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SFORWARD OBSERVER S

Ak EDITORIAL BY MARK “GEO” GELINAE

CHARACTER CREATION
RANDOM, REGULATED, OR REALISTIC?

There are three orimary methods of character
generation: one in which almost everything, including stafs and
skills, are entirely rondom; cne in which aimost everything is
enfirely selected; and one which uses a combination of both
Other methods, such as the one used in the STAR WARS RPG, may
seem different, but usually are just a variant of one of the
primary  thwee, This article examines the sirengthe and
waaknesses of each of the major methods.

HANDOM

 Uf GIAPs RPWs, MEGATREUELLER uses a random method
of character generation, This methed has the advantage in that
i iz a ot lke ife. Certainly, there is much in ife that we have no
control pver, such ae = phusical size, busle inteligence, and
cuttural backaround, However, there are things in life we do have
gome contyol pver, such a5 our choioe of jobs and skills, Provided
we have the prerequisites and initiative, we can acoomplish about
arathing we desire.

. This fact brings us to one of the major complaints of the
random sustem: there is very il contral over what skills the
character gefs. The end result i that the plauer will vsusiy
aenarate a number of characters until the result is a set of skills
that iz satisfactory to that plauer,

fnother strong advantage of the random system is that
it allows for varlation between the characters. While four Marine
characters may have some similar basic combal skills, their
%grﬁm;a& statistios and supplemental skills will vary sionificantiy,
hig i important for a well balanced aroup of characters,

REGULATED

, While GDW does not have any RPG's which uses this
mithad, there are many on the marker, ?rimar’éi% the HERO and
GURPS systems, This method gives the plavers a set number of
points with which fo creste a character. These points are
distributed between statistios and shils. Often, a character san
be given disadvaniages to obtain swira points, -

The major advantage of this method is that the player
can, within the limits of points suailable, create the character
desred, Of course, there are always those plavers wha won't be
satisfied unless they can role play 2 majr deity, but that = a
personality problem, not a game sustem problem,

_ frnother advantage of this sustem, ¥ used with
disadvantages, is thet i heips define the character’s personality.
4 The major disaduantags thet this sustem has is that the
sheracters are too much the same. Thiz i not necessari n
skills and statistios, but in overall composition, Essentialiy, urless
regulated by the referse, a novice character has the same
number of points available as the aged veteran, W dossn't allow
for & variety between characters. ,
. Furthermore, players will tend fo place most of their skl
points on the major skils thal they need, partioulsrly combal
skils, Bkils such a5 sdmin may be given only a few points i it s
selected at . While these more mundene skils are not
glamorous, they are cerfainiu necessary To a well rounded aroup,
This can be avercome If either the referee insists that some of
these skills be talen as part of a training package, or the partu is
generated together, and each member of the party develops some
of these mundane skills putting more poinds in them that ususl,
This latter method makes sveryone in the party uriouely useful,

REALISTIC

... The third method combines elements of the previous wo.
fll of the rest of GDWe RPE's use this method (Yes, SPACE 1808
does use templates, but stats can be randomly rolied, snd points
for selecting extra skills are auaiishle),

I this method, some stiributes, ususlly sialistics, are
generated randomly, which has the benefit of being similar 1o lfe’s
experience. Generating stetistios also fress the plauer from
Nawng T jigole oointy beteesn skills and statietios,

Conthwed on Page )
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HEIR ANNOUNCED
Aouariasfouaria: 031-11 13 The-Mother-of-Us~
i, the head of the Aguarian religion, announced tedau that young
Prince Erin has been chosen as the heir to the Thone of the
fouarian Empire. Aguaria has not had a designated heir since the
late Prince Ui was stripped of the designation by Mother some
time ago, The consensus among Aquarian Nobiity s that this
comes ag & welcome roliet after many months of concern shout a
nossihle suceession orisis.

PEACE PROCLAIMED!
Boris/Natasha: 245-1114: The govarnment of the
Brotherhood of Karl declared today that the state of smersency
brought on by the disappesrance of the BLLE N0UA has heen
vancelled. The report went on to declare thet the vessel had
been found on the Brotherbood side of the Tresty Zone, No word
waz mentioned on how the vessel aot thers, Obzervers have

noted that the iraffic of navel courlers has been higher |
usugl, and speculate thet fleets are being brought down from
§§ﬁ?‘*§‘ gtardding, andd In many oases recaled 1o Brotherhood
i

STATE of the SECTOR
LibertsDiaspora: 001-1119: The missing Sector
Duke reappeared today long enough o make a breif "State of the
Sector” address at Holiday celebrations af the sector capital. In
hiz message Duke Enerl desoribed conditions in the sector as
fiffioult but hopetul. He commended Sector Admiral Nile’s efforts
i kesping the sector out of Bolomand hende, He further noted
that the seotor ls ol part of the Inperlsl domaln, The duke
refused to snewer any guestions shout hs sunnort for Erperor
Lucan. The duke’s spokesperson snswered the mystery about
the duke’s dizsapesrance bu stating that the dubte has spend
severyl weeks studubg the sector’s situation, Observers noted
thart Dube Ener lnohed much older and very tired,

~ LANGUAGE LIMITED

Capital/Core: 1112-112 1: "Hhich Sulean will be the
onle lanoupss sooken et mperlel audiences™ This unewpscted
prociamation wee bsued by Emperor Lusen todae. His nfent s fo
honor Sulean oitizens whom have “remained loug throvghout this
orisie.” The decves soplies to forelon diontleris as wel,
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EBITORE NOTE: Numerous nagsages are gquoted directly or deriued
from passages found in TWILIGHT:-2000 2nd Edition,

DIE ROLLING CONVENTIONS

_This variant uses the basic MEGATRAVELLER die roll
conventions with the following addition. i
Relling va. Against an Attribute: To achisus
success the die roll must be less than or squal to the numerical
value of the attribute (unless otherwise specified). Die roll
modifiers Gf anw) are made to the die roll before comparing the
result with the atiribute number.

