is their technology.
On Floria itself, it varies +rom a

low pf 92 in medical and environmental
technology to a high of 15 in space
and military technolaogy. Occasionally
even higher technology can be <{ound:
the Florian capital city is blanketed
by a TL 16 teleportation network, and
there are rumours of items af up
TL 20.

What 1is even
there are holes in

is that
techno-

stranger
Floriani

to’

togy -- though most Floriani own and
understand grav vehicles and even
fusion guns, very few even have the
concept of wheeled vehicles and
blades., Often, the Floriani do not
even understand the theory behind

their own technology -- they may know
how to repair and operate devices,
but have no idea how they work. Flor-
iani rarely use robots, and then only
fpr jobs Feskals cannot do, such as
warking in high-radiatian surround-
ings.,

Finally, the native Flaoriani show
almost no interest in research. Al-
most all scientific work in the
Leagque is done by other member races,
although their 1labs are relatively
Common.
HISTORY: FOR THE REFEREE ONLY!

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

During the Final War, the
abandoned Floria and destraoyed the
upper levels of their city. But the
floriani survived to spend millenia
gradually rebuilding their world.
They spread out across the planet,
and relearned how to use and repair
all the Ancient artifacts that re-
mained. This gradual growth lasted
¢or oaver 300 000 years, until 1in
-225, they discavered an intact An-
cient warship hidden in the bowels of
the rity. They studied it, duplicated
tts Jump-drive, and began to colanize
the stars,

The Floriani were contacted by the
Aslan in -170, but the two races got
along rather poarly. Some Aslan set-
tled a few Florian worlds, but on the
whole the relationship was very un-

Droyne

easy. In 185, they were contacted by
the 1185, and a neutral relationship
began. In 430, the Flariani encoun-

tered human settlers from the Imperi-
um and welcomed them intc the League.
In 504, they formed the Florian



in order to unity their gov-

Leaque,
ernment and culture.

Far 350 years, the League gradual-
ly grew, reaching its present size in
1054. At that time, one or two Aslan
clans commenced raiding 1inside the
League, and soon after the publica-
tion aof the Imperial Second Survey,
the League established a unified mi-

litary and built bases on several
worlds.

During the Rebellion, Aslan at-
tacked the League en masse, while at
the same time swarming across the

Borderland tp 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 rumpured that the Floriani used
strange high-tech weapons, and that
they even restared the Ancient bat-
tlecruiser.

PLAYING THE FLORIANI

The Floriani behave very similarly to
other humans, except in the ways al-

ready described. Role-playing them
should be relatively easy. Player
characters should be Barnai, wWith |

to 3 Feskal servants.
Character generation is as normal,

with the following adjustments: Bar-
nai have -1 Strength and Endurance,
and +! Intelligence. Roll 1(d+& for
Education and Social Standing. Fes-

kals have +i Strength, +1 Endurance,
and -2 Intelligence. Roll 1d for Edu-
cation and Social Standing, Florian
Social Standing follows the table be-
low.

The Florian League has all servi-
ces except Scouts, Hunters, Barbari-
ans, Nobles, Pirates, and Rogues.
They have no lines larger than sub-
sector (or League)-wide size. Native
Flariani must roll 12+ to become sci-
entists, Floriani service histories
can be generated with the normal Tra-
veller system. (All rolls of +1 So-
cial Standing, Archaic weapons, Air-
craft, Blade weapons, ATV, Hover-
craft, Watercraftt, and any included
skills are ignored§ roll again.) No
planetary Navies exist in the florian

League; there is only the aone Confe-
deratian Navy.

Mustering-out benefits in the
League are slightly different, how-
ever: Traveller’s Aid is replaced by
a "Free Pass,” 9giving free Low pas-
sage to anywhere in the Leaguej sub-

sidized Merchant benefits are re-
placed by the Florian Provincial Mer-

chant; Lab by the Florian Research
Cruisers and Seeker by the Florian
Miner. ({(Note that a floriani given a

Research 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-
tically commissioned. Feskals do not

receive mustering-out benefits, and

can only enter the Army, Belter, Law

Enforcer, Marines and sailor servi-

ces, where they are property of the

service. When they leave, generate

terms bon the servant table. (Do the

same for those who do not enter a

service, )

FLORIANI SOCIAL STANDING

Rall Title Explanation

1-2 Feskal Low level, such
as sanitation
vorker

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

] Feskal leader High level,
such as work
boss

7-8 Barnai Low level, such
as store owner

9-1{0 Barnai Medium level,
such as busi -
nessman

11 Horbarnai High level,

such as judge

12 Darbarnai Councillor

with a Social Standing of {2
have served a 4-year term in govern-
ment. Add one term o0of service for
this, and roll twice on the following
skill table. The character is also
given Cri100 000 and a plot of land an
Boronu.

Floriani

Coauncil Skills

t - Leader

2 - Administration
3 - Tactics

4 - Computer
S - Legal
6 - Liaison

Servant

Enlistment - Automatic

Survival - 3+
DM +2 i+ - Endurance 8+
Skills - Roll 4+ each term for

Continued on psge 20



TRAVELLER'S

HARDWARE

COMBAT SPRAY GUN

Trhe Combat Spray Gun (CSG) 1is a rare
TL 9 weapan. It consists of a large,
rifle-like gun working alpbng the
lines of a flamethrower. Small canis-

ters, containing various chemicals
which are sprayed out of the gun in
the form of gas or foam, are inserted
below the barrel, up to four at a
time. The order ot insertion is the
order ot firing, and each canister is
good for one shot., The €85G has a
range (aY Sm {short), creating
"clouds® varying in size depending
upon the lead.

