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Security Leak Magazine
Dis:covet the extrnordinort.,! wor~ of the
SecuriU,I teck Moqnzine. In n single one-",e<11
subsctiption~ ..,ou'll qet more thon just simpl.
rules ond new Items. Even~ Issue is pocked
with useful infofmotion~ tOf both the plO"'ltfS
nnd the ,ele,ee. And the Sec:uritl.,l Leak is
dedicated to the best science-fiction role
plOl..,inq qome ever - ',auellet , Each issue
contains nrticles on C1 vnrietl.,l 01 topics from
scrne 01 the best minds in , ,auell... So
come visit OUf universe! Subscriptions ore
316.66 U.S. per yeor. 32.75 sinqlt,l in the U.S.•
CClnodo. APO & FPO. All other ndd,esses or.
312 per yeof. 33.25 sinqlt,l. Allow 98 dm,ls fOf

first d@liverl.l. l4 pages. Quort.flt..!.

The SORAG Handbook
of Organization and
Equipment
Discover the mqsteries nod secrets of the:
Zhodoni Consulate's premiere intelligence
network nlonq the rimward reaches ot its
miqhtl.,t empire. Included are totalh,t new
weapons, speci(llized tools ot the trade,

Influence
the FUTURE I

J.n. HIWG

The History of the Iaperiua
Working Group is conducting
postal discussions of the
future history of the
Imperium and contributing to
its development, Annual
dues: $12. Includes the
bi-monthly newsletter
TIFFANY STAR. general HIWG
forua supporting caapaigns
in the Rebellion Era. Write
to Ed Edwards, 1410 E. Boyd,
Nor.an OK 73071.

unique pharmaceuticals, new vehicles, nnd
even an SORAC aqent qen'luation sustern. This
Is the onlt,! source ot espionaqe mnterial in
the entire f'aYelle, universe, so don't miss
it! 26 pp., 34.88 U.S. Published bt.,t the
Paranoia Press. All in mint condition. All
booklets are shipped the ne xt day!

Coming Soon for 1.2.8&!
Ch,ono,-Down Sto,po,t Booklet

f,ovelle, Hlsto,,,, Sou,cebook

Payments can be made in either U.S. personal
or business check, or by Canadian or U.S.
Ponal Service money orders. Send no cosh.

~llllllmaD(lQj [],lllCiJCJ [jlmlllDDlllCiJ(lDCDllJD
<O~GlGl [jl:IlaCJ [jlDCiJlllCll ~!l!'lQ

UQjDlllaQ UCl !'l"!'lc:JD-!l(J)~~Q [!J~(i).

Come Visit
Our Universe.

SLP.

TIFFANY STAR

Fanzine

Newsletter supporting the
HISTORY OF THE IMPERIUM
WORKING GROUP (HIWG> In
developing the future
setting of the Imperium.
Six issues come with annual
membership to HIWG. Authors
and artists include Hare
Hiller. Jeff Swycaffer. Ed
Edwards. John Meyers. Gregg
Giles. Craig Sheeley, Tom
Peters. and Phil Horrissey.
Hike Mikesh. editor.

Send '12 dues to:

Ed Edwards
1410 E. Boyd
Nor.an, OK
7307\-2650
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I wo uld l ike t o start o u t t hi s is ­
sue wi t h profus e apol ogi es . Th e ma­
gaz ine you now hold in your ha nd s
is a lm ost three mon t h s l a t e , de s ..
pi te my best e ff or ts . Th e re a s o n s
f or t h i s ar e many: u pheaval in my
personal l ife, lac k o f funds , and
l a ck o f time . But the prime diffi ­
c u l t y wa s i n an att e mp t to upgrade
t o a n IBM PC, f or hi9'her -quality
prin t . Th e computer did n ot perf o rm
t o expecta t i ons, an d was i n fact
shee r h e l l to work with . Ne xt issue
we wi l l r e t urn t o o u r o l d , r e l i a b l e
Commod o re 64 .

Un fo r t u n a t e l y , next i s s u e will
a l s o b e t h e last i s s ue of Th ird Im ­
peC' i um. l ike the del a y i n th is i s ­
s u e, th e r e are many r easons f or
t h i s . The mo s t i mp o r t a n t of these
i s t i me and effo r t. . As I find my ­
self wr iting mc r e and more f or o f ­
f i c ia l Trave ller publ icat.ions ( my
s upplement will be published by GDW
late next yea r) , I h a v e less and
less t ime for my fanz ine . The sa d
fa c t is that for the amount of ef ­
f or t I p u t i n , I get far mo r e o u t

INOTES FROM THE CAPITAL I
o f o f fic i a l products than amateur
publications .

S o i s s u e 12 will be the final
Third Imperium . This s ummer we wil l
then produce of spec ial Best of
T h i r d I mper i. um v o lume . It wi l l be
p ri nted at. considerably higher ~ua ­

l ity than TI , a n d wi l l probably r u n
s ome 40. pages . It will include
c omp lete statistics o f the Trojan
Reach , and a pull -ou t sector map ,
as we l l as several ne w and updated
a1"t. icles .

Wha t. a re y our ten favor ite TI
articles? What are y our ten most
hated ones? Wr i te u s and let us
know, s o we can fil l the book with
the art icles you want .

Note: Subscriptions that a r e
not f i l l e d by i s s u e 12 wi l l receive
a copy of the Best o f Thi rd Imperi ­
um . Any remaining payment will be
refunded.

Well, that's it f or no w.. No r ­
r is f orever!

- Mi ke Jacks on ,
Edi t or

As s assins ••.••.. ••....•• ••• • • • ••.••. •.•.... • • •••. 4
Me n o ri al Sub s ecto r ........•.. ••. .. ••••• • • •.. •. ••• 8
Feature Ad venture : Then an d Now.... . . . •. ... ... .. 10
c o mcct e - s Part 3 ..•• •••.... •. • .........• . • ••... . 17
Tr a v e ll e r Cr a f t .. •....•• •••. •• . •••... ... .. • .• • • . 19
Trave l l er 's Har d w.ar e : P o i s o n s •.......•. •. ....... 2 0
Tr a v ell e r ' s Ad v ice .•.•.••••• • • ••••• •. .• . ... . . •.• :: 1

ShU : ltikl Jichon, Dn id II. Ne• • Contributors: l'lih "Hesh, Tony Hu th. Thi nks til Julie TholSon. nedicihd to
Cueron Cirrol.

Portions of thu • •gn ine .,oe hhn frol .it tr i.ls publishld by 60 11 . nd Diglst 5,ooup Pub lint ions, ind .r,
copyright 1988 by t hl ,esplcti , e groups. hh fOt' IS "'1 ulld . i t h t hl plnini on of 5DII. TR AVE LLER is i
rrq ist l,ed t"id'l.r k of 6DII.

Thi rd Ilpl, ilJl i s pllb lislled qll.rhrly by IU kI JliCkson. Sffld slibli ss ions, lIth,s, i nd ids to b-J6t7 lIest ]rd
b l., Vi nCOll'fP' , tel Voll tRl. Ritts: 12.50 singh copy, 19.00 I ylil' subscription (Ci n. di ' , 12.00 sin111 cop y,
11.50 1 yur sllbsc,i pt icn IU.S.1
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ASSASSINS

by Tony Heath

The man in debt to a loan-shark
found knifed to death In an alley;
the homewrecklng gold-digger found
slumped over her dressing table
with curare-flavoured lipstick; the
bua Lne s s competitor whose car ex­
plodes when he leaves for work; the
f oreign dignitary ly ing bleed ing by
the podium In front o f a horrified
cr owd with a bullet in h is heart:
all are vict ims o f the assassin and
those wh o supply him. These killers
for hire work for many different
reasons : s ome kill f or the pleasure
of killing; most work for money;
and a rare few do it for their
c ountry. The first two categories
include anything from th ug knee­
breakers working for the mob to
h ighly ski Ll ed and paid freelance
hit men. The l a st gr oup c a n r ange
fr om member s o f a death s qua d to
the equivalent of James Bond and
the d ouble -O a ge n ts . Those who sup­
ply them c a n vary widely also, fr om
indi vidual c r a f t s me n kn own t o the
as sass in t o a l oose underground
network o f people with "specia l"
tale nts, t o an actual, formal ( i f
s e c r e t) gu ild, t o the research and /
or technica l branches of a govern ­
ment's secret servi ce. In some ca­
ses there may even be organizations
wh ich deal in all aspects of assas­
si na t io n and ot he r cove r t and il­
legal a cti vit ies .
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EllLI STIlENT

Assassins are divided into those
working as freelance individuals
(or for a guild), and those working
for an official (or unofficial)
government agency. Playing a gov­
ernment agent must be appr oved- by
the referee, as this will usually
have a profound effect on the style
of the campaign and will require a
special background to be created .
The advantages of working for an
official agency are access to more
and better equipment, in general
better backup in case of mishap or
emergency, and a lower Notoriety
rating (anywhere from -1 to -10 de­
pending on the nature of the agency
worked for and the particular as­
signments attempted/completed).

Throw to enlist: 11+
OH's: +1 if Dex 8+

+2 If Int 9+

Individuals who fail to enlist must
submit to the draft.

BRANCH SELECTION

Assassins are further divided into
those who actually perform the as­
sassinati ons, and those who pr ovide
supply and informati on services f or
them. These will henceforth be
called the Field and Service bran­
ches.