OVERVIEW

SBACKGROUND: Fach plaver decides on the gender
of hig character and names 1he character, Then the plauer sither
chooses 3 homeworld for the choracler o gensrates the
homeworid's general description. i 3 homeworld is chosen, its
general desorption must be derived from its UPP. The charaoter
then gaing backoround siills based on the homeworld’s gensrsl
desoription.

‘ ATTRIBUTES: Each player detemines the six basic
attributes of s character, either by roling dine or by use of 2
point sustem desorbed later. The siv basic athrbules sre
Strangth, Daxberity, Endurance, inteligence, Edunsation, snd Sonist
Standing. ,

EXPERIENCE: fach character begins accumulating
experince at the age of 18, uwpon complefing secondary
pducation. The plouer then makes coresr choioes for the
shavacher. Each caresr choice covers four years of training snd/
or experience. Each Hime a plaver makes s four uyear cavesr
shoine, he may alan select 8 seeondary activity for the character.
Careers and secondary sctivities provide skilis Tor the character.

USTERING OUT BENEFITS: Once the
charactor has finished a8 the torms he o aning fo, oondunt
mustering out as per the PLAYERS MANLIY .,

DERIVED VALUES: Once s changes to skifls and
at?gébu?as have been finalized, cerfaln valuss are colculated based
ory them,

R,
BACKGROUND

. The player chooses a gender for his character and
grovidez the character with 2 name. Then the phuer determines
the characters homeworld seneral desoription. W ssloting &
homeworld from  known worlds, take the worlds PP and
detarmine its general desoripdion uging the REFEREES MANLIDL, 6
agenergting the homeworld genersl desorintion, refer fo the
PLAYERS' MONIINL and rolt 2D8 for each oharanteristo and note
the appropriste desoription on the cheracter seneration sheet.
ffter the homeworld general desoription has been determined,
altncate backoraund skils bassd on that desprintion,

ATTRIBUTES

fAtiributes are generated by roling 206 for each. If the
referee desires, he may allow the slouer 5 totel of 45 point to
divitde betwesn hig atiributes. Remember, initially no stivibute may
be less fha% %‘Za or areater than twelue ~ the raree which oould
be rolled on 206,

EXPERIENGE

Flayer characters will have to use shills during the course
of the same. These skills are oblained throush thelr backoround,
a5 explained shouve, and through 2 corser. Players hawe 2
reasonably free hand in choosing a doetaled coreer backoroumnd.
This backaround consist of formel edurstion and/or one or more
BEVBEFE,

» f ohaoracter starts ouf 3l age 18 with wivdnsl
(hachoround) skills, The charsoter mau then choose o furfher hiz
sducetion or enter an ococupation (lnchiding the militeryl,
Backgrounts are fued throuah o four uesr ferme. The characher
pan do snuthing he pleases (with the referes’s ayprovsl, of
eoursel, but he must do i i Towr vesr norements,

Each vareer endry lsted on the Tolbwing neaes detais
the nature of the csrser and desoribes what shils ore recsiued

GEO'S VARIANTS

om for MEGATRAVELLER b

i on the TWIL

GHT:2000 2nd ed sustem.

for the first term (and skills received for subsequent terms,
anyh f character may enter any career for which he meed
pre-requisites, but must spend at least one four year ferm in thy
career before moving on. If & plaver so desires, he may start b
character adventuring at age 18 with oply the backaround siills.

MILITARY CAREERS

Players may chose a military career for their chargute
Because of endry age reqauirements, no character will be ancepts
in the military if he has had three or more ferms of college and/t
a civilian career before enfisting, The only exception to this rule
that Hhe military Wil scoent 2 Dootor for serviee ot any sge.

the charaoter comes from 5 gervioe seademy o ROT
they are commissioned as officers, otherwise they enber #
enlisted ranka. 6F the end of each term, the charasoter rolls #
promotion,

HANK
ft

PROMOTION: 2 player rolls verses Ind oz
promotion at the end of each caresr ferm. Graduates of & militey
zoademusubivact ons from thelr dis roll . )

- an officer mekes 2 promotion roll, he s womoded |
the next higheet grade. ) )

-t an enfisted man is promoted, he = made an NCO, or
he iz already an OO, s promoted o the next hichest MOO grad

~Seoute do not have any ranks.

CIVILIAN CAREERS
Chuiian pareers are move open than milltary careers,

character may readily switch between careers at the end of
four vear term provicded he meets the prevequisite for the ne
paveor. Mowsuer, if the now career i one by which nositions,
sivifian sguivelent of rank, sre beld, the sharacter starts B
fwest posthion. B the end of each Tour ussy term, the characte
roils for promotion.