The CSG has low recoil and bhas
difficulty as a rifle. 35009, €ri1300,
Length: ?250mm.

Amenition Pen/Attea Dam. Dnge Spc Sigeatere [ost Weight TL
franquilizer - t 3 Lox Cel0 2009 9
Chemical - 4 3 Low €20 2009 §
Prismatic - 0 3 High ir§ 2009 9
Steel foan - )] 2 High 5 209 13
Swoke - 0 3 Righ 2 2004 9
Fire exting. - 0 4 Metim CrS 209 9
Paint - 9 [.5 Bedim  Ce§ 2009 9
Riot foam - 0 4 fedluw Cr 5 2009 9

Note: signature applies hepe to vistbility of the speay. The (56 is

exirenely quiet,

All ammo loads are as in AMegalravel-
ler, and last as chemical rounds
{trang and chemical) or as smoke-
screens (smoke). Paint does nat farm
a cloud, but rather coats everything
in its danger space, as do fire ex-
tinguishker (douses all flame within
danger space!) and rict foam (reduces
friction in area to zero, 7.I, #4).
Steel foam (7.7. #2) forms 4 cubic
metres ot plassteel, Tranq requires
that the tarqet breathe in the gas,
and Chenical (nerve gas) requires
that the target have some exposed
skirn area, or they have no effect.
Tranqg does the listed damage every
round the target is within the clpud
until! he loses consciousnessi chemi-
cal doez the listed damage every
rourd he is within the cloud until he
is dead.

FLAMETHROWER
Thza flamethrower fires a stream of
combustible ligquid ar gas and ig-

nites it, creating a cloud of flame.
Damage and spreading rules are as for
normal fire, listed in MegaZraveller.
It has a range of Sm (short), and the
danger sapce ts a Sm x 1.5m stream
sxtending from the nozzle o+ the uwea-
pon., Extinguishing the fire is a dif-
ficult task, with DM +2 if the cha-
ractey rolls on the ground, DM +4 i¢
the flame is smothered (blanket,
sand), DM +4% if immersed in water,
smothered with a fire extinguisher,
or exposed to vacuum,

The flamethrow=r-6 uses a 1000qg
backpack fuel tank, which costs CrldQ
to refuel and is carnnected to the ac-
tual weapon by a flexible tube. The
flamethreower-9 uses a S500g bottle at-
tached to the bottom of the gun,
which costs Cr50 to refuel.

Yeapon Weight Shots Leagth Price
Flamethraeer-4 5000 10 930an  Crd30
Flasethrower-9 4000y 16 00wn (r350

Ueapon Pen/Atter Damage Sigmature Recoil Ditficxity as
Flamethrouee-6 - It High Low Ritle
Flansthrower-9 - i High Law Ritle

Note: antomatically damages anyome apt weaeing armour of 14+,

*Maltiply damage by nusber of romsds target has beea burmingj fe,
one the first round, two the serond, three the third, and so farth,

2z (0 N
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FLORIAN MERCHANT

The Florian Provincial Merchant is a
large ship with high jump capability,
making it perfectly suitable for Mer-
chant operations in the Trojan Reach.
Part of its cargo bay can be used for
tuel, allowing it a reach of +four
parsecs; this is often necessary in
the sparse areas aof the Florian
League and its surrpounding territor-
ies.

Like most Flbriani ships, the Pro-
vincial Merchant 1is built on the
lines of practicality and space. All
staterooms are airtight, and the car-
9o and drive sections are open, 4giv-
ing a less claustrophobic feel to the

ship. Like all Floriani ships, the
putside design is very dullj the Pre-
vincial Merchant is often known to

nan-Floriani as the "Flying Brick.”
Because of its capabilities, the
Florian Provincial Merchant is popu-
tar throughout the Yrojan Reach, and
is 2 major export of the League. Ex-
ported versions usually have walls
installed around the drives on A- and

B-decks and the cargo bay on C-deck.

Provizcial Kerchaat PA-M31332-040000-40003-0, 387 Mlr. 1000 toas,

batteries bearing | 1 1 [(HER

batteries | 1 1 trenfl.
Passezgers: 20, Low:d0, Carqo:ZS0 1165, Fuel:ds0 (445). EP:30

hility:l, Tenops:d

STATISTICS

Tonnage: 1000 tons. 14 0O0Om™,

Crew: 17 crew. 3 troops.

Dimensions: 45m L x 28.9m W x 12m
H.

1-G constant.

3. Suf¢ficient fuel far
another jump-1 with re-
duced carga.
3. 30 EP.
Sufficient fuel
weeks.

Two Vadada Mark IV Ul-
tima fusion power
plants driving one Bos-
cav Thruster manoeuvre
drive and a Flatline
308 jump drive.
Standard inertial com-
pensators, 1-G ¢loor
field. Variable state-
room gravity.

Casnov electronics wmo-

Acceleration:
Jump:

Agility-1.
for 8

Power plant:

Engineering:

Gravitics:

Electronics:

del /3 computer.
Unlimited

Cne jump-3
extra jump-1
duced cargno).