To determine a character's
initial branch, roll on the Branch
Ass ignment table (10) .

INITIAL TRAINING

The f irst year of service in the
Assassins is dedicated to initial
training. The character c onsults
the Initial Training table, r oll ing
onc e on the field table if in the
Field branch, and, if in the Ser­
vice branch, eIther twi ce on the
service table or onc e on each
table.

CAREER RESOLUTION

Resoluti on o f career f ollows the
same procedure as in HegaTraveller
Advanced Character Generation. Each
year, roll on the Specific Assign-



ment table, and then consult the
appr opriate A3signment Resolution
ta b l e . After each f our years, the
chara c ter must e i ther re-enl ist or
muster ou t of the serv i ce .

Specific Assignments:
Rout I ne : The Ass as s i n i s in ­

volved In r outine l ow-rl~k t hug or
mainte nance work .

TralnInq : The Assassin 1s ta k­
ing special tra ining , and may r oll
f or a sk i l l on the Tra i n i ng tabl e .

HI t : The Assas s i n is hi r ed fo r
an i mportant e a aaae inat i on . I f a
sk ill is gained , he may r o l l on t he
t r a i n i ng table . For each hi t a
c ha r a c t e r makes , he ga ins an e xt ra
r oll on the cash ta ble when muste r­
i ng out , wi th a OH o f - 3 (a r e s u I t
o f zer o ind icates no money ) .

Maj or HIt : The As s a s s i n i s
hired f or t he a ssassination o f a
ma j o r pol i t i cal or indus t rial f i g­
ur e . Thi s type o f j ob r e qu ire s long
and careful preparati on , and a s a
result , the c haracte r may receive
t wo sk ills t h is t erm. He ma y r oll
on the Trai ning t a bl e . For eac h ma ­
jor hit t he c ha racte r makes, he
gains an e xtra ro ll on the Cas h

. table a t -1 whe n mustering out .
Tra ns por t : The As sas s i n is in­

vo lved in the ve h i c le a r m of an as­
sassins ' guild. He acts a s a dr i ve r
f or the t ransport of non-vi t a l su p ­
plies , and als o as an ope rato r f or
geta way ve h ic l e s .

Cour I e r : The As s a s s i n t rans ­
po r ts s ma l l , valuabl e a nd/ or sensi­
t i ve items f or the guild or a ge ncy.

Con ta c t : The As s a s s i n act s as
fr ont man f or t he guild or agency,
be ing r espons ibl e f or a l l ex t ernal
c ontac ts. Th is i nc l ude s purchasing
supplies , r ecr uiting, a c quir ing in­
f ormati on , and finding c us tome r s .
As a result of all th is c ont act
wi th and exposure t o the out s id e
world , t hi s I s t he mos t danger ous
job in the Se r v ice branch .

Spec I a l Is t: The As s a s s i n i s
act ing as a missi on s pec i a l i s t ,
ove rse e i ng a nd equ ippi ng c e r t a i n
ass ig nme nt s .

SpecIa l : Special a s signme nt s
a r e d eal t wi th in the Tab les sec­
ti on.

Pr omotions : Assass ins in t he
f i eld branch o f t e n work a l one,
wi t hout the benefit of a guild or
agency , and even then ha ve l ittle
i nteraction wi th othe r assassins .
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For thi~ reas on, there is no rank
in the Fie ld branch.

Rank in the Service branch be ­
gins at zero, wi th the first pr o­
mot i on g iv ing r a nk 1 . Assassins re­
cei vi ng Transfer fr om t he fie ld
rece ive a rank equa l t o thei r
number o f te rms d i vided by two
( r ound f racti ons up ).

Notoriety : Not or iet y is a" mea­
sur e o f how we l l known t he assassin
is , and i t affec t s the chance s of
h i s being looked for by t he pol ice
or customers on any g i ve n wor l d . If
the notor lety r oll s ucceeds, the
assassin gains I noto r i e ty point ,
pl us one f or every numbe r the die
roll wa s ove r the indi ca ted number ;
eg , 1£ a 6 or highe r was requ ired,
and an 8 wa s r ol l ed, the assassin
woul d ga i n 3 notorie ty po i nts . If
the notori e ty r ol l is ever a na tu­
r a l 2 or 3, r egar d l es s o f what r ol l
wa s needed , t he assass in lose s one
po i nt due t o ex t ra ca ut ion a nd good
wor k .

A char acte r ' s no t orie t y can
change in a number o f wa ys afte r he
muster s out . It permanently dr ops
by 1 for every f our yea rs in wh i c h
he ea rns no mor e not or i e t y points ,
or 1 f or e ve r y yea r in whi ch he
pe rforms no assassi nat ions once
out s i de t he se r vice . On a ny s pe ci­
fi c world, i t may be dro pped by
br ibe r y , a t a r ate o f 1 point per
e r lSOO . Such bribe r y wi ll l a s t f or
one mon th . Ef f e c t ive not oriety al s o
dr ops one l eve l f or e very t hree
parsec s d i sta nce fr om th e Assas­
s i n 's or i g i na l home /working world .

RE-ENLISTHENT AND HUSTERING OUT

Re - en l i s t men t a nd muster i ng out a re
t reated as nor ma l f or adva nced
c harac ter ge nerati on .

The re-en l i stme nt r o l l f or as ­
sassins i s 3+, wi th a -OM fo r e ver y
po i n t o f notoriety (mor e notori ous
assass ins are less likely t o be re ­
e nlisted ). A r o l l o f 2 a lwa ys
fa i 16, !~ga!d l ~ s o of not ori ~ ty.

As s a s s i ns rece ive one roll on
the Benef i ts t a b l e s pe r ter m o f
se rvice , wi t h a maximum of three
r olls on t he Cash table , not i n ­
c l udi ng r oll s g iven f or hits a nd
ma jor hi t s .

The re is no retirement pay f or
assassins.

The aasees rns ' GuIld: Hember -
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one

SPECIAL ASSIGNMENT TABLE

Spy: The assassin is assigned
. to spy on s ome person or gr oup.
Thr ow 5+ ( 10) f or: St ealth, Street­
wise, Disguise, Intr us i on.

Espionage: The assass in is
i nvolved in i ndust r i a l , government,
or military espionage. Throw 4+
( 10) f or: Bribery, Forgery, Liai­
s on, Gadgetry.

Sabotage: 'rne a s saae 1n is
hired t o 3abotaqe/deotr oy an In­
stallation or dev ice. Thr ow 5+ (10 )
f or: Demoliti on, Stea lth, Electr on­
ics, Intrusion.

Blackmail: The assassin is
hired t o acqu ire /use e vidence
against an ind i vidual or corpor­
at i on. Thr ow 5+ ( I D) f or: Recon,
Stealth, Bribery, Communications,
Interrogati on, +1 Notoriety . The
a s sa s sin a lso gains an extra roll
on the ca s h benefit s ta ble at -2 on
mustering out .

Counter-Espi onage: The assas­
sin i s h ired t o co unt e r one o f the
above ope rat i ons. Throw 5+ ( 10)
f or : Interr ogati on, streetwi se,
s t ea l t h, Br ibery, Computer.

Research & Development: The
a ssassin is responsible f or the
conc e pt ion and developme nt of new
te chn ique s a nd eq uipment f or the
gu ild/agency' s ope r a t io ns . Thr ow 5+
( 10 ) f or : Gadget r y , Me chani ca l,
Electr on i cs, Comput e r , Sc ience.

Research: The assas si n i s r es­
ponsi ble f or researching targets,
c l i e nt s , jobs , e t c. Thr ow 4+ (10 l
f or: Rec on, Interr oga ti on, St r ee t ­
wise, comput e r.

Instruction: The assassin is
r espon s ib le f or tra in ing, a nd re­
c e ive s on e level o f Ins truct i on
skill. Roll 5+ (10 l f or +1 Not o­
riety.

Administration: The assassin
i s responsible f or the da y- t o- da y
runni ng o f the guild/agency . Throw
5+ ( 10) for : Admin, Legal, Liaison,
Leader, +1 Notoriety.

SPECIAL ASSIGNMENTS

Service
R&D

Research
Research

Instructi on
Admin.
Admin . . #

Field
Spy

Espionage
Sabotage

Blackma 11
Counter-Espi on.
Counter-Esp i on .

1
2
3
4
5
6

Die

NEW SKILLS

RE-ENLISTMENT

At t he end of a f our-year term,
the character mus t either re -enlist
or muster out . Re-enlistment re ­
quire s a r oll o f 3+, with a -OM of
t he c ha r a c t e r ' s no t oriety.

ship in the Assassins' Guild is a
mustering-out benefit. The Guild is
a loose interstellar or ga ni za t i on
for the support of various under­
world activities . It provides safe
houses ( f or a modest fee ) on most
worlds, as well as useful contacts
and informat ion. A member o f the
Guild has a OH of +4 on tasks to
find assassinat i on jobs . The Guild
als o pr ovides cheap thugs, and can
rent out expensive gadge t s and
equ ipment .

oadqotly: The individual i o
trained In the use, repair, and
maintenance of gadgets. Gadgets in­
c l ude such things a s magnetic wat­
ches, blowtorch cigarette light ­
ers, switchblade shoes, mini-oxygen
tanks, helicopters-in-a-suitcase,
etc . The individual can als o des ign
gadgets, and, g iven the pr oper mat­
erials and s k i l l s (elec t ro nics ,
mechani cal, grav iti es, whatever),
build them.