RANK

PROMOTION: 5 plauer rolls verses Intellicence for promotion at #h
el of sach carper term,

~The exgeplion fo this & the Hoble character who mus
roll 12+ for a promotion DM+ 1 if nteliornce is greater than 8,

~Merphante aned Law Enforcament chorsoters do o
ghart with 2 posifion. I the promotion roll succesds, they s
given a pogition and may immediately roll again verses intellioenc
for g prometion, I they sucoesd, they will be aduance fo the nes
tighest posttion. Therafors it s possible for them to advance tw
planes at the end of one term. However, the second roll Is onl
taken W they oaln & nostilon, Dootors, Solentists, Bellers, Hunter
s Hogues do not have sosthions,

SECONDARY ACTWITIES

The career chosen by the plaver does not Teke v 100X of
charaoter’s time. (ften 2 person’s hobbise and pastimes oz
provide valuable sdditionsl skills. 85 a genersl rds, sach charaots
is allowed one “secondary aotivity” each ferm. This sfibws th
player to take ong level in any one skl from the Secondary S
st Some caresrs alfow two secondary activities a term, whil
gihers aliow none. The numbey of secondary activities per term |
the number of skill lbyels receivsd that term.

OBTAINING SKILLS

Plaers obfain sidils nitially I two weus: automatic skills an
gelocted ohills. Dutomstic skils are chils provided by th
ohavacters sducation and corser. The chevaster recsiues thes
sutomaticslly, ususlly diglng the et term of sarvioe In tha
caresr. (hey sre hsted with each aspplicable carssr, Selecls
shils e those wiich the pleuer can choose Tor his charsoter, £
careers provide g ceritaln ngnber of sslpoted shills per torm. Hot
that most of these are gate skils, The szelsclion of ong o
theze means that one =kl from that cosoade oateupry |
obtained. The plausr van seleot the specific sl mmedistely, o
at the end of & el

W

* i e oharacher generstion prooess. O casoade =bill
must be defined betors ploy bedne, Continued on Pags £
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PRE-CAREER OPTIONS
GOLLEGE

ENTRY: inteligence 8+ and
Education 8+,

SKILLE! A total of three from
the any one or combination of
the following, two of which
muat be in the samse skill:
sAcacermic

sfconomic

anterpersonal

aTechnical

HONORE: 10+ Bt ¥ BTi0+
SPECIAL: May enter ROTC or

MROTC, W chosen substhute
Leader-1 for ons of the

above skills, Next term must
oE in Army i ROTC or Navy
or Marines it NBOTC. Enter as
a O-1 {Army or Marine
leutenant or Navy Ensignl

i

FLIGHT SCHOOL

ENTRY! Honors Graduate
from Naval Academy or
NROTC or serving in Navy
and Dexterity is 9+,

SERILLE: Al gradustes

receive the following:
sNavigation- 1

aPilot-4

eShip's Boat-1

SPECIAL: Thiz iz a one vesr

sohool after wiktich the
oharacier wlll BEFVE £
shortenad {2 vesar) term s&8 a
Nawval Officer, HH et
praviously an officer, rank wil
e Ensigrn (0-11

MEDICAL SCHOOL

ENTRY. Graduate with honors
or an Edusation of 10+ from
College or any Academy,
SKILLS: Al graduates

receive the following

efhelrnier

eivigclingl-3

e+ 4 Education

ggwmm: 11+ DM+1 i EDU I=
17+

SPECGIAL: Honors graduaste

receive these additional skills:
sivecical- 1

sComputer-1

Medical school gradustes
entaring & Military Career or
the Merchanis are made

officers with the initial rank of
iﬁ“"ﬁg

MERCHANT ACADEMY
ENTRY: Homeworld- Early
Stellar+

SKEILLE: Belect thres  from
any one or combination of the
following:

sECconomic

aGunnery

sinterpersenal

sMachanical

oMedical

aSpacs

o T echnical

HOMNORE: B+ Dhd+rd # INT S+
EFECIAL, Gracumites of the
Marchant  Academy  must
serve with a Merchant Line
not  Free Traders) for =
mivimum of A 1Erme.

Graduates are made Fourth
Officers (O-11

MILITARY ACADEMY
ENTRY: Social Standing
Homeword- Pre-Steliar+,
SKILLE: Sslect three . from
sy ong o combidnation of the
following:

sfdmin

sCompuier

sForward Observer

aHeavy Weapons

aleacder

a1 actics

HONGRS! 9+ DM+ I INT 9+
SERPECIAL: Must zerve one
term in the Army. Initial rank
will be Lisutenant (O-1)

NAVAL ACADEMY
ENTRY: Social Standing
Homeworid- Pre-Stellar+,

&2 s
e@vyg

B+,

SEHLE! Select three from
any one or combination of the
foliowing

o_aader

ahaval Architect

aNavigation

sBensor Ops

oShip's Tactics

sSpace Tech

HONORS: 8+ DM+1 if INT 9+
SPECQIAL: Must serve next
term in the Navy, Initial rank
will ba Ensign (0-1).

MILITARY CAREERS

NAVY
ENTRY:

Homeworld- Pre- Stellar+
SKILLS: First Term Naval
parasonst Ve
sult-0,

from any one or combination
of the following:

aForward Observer

s3un Combxat

sHand Combat

adMeachanical

sMedical

aSpace

oSpace Combat

shpace Tech

sTechnical

SPECIAL: Characters with
INT and EDU of 9+ may apply
for QCS, ¥ s0, they receive
Leader-1 and are copwnis-
gloned az Ensign (O-1) Then
conduct the term normally.