Range:

manoeuvre.
(plus
with

one
re-
Fuel

scoops and purification

8 weeks’
supply

plant,
dard

tion.

{ triple laser
1 triple
ret,
er turret.

Armament:

Bridge.

250 tons
when extra
ried). 20
40 low berths.

Capacity: cargqo

Vehicles:
one madule.

DECK PLAN LOCATIONS

1. Bridge.
navigators,
computer officers,
cantrol stations for
three turrets.
Computer,

Cutter.
module,
passengers.
4. Fuel Tanks.

5 Fresher.

4. Vacc-Suit Storage.
7. Airlock.
8
?

and
the

Carries standard

Low Berths,

Low Passenger Prep.

prepare for and recover from

passage here.

missile
1 triple sandcast-
Can be
motely controlled

fuel
passenqgers,

One SO-ton cutter

Stations for pilot,
communications

stan-

consump -

turret,

tur-

re-
fram

{165

car-

with

two
and
remote
ship's

cargo

with 25 tons cargo and 10

Passengers

low

10. Cargo. Passenger baggage and any
other cutter-transferable goods
are stared here.

11. Sick bay.

12.-22, Passenger Staterooms.

23, Passenger Lounge.

24. Power Plant Upper Level. Flaor
open to B-deck.

25. Mangeuvre Drive Upper Level.
Floor open to B-deck.

24. Food Storage.

27. Galley.

28. Avionics.

29. Fuel Scoops.

30. Purification Plant.

31. Passenger Dining Area,

32. Passenger Lounge.

Continued on page 17
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YGGDRASIL SUBSECTOR

Tha Yggdresil subsector was originally settled by the Floriani starting in -150.
Buring the Sindalian Empire, the worlde of YGGDRASIL and FORANDIN were settied,
and the Empire named most of the subsectar’s planets, once surveyed, +For Norse
nythology. As the Florian League grew, it reramed the majority of these worlds.

The Yggdrasil subsector is the hub of the Florian League, containing the cap-
ital, prisan world, and gavernment retirement world.

FLORIA (0203) is the capital of the Florian League and homeworld of the Flo-
riani, It is a pleasant, Terra-like world, and a major tourist centre. Its main
city is built orn the ruins of an Ancient site.

DARUF (0404) is the Florian League’s prison world. All seripous nffenders and
their families are left here to fend for themselves. A thousand or so have
managed to survive and establish some sort of civilization.

INSEC (0207) is the main MNaval base and ship construction centre for the
Leajgue.

“ABAL (0309) is a military training centre, with less than 100 permanent
residents.

RORONU (0404) is a retirement world. All Floriar politicians are granted a
plot cf land here atter their term in office, which reverts to the state after
their death.

YGGDRASIL (0803) was criginally colonized by the Sindalian Empire. [t is now
an Imperial client state, wused by the Imperium as a trading post with the Flo-
rian League.

Daru¢ 0106 D340308-2 Prison world. Mon-industrial. Ppor. VYacuum world. G R
Bolsush 0109 D435741-9 Agricultural. Rich, G
Fleria 0203 A467942-F F Subsector capital. G
Jorn 0208 B411440-9 F Icte-capped. Nen-industrial. G
Thrueh 0210 A236246-C Non-industrial. Low population. G
Insec 0307 A121542-F F Non-tndustrial. G
Ficsolan 0308 Es9A742-9 Water worlid. G
Kabal 0309 B387147-B F Non-industrial. Low population. G
Cimmen 0310 E7C0140-9 Non-industrial, Low population. G
Tibolt 0405 C575744-9 Agricultural.

Lucind 0406 B8604&42-9 Desert world, Nan-industrial. G
Picard 0407 D&E7946446-9 Non-industrial. G
Tefsi 0408 BA?444%-B F Non-industrial. G
Garnl 0506 EB884940-% G
Boronu 0404 B?46741-A Agricultural. Rich. G
Ilnest 0605 B4846347-9 F Non-industrial. Low population. G
Zimlt 0703 C147546-9 Non-industrial. G
Forandin 070& BA89446-9 F Rich., Non-industrial. G
Cdin 0801 B20149B-8 Non-industrial. Ice-capped. G
Thor 0803 Ds69377-5 Non-industrial. G
Yqgdrasil 0803 B3S07CD-8 Poor. Client state. Desert.

Sif 0810 A745847-7 Rich. G

The Yggdrasil subsector contains 22 worlds with a total population bpf 14.211
billion. The highest population is 9, at Garnl and Floria; the highest tech
level is F, at Flpria and Insec.
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MAP LEGEND

WORLD CHARACTERISTICS
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FEATURE ADVENTURE:
MINDBURST

Early in the Rebellion, Aslan forces
took advantage of the chaas in the
Imperium. They launched a huge inva-
sion, taking over many non-aligned or
Imperial worlds in the Trojan Reach.
The Flarian Leagque, largest indepen-
dent state in the sector, also sutf-
fered by the invasion, and is now in
a defensive war against the Aslan
clans., How they are holding back the
superior forces of the Aslan remains
a mystery, though rumours abound of
strange high-tech weapons and even an
Ancient battlecruiser.

Sometime in the year 1118, the
players are laitering at the Vadada
(Nora’a 0503, A410944-F) starport.
The world was just recently captured
by the Aslan, and the characters are
in the process of being deported. A
tall Aslan male in Envoy garb ap-
© proaches, and says he represents
Ftahko, head of a minor clan current-
ly controlling the world, and that he
has a proposition for them.