Poison: The individual is
tr a i ned in t he use and creati on o f
po i s ons. Poi s on s are dea l t with I n
th is i s s ue ' s Traveller's Hardware.

Unarmed Combat: The character
is ve r s ed in va r ious mart ial art s
and una rmed co mba t techniques. Un­
a r med Comba t acts as a OM on hand ­
t o-ha nd combat tasks when f ighting
wl t hc u t a we apon, and In add it i on
o f fe rs the f oll owing benefits:

-The indi v i dual may make
unarmed a ttacks /blocks in
r ound .

-The individual may punch with
a pe ne trati on o f 1 and a damage o f
2, or with a penetrat i on o f 2 a nd a
damage o f 1 (h is c ho i c e) .

- The i nd ivid ua l may ki ck .... it h
a penetrati on o f 2 and a damage o f
2 .

- The individual may us e his
ar ms t o bl ock a t ta ck s w i t h blunt
....eapons ( ha nds , c Lub , staff ), usi ng
a b l oc k va lue o f 2 .
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SPECIFI C ASSIGNMENT TABLE

Dle --Fie ld- - --Sery l ce - BRANCH
2 Ma j or Hi t Spe cia l is t ASSIGNMENT
3 Hit Cont act TABLE
4 Hit Contact
5 Tr ain ing Trans por t Di e Bra nch
6 Rou t i ne ~o u ti ne 1 Field
7 Rout ine Routi ne 2 Field
8 Rou ti ne Rout ine 3 Fi e ld
9 Tr a i n ing Courier 4 F i e ld

10 Specia l Spe c ia l 5 Se rvice
11 spec La 1 Special 6 Se rv ice
1 2 Tr ans fer Trans fer

ENLISTMENT

Thr ow 11+ to enlist I n
t he Assass i ns . OM+1 if
Oex 8 +, OH+2 i f lnt 9+ .

The cha r act e r begi ns
vt t h no r ank . The first
succes sfu l p r'c reo t t cn i n
the Serv ice br anch sta r us
h im a t r a nk 1.

NOTORIETY

ASSIS'PIEMT Il[SOLUm, T'BL£

FI£LD "dol" IIi t Hi t TrAi ning Routi n. Splci d
511,.,i 'fil B' ,- ,- 5- ,-
ShU, ,. ,- Auto 8. h bl l
Notori.ty ,- 8- 12- II ' "

Characte r ga i ns
upon achi eveme nt
notori e ty r oll,
numbe r a bove that
t ed. On a r oll o f
cha r acter loses 1

on e NP
o f t he
+1 pe r
I ndica­
2 or 3,
NP.

INITIAL TRAINING TABLE
DIl 's: For sUI'Yin!, +1 i f End ' •• For notori lt y, -1 if Int 8+.

smlC£
SUfvi viI
Skills
Notor ilty

. Pro.ohon

IOttiff,­
8'

12­
10-

rrlu " rt
5_
7­

12_
10-

,,.ri,f
5­
8'

II­
9_

Cuhct,­
N

\0_

8'

Sp"idist
l',.

12'
II '

S, rcid,­
hob l.
12'
9.

Fie l d: Roll 1 0 onc e on
the F i eld ta b l e.
s ervice: Rol l l D t wi ce on
the Se rvice t ab le , or
once on the Se rvice and
once on t he F i e l d t able.

OPl ' " For nr, inl, +1 if End 9+ . For pro.otion, +1 if Int 8+. For
lIot ori f ty , -1 if Int S+.

Recon
Re c on

Strtwise
Strtwise
Gadg e try
Ga dgetry

--Ser'vice­
Sk i 11

1 Strtwise
2 Blade
3 Bl a de
4 Gun Cbt
5 Gun cbt
6 St rt wi s e

MUSTERING OUT TABLES

p i e Bene fi ts Cash
1 Low Psg 2 0 0 0
2 +1 l nt 5000
3 +1 Oex 1 0 000
4 We a p 1 5 000
5 Hi gh Ps g 20 000
6 Guild 30 0 00

TABLE OF RANKS

S1 Apprenti c e
S2 Ass i s t a n t
S3 Mec ha n i c
S4 Ma s te r Me cha n i c
s5 Tec hni c i a n
5 6 Ma s t er Tec hn i c i a n
on l y the Se rvic e bra nch
ha s rank .

- - - Field - -
Die Skill

- 7- '-----------~

Tr.ining

Yi u
ARCHAIC MPIiS
V[HICLE
Envi~on

Rtcon
lIctiu

YEHIClE
1,I£RP£ASDMlL
COlllutf~

Elftt~oniu

SC!£m
SP£CIAL CIT
I£CIlIlICAL
SPAC£
if int 1+

Inst ~uction

Dllol i ti ont
6Jd'ft~ .

£L£CT' O'IC
P1ECH"ICIl
COlputlr
T£CHN ICAl
Rfcon
if r.nk 3+

SIr-vitt

Spfti l1ist
Eng i n"~ i ng

SCI£m
CO lll utt ~

TE CHNIC AL
hdgttr r
S.dg.tr r

IITERPERSO IlAL
INBO"
Un. l'lfd Cbt
Persuuion
Leg. 1
Rtcl'uiti ng

Field

Con t lct

Strethin
Un.~ltd Cbt
Envi~on

StI.1t il
SU' CIT
I,I£IP£' SOMAL
Disgl,li s,
I n t~l,lsion

if tens 2+

1 VEH ICLE
2 V£HICL£
3 St~tfhiu

4 Vict
5 TECHNIC AL
6 SPACE

flit Cou~i t ~ /T~ l n s

SKILLS TA8LES

Skill tl igibi li tr l All cllluchrs lIy ~01l on Assusin lift. Fit ld
chir.ctl~$ u r roll an Fit ldj S.rvice c ll . ~ ltttrt IIr roll on
St~viu. CII .rlt t.~t in Trdnin91 Hit, or Il. jo~ Hit uy roll on
Training. Olllt r hblts II. bt ~o lhd on if t ilt cll.udtr is on tht
usignafnt.

Di I Assusin li t e
t Vitt
2 BLAD£ C81
J +1 Stl'
4 +t D'l
5 +1 End
6 SUN CIT
7 Poison
8 J.CH I4T.

DPI+2: if tt rl ' 2+



IMENORIAL SUBSECTOR
The He n o r La l s ub s e c t.o r is, l i ke Opr-BS, Si n da i , and Egyrn, par t o f t he Out r im
Vo i d. Thes e worl ds h a ve bee n l argely ignor e d by t h e 1I5S, a nd were o nl y r e cent­
l y fu lly su rv e yed (11 03) . Ma n or ia l i s jamme d bet ween the I mper ial te r ri to r y of
t he F i v e Si s te rs subsecto r , in t he Spi n wa rd Ma r c h e s, an d the F l or i a n Lea9P~ ' It
i s t h u s the main trade r o u te bet we e n the t wo, and the Im pe rial and F l o r ia n i in ­
f l uences a re q ui te evident .

The Strand cluste r (Ma rseilles , Paques, Al le magne, Sabl e de s Et o i les, and
S t rend) was f i r st ex p l ore d and s e tt 1ad in th e 1ate 900' s b y Lu e i en Stran d, a n
i n d e pe n d e n t t rade r and hi st o r i an, proud of his h e rit age a n d fas c ina t e d wi t h the
ear-ly Terr a n c u Lt u r e o f Fr an ce. Ancient Fr en c h is the co mmon lan g u a ge o n all
~ o ~ l d s of t h e cluste~ , and man y as pects o f F ~enc h cultu ~ e a ~e to be seen .

DUSTPAN (0 20 4 ) i s a Balkanized de ae r t, vo r Ld with some si x co u n tr i es , each
at od d s wi t h t h e o t h e r s . Wars a ~e common , and their most s pectacula r as pect i s
the s ight o f t he huge tracked a i r c r a f t carriers used 1n most a ssa u l ts winding
t h ~ i r wa y ac r oss the sands .

TROSSACHS (031 0 ) i s o n e o f the F l o r i a n League 's th ree majo r p r odu c t i o n
c e nt r e s , c ~eating i n d u s t r i a l goo d s for t h e en t ire Le ague .

ALLEMAGNE (0 503 ) wa s i n iti a l l y c olon ized i n 863 , an d a s tarport was buil t,
bu t it was aband oned two years lat e r . Th e wor l d is v astl y, s u r p~ is ing l y beauti ­
ful, but i t is als o populated by "ravenous, nearly indest ructible carn ivores ."

STREND (0 505) i s u n de r t he ir on -fi sted ru le o f a gr oup known as "Le s Me c a­
ni sm e s . " Th ey are neve~ s e e n by the p o pu l a ce, but the y aee r u mo ur e d to be cy ­
bo r g s o v e r t wo hundred years o l d .