MARINES

EMTRY:

Homeworlkd- Pre-Steliar+
Skills: First term Marines
raceive Vacc Suit-0, Combat
Riflaman-1, and Large Blade-1,
Smlent three from one or
combination of the following
b TY

nGun Comiat

sGUnnery

sHand Combat

siMiechanical

adedical

sSpecial Combat

aTACHOS

o echnical

aVaco Suit

sVehicle

SERECIAL: Characters  with
INT and EDU of 8+ may apply
for QC5, ¥ so, they recsive
Leader-1 and Handgun -1, and
are commissionad as Ly (O-1)
Then conduct term normally,

ARMY

ENTRY:
Homeworid- Pre-Stellar+
SKILLE: First Term Scldiers

receive  Combat  Bifleman- 1.
Select three from one or

combination of the following:

e TV

sGun Combat

sHand Combat

sdMechanical

abAadical

sSpacial Combat

alactical

o | echnical

sfehicle

SPECIAL: Characters with
INT and EDU of 9+ may apply
for OCS ¥ s0, they receive
Leader-1 and SMG-1, and are
commissionsd as Lt (O-1)
Then conduct tarm normally.,



PALGE

SCOUTS

ENTRY:

Homeworld- Early Stellar+
SEHILS! Firat term Scows
recepipve Vaoe Sult - 0 and
Pilot-1, Select three from one
or combination of the
followingg:

sExploratory

a(iun Combat
aMechanicoal

aMedical

sSpace

sSpace Tech

sSpecial Combat

st oohnical

sehicle

SPECIAL: Hone,

FLYERS

ENTRHY:

Homeworld- Thin+, Moderats
Fopulations, Industrial+

SKILLS: First term Flyers
receive  Vacc Suit-0  and
Alrcrait-1. Select three from

o o combination of the
following

sfiun Combat

asHand Combat

shMachanical

apdeclical

LY a ¥l ad o]

o vivald

s T echnical

sVace Suit

sWehicie

SPEQIAL: Characters with
INT and EDU of 9+ may apply
for OGS, W so, they receive
Leader-1 and sare commis-
sioned asz Pilot {0-1), Then
conduct the term normally.

SAILORS

ENTRY:

Homeworid- Wet World+
SKILLE: First term Sailor
receive Small WaterCraft-1.
Select three from one or
combpbination of the following:
elivim Cormnibat

sMecharnical

mhdeclionl

afavigation

sBpecial Combat

sl echnical

sWehiclke

SPEQIAL: Characters with
INT and EDU of 9+ may apply
for OCS. ¥ =0, they recsive
Leader-i and Large Water-
Graft-1, and are commis-
gsioned as Ensign {O-1), Then
conduct the tarm normally,

CIVILIAN CAREERS

BARBARIAN

ENTRY:

Homeworld- Pre-industrial
SKILLE! Firgt tarm Barbarians

recelve Large Blacle- 1,
Selent three from  one  or

combination of the following:
efirchaic Weapons
aBlade Combat
sErviron

sliun Combat

sHand Combat
sirberr ogation
ashdechanical

shAeclical

a1 actics

SFECIAL Warriors
Blads Combat-1,
recsive Leadsr-1,

BELTER
ENTRY:
Homeworld- Early Stellar+

receive

Chisfs

SKILLE: First term Belters
recaive Vaoo Suit-1, Sslect

wo from ong or combination
of the following:
eExploratory

saur Comibat

sHand Combat

sMechanical

sMedical

alPr ospecting

sSpace

sSpace Tech

aTechnical

sWahicie

sfero-G Environ

SPECIAL, Belers In  thel
third term recieve Zero-G
Enviorn-1, Balters may have
two cholces from Secondary
Activities per tarm.

BUREAUCRAT

ENTRY:

Homeweorld- Low Law+ and
Mod Population+

SKILLS! Select two from one
or sombination of the
following:

sficademic

sComputer

sEennarnie

ezun Combat

aHand Combat

driterrogation

sRacruiting

sehicls

SPECIAL: Bureaucrats m oy
have itwoa  cholbes from
Secondary  Activities
tErm,

DIPLOMAT
ENTRY !
Homewaoric-
Inciuatriale
SKILLE: First term Diplomat
receive Liaison-1, Select 1w
from one or combination ¢
the following:

sAcademic

sBlade Comibat

sEConomiic

olun Combat

anterrogation

abEcr g

w§ schnical

s R Sult

sebdcis

SPECIAL: Diplomats receiv
two choices from Secondsr
Agtivities per term.

DOCTOR

ENTHY: Grad of Med Schod
or Med-3 from servios,
Homeworkl ndustrials
SKILLE: Select three  frof
or|m  or combinetion of th
folowing:

shcadamic

siiade Combat

sivimchanical

ohAsclinal

nSoiance

o ¥ achnical

SPECQIAL: Uniess the charaeo
tar has served ag a3 Doctor |
the Military or Merchants, th
first term is spent in Intern
ghip which gives one exir

Low Laws an

skl but no  cholce  fror
secondary  Activities.  Doc

tors whe subsequently joi
the Milltary are commissions:
fe ssan uncer Med School,

HUNTER

ENTRY.
Homaworld-Atmosphere Thin+
SKILLS: First term Hunter:
recaive Hunting-1, Sslect twi
from one or combination o
the following:

sfAcaclemic

sECOnQmic

sy iron

sExploratory

elEun Combat

sHand Combat

shderhanicsl

shviedical

s Technical

a¥ehicie

SFPECQIAL: Hunters get twe
oholoes from Sscondar
Activities per term.



LAW ENFORCER

ENTRY: Cannot have had any
ermn 88 a Hogus or Pirats,
Homeworld- Industrialsy
SKILLS: First term Law Enfor
cars receive  Stestwiss- |,
Select thwese from one  or
combination of the following:
sEoonomi

nEnwviron

o prensic

aGiun Combat

sHand Combat

alrtarrogation

o Taetins

gt echnical

sWehicie

SPECIAL: ﬁ%ﬁs%m%@% recelve
Interrog-1;  Chiefe  Admin-1:
ard f“*ﬁmmgmmﬁﬁm Lisl=on-1.