Meeting with Ftahko, the group is
informed of a strange battlefield oc-
currence in the war with the Flori-
ani. Just before contact with the en-
emy, a strange humming can be heard,
dand suddenly fully three quarters of
the troops either collapse, a few un-
conscious but most dead, or go com-
pletely 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 Aslan desperately need to
find out. Ftahko would like the party
to cross the border and infiltrate
the League, uncover any information
about the weapon, and, if possible,
return with plans and a working mo-
del. In exchange, he will grant the
playerse their choice of a plot of
land on Vadada (actually a small town

2000km from the starport) or
Cr30 000. He cannot send Aslan, but
Imperial humans just might pass as
League citizens.

BEYOND THE FRINGE

The characters accompany an Aslan
Troop Transport to Thrush (Yggdrasil,
0210). A sguadron of Florian SDB’g (s
Wwaiting, and a battle ensues, but the
carrier manages to drop the group to
the planet in jump capsules before
leaving.

The players are equipped with free

passes, Florian ID, and language
translators speaking Floriani, as
well as any other eqguipment they
might need to pass as League citi-

zens. They must make their gwn wWay
through the League, {find the answer
to he Mindburst mystery, and return
to Vadada.

Questioning
will receive anly blank stares,
though the occasional citizen has
heard of a secret research project
similar to their description. One
night, a drunken squad of Feskals in
marine uniforms can be overheard
talking about the new neural rifles,
which are stopping the Aslan in their
tracks. If the players talk to the
troopers, they will +find out that
there is only one such gun per squad,
and that they are kept +irmly under
lock and key. One trooper knows that
they are built at a special lab in
Capital City on Floria.

Getting transport to Floria is
difficult, and can be resolved by the

about the Mindburst

following task. (Convoys come only
once per month and carry only the
most important items, as it is hard

ta book offworld passage.)




dif¢i-
3

To book passage to Floria:
cult, persuasion, bribery,
min {unskilled OK).

Reteree: A superficial mishap re-
sult means the players must
wait and try again when the
next convpy is ready. A minor
mishap means they must wait for
the next one and try ag9ain, but
the task will then be formi-
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 gn to
jail.

1¢ worst comes to worst, the players
can stow away on or steal a starship,
but this will make their job far more
difficult, as police will be looking
for them.

NETWORK

Floria houses the
military headquar-
ters of the League, and boasts a pop-
ulation of three million. In maost
respects, it is like any other TL 15
city, but there are two exceptions:
first, deep underground is an Ancient
site, its twisting corridors now
stripped clean of all high techno-
logy, and secondly, almost all trans-
port in the city 1is 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 Ancrients), with the
prablem of energy loss solved by con-
necting all the booths with a +fiber-
optic 9rid,

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

The use of telebooths could in-
crease crime, as a criminal could
teltepart in from anywere, commit the
crime, and teleport away again to

Capital City an
qgovernmental and

-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
succinctly returned with no effect,
and anyone who tries to teleport out
vwill be teleported directly to police

headquarters.
In Capital rcity, telebooths are
used for all transport except deli-

B33
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very of large-scale items,

done by G-carrier,

THE COMBAT LABORATORIES

Various research will reveal the

existence of the Combat Laboratories,
a small building on the outskirts o¢f
the city, and its adjoining factory.
Reputedly, these buildings are the
ultimate source of the Mindburst wea-
pons. The characters may take any
tack they choose in trying to approp-
riate the plans and a working weapan.

Key o Laboratorieg Map

Foyer. Besides one-way fire ex-
its, this room and the deliveries
platform cantain the only doors
to the building; eerily, this is
also the only room with any win-
dows. A teleport booth sits in
one corner, opposite a reception
desk, where the characters’ Ip
will be checked. A guard stands
in the corner opposite the tele-
port booth.
Oftfice.

Janitorial

1.

Storage. Brooms,



THE FLORIAN NAVY COMBAT LABORATORIES
Located in ware~
FACTORY house/factory
district on out-
skirts of Capital
[ 18 City.
11 i ™ .
- - Laboratories are
1 one story tall.
29 2 < Factort is two
HERE" - stories, No ac-
4 1 | | 4k cess between the
- - ey
1 o . . . N No exterior de-
‘] = = Al fences, Video
BEZE il i cameras in every
5 81— 5 Z corner, monitored
l o frd e l l 1P from security
34 L _ 13 area.
3 I ! = —-—-é- All walls are
| [ reinforced con-
LI N 6 crete (armor 15).
2 bo | 27 1 Exterior is bulk-
< %F - head equivalent
=l (armor 40).
vacuums, and other such low-tech mishap merely results in the
cleaning equipment ¢ill  this computer’s shutting down.
locked room.

4., Security. 18 guards are on hand 8-11. Washrooms. There are two sets,
at all times: 6 on call in this one on either side of the com-
room, electronically monitoring plex.
the complex; & on patrel in the 12, Lab Animals. Cages containing
complex; and 6 stationed one each many small creatures line the
by the doors to the Mindburst sides of the room and sit on
Lab, the Extreme Heat Lab, and tables in the centre. Almast all
the Black Globe Lab, ane in the of them are biologically similar
Foyer, and two by the Deliveries to Aslan, with most native to
area. . Kusyu.