Ta l t er n
Bi Ike
Sz ir p
Sam 's Ro ck
Dus tpan
He a th
Vip
Cre sc e n t
Tr ossachs
Marseil les
Paques
Viceroy
Alle magne
Sable des Etoiles
St~end

Halka
Ad h a r a
Ar h a da
Zephyr
Fomalhaut
Hadara

01 03 ES 30 24 0 - 3
0 1 10 0 98 734 0-9
020 1 ~ 23 6S 3 8- 0

0202 El00856 -6
020 4 A7 50 7 7 9- 9
0209 B487532 -8
02 10 A12 16 44- 0 F
0 307 84207 78 -7
0310 8 8 9 7A44-C
0 403 0 5 40312 -7
0 4 0 4 09 £6 4 00 - 4
0 4 0 8 8 2 6A6 24- D
0 503 C688000-0
0 50 4 800089 9 -0
0505 8436~F8-8

OSLO 8 86 5 544- 9 F
0608 A54 0 24 4 -A
0609 B2 7A6 6 7- 8
0702 8 9 9 9 54 5 - 7
0 8 0 2 85102 00 -0
0809 E3 1 1 7 6 6- 3

Non- Ind. Lo w pop . Des . wo r ld. Poor.
Low p o p. Non -I nd . F l o r ian i Re s ea rch
No n - Ind.
Non - Agei . Va c uum wor l d .
De s e rt wo r ld. Poor.
Ag r i. Non -Ind .
Non - Agri . Non - Ind . Po or .
Non - Agri . Poor . Desert wo r ld.
Indust. Hi gh pop.
Low pop. Des. wor ld. Poor. Non -I n d.
Non- I n d.
Wa t e r wo r l d. Non -Ind.
Barren .
As te r o i d Belt . Non -Ind .
Poo r . Hi gh pop .
Ag e i. Non -Ind .
De s. world . Low po p . Non -I nd . Poor.
Water wor ld. Non-I n d .
No n - I nd .
tow p o p. Vacuum. No n - I n d.
I c e -capped . Non - Agri .

G
Stn . G

G

G
G
G
G
G
G
G

G
G
G

G
G
G
G

R

The Menor ial s ubsector co ntai n s 21 wor l d s with a populat i on of 101 .507 bill i on .
The h ighe s t popul a tion i s A, at Trossac h s and Strend . Th e highest tech le v e l is
F, at St rend .
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FEATURE ADVENTURE:
THEN AND NOW

by Hik e Hike.h

Editor's Note: This adventure Is In
a different format than usual -- it
Is written as vari ous "chunks" o f
data und er var ious headings I n a
manner s imilar t o that o f " Allen
Rea l m. " (GDW, 19 86 ). Hi ke Hlke.h I .
t he ed itor of the fa nzlne Tiffany
Star.

SYNOPSIS

While on Paques /Menorial, the char­
acters participate In a search and
rescue mIssion for a lost Orayne
party fr om Andor. They find it was
attacked by Ancient Orayne, but one
Andorlan s urvived. The Ancients
also attack inhabitants of the sur­
rounding area, even the starport.
The party must find a means of
.topping the attack., which wi ll
involve a previously unknown An­
cient site.

PAOUES

Paque. ( He n or i a l 0 40 4 D9E640 0-4 ) I .
an e llips o idal wor ld, with a spher­
i c a l atmosphere. Because of this,
there are vat lous bands of atmos ­
pheric pressure, fr om Vacuum at the
ends to Trace, to Thin, and even to
Dense and Exotic at the centre
bands. The Thin, standard, a nd
Dense bands are breathable, with
the Trace band requ ir i ng compres­
sors, and the Exot ic band requir ing
vacc-su its ( t he a ir is far too
dense to breathe ) . Host o f t he
wor l d's ocea n i s in the Exot i c
band, but there are many lakes and
seas on the rest of the surface.
The map shows the var i ous bands in
an irregular projecti on.

Pa ques or b i t s a no the r unusual
world, kn own as Egl ise ( YFO OOOO- O) .
Eg l i se i s a dense c hunk o f hea vy
meta ls 1 5 000 kil ometres in diame­
t er, with no atmosphere and no
hydr ographics. Paques and Eglise
share their orbit with three ot he r
planet8 o f 8ize8 1, 1, and 3.

Like most o f the worlds o f t he
Rimward Void, Paq ues was on l y re­
di s c overed r e c e ntl y by the IISS .

P lans are j us t ge tt ing underway for
fo re ign exp lo i t at i on o f t he r i c h
d eposits on Eglise, but there is
little interstellar traffic as yet .

Paques was c ol onized in the
late 900'5 by the c r e w o f t he
Pr Ince Hos elle, a Regal clas s bat ­
t lecr u iser ( Tr a ve l l e r ' s DIgest 17 ,
th is issue's Cr a ft c olumn ) which
misj umped a nd cras hed. The planet's
primary city, Ho.elle (pop. 15 000)
grew up around it, gutting it for
parts. When Paques was contacted by
the IISS in 1093, the Prince Mo­
selle was rebuilt as the world's
Class D starport. It currently pr o­
vides power, tankage for unrefined
fuel, warehousing, a hotel, and
suites for t he Starport Authority .

Host settlements on Paques are
scattered I n the western he mi­
sphere, wi th a few to the east .
Long-distance travel is usually by
train or (for the eastern towns) by
dirigible. Paques itself has a vio­
lent nature, with much vulcani sm,
many quak e s, a nd frequent wind­
storms.

ANDORIANS

In port is the Ss lussox, a 200-ton
Droyne trader (see Allen Hodule 5:
Droyne, page 43) . This is operated
by a kroyl oss o f the same name from
And or /Five S lsters ( Sp i nwa r d Har­
c he s 023 6 C69573 5- 9 ). It c urrently
has a crew of n lne : one leader, two
spor t s , two tec hn ic i a ns, one d r one ,
one warri or, and t wo workers. One
i s detailed here, a s he is likely
to have the most con t a c t wi th t he
player characters .

AllllO (rtnding Sport) 432J9S Agll32 5 hrl. tn-
.ro••r- l. Pilot-I, Appill-I, l ilison-I, Jlck-of­

All-Tradnal, Shot'lln-t
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ESPIONAGE

The degree of early involve­
ment t he characters have wi t h Aummo
Is up to the re feree. I £ more is
want ed , Aummo cou ld be barga ini ng
against the characters for a cargo
(probably radl oactlves). He might
be a trader of gems a s a sidel ine,
interested In deal i ng wi t h the
characters. If a fr iendly rela ti on ­
ship Is desired, he c ould be a
singer (tenor) who likes learn ing
bar songs or might have an interest
In samp l ing strange beverages .

Hex How
1- 2
3
4
5
6
7

8 - 10

At mos pher e
Exot i c
Dense
Standard
Thin
Very Thin
Tr ac e
Vacuum

have an active interest In the 551 ­
us s ox, having clues that the kroy­
1055 cou ld lead them to previ ously
unknown Anc i ent sItes. The agent on
t his world Is Gam! Ferahh, using
the covel: of a j our na l I s t out o f
Tobia. She might have actually
booked passage on the characters'
ship t o get here .

A second ag ent can also be In­
volved. When the SS1U5 S0X s old a
few artIfacts In the Zhodanl Consu ­
late , So rag a ge nt s began f oll owing
t he m. Their interest continued when
they noticed NI doing the s a me . The
agent here is Zhat Pabrel. The ad­
venture r s ca n c a tch gl impses o f
th is character a s a ta l l, mys t e r­
i ous figure they ca n ne ve r catch up
to. They should have the impressi on
that Zhat is watching them , whe n i n
fact his interest 15 in Ga mi or t he
Droyne who may be unnoticed nearby.
zhat Pa brel is a telepath.

A complication can be added t o t he STARPORT AUTHORITY
adventure with the incorporat i on o f The director o f the starport 15 Aro
spies interested in the nr cyne . Ellray, an amiab l e man who is also
It's possible just t o place them i n t he TAS repr e sentat ive on t he
the background , and empl oy the m d l - world. I f a ny o f the has Travel -
rectly in the adventure onl y if Le r t e Ai d membersh ip, t he group
there seems a need. wIll be invited up t o the Bridge

Deneb Nava l I n t e l l i g e nc e keeps Lounge ( t he old bridge of the 1'10 -
c are f u l tr a c k o f the movement s of selle ).
Oroyne originating from And er and Ar o is fr om Strend , the world
Candory in the Harches. They might which maintains ( fo r a sma ll fee)
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vehicle from extreme range.
The craft might be reparable,

or they might have to find alter­
native transportation (walking or
riding duleens, a local riding
beast). While on the ground, they
will face the nature of the planet,
which includes high winds, quakes,
and dangerous animal life. Alterna­
tively, they might be picked up,
perhaps by one o f the agents if he /
she thinks they might know s ome­
thing.

DROYNE FOUND

At some point, most of the crew of
the Sslussox leave the starport in
their air /raft, drawing minimal at­
tention. Before the party leaves
planet, the Sslussox reports them
missing, having not returned from
"prospecting." Aro will call the
party to ask for their assistance
in locating the lost Droyne. The
port satellite has not spotted them
from orbi t, so he wants to send
search parties.

Both air/raft rentals are cur­
rently out (possibly taken by Gami
or Zhat). I f the characters have a
vehicle sui table for a search, it
would be particularly welcome. Aro
can find something f or them to use
otherwise.