MERGHANT

Entry:

Homeworld- Early Stellar+
SKILLE:! Firet term Merchants
receive Vaoo Suit-4, ZBelect
thres from one or combination
of the following:

sfAcademic

s Gonomic

aE s ioratory

oGun Combat

sHandg Combat

shdecharical

ahvieclicsl

aSpace

sSpace Combat

sSpace Tech

s Toohnical

s ehichs

SPEQIAL ﬁ%g?%@w% with an
INT and EDU of 7+  may apply

for 4th Of %e“ﬁ%*’*é‘;«w L if 80, they
reacaive %E%ﬁmgmﬁm% then
conguct the term normally,
NOBLE

ENTRY: Social Standing A+
Homeworld- Pre-Stellar+
SKILLE! Select two from one
or oombination of the
followirg:

sfcademic

vEnwliron

Bl %@m%&%%

sHand Combat

%%%éﬁ’%ﬁﬁﬁ%

sEpace

sSpace Tech

o' T echnicsl

s ehicle

SPEQIAL: Upon eniry into
Nobllity, the characier Is
automatically advanced 1o 58
B- Kﬁ@% Nobles may have
two choloces from Secondary
At ‘#;sam* G term,

PIRATE

ENTRY

Homeworld- Earlty Stellar+
SKHILLE! First term Pirates
recsive  Vacoo  Suit-0 and
Brawling-1, Select thres from
ong  of combination of the
following

sGun Combat

sGunnery

sHand Gombat

shdechanicoal

aShip's Tactics

aSnace

sipacial Combat

s T echrical

ofice

s ero-G Environ

EPECIAL: Nors,

ROGLIE

ENTRY:

Homeworid- ndusrial+
EKILLE: First term Roguess
regeive Streetwize-{,. Seleot

two from one or combination

of the following:

sDemolitions

szun Combat

asHand Combat

apdedicsl

g moties

a | echnical

alfsbicis

slipe

SPECQIAL Roguss may have
two cholces from Secondary
Activities per term.

gﬁ%ﬁ?%?

ENTRY: Colleg e Graduate or
prior carser argd EDU 84, Mm"@;
nave any science at §mf@§ e
%%mﬂ%ww%@m Pre-Stellar+
ERILLE) Firat term  sclentist
recebve ?éﬁw‘@g@wm%% Seleot
threa from one combination
of the f@izmwmga

sfcadamic

abrviron

aliu Commbat

sHand Combat

apdechanical

sECis e

sSpace Tech

81 echnical

sehicis

Special: Nons,

SECONDARY
sfhcademic
sinborn
sinterpersonal
aMiental

sty sical
alice

dDefault Skill)

ACTIVITIE

Skill tist Changes
The folowing are changes ared adiditions
made to the master skil st found on Pages
28 and 29 of the PLOYERS® MOMLIG ., These
changes are necessary  to allow 2
gharacter in any service fo get all shilis
normally availlable to a character in that
servioe,
~fdd Naval Architect o SCIENCE,
~fitdd Hﬁam to SPECIRL COMBAT,
~Lnder SPACE COMEOT, change
TACTICE fo F LE,E‘? TRCTICE, ,
~fde Becruiting  to  INTERFER-
SOMAL

{Continuad from Page 30
MUSTEMNG QUT

Charaoters receive smustering ouf
banwiils In the normal manner. Heler to
the PLAVERS MONUAL for detals.

DERIVED YALUFES

Some m&g@ are devived from the
sharacters attributes, .

~Experience: this s & measwre of
the total number of skils ard skl lbysls
that the cheracter can heve. # cheracter
wiio wands a numbey of skills but has a low
inteligence and/or Education can increase
these through the selection of MENTAL as
# Bepondary fotivity,

~Determination: & messure of how
determined 2 charscter iz do continue
performing given tasks, eszpecialy when
the task falls,

~fme: & measure of how old the
ghar arter ém Characters which sre 34 and
older must make the normal aging rofs
é&ﬁwéﬁsd on page 15 of the PLAYERS

MANLIL

;,-m fores: 2 measure of the
baglp vitality of the character and how
much wounding he can withshand,

TABLE OF RANKE
EMLIZTED

NAWY ARMY/MARIMNEE FLYER  S8ILOR
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ALIEN?
BY JOHN CRIDER
PART Vil
THE LIGHTNING BOLT EFFECT

You've seen them. The plavers who think that since
gaming i done with the magination, anuthing is possible, Thay
have charactors with low inteligence come up with all the bright
ideas, charaoters with low endurance parry loads twice their
weight for hours on end, and characters wilh s low social status
alwaus calling on his rich uncle for credits. )
Whenever | see this [ immediately want to blame the player for not
stauing in charscter, Hub if this continues, it is the referse who is
ultimatels ot fault for not controliing the ﬁgasié?« )

What? Controlling the olayers? o™ thet scsingt the
idea of letting plauers choose thelr own actions, haus some
pontral of thelr character’s desting?