S. Records. Backup holocrystals with 13-20. Labs. Some two to five scien-
information on incoming and out- tists, mainly bof non-Floriani
going parts are contained bhere, stock, are usually in each lab.
including one concerning the de- 13. Gauss Rifle Lab. Plans and models
velopment of the neural gqun, its for various Gauss rifle modifica-
mode of functioning, its plans, tions (greater range, higher ma-
and the exact number produced up gazine capacity, lighter weight)
until that day. are contained here.

6. Conference Room. 14. Laser Lab. Research in this lab

7. Main Computer Raoom. 1¢ a charac- focusses an upgrading power
ter tries to access Mindburst re- packs; those currently being
cords, use the following task. worked on caontain fewer shots but

are significantly lighter,
To transfer Mindburst information 15. Black Glaobe Lab. A guard is sta-

to a holocrystal: Difficult,
Computer, Intelligence, 5 min.
Referee: A Destroyed result cau-
ses the computer to shut down,
the telebooth to swWitch aff,
and an alarm to sound. A major

~14=

tioned outside the doer to this
lab, in which scientists are at-
tempting to construct a device to

break through a black globe.
Judging ¥rom the number of per-
fectly split pieces of eguipment




on the ¢floor, they do not appear
to have had much success yet.
Meural Shield Lab. Here, scien-
tists are attempting to construct
a defense for the neural gun,
which, while it decimates the
Aslan troops, occasionally inca-
pacitates Floriani too. Their ef-
forts appear still to be in the
planning stages.

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.
Tractor Beam Lab. In this 1lab,
research is endeavouring to build
a starship tractor beam. Plans
for a prototype are in their fi-
nal stages.

Extreme Heat Lab. This lab also
has a guard outside its door. In-
side, fusion and plasma gun tech-
nalogy ts being explored: exten-
ded range, higher  accuracy f(a
thinner jet of plasma), increased
power, and smaller weapons are
four avenues under investigatian,

Mindburst Lab. Several partially
assembled neura) guns lie arnund
this room, their insides in var-
ing states of disarder. Scien-
tists are trying to adjust the
weapons to make them more speci-
fic to Aslan, and to give them an
even higher success rate
they already have,

16.

17.

i8.

19.

20.
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21-23. Lab Storage. Several wWeapons,
both functional and experimental,
and many parts line the walls.
Mindburst Storage. Ffive finished
that is, untampered-with --
neural guns sit on the shelves of
this room.
Deliveries.
tioned by
building.

24,

25. Two guards are sta-
the door into the

Qutside, two G-carriers

-15-

with no occupants.

are parked,

26-37. Otfices. None of these holds
anything of import to the Mind-
burst project.

MINDBURST

The Mindburst weapon is5 actually a

(statistics in Megalrav-
eller or 7.1, #'s 3 and 7), recently
developed by the League. In humans,
it wusually causes unconsciousness,
althaugh it can occasionally trigger
disorientation, wind assault, or even
death. However, the Aslan brain chem-
istry creates a ditferent effect: On
a rall ot 2d: 2-4 = no effect; 5-10 =
insanityj and $11-12 = death. This is
the weapon which has devastated the

neural rifle

Aslan invasion. There is no known de-
fense.

ESCAPE

How the adventure is resolved is up
to the players and referee. The es-
cape from the complex, and later ac-
ross the border can be acted out in

as much or as little detail as is de-
sired, When the characters finally
return to Vadada, Ftahko will pay
them the agreed-upon price and try to
convince them to join his clan's for-
ces. They may do so, they may decide
instead to help some other clan, or
they may simply go on their own way.



IMPERIAL GOVERNMENT

Aspects of the Imperial system of
government have appeared in a multi-
tude of articles, but no one descrip-
tion has ever given a straight over-
view. But such a view is very impor-
tant, especially during the tumult of
the Rebellion.

As has often been said, the Imper-
ium owns ths space between the stars,
not the stars themselves; the only
land the Imperium actually owns |is
the world of Capital and the main
starport on each nember world.

Starports are run by the SPA
{StarPort Authority), an Imperial
bureau. They all have no law level to
facilitate transition between worldsjg
their tech level is usually the sane
as that of their world, but has a mi-
nimum ot TL 9. I¢ the world’s tech
level is lawer than 9, it is illegal
to sell item=s from the gatarport to
the natives.

The main governmental system is
feudal. Each world can rule itself in
whatever way t{t wishes. The planet’s
ruler (often given the title of Mar-
quis for more important worlds) then
pledges fealty to the local count,
who oversees several nearby worlds.
The count and his government collect
taxes, deal with inter-world prob-
lemx, and generally administer Imper-
ial multi-world policy.

The counts then take oaths of
fealty to their subsector dukes, and
the most powerful of each sixteen
subsector dukes becomes sector duke.

from the marquis, deal with problems
between subsectors, and command the
Imperial military <forces of their
sector. In the latter, their control
is rather weak, in that they make on-
1y general military policy decision.

The dukes in turn pledge their al-
legiance to the Archdukes ot the sev-
en Domains. Until 1114, the Domain of
Deneb had no Archduke, but in reward
for his courageous actians during the
Fifth Frontier War, Emperor Strephon
bestowed the title upon Duke Norris
of Regina, The Archdukes collect tax-
es5 fragm the dukes and dea] with wide-
scale problems (Imperial policy,
wars, etc.). An Archduke can create
new nobles, although his powers are
severely limited in this regard.