Speaking directly with the The Andorians f ound an Ancient site
drone and technician who remained mentioned in their 300 OOO-year-old
on the Ssulssox could prove useful. records. In exploring it, however,
The two are near panic because they they awakened Ancient sentries.
"know" only one of the Andorian They tried to flee in their air /
party is left alive . They wIll not raft, but were pursued by the An-
say where the Andorians were to cients and brought down In a ra-
have gone. (That's secret.) But vine.
they d o "know" appr oximately where The adventurers will eventual-
the last one is. If the characters ly find the wrecked Andorian air /
are successful in communicating raft. Six Droyne are dead, some of
with these two, the drone will whom were killed by internal explo-
point in the direction the charac- e Lcne , Aummo is not among the dead
ter s mus t go to find the lost - - he teleported away after all the
nr oy ne • others were killed, then returned

If the adventurers did not get later f or survival gear. Characters
directi ons from the SsJussox, their with Reconnaissance skill can track
sear c h will take mu ch l onger. The him on the ground.
chanc es o f encountereing a sudden Aummo stayed close to cover in
windstorm is increased. If they are making his way back toward the
on the right track, they will be starport. Unfortunately, he was se-
c ompeting with the agents, and one r Ious Iy inj ured, a nd WIll be close
is l1kely to set an ambush. For in- to dying by the time the adventur-
stance, an object that would catch e r s catch up t o hi m. The sport will
the interest of the adventurers resist the party at f irst, either
might be left in plain sight. When with a shotgun or an artifact. How-
the characters stop to investigate, ever, they c a n eventually win his
the agent uses a laser rifle with cooperation, e specially if he re-
scope and bi-pod to disable their cognizes them as friends.

-1 2-

Paques' starport. He will have a
keen interest in the characters and
their past adventures. Conversation
can also lead to the AsIan Invasion
and rumours of artifacts. It is
possible that artifacts were f ound
here, but because there are almost
no controls over what passes
through the port, artifacts could
easily have been quietly slipped
o f f wo r l d .

DROYNE LOST



The Andorian might have two
artifacts. The first i s an e la bor ­
ate belt t he Droyne t ook fr om the
Ancient site. This is a personal
mes on screen, which accounts for
his having survived . the attack. The
second is an i tern which looks like
a very advanced weapon. It is actu­
ally just a remote sensor for a
portable meson gun. If the referee
wants to introduce the item at this
time, he can assume that Aummo
somehow managed to get it from the
Ancients before he teleported from
the wrecked air /raft.

As the characters return t o
the starport, they wIll hear o f
o t h e r attacks on their radi o chan­
nels. The AncIent Dr oyne warri ors
awake ned by the Andor lans have at­
tacked huma n communities, start ing
with Lebar, a small village near
the site.

What the player character s d o
at this stage is highly dependent
on the partiCUlar c ha r a c t e r s a nd
players invo lved . They migh t take
Aummo's artifa cts a nd escape the
world r ight away. They might try t o
.a c q u i r e more artifacts at the An­
cient site. They might volunteer
their aid in the emergency, o r seek
a well-paying patron. If Gami ha s
revealed herself, she might make a
patriotic appeal for their assis­
tance in t he name of the Imperium .

THE ANCIENT DROYNE

The Ancient site the Andorians
found was in l ow terrain near t he
edge of the ha bitable z one. It
overlooked a large lake in the d is ­
tance (actually at the bottom o f a
crater where once stood an Anc ient
city). The arrival of the Andoria ns
was not unobserved. A prospector,
named Rucker Harold, watched them
fly in, and at once made his way in

their direction, pack animal i n
t ow.

The Ancient site itself is
very simple, in effect t ....o le ng t hs
of subterranean corridor forming a
cross. Each is three metres wide
and twenty metres long, .... i th the
intersection in the middle . The en­
trance is at the southern extreme,
bur ied, but eas ily opened by "d e mo -:
liti ons.

The western extreme was in ef­
fect a storage locker. The spaces
behind the walls stored material
objects dismantled into an orderly
matrix for space conservation. When
something is needed, it is "dialed
up" on the panel to reappear on one
of several small raised platforms.
In experimenting with the panel,
the Andorians materialized a belt
(personal meson screen). However,
by operating the device, they also
triggered a security alert. Lights
flashed and alarms sounded thr ough­
out the site.

The alert automatically rema­
terialized six Ancient warri ors and
one Ancient worker in a chamber at
the eastern extreme. They did no­
thing at first, waiting for compu­
ter instructions that never came.
Their standby gave the time for
Aummo to snatch the belt and for
the Andorians to run.

In the northern extreme 1s a n
opening which dr ops 200 metres t o
an automated antimatter production
plant. Ladder rungs are present.
The space below is very cramped
since it was not des igned t o have
operators. However, a five-litre
antimatter pod can be found on a
teleport pad ready f or shipment t o
a destination that no longer ex­
ists .

Assume that all of the var r i­
ors have basic skills to allow them
t o effectively operate their equip­
ment, including Unarmed Combat -l.

ANC IENT SITE
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which he pr omptly t ook .
Rucker headed directly f or Le­

bor, a small c ommu nity next t o the
lake. He picked up the pr ovisi ons
he needed and made best speed f or
the starport, but in a roundabout
fashion. In t i me , the warriors re­
turned and replayed their visual
records t o see a human wi th a .d u ­
lee n make o f f with the memory core.
They ravaged Lebor until a quick­
witted individual understood they
were on a search and poin ted them
in the dire c ti on in which Rucker
Harold had left. This saved Lebor,
but c onde mne d e veryone in t he wild
with a pack animal.

Rucker was born on strend . He came
to Paques in pursuit of artifacts,
but, like so many others, took up
prospecting for radi oactives . He is
a selfish individual, as was neces­
sary for him to survive. However,
he will have to deal more and more
with his conscience as he hears of
the deaths left in hi. wake .

Prospect ing- l; SurvivaHj

The Droyne wear battle dress (ar­
mour val ue 22) that has a f orm o f
a ctive camouflage (a s in the movie
Predat or). Generally, treat the An­
cients as concealed at medium range
and beyond even while moving, and
g ive a -2 ' to hit' DM at closer
ranges.

For simplicity, the physical
stats f or the warriors are 653 (2 /3
hi t s ) and the worker is 646 (3/3
hits ) . The highes t intelligence in
the group i s 6, that of Warrior A.
In additi on, the individual Dr oyne
have the foll owing:

Rucker Harold (Prospector)
C,200

Delol it ions-!j 6albli ng- l j
Shot gun - Ij Equest , ian· !.

Shotgun, Duleen .

549942 Age: 42 6 terls

Droyne SUIIs PS i Ta lents
War rior A Tact ics-i
~arr i o r B Recon-! 9 Clai rvoyanc e,
Teleportat ion
Warrior C Tac tics-!
Warr ior D Deaol itions-i 6 Telekines is
Warri or E Unarled COl bat -2

The portable meson gun is detailed
at the end of the article.

RUCKER HAROLD

The pr ospector enetered the site
just after the Ancients flew out on
gra v belts to l oc ate and destroy
the Andor ians. He, however, f ound
s omething different . The e t ee ' e
c omputer is loca ted below the floor
at the intersecti on of the corri­
d ors . The Ancients raised it to see
if they could get more direct in­
formation of their situati on, then
hastily ga ve pursuit. It was left
this way, f ully e xpos e d to Rucker
Har old. The ea s iest and most visi­
ble th ing he co ul d remove was the
crystalline memory c ore itself,

DECISION

I f the characters elect t o leave
Paques, the referee can have the
Ancients hijack their ship t o g o to
Eglise. The moon was in fact a gas
giant 300 00 0 year s ago, but the
Ancients placed a large teleportal
above Its surface to draw its hy­
drogen and helium atmosphere int o a
pocket universe, to fuel such
things as the antimatter pr oduction
plant. In the intervening time, the
teleporter sucked up virtually all
of the planet except the small
r ocky c ore, and shut down. All of
its moons but the i nne r mos t ,
Paques, d r I fted away. The l oss of
the intense gravity field o f t he
gas giant resulted i n Paques' el­
lipt i cal s ha pe.

The teleportal is c overed with
sediment in a basin on the moon's
surface. Over it floats a c l oa ke d
Ancient station, which is where the
warri ors want t o go. The station
has an identical memory c ore which
they Intend to take.
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The charac ters won't alwa ys be
under gua rd , although t hey will be
denied communica t ion beyond t he
s h Ip . I f they wer e t o s omehow dee ­
t roy the ship's ma noeuvre d rive or
power plant , their ship wou l d be
use les s to t he Anc ients . I f they
do n't t h i nk of t h is, you may ha ve
a n NPC t r y i t afte r they re t ur n to
t he Lebo r s ite . Let the adve nture rs
catch t he NPC, so as to a l l ow t he
de c i s i on to bLow the d r i vee t o be
their own.

I f t he characters stay on­
planet t o help, s e ve r a l a c t i v i t i es
are possible:

1) Collect i ng in tel l i gence on
the warr iors. Learning the na t ur e
of the Ancient weapon and t he ob­
ject of the warr Icr s ' search would
be most useful.