Calm down and think shout #. Our real world has
imitations that cannot be changed, and therefore we must work
arount these restrictions in order fo do what we want. In Tach,
some things cennot be done. Yet we are free to choose our own
paths in fite, but do so knowing that some waus are sasy and gome
ways are dangerous. I we do things dangeroushy long snough, we
will most kely be hurt or killed sventualiy,

Bo should the world In 2 gaming envivonment be. Don't
spoll vour players by saving thelr charseters from impossiie
situations all the time. Make them think, use caution and achisve
the mission objectives. The yame wil be better once uour plaver
realize this. ) . _

There are limitations imposed on the gaming universe, and
it iz the referse’s job fo enforce fhese "lawe of nature®, First,
bnow our universe and laws of nature. Enfores them and ensure
your characters know them, foo, Discuss the natursl laws with
them when there appears to be 8 misunderstanding,

Second, define the game rules to the plavsrs. Desorbe
which rules are used and which do not aoply. Do nol accept
characters generated in another universe, for much of the other
universs will automatically come with the chavaster, Ensure the
playars know what the statistios of thelr character mean and how
they are used. Enforce character statistios and reming plavers
of their character’s limitations by asking their statistios when
they try to do something too herd. Be polite, but don
aompromise I the situstlon dosss®t warrant B I s Enpossihis,
don't et i be done, ,

it sounds orusl, but some new players will fry o do some
orazy things withoul thinking sbout the mortsliiu of thel

haraoters. The other players should fry fo wern the novice
shout dning something dangerous. Restripting "certain desth® o
a "olose call will sometimes soare the novice nto thinking sut the
consequences of his achions before acting. ¥ that dossn™ work,
then just et the dice tals care of the shuastion. If the plausr's
oharacter dise, then he will definilely bnow That bs chewanters wil
not fue forever. . ,

Old players are not immune to forgetting ahout moriality,
Some plavers like o fue through so many “ewciting” sthuations,
st They forget to protect thelr charscters and undervestimate
the "easy” situstions. If & group hes s fendenoy fo get more
rechlpss, then let them be “shaben up® once in swhile. fso in
arder fo keep interest up, make the shstasles n the aduenturs
worthy of the group Iy the sdvendure, and vioe versa, make sure
the group remains worthy of the adventure,

During play of an adventure, 3 ot of table talk ocowrs,

magt of which is neceszary. s referee, you nead fo monitor what
e players are saying to each other and interrupt as requived to
preseryve & reslistio and honest seme. Advie for new nlayers,
both from players sl referess, helos fo develoe the their skille
and move the adventure slong. But the referes & the leadler and
must enswre that the plavers do not try to run each oiher's
characters. This is extremely important when 2 group cets spht
up, Having to walch the other group oo through u problem while
hauing o sit back is sometimes too musch for plousrs %o bear,
sspeoisily when they can see & frap the other plauers don'd,
) i s plaver Tries to do something that will sunld rouble
that the chersoter doser®t know sboud, ask ihe plauer’s reason
Tor dolng it and Bt the sction F the plswer sannat heiifu i
Sometinee the hardest temofstion fo resist s lanore
infurmation that the charecter doss not know about, especlally i
it vl lead the cheracter b froubls,

Some plevers Wil try fo take away the referse’s sontral
of the urdverse, This iz normally done in sublle waus, such as

ghating aot & an old tradition for the character's people (when, in
fact, 1t is & convenient way to sidestep an obetacle), M this is
done without an okay from the referee, then he must immediately
do one of the following ‘

Tell the plausr that the tradition does not sxist, and make
the player respond to the sttuation, o

Let the player think that he "got away" with the trick
this time, but make up a situation which will teach him 2 lesson
some later time,

Or just let the plager run your game for you,

In order to maintain credbility in your universe, if you do
hisve to get gour characters back in fine, don't use ihe famous
“liahtning bott. Thers are batter tools at hasd In your universe,
Fickpookets in oities, harsssing rodents in forests, snakes in
deserts, and equipment malfunctions on gtarships are but a few.
Male it more difficult on those who make it more dif fioult onuou,
The overal job ss & refores & to oreate s uniusrse that wil
prasent a challenoe, and that is redlistic and vivid, Oh, ves, and
fun, too Do what works for you, but remember, the best games
are the ones with rues fully understond and fairly kept. _

Bs g muink retersnce, | oput tosether mu "Ten
Commandments” for referees, W pretty much describes how |
vipw the refores’s job. Us I as vou ke, chanoe or add fo i, but |
think uou will find that the concepte are pretty true. no matier
what game system you uge. Heve they sre:

1. Thou shalt not ket players give charscters information not
gained by the sharscter logt the charsoter become amnlesient,

2, Thou shalt not et charscters ect out of charapier lest the
sharaster's gstatistios be migtaken for a napkin

3. Thou shalt discipline argumentative or mischievous players lest
the players forget who iz running the gsme.

4. Thou shalt not let aleohal or other drugs to be consumed during
amming st wour gampalon Turn indo 8 big Voub orawd” for the
Hayers,

%, Thou shatt answer all plaver nusstions about common knowledoe
ttems as the chavacfer perovives the answer lest the characler
know more than he rightfully should,

& Thou shalt rewsrd good deeds and bad deeds fairly pet playsrs
nogs nherest,

at leas? three malor facts or loeations lest the plavers know mors

7o Thou shalt not use pregerwrated adventures without changing
shiout the sosnerio then thou

a
&, Thoy shalt by to add personal fouches fo 3l major non- player
charaoters st the universe grow borig,

3. Thou shalt not let the dice run the game lest the direction of
the aduenture become rantdnm and withau! nuroose,

10, Thou shalt run the adventure s realistically and justly as
possible while maintaining foocus on the goal lest the universe
beonme innoherent ardd fall spart.

If you have read all the paris of this series, then uou can
see parts of the previous articles in these guides. They are to
help provide a reminder of what a referee is truing to accomplish
ins the first plave -~ ereate an environment where people can come
together and have some fun where the real world dossn't exist.
To that end | pan only hope that this series of articles has given
uow zome ideas for use or disoussion, hopetully both, Remember
thet #hwe referee mugt teke charge of his world fo be fruy
effecve. Hebpu geming.