Finally, the Archdukes pledge
fealty to the Emperor, the supreme
head ot the Imperial government. He
and his cabinet institute Imperium-
wide policy; he invests new nables,
and is the top commander of the mili-
tary. However, the sheer size ot the
Imperium limits their power, and most
decisions are lett to the lomer lev-
els ot government. The Emperor’s true
purpose is to serve as a figure that
all citizens can respect and revere,
a glue sticking the - whole Imperium
together. He provides the ceremany
and pomp, the charisma necessary to
tie taogether an interstellar govern-
ment.

Many other legislative and govern-
mental bodies, and many government-

He and his government collect taxes run services, also exist. The best-
MOOT EMPEROR
[SPA] MINISTRY ARCHDUXES AVY MARINES [ARMY]| [IISS
of
JUSTICE DUKES FLEETS
RESERVE IMPERIAL
COUNT FLEETS GUARD
PLANETARY[/MARQUIS' and othe
planetary rulers SYSTEM pLigS?ggy
SQUADRONS . .
including
Wet Navies
and Air
Forces




known body is the Moot, which 1is a
dempcratic house consisting of all
the nobles of the Imperium. As most
nobles cannot come to Capital to
vote, it is run by 3400 to &00 nan-
land-owning nobles carrying proxy
votes for the thousands of others.
The Moot has little power, and seldom
uses it: its twa main powers are to
prevent an unsuttable individual from
becoming Emperor, and, {n warst-case
scenarios, to dissolve the Imperium,
The Imperial Ministry of Justice
runs Imperial courts, the judiciaries
¢for high justice crimes (treason,
viclation ot the rules of war, geno-
cide, etc.), and has a courthouse on
each subsector capital. Other, lesser
crimes are dealt with at the plane-
tary level, depending on the law lev-
el of the world. The Ministry also
has a Special Branch, the JSB, a co-
vert security agency in the rimward
end of the Imperium. It falls under
the jurisdiction of the Imperium-wide
judiciary, the body on Capital that
makes the laws and runs the Ministry

of Justice.
The Imperial Services are set out

similarasly to the Imperial govern-
n2nt, with a single controlling body
on Capttal but the real Service indi-
viduzally rcentrclled at the sector
level!. The Imperial Naval Force Com-
mand {IMFC). The MNavy’s lowest divi-
sions are squadrons, used for patrol
and piracy suppression. These are
grouped inta fleets under the sector
government, or reserve fleets under
subsector command, their number vary-
ing considerably bacsed on the vola-
tility of the sector. The Imperial
Fleet command, on Capital, controls
general policy and Fleet deployment
by sector.

The Imperial Marine Force Command
(IMFC) {5 a parallel service to the
Mavy. It is autonomous as far as po-
licy and deployment go, but at the
sector level it comes underneath the

Navy.
The Scouts (I1ISS) also have both
sector and Imperial command, and are

put under Naval command during wars,
The Emperpr is the supreme cpmmander
of the Scouts, as with every service,
although he only ever uses his power
in a limited fashion (by establishing
a Survey or new program, for in-
stance).

The Impertal Army Force Command
{TAFC) ¢functions in the same fashion

as do the Marines, but it is not the
only such force., Armies, as with nau-
tical and aerospace forces, and colo-
nial navies, are part of warld de-
fense forces. Generally, ail fall un-
der their worlds’ complete authority,
but during wartime, the Imperial Navy
takes control.

Normally, this system is a very
stable ane, but only while the Emper-
or {s strong. Being the only uniting
factor in the Imperium, the post of
Emperpor can never be vacant or filled
by a poor leader, or the government
is seriously weakened. All it takes
then is a g9ood shove to send the Im-

perium into total chabps.

Continued Yrom page &

33. Power Plant Mid-Level.

34. Manoeuvre Drive Lower Level.

35.-42. Passenger Staterooms.

43. Deluxe Passenger Stateroom -
Antercom.

44. Deluxe Passenger Stateroom,

45. Triple Laser Turret.

446, Triple Missile Turret,

47. Triple Sandcaster Turret.

483. Cargp Bay. Open to D-deck.

49, -60. Crew Staterooms.

61. Exec’'s Stateroom.

42. Captain’s Office.

63, Captain’s Statercom.

é4. Alcove. Use varies depending on
Captain’'s tastes. On some ships
it contains a library, a mini-
gym, or an entertainment conscle.

&5. Pawer Plant Lower Level.

66. Jump Drive.

47. Cargo Bay.

68. Forward Cargo Doors. Extend up to
C-level.

49. Side Carqo Doors.

70. Dfficers’ Lounge.

71. Crew Mess.

72. Crew Lounge.

73.-77. Crew Staterooms.