2) Entering the Ancient s i t e
while the warri ors; are away . The
characters can retr ieve more pe r ­
sonal me son screens . However, the
referee might not want to le t t he
s t orage device be switcha b le to
anyt h i ng e lse, es pec i a l l y i f the
memory core is gone. The cha r act e rs;
ca n a lso set a tra p In t he si t e,
f or e xampl e p l aci ng a radi o-tr ig­
ger ed cha rge agains t t he antimatte r
pod and waiti ng f or the Ancients to
r e t urn . But f or the characters t o
f ind the si te , it would be best f or
the m t o ha ve t he coop e ra t ion o f
Aummo. Ot he r wise , t he y might lea r n
o f the l ocati on thr ough a ha nd com­
puter l eft in t he wreck ed Andor ian
ai r /raft.

3) Communicating with the war­
r I oze . They will, of course, want
the memory cor e . The second thi ng
t he y wa nt i s a s pacec r a f t , whi c h
need not be jump-capable . But they
cannot ba r gain f or these things .
Without a l eader , they do not know
ho.... t o we i gh terms and grant con­
cessi ons. They .... ill s i mply adhe r e
to thei r or de rs and t raining to t he
best of thei r abilities .

4) Sea rching fo r Ruc ker Har ­
old . He may have ac tually cont a cted
some one in t he pa r ty , practica lly
begging f or a way out of th e s ys­
te m. Later, when the y catch up t o
hi m aga i n, t he y might fi nd him i n a
drunk en s t upo r , having l os t t he
c r ys ta l thr ough gambling .

S) Fighti ng t he Anci e nt warri­
ors . Thi s I s pr obably su i c i da l
wi t hout s pecial pr e par a t i ons. The

wa r r l ot e. ' pr Inc I pa l vea xne ss i s
that the meson gun Is t he ir on l y
r ang ed wea pon . Characters c ould t r y
to knock ou t t he worker' s backpa c k ,
bu t there i s a da nger of destroying
t he powe r s ource (a ntima t te r ).

The personal me s on s cree n pr o­
v ides f ul l protect ion . Howe ver, if
the c har a c t e r s cannot gacquir e
enough of them, t he PI ince Hos e l l e
o f f e r s a possibili t y . The Rega l
class batt lecr u i s er was desi gned
.... ith a meson screen, which was
never rem oved. 1£ it i s ad jus t ed
and restored to ope r a t i on , the war­
r iOIS' meson gun can be made us e ­
less without warning if they were
t o enter the hulk. They would be
forced, thereafter, to fight hand­
to-hand.

The warri ors are highly mo­
bile, whi ch mak e . them very diffi ­
cult t o attack. One po•• ibi lity i.
to assault t he Ancie nt s i t e, whic h
the y wi l l defend t o t he death. How­
ever , s i nce i t i s thei r own envi ­
r onment, this i s pa r t i c ul a rly da n­
ge rous. An ambush s omeplace e lse
wou l d be better. If t he Anc ient s
wer e t o lea rn wher e t he c rys tal wa s
(e ven i f i t wer e on l y a r us e ), they
wou ld at tac k the re .

CONCLUSI ON

It · pr oba bl y won' t desta b i li ze a
campa i gn f or t he c ha racte rs t o ge t
away wi t h a me s on gun s e ns or a nd
pers onal mes on scr ee ns . I f the
agents a r e us ed, the c ha r ac t e rs
might try t o se ize them. Ga mi ma y
offer e r SO 000 c ompens a t i on f or
each c ha racter I f s he i s on friend ­
ly ter ms with t hem. However, the
I t erns can br l og much more 1 f t he
right buyer i . f ou nd. They make
very good ba r g~ l n i ng chips and s ou­
veni r s , but ot he r wi s e wi l l pr obabl y
never see actIve us e agai n.

Lett ing t he cha r act e r s ha ve a n
antima tte r po we r pod is up t o the
taste of the re fe ree. Situa ti ons
ca n be s ha ped t o gover n this.

If t he Ancients ha ve t he ir
wa y , t he y v t t t even t ual ly or de r
both Anc i en t s i t e s destroyed . But
bef ore t he one on the moon blows
up, they wI ll want t o descend
thr ough the teleportal into parts
unkn own.

- 15-



PORTABLE HESON GUN

This wea pon i s a ctually a heavy
(20 kg) bac kpack which is s omewhat
wider and more bulbous at its l ower
end. I t cons Is t s o f three maIn com­
ponents: a mes on projector, an
antimatter f uel pod, and a compu­
ter /r obot brain .

The meson projector Is actual­
ly an advancement on the meson com­
municator. Being free of mechan ics,
it can maintain many links at one
time by q uickl y c y c li ng the beam
among t he different stati ons In a
" t ime-shari ng" fashi on. Generally,
the beam Is ke pt a t a l ow, communi­
cation intensity. Hovever, it can
in t ensi fy the beam t o d o damage , up
to 4 0 h i t s pe r r ound. All forty
hit s may be delivered to one tar­
get, o r d Ia t r Ibut ed to as many as
t e n targets o f f our hi ts each In
the same r ound. Penetration Is ig­
nored.

One me s on g u n Is found i n a
Dr oyne squad. It is usually car ried
by a Droyne worker who is nearby
but a lways out o f t he fighting . Th e
rest o f the s q uad are warriors c a r ­
ry ing s e ns or s f or t he meson g un .
Each sensor i s linked t o t he gun by
meso n c ommunIcat ion . In c omba t, the
warrior se l e c t s a target by aiming
t he sensor l ike a rifle , and
"fires ." A meson attack is then
mad e on the target by the mes on
gun.

There i s effect ively no limit
to the number o f r ou nds wh i c h may
be fir ed. The meson gun can sh oot
at full Intensity f or a y ear be ­
f ore requir ing a new f uel pod o f
antimatter . The weapon ignores a r­
mour . Ther e Is n o att e nua t i on, but
it d oes have a maximum ra nge o f 400
metre s (ve r y l ong ). I t ha s a l ow
s ignature and l ow recoil.

The por t able mes on gun i s
treated as ha v i ng we a pon fire c on ­
trol. All a ttacks are Simple. Al ­
t hough the sensors have the appear ­
ance of rif les, the we a pon ski ll s
of the warr i ors a re not i mpor t a n t .
It is on l y necessary for them to
aim we l l enough that the weapon ca n
distinguish its intended target.

Each sensor is 4kg and
equipped wi th optics and maser
range finding. Al t hough it d oe s
have some energy storage , its pri­
mary power source is the meson beam

fr om the beson gun itself. Without
this , it is not possible t o se nd a
return mes on signal . This meson
link is als o used by t he Anc i ent
Droyne for communication. A c om­
mun i c a t ion cable links the s e nso r
t o their bat tle dress.

The computer for the me son gun
is actually a robot brain. For U w.s
reason, it can be treated as a r o­
bot rathe r t han as a mere weapon.

3I"00-00-Ni527-0018 CT' 20kg
rul:r5 Durati on=365+ Tl= 21
10/25 (Ulour val ue 22 )
"eiGA Sun/Col lunic itor
2 ViUit Sensors (1I, IR )
Audio Sensor
El ectronic circuit protecti on
/lnon Sun-I , [0110-1. Inhntry Ground Co.~. t - : .

r. ctic s-4

The brain fun cti ons a s a ba t ­
tle computer a nd can contribut e its
Tactics skil l to the tacti cs pool
o f the Anc i e n t Droyne. It wi 11 not
take the r ole o f leader, howe ver .

BACK ISSUES

Back issues of Th ird Imperium I ts 9
and 10 are st il l ava i lable. Repr ints
o f T.I. l I s 3, 4, and 5 a re also
ava lIable . Rates a r e the s a me as f or
single issues ( s e e page 3 ) .



ICOMPUTERS PART 31
I n the last two iss ue s , we have dis ­
cussed comput e r hardwa r e and s oft­
ware, and how to use it . This issue ,
we f i n i s h up wi th in f ormat i on on some
othe r nota ble a spects of c omput ing.

COMPUTER NETS

Many of the activities we ha ve de­
scribed are based on the availabl1ty
of computer nets, which all ow easy
acces s t o o t he r computer s . With an
a cting high-tech computer net, a hand
c omputer can act as a library, a
ph one, a na vi ga t o r , and an emergency
beacon . Cont ac t wi th any ot he r com­
puter In the world Is only moments
away.

At TL 6, computer nets are non­
exi stent. Communication between c om­
puters 15 limited to physical ex­
change of software, or wire con­
necti on between a mainframe and its
ter mi nal s .

Start i ng a t TL 7, mode ms allow
computer- to - compu te r communi cat ions
ove r ' te lephone lines. At TL 7 itself,
on l y the l a r gest bus ine ss, gover n ­
me nt , a nd un iversi t y compu t e r s use
modems , but by TL 8 , some 20\ of
compute r owne r s have t he m; and by
TL 9, phone c omputer net s are q ui te
extens ive , a l l o~ing commun ica t i on
with almost a ny b ue Ine e e o r indivi­
dual on the planet (although long
distance charges may be quite steep).

At TL 10, the Model /O hand c om­
puter c ome s into existence, along
wIth the hand c omp radi o, f or l ong
d i s ta nc e commun i c a t ions . At this
point, only very few i ndivi d ua l s are
equ i pped with hand c omputers, usually
on- t he - mov e e mpl oye e s needing to keep
in t ouc h with the o f fice . At TL 11 ,
compute r rad i o nets, us i ng sate l l i tes
f or a round - t he - wor l d c ommun icat ions ,
begin t o s upp lant phone nets , and by
TL 1 2 the y are the norm.