FORWARD OHSERVER (Cont)

.. . Skills are chosen, hut sustems using this method usually
mit skilis that are available to those that could normally be
obtained in @ chosen oareer path, Some systems allow for shil
saleotion outside of fhe caresr path, but either a1 a higher paint
cost or fmited to what could reasonably be ohtained outside one's
normal caresr.

This method often regulates the amount of skil points
available by length of service. This overcomes the disadvantage
of sameness between the novice and the veteran,

bhile this method of character generation has the
strengths of the previous two, f also has some of the
weaknesses. There will be those players who are just not satistied
with the statistios that are rolled. Blso in the skl selection, the
mundane skills can still be neglected, although some systems
include some of them in their careers, A unique disadvartage to
this method, If terms are used, iz that a plaver can give the
shgracter 3 unusually large number of ferms I order o galn more
silis. Most systems compensate for this by regulating the total
mumber of terms which can be served, or providng soms
disaduantage for aging. )

Ouerall, though, the 'realstio” method of charscter
generation is the best, I has the strengths of previous methods
while minimizing the wesknesses. Furthermore, the referee can
work with the plauers o further minimize the wesknesses,

ADE and ANNOUNCERMENTS
Classified fds are £.50 for 1 month's peinting of 75 words or lees,

DARK RIVER: A SECTOR DIVIDED
fin MGE production of a3 complete sector  for
MEGHTARVELLER. To get a copy, Send $5.00 to Mark Gelinas, Box
48163 Morthbridae Station, Charleston, 80 28407-5005,
LIBRARY DATA UPDATE, VOLUME ||
How available in one place, all the updates which have
gppeared In the TIMES from lssue 26 fhrough lssue 31. Send 2
legrl sized BASE for & copy to LIBRARY DATA UPDATE, C/0 Mark
Gelinas, Hox 39163 Morthbridos Station, Charleston, 9C 29407~

S35,

RNOTICE
Coversoe of TWILIGHT2000, 2300 AD, and SPACE 1888
haz been lmited recenily dus 4o lack of articles, The Editors main
game s MEGRTRAVELLER, o he writes mogsHu for that,

ARTWORK WANTED
The TIMES now offers pevment for art.
Each issus requires a piecse of cover art and
& Spacer Sam Sez. For information on sivie,
want, and price, send a SASE to the TIMES,
o/o Mark OGslinas, Box 39183 Northbridoge
Siation, Charleston, 5C 29407-5035.

OUR BEGUL AR FEATURES

 Hecause the Variant took so much space, same of the
TMES regular Tealurss did not appear this issus. Some, W not
most, should appear agsln next issue, however, | have another
special variant planned, Therefore | car’t tell at this time how
mary wil refurn. This issue also saw The conclusion of Crider's
flion mories. Hopefully, he will have another series for us o enjoy
FO0IT

NEXT ISSUE ‘
FORWARD OBSERVER: How much can
Traveler change and still be Travelier?

GEQ'S VARIANTS: Using the TWILIGHT:2000
combat system for TRAVELLER, Wil include
TWILIGHT:2000 stata for TRAVELLER weapona,

TERROR OF THE EARTH: A
DIMOSALURE minl-scenario,

0

)

Bl much mare ., ... .. ..

QEIQKKEW%%‘%

RATING SYSTEM

, ) - CATEGORIES
Plaver Use~ How useful s the produet to the plager.
Reteros Use~ How useful is the produet to the referes,
Artwork- A general sualuation of arfwork and graphics,
Lattent~ B gooeral puatuation of overall cortent which inchudes
layout, eaze of use, quality of work, and other factors,
Querall- f summary rating of {l&ag}g{%&r gateaories.

" ~ Poor quality or of §tte use,
e - Falr ouality of of some use.

g - fivprage quality or of average use,
wherwrer = fhoue ausrage guslity or of shove guerage use,

et e Eyraliont oualthy or very useful,

TWILIGHT 2000
BANKOK
£12.00
Heteree Use wwwre
SContant weve

Loren B, Wiaeman
Plavers Use v
BrTwWork e
Dhverall w142

fi govenabook for use with TWLIEHT 2000 Znd Edition rudes are
MERC:2I, B disousses the oty and survounding ares.

INFANTRY WEAPONS OF THE WORLD
Loran K., Wiseman £12.00
Plavers Use v Referee Use vy
Artwork vy Content v
Overall e
Complete 2nd Editlon statistios for & lpcge variety of small ares
and m’?mdm black powder weapons and some projeoted weapons
as well.

2300 AD
LSS HAMPTON
SEEKER GAMING SYSTEMSE £11.95
Plavers Use  wener Rateree Use  wremere
Artwrork  wewre Content  weey
Overall w72
These arp dock plang i 28 gosls for & small warship for uss
withy F300 A,
MEGATRAVELLER
The Megatravellsr JOURMAL #1
‘ £595
Heferas Usg e
Lontent wee

DGP

Plavers Use v
Artwork e
Overall  wew ;
A new publivation from Digest Group Publications. This maguzine is
dedioated solely to MEGATRAVELLER with an emphasis on the
Domain of Deneb. The first issue contains a8 fold oul map of the
entire Domain.

GENERAL
CHALLENGE #48

GAME DESIGNERS® WORKSHOP $3.50

Plavers Use v Referee Use vvv
Briwork  wemew Contant wevre
Owerall  wew 172

This issue conlaing the first of a new series of advenfures for

MEGATRAUELLER. Mogt of B0WFs olher games are represented
CHALLENGE #49

GAME DESIGNERS WORKSHOP £3.50

Geferes Uss  werew

Briwork ereewnw Content wwwe
Owverall vwew

This issue oontsins 2 complete sector for use  with
MEGATRAMELLER. This is CHALLENGE'S Locations issus.