78. Gym. Used only by Feskals an mast
ships.

79. Starboard Cargo Bay. Can be used
as +fuel tankage.

80. Port Cargo Bay. Can be used as
fuel tankage.
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FLORIAN STARSHIPS

NIRE Jackron 197

Steike Cruiser  FCS-MIIZRIS-MT740-00839-0, NCe3 600, 34 000 toas,  Courler #F-B141441-000000-00000-0. MCr2360. 2000 toas.
batteries bearisg 719 TL:45,  Passengersi0. Low0, Carqo:l, Feeli1680. EPi80, Agility:4. TLILS. Crewiid.
batteries AA Crew: 16,

Passeagers:0. Low:0, Carqga:20, Fuel:1X30. £2:152, Mgility:f. Treops:d, 'he Florian Courier, alsc known as
"long legs," carries enough fuel for

The Florian Strike Cruiser is the two jump-4’s, and is used for long or
backbone of the Leaque Fleet, It car- fast courier missions where refuel-
ries 200 tons of small craft inside ling may be difficult. It is of stan-
and can support two 2000-ton ships on dard configuration and is often car-
its back. Like many Florian ships, it ried by Florian Strike Cruisers. This
is standard confiquration. Designed ship design is in great demand during
by Ed Edwards. the Rebellion. Designed by Ed
Edwards,

[ " \ " i 1 . A ] ) }
0 FSDB-D1042-F09940-00099-0, MCr3158.15. 2000 toas. N—/’—f’
batteries beariag 1 LIS, —\'\\"' — e Jackson D)
batteries i1 Creaid2,

Passengers:. Loa:d0. Cargo:0. Fuel:M0. EP:340, Mility:0, Troogsts,  |Tom farrier  FET-DIGGEI-000400-00909-0. MCriZé8.d. 2000 tons,

batteries bearing 14 |{RYL2
batteries 11 Creu:3i,

The Florian SDB is one of several
Passengersi0. Low:450, Cargo:132, Fuel:800. EP;120. Agility:0. Troops:450,

ships that can be carried by the
Florian Strike Cruiser. Like many
Florian ships, it has bays rather
than turrets, and is of standard con-

The Florian Troop Carrier is another
standard configuration ship often
$iguration. It carries a 50-tan cut- carried by Strike Cruisers. It car-
ter and has a back-up bridge and ries a battalion of troops in low
model /4+fib computer, as well as a berths and uses {ts cargo bay to

frozen watch. Designed by Ed Edwards. 8 transport their equipment.
-18-



grav mining vehicle (#1195 Passage No.
4. Treat as a G-carrier with a pulse
lagser, a crane, mining gear, four
passengers, and 7 tons cargo).

Battleskip FIL-P133A13-B77700-00109-0. MCr33 720. 54 000 toas.
batteries bearitg & 11x TL:15.
datteries A i1n Cerni b0,

Passeagers;20. Low:600, Cargo:120, Fuel:Z2480, EP:5400. Agility:3. Troops:i2d.

The League cantains only four ships
of this model, the largest Flaorian
warship design. A standard configura-
;;g:u;e:§§i;«ns:t 33:;_2’:h:“°f§:;;27§;g The Flarian. Research Cruiser isA a
£ib computers, a meson screen (model popular design for research both in-
7), two nuclear dampers (model 7), side and outside the League. It has

and an emergency bridge. Also carries 60 tons of lab space and carries a

two 95-ton shuttles. Designed by Ed cutter outfitted with a model/2 com-
Edwards. puter. It has two modules: a standard

$ue)l skim module and a lab module
with an air/raft, two staterooms, a
madel/3 computer, 3 tons of cargo,
and a 10~ton lab (MCr20.6).

Researcd Craiser  FL-5431342-00000-0000-0. MCr384.4. 500 tons.
Passengers: 10, Low:0, Cargo:20. Fuel:14S. EP:15, Agilityt. TL 12. Crewié.

Mail Boat FXV-1341411-000000-00000-0, MCr42.3. 100 toes.
Ki ser FA-3231351-000000-10000-0, WCri96.4. 300 toms. . . s . . . . .
batteries bearing 2 116, Passengers:l. Low:0, Carqoil0. Fuelidd, EPi4, Agility:d, TLIL3. Cremif,
batterfes 2 Crenzd ; .
. " Florian Mail Boats travel to all the
Passengers:0. Lowi0. farqo:30. Fuel:99. EP:9. Agilityif. Trocpsid. League worlds carrying electronic
mail, parcels, and the occcasional
One o¥ the most commpbn Florian ships, VIP. They are similar to Imperial
the Miner was origir)ally intended as X-boats, except that they have man-
a prospector, but is now otten en- ceuvre drives and cargo space.
countered acting as a Far Trader or Mail Boats are run by the League
Scout. ) ) government, and are built and piloted
The crew consists of a pilot, an by the Florian Navy. They cannot
engineer, and a medic, plus three land, sa are cared for by Naval
belters. The ship carries a 10-ton ships.
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Continued from page &

the following: Grav venicle, Steward,
Streetwise, Brawling, +i{ to any char-
acteristic except Soc, and one skill
of the player’s choice.

TRAVELLER CLASSIFIEDS

FOR SALE: ONE Imperial palace. Cheap. P0 Box 6-7423, Capital.
LOST: ONE PHMlEIn. Contact D. who.

HAD ENOUGH OF Teaveller! Despsrately seeking elves. PO Box 1-8784,
Yor!d of Two Moons,

FOR SALE: USED suclear power plant. Leaks oaly slightly. PD Bax B-2179,
urf,

SANTED: THIRD Isperium articies iso we doa’t bave to waste spare like
this).

FOR SALE: OME {{] Ihodaal ¢leet. Defeated oaly pece. Contatl D, Marris,

FOR SALE: MASC U, Miller's basietball shoes. For mce in baildiag Jump
i>ive,

GAKTED: CNE CAX Aslas repellest, PO Box 11217, Flasia.