Dete rm i n i ng whet her or no t a
war Ld ha s a ph one net ca n be d one as
f o l l ows : Add wor l d TL a nd popula ti on
t ogether a nd di vi d e by two (round
fractions d own ). Th en r oll that num­
ber or l ower on 20 for a worldwide
comput e r net t o e xi st on that planet.
Individual c omputer-to-computer c om­
municati on s i s always possible. If
the world's TL Is 6 or l owe r, i t can­
not ha ve a c ompute r ne t .

NAVI GATI ON

War Idwld e sate 111 te comput e r ne ts
oft e n ha ve a nav i ga tion f ea t ur e . For
a few cred its, t hey c an l oca te a ny
computer wi t h a n a c ti ve rad i o -Lf nk .
At TL 1 0 a nd 11, the se l ocat ions ar e
to wi thi n a few d oze n met res. At TL
12, they are t o within 1 t o 5 met r es .

Loca ting o nese l f ca n a lways be
accomplished ( u n l e s s the individual
cannot or d oes not contact the c om­
puter net). Locating others us ua l l y
requires that the c omputer net firs t
as k them if they wI s h to be located.

COMPUTERS AND THE LAW

With the advent of the compu te r c omes
an entirely new r egi on o f crimi na l
law . The c ou r ts , however, fi nally
begin t o t a ke it seri ously only at
ar ound TL 8.

Compute r crime i s usually dealt
with unde r the a reas o f Tr a d e or
Cri minal La w (Gr a nd Cens us , pa ge 26 ).
The refer e e mus t deter min e whe t her
any particu l ar action is i llegal, but
such chance s genera l ly i nc r eas e wi th
Tech Level a nd Law Le vel. Below TL 8 ,
computer cr ime can only be puni she d
if it is l i nked to another c rime (eg,
breaking i nto a c omputer t o stead
c as h cou l d on l y be prosecute d as
theft or embezzlement ).

Some exampl e s of comp ut e r c r i me
i nc l ud e : ill e gi timate entry t o an o ­
ther c omputer system (hacking ); a d ­
justing , alter ing, or e rasing pr og­
r ams or fil es without t heir owne r ' s
consen t ; co py ing progr ams or file s
without the c onsent o f the writer /
manufact urer; c reating and / or using
virus pr ogra ms; a nd delibe r a tel y
crashing a n ac t i ve c ompu t e r ne t .

Cr ime s c ommit ted thr ough a c om­
pu te r ne t can o f t e n be d e t ected , a nd

· t he authorit ies noti fi ed. At TL 7 a nd
8, t h is has litt le effect, a s the
mod e mmed cal ls mus t be successfu l ly
trace d i n or d e r f or the offender t o
be l oca t ed . By TL 9 many c omputer de ­
fe nse pr ograms ( s e e T.I. 19 ) may
themselve s trace the offender , and
then pa s s the information on to the
police. With the use of computer
navigati on, a ny c omputer criminal not
also jamming the navigati on system
can be det e cted and the pol ice dis -
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patched t o h is locati on.
Pun i s hments f or c omputer cr Imee

ca n range fr om light fines and c on ­
f i scat i on o f equipment for minor o f ­
fences ( fo r instance, obtaining but
n o t using an illegitimate IO on a
busi ne s s ' c omputer) to 10- to IS-year
jail terms for major crimes and re­
peat o f f end e rs .

PSEUDO-REALITY COMPUTERS

At TL 15, computer technology results
in pseudo-reality c ommunicati ons. In
t his s y s tem, an individual's o p i n ­
ions, i n f or mati on, and o r de r s are
transferr e d to a c omputer program de ­
signed t o i mitate him. Thi s all ows a
f or m o f c ommunica tions which lets the
i nd i vi du al " be" i n a ny l ocation with­
ou t a ctua lly g oi ng t he r e.

Pse Ud o-reality c ommunications
take the f orm of a life-sized,
c omput e r-ge ne r a t ed holographic image
which behaves and communicates in the
same manner a s it s sender . At TL 15,
it is pr ogrammed in only a single
area o f di s c us s i on, s uc h as the com­
mi ss i o n i ng o f a specific sta r sh i p de ­
s Ign , thr o ug h the use o f e xte ns i v e
q ues t ioning and react ion ana l ysis . A
s peci fi c prog ram i s requ ired f or th i s
(S spaces, Cr20 00 0) , a nd t he c om­
puter must be l i nk e d to a po c ke t He d ­
i e a l Scann er ( fo r read ing the s ub­
j e ct' s r e a c t i ons to vari ous ques­
t i ons ), a v oder, and a ho loca mera.
The questi oning takes 10-60 minutes,
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dep ending o n t he c ompleXity of t he
t opi c . The f i nal result i s a 0 . 1 data
spa c e pr ogram wh i c h c an be r un o n any
c omput e r wI t h a n a et i ve PR recorder
pr ogr a m.

The c omput e r then ext rapola t e s
fr o m the ecqu Lr ed d a t a and s imula tes
t he individua l 's be havi our. For al l
inte n t s and purpos e s i t i s as l houg h
the subjec t wer e act ua ll y present .
Most Type A s t a r por t s o n X-boat
r oute s have pseudo-reality facili­
ties, wi th mes sage c ost s d ouble that
for X- b oat mes sage s. At TL 1 6, neur a l
probe s allow the di rec t c opyi ng o f an
ind i v id ual's be ha vi our and memo r y
patterns. Such da ta p r og rams c a n be­
have exact ly as the o r iglna l in a l l
area s, and ta ke up 3 progr am s pace s .

REMOTE CONTROL

It is possible for a person with a
computer t o break into and take con­
trol of another system: f or example,
someone on a scout/cour ier c ould
attempt to break into a nearby subsi­
dized merchant' s s h ip's compute r and
take control o f t hat s hi p.

Remote con t rol us e s the f ollow­
ing task :

To ta ke con t ro l o f another c om­
puter :

Formidab l e, Of f : Co mpute r , rela­
tive comput e r si ze ; Def :
De fe nse pr ogram DH, rela ­
tive TL (confronta ti on)

Referee: If the task s uc ce e d s ,
the target compu te r and all
its affiliated systems may
be con t ro l l e d fr om the in ­
vad ing c omputer, but t r e a t
all t asks invo l vIng the
target c omput e r a~ be Ing
on~ l ~v~l mOl e diffi c ult.

The i nvading c ompu t e r mu~t have equ i ­
valent ab I l It i e s t o the ta r ge t c ompu­
te r . For e xamp l e , a s tar~h I p c ompute r
may be r emote co nt ro l l e d by another
star sh ip c omputer, bu t not by a hand
c omputer.

Br ea king remote cont ro l us es t he
sa me t a s k, on l y the ' De fe nder' 15 now
the ' Off ender.'
Th is c ompletes our e e r ie s o n Compu ­
ters. Next issue's Traveller's
Hardware wIll deal wIth the Computer ­
Brain i n t e r f a c e , a special ne w c ompu ­
ter ized implant.



ITRAVELLER CRAFT I

CRAFT ERRATA

Fu s i o n Gu n Turr e t s : The table in
MegaTravell er i s i n c or r ~ c t . Rep la ce
i t wi t h th e table bel o w:

~
"r-

1\..1

33>: o 0 o 0 0

0 0 o 0 0

I I I
~DD~O ,

Th e Ha mmer is o n e o f the mo s t f o r ­
mida b l e Im pe ri al wars h ip s cu r r e ntly
i n s erv i c e. It has be e n kno wn to
de f e a t s h i p s u p to t wice its s i z e ,
a n d is we l l -e q u i p pe d f or a wi d e va ­
r i e t y o f si tuation s . The Hamme r 's
e x ten s i ve ca r go bay ( 7 1 4 dis pl ac e ­
men t to ns ) and 9 02 ext ra cont r ol
p ane l u nits all o w eas y i nsta l l a t i o n
o f ext ra s yst ems, i nc l u d i n g spare
sensors , l o w berth s fo r ex tra
t roo ps or a fr ozen wa t c h , ba y s f o r
jump -capable fleet c o u riers o r
oth e r s h ips , o r EMM .

Pr o ­
Far

Ra m-

-------ucpFact or------- '
12 3 4 567 8 9 A
- - - 1 4 10 16 20 - ­
• • - • 1 4 10 16 20 ­
- • - • - 1 4 10 16 20

2
2
2

PriceTL Type Peller lit.
12 Fusion-12 500 5
14 Fusion- 14 500 4
17 Fusion-17 500 J

Ac c o m: Crew = 20 x 50 . ( Br i d g e =
15 , Eng i neer ing = 67 , Ma in t e­
n a nc e = 3 , Gunne rs = 3 4 4 ,
F l i g h t = 2 08 , Tr o ops = 10 0,
Co mm a n d = 123, St e wa rd s = 30 ) .
Sta t e r o o ms = 5 12 .
SubC raft = shutt le x 4 ,
pa r t F ig h t e r x 10 0 .

Other : Ca rgo = 9 6 5 1k L , Fu e l =
39 4 4 7 0 k L , Fu e l Scoo ps , Ra pid
La u nc h = 135kL x 2.
Ob jS i ze = La r ge , EM Leve l
St rong .