ABCKNOWLEDGMENTS
TRAVELLER s &  registersd drademark and 2300 4D,
TWILIGHT-2000, MEGATRAVELLER, and SPACE 1988 are frademarks
of GDW and are used by permission. TRAVELLERS® DIGEST i a
sopdriaht of Digest Group Publiations,

NEW ADDRESS FOR THE TIMES

= TERRA TRAVELLER TIMES
L C/0 Mark Gelinas ‘

Box 39163 Northbridge Station
& Charleston, 50 29407-5035

TERRA TRAVELLER TIMES

The TMES is a newsletter supporting GDWPs role plaving games
with an emphasis on MEGATRAVELLER. Submissions of arfwork or
articles are accapted subject to Editorial approval, and cannat be
returned without a B08E. Subsoriptions sre $6.00 for sh issuss,
L2 1 [ — Mark “Gea" Gelinas
fssonizte Editor ¥Kate Lebherz Gelinas
Submiszions Crider
Couer firt : ——gh ]
Computer Graphics and fddional A tawssmesd.Galinas K.Gelinas
Ll §163 Morthbiridoe Station,

COMING EVENTS
!

i)

Sy ORIGING- JULY ATH WEEKEND- Heid ;

A aiﬁmm?&; Maryland this vear, The best gamin
o wRESFoonwention of the uear. The Editar of the TME

might be able to make ¥ thers,

EVENT HORIZON
CURRENT AND
FUTURE RELEASES

The reader is advised that these are tentative dates. Any numbe
of factors could delay 8 project, oF sven cause it o be cancellerd,

FROM THE WORKSHOP: DORK CONSPIRACY, 2 game o
motars horeor, should appear in June. This game i basad on the
suppessful TWILIGHT:2000 2nd Edition rules. Also in June, & DARK
CONEPIRACY novel, '8 Gathering Evil", written by Mike Stackpasie,
wil be released. For the TWILIGHT series of sames, the NATO
COMBAT YEHICLE GUIDE is schaduled for Mau releass, \

, CHALLENGE 48 has been sent Yo subzoribers and shoul
be in shores soon. i s sfill on & bi-monthiy schedule, and are
tentatively soheduled o go mondhiy in July of 81, They have 2
growing need for articles, They especially need aduenfurss. The

oy

Otfing Bone 3¢
Cherleston, 8C 28407

more articles for & partioular game they have, the belter chanoe *harne, (S0528-1000

@mi %ﬁg%%gﬁ haue %%‘%%ﬁ?’% %ﬂg@ﬁg@é&é&@g&?gﬁg et o write, but il MEELHAE

send to GO for a condributer’s guideline first, o . o

FROM DIGEST GROUP: Digest Group has beer tnounmemE OF GONTENTS .
X P = . Pk § L3 H L :

%éis?’%‘ af Hme o the

i ction of their own role plaving o
Look for 2 major

fion of this game af e I the

: Starians 10 18 COF Bumemnssssmssnd 208 FETED NEut éﬁgu%

meantime, they stil are producing MEGATROVELLER supplements, %@@fé Observer %
and will sontinue fo do so even after they refease thelr own game. BEOE R 5
DEP i now located af 515 Willow, Woodburn, Oregon 87071 EC b i e g 5

SEEKER: Producer of deck plans for MEGATRAVELLER. Seeker Chareotor Gonaratinn Tablon s

also produces deck olans 2300 AD ships, recently releasing a Character Generation Worksheeto. . ?

warship. flso available is 2 consumer guide sontaining souipmant, Paawﬁng‘ Shot ) a
in the works are some aduentures in GATEWNRY Sector, For eatalog vick Beview &
send SAGE o Box 18, Mountain Home, D 83647, o You Wizt to Be an Slien? g
HIWG: Histary of the mperium Working Group. An association of B8 8050 ©0 S 2

referase  and plagers diccussing  the fulwe history of
MEGHTROVELLER"s Shattersd imperium. Several tems produced by
members have been used by Game Designers’ Workshop or Dige
Group Publications. finnual membership = $12.00, Membershin
ingiudes a subsoription to TIFFANY STAR, HIJG'S newsletter,
FIFFANY STAR now has increased e rate to 12 issues & year,
Send 1o Ed Edwards, 1410 E. Bowd, Norman, 0K 72071, Join HIWG

BACK IBRLER
ack lmsues of the TIMES are no longer available. Reprints can be
one by specisl request at .75 per lssue. For postaoe, plesss
nohde £.29 for one lssus and $.20 for eseh additional lssue
rdered, Please allow at least & weeks for uour order o be

aryl discuss the s f the Shattersd Enperium, ronpeged, On Blovuening sen taur pould make s ooy,
;ﬁﬁﬁ&@@% COE §@,§§%ﬁgg This company now has faur Hitles : DTOLBEEEL, FOETVRIING 588 TOUF COUK aie 1es Onasr

related to GDW games. The firet is ZHODANI CONSPIRACY, based on
The MEGATRAVELLER sustem. Another is based on the SPACE 1885
system. They have recently released SEARCH FOR THE ANCIENTS,
again for MEGATRAVELLER, and 5 game based on TWILTIGHT: 2000,
Look for them in vour nearest software store,

4 BATER
d space per izsue costs ss follows: 1/8 page~ £1.00, 1/4 page-
200 172 page- $4.00; and fufl page~ $8.00.

GAMING IN THE FUTURE