NTED: COMPANIOXSHIP for loaely K'kree, Parties of lest than 20
ze2d aot apply. PO Box TT3-23, Kirer.

WARTED: GJ2D HOME {or rrested jabberwock Vooguas.' Rummiag cul of
in-1ans, PO Box D-4410, Veqa,

SEEXIKG EVIL MAK with severe glaedular disorder. Coalazd v, Alrasdes,

FOR SALE: GENUINE Anrieat artifacts, 3 per crzidit, 23 22 &-4333,
Viand,

L2570 KCRS IN emsaried biris, f.caze szlars ta rO Fox £-0174, Rayiance.

LOSTS ONE i Tep=rion. sretiact M, NMiller {msediately.

Droyne Covyns

This set ot all 36 Droyne Coyns can be
cut out and used for ceremonies and
Character generation as outlined in
Alien Module 5: Drayne.

TRAVELLER STARSHIP COUNTERS

Each set contains 140 2cm X 2¢m counters.

LAUKCH "

Send %3.00 Canadian per set to Mike
Jackson, No.512, 4676 Yew St. Vancouver
B.C. Canada. V6L 2J6.

Back Issues

Hl.... .. i ev e b a .»:50ld out
7 .»Spld out
. % 2 ...reprints available
L versas.501d out
= sold out
BE. .. v vrarra-arares5til] available
L still available

$1.50 Subscription

~———3 THE LAST WORD
IN FIRST FICTION

RlONZORNS

SUB ROOM 249 A SuB BOX 75

UBC. Vancguver BC
V6T 2A5
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TRAVELLER’S ADVICE

BUYING S5PACESHIPS
{SAN IMPORTANT
FUNCTION FOR THE
WELL-TO-DO
TRAVELLER. BAD
DEALS AND FALSE
ADVERTISING CAN
APPEAR EVEN

HERE"...

THIA I15SOE% STR$
WRITTEN BY €D TDWIARDS

THEY MAY HRAVE [INAD-
EQUATE FACULITIES. ..

(N

= ,/IZIW;%

7,

A\
UNDOCUMENTED
FEATURES - ..

MYPER - COMPACT
QUARTERS ...

INSIDE  EQUIPMENT: TL15 VACC SUIT

Inflatable
Bubble
Helmet

(polarizes
with light)

Neck Latch

N

Oxygen
Port

Controls and
Readouts

Microphone

(folds out

of way)
Airtight
Zipper

\/

Glove ’///
Pockets

Soft Boots

Glove
Latch

‘ PLSS Package

"ll’ Oxygen

U]

! ! Battery
< T~CO_. Scrubber

e, 2

=l

Magnetic

///Soles
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SUIT FABRIC CROSS-SECTION

Inner

Body Pressure
Suit (skin-tight,
porrous)

Self-seal Jelly

Cuter Insulating
Fabric

The TL 15 Vacc=suit is the ultimate
refinement of Vacc-suit technology.
Only three milimeters thick, it ecan
be comfortably worn in any environ-
ment for extended periods of time.

The TL 15 Vacc-suit has three
layers; the innermost is a body
pressure sult, a skin-tight, porrous
body-stocking that reinforces the
skin against vacuume and acts as a
temperature regulator. The middle
layer consists of a Jelly that har-
dens when the suit is breached,
sealing the hole. The outer layer
is a plastic insulating fabriec,
providing armour and envirommental
protection,

NEXT ISSUE :

Feature Adventure - After the Fact
Solomant €Cruiser
Nora'a Subsector

Plus Skin Dye, Cell Dye,
and the first in a series o+
articles on MegaTraveller!
On sale in March!




SENTRY BOX WEST

No.1 IN TRAVELLER LITERATURE:

WE STCCK THE
FOLLOWING LINES
OF FIGURES:
Ral Partha
Citadel
RAFM
Minifigs
Martian Metals
g 4 Asgard
AR : , T;;’ s o Grenadier
BT SACHAT \ . g 1 .y 7 Frei-korps
5 ; Stone Mountain
Heroics and Ros
Skytrex
. - GHQ

Naismith
/ _ Dark Horse

Off the Wall

> /7
Ry,

e L0 LTI G

e / , ’ .
TS A

WE SPECIALIZE IN ROLE PLAYING GAMES,

BOARDGAMES AND LEAD FIGURES...
ESPECIALLY LEAD 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 ASK!:

SENTRY BOX WEST HOBBIES
3309 West 4tn Ave,
Vancouver B.C.
Canada
(604) 734-1933

HIVERCARD accepted

Don't leave your homeworld
without it!

NOW ON SALE:
FOR TRAVELLER: MegaTraveller FOR 2300: Starcruiser

Player's Manual . Ships of the French Arm
COMING SOON: 101 Vehicles The Aurora Sourcebook

Traveller's Digest 11




DROYNE COYNS

Cut out with
scissors or

x-acto knife



GENESIS HUMANITI DARKNESS VOID WORKER

COLD SOIL WARRIOR BEAST
AIR DRONE MERCENARY ASPIRATION VARGR
VOYAGES SACRIFICE ASLAN NOISE
DEFEAT DROYNE SIGNAL GAS TECHNICIAN
HEAT WATER SPORT JUSTICE
FIRE LEADER CHANCE DEATH HIVE

PHOENIX ACHIEVEMENT CENTAUR LIGHT
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