Co mme n t s : E l e ~ t r o n i c Ci rcu it
tect i on . EMS J a mme r
Or b i t .
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HAMMER CLASS ASSAULT CRUISER

C~aft I D : As s a u l t Cr u ise r, Type Cl ,
TL 1 5 , Me r 28 495 .

Hu ll : 4 5 000 / 112 500 ,
Di s p = SO 0 0 0, Config = 3 SL ,
Ar mour = 40 G.

Power: 55 0 0 / 7 3 34 ,
Fu sion = 99 0 OOO MW,
Du rat i on = 19 / 5 7 .

Loco: 54 00 / 7 2 00 , Man o e uv re = 3 ,
3 37 5 / 4 500 , Jump = 4,
NOE = 19 0kph, Cruise = 75 0kph ,
To p = 1 0 0 0 kph,
Va c u u m = 28 S0k ph . Ag il i t y = 1 .

Co mma: Radio = S y s t em x 3 ,
La s e r Carom = S yste m x 3 ,
Mase r Ca rom = S ystem x 3 .
Mes on Carom = P lanet ar y.

Sensors : Ac t i v e EM S = Fa r Orbi t x 2,
Pa s s ive EMS = I nters tel l ar x2 .
De n si t o me ter = Hi Pe n / lkm x2 .
Ne u t r i n o De t e c t = l OkW x 2,
Ac t Ob j Sc a n = Routine .
Ac tOb jP i n = Ro u t ine,
PassOb j Sc a n = Ro ut i ne ,
Pas s Ob jP i n = Rout i n e ,
PassEngSca n = S imple,
PassEn gPin = Routi ne .

Of f : Mes on Gun = NOx ,
Ba tt 1
Be a r 1
Pa r ti c leAc cel era t or = 0 90
Ba t t 5
Bear 4
Mis si le = x 9 0
Ba t t 10
Bea r B
Bea mLa ser = x x 9
Ba tt 12
Bear 10
Fus i onGun = x 09
Ba tt 7
Bear 6

Dei: Def DM = ~9 , Nu c Da mpe r = 9,
Mes o n Sc r e e n = 9 ,
Bla c k Gl o b e = 4 .
Sandcas ter = x:<S
Ba tt 60
Be a r 4 8
Repu lsor = :<9x
Bat t 2
Bear 2

Con tr o l: Compute r = 9 /f ib :< 3,
Pa n e l = Ho l o l i n k ~ 2 3 79 ,
Speci al = LgHo l oDi s p la y x 2 0 .
En v iron = Ba s Env , Ba s LS,

ExtL S, Grav P l at e s , I n ec t i a l ­
Camp .



ITRAVELLER'S HARDWARE I
A poison 1s any chemical substance
which incapacitates its victim
throug h biochemical reactions .
QUite common, poisons are o ne of
the major stocks i n trade of the
assass in.

There are many variet ies o f
poison, far t oo many to be indivi ­
dually covered. To 'des ign' a poi.
son ( de t e r mi ne i t s nature ) , use the
t a b l e s bel ow.

FORM Pri ce mod
I nge sted
Ins in uative x2
Gas
Contact x4
Mu lti-pa rt )(6

are listed as: Ingested
SOP , 1-6 ro unds / 4 rounds,
Cr3 0. Pri ce is per dose.

TYPE
Po i s on
Tranq
Paralys is
Specia l

Price mod
x2

x 1 .5
x3

Onset ti me mod
-2 levels

- 1 leve l
+2 l e v e l s
- 5 levels

Damage Price
1 Cr 2
2 Cr 5
3 Cr 10
4 Cr 15
5 Cr 20
6 Cr 30
7 Cr 40
a Cr 5 0
9 Crl DD

to Cr2 0 a
1 1 Cr3 0 0
12 Cr5 DO

SURVIVAL ta s k
Si mp l e

Ro utine
Diff icult

Formidable
Imposs ible

Poisons
poison,
Routine,

Ptice--!!! od
x O.5

x 1 .5
x3
x5

no rmal.
no r ma l , but
1 point /IO

Level Onset time Price
1 1-6 days Cr2 0 0
2 1 day Crl OO
3 2-12 hours Cr 50
4 1 -6 hours Cr 10
5 1 hour Cr 10
6 2-12 minutes Cr 10
7 1 - 6 minutes Cr 15
a 2-12 r ounds Cr 15
9 1 -6 rounds Cr 2 0

10 1 r ound Cr 2 0
11 i n s t a nt Cr 25
12 instant Cr 30

Level Run time Pri ce
1 1 - 6 days Cr1DD
2 1 day Cr 5 0
3 12 h ours Cr 4 0
4 6 hours Cr 3 0
5 12 minutes Cr 2 0
6 6 minutes Cr 10
7 12 r-ounds Cr 5
a 6 rounds Cr 5
9 4 r- ounds Cr 5

10 3 rounds Cr 10
11 2 rounds Cr 20
12 1 r-ound Cr1D D

Co s t of po i s on: ( On s e t pr- i c e • Ru n
pri ce • Damage price ) x Type mod
x Form mod x Surv ival mod ~ Fi nal
pr-ice .
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POISON: Does damage as
TRANQ: Do es damage as

damage hea ls at
mi nutes.

PARALYSIS: Does damage as normal,
plus the targe t cannot move
for the ent ire r un t ime of the
poison .

SPECI AL: Damage is done to i nt e ll i ­
gence, education, o r soc ia l
stand ing, an d heals a t I
point /3 D minutes. For example,
a Duke might take a So ci a l
poison and sudden ly begin act ­
i ng like a taxi driver . If in ­
telligence o r education is re ­
duced t o zero thr ough poison,
the individual is catatonic.

FORMS

INGESTED: The poison i s s wa l lo we d
while eat ing o r d ri nking .

INSINUATIVE: The pois o n 1S placed
d irectly in the bloods tream by
a weapon ( po i s o n dart, dag ­
g e r ) •

GAS: The po ison is breathed i n
through the nose 0 = mouth.

CONTACT: The poison t a k e s effect
upo n con t ac t wi th the s ki n.



MULTI-PART: The poison u s es tw o o r
mo r e d i:>t inc t {deme n ts \.I h i ch
c omb i n e i n t h e v i ct im to f orm
a p o i s on . Ea c h e l e ment i s com ­
pl ete ly harmle:>s when ta ken
a l on e .

Note: Ga s a n d Co ntac t f o ems ~a y be
comb i ned t o mak e co ntac t gas ­
es , po isons i n gas wh i ch d o
da mage upon co ntact wit h the
skin . Pr i ce mod is x5 .

ONSET TI ME

On s e t time indicates
takes foe the poison
l n g effec t .

RUN TIME

how long i t
t o begin t a k -

oo

MAKING POISONS

To make a polEon :
( Di f f i c u l t y ) , Poi s o n , Ed u, 30 min

( unc e rtai n) .
Refer e e : T im e is f o r c reating a

s in g l e ba t c h of any size . Di f­
f i c u l t y is dete rmined fr om the
table be Lc w, If the task r e­
sult is TOTAL TRUTH , the po i ­
son wo r k s; if SOME TRUTH , one
effec t is reduced or in c r e a s e d
by half, eg , 1/ 2 damage, dou ­
ble onset time , etc; if NO
TRUTH, poison ha s no effect .

Run ti me indicates h o\.l long it
t a k e s foe the po ison t o do i t s da ­
mag e . Eg , a damage - 4 poison \.l i t h a
run time o f f ou r wi ll d o 1 po int o f
damage per round fo r f o u e rounds. A
damage -l0 poison wi t h a run ti me of
12 hou rs will do roughly 1 point o f
damage every hour .

SURVI VAL TASK

To r e d uc e t he effect s of a po ison
which has been taken:
( Di f fi c u l t y) , En d , Instant
Referee: Difficulty is determined

by the poison . Upon suc cess ,
damage is: reduced b y ha 1f
( r o un d f ractions up) . Upon ex ­
cep tio na l s u c cess, damage is
r e d u c e d to 1 /4 (round fra c ­
tions d o wn) .

TRAVELLER'S ADVICE

Poison price
Cr 1- S0
CrS1 -l00
Crl Ol -20 0
Cr201.

Difficulty
Routi n e

Difficult
Fo r mi d a b l e
Impossible
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SENTRY BOX WEST
No e1 I N TRAVELLER LITERATURE !
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WE STOCK TIlE
FOLLOWING LI NES
OF FI GURES:
Hal Par tha
Ci tadel
RAFM
Mi nifigs
Ma r tia n Meta l s
Asga rd
Grenadier
Fr e i-korps
Stone Mountain
Heroics and Ros
Skytr ex
GHQ
Naismith
Dar k Horse
orr the Wal l

WE SPEC IALIZE IN ROLE PLAYING GAMES ,

BOARDGAMES AND LEAD F I GURES • • •

ESPECI ALLY LEAD FIGURES!

We s tock all t he l atest TRAVELLER supplements at rea s onable pr ices!
We a lso have back i s sues of Journal and hard to get TRAVELLER f igs .

IF YOU NEED SOMETHING JUST A3K!

SENTRY BOX WEST HOBBIES
3309 Wes t 4 th Ave.

Vanc ouver B. C.
Canada

(604 ) 734- 1933

H!VERCARD accepte d
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Don ' t leave your homewor ld

wi t hou t i t %
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