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SFORWARD OBSERVER S

AN EDITORIAL BY MARK “GEQ" GELINAS

HARD SPOT WITH HARD TIMES

Before | get to dwelling on what | did not like about this
supplement, let me first say that this is perhaps the BEST
supplement to come out for MEGATRAVELLER from GDW. It gives
very precise information on how to administer the deteriorating
conditions in the Third Imperium. It also provides adventures
which can be used individually or as a campaign. | feel that if a
supplement of this sort had been available shortly after the
release of MEGATRAVELLER, the game wouid have been much more
popular, and the Rebellion backaround much more useful to
referees and players alike.

So, what didn't | like, you ask? | did not like the graphic
descriptions of some of the brutality of some of the raiders. |
have always felt that TRAUELLER and MEGATRAVELLER should be a
game that all ages can enjoy, from Teenagers on up ~ basically &
game the whole family could enjoy. | would seriously hesitate
before | would aive a copy of HARD TIMES to a younger teenager,

and probably would chose something else in the final analusis.

Another thing that really bothers me is the question as
{0 whether this is just an isolated case, or is this the
toreshadowing of 2 new trend with TROUELLER. | for one
sincerely hope that it is an isolated cass,

| firmiy believe that role playing is one of the best escape
mechanisms that one can do. (Of course, as with any escape
mechanism, | advise moderation. } Hole playing forces the player
+o become involved in his entertainment, it fires the imagination,
and causes the plauer fo think once in awhile. Other mechanisms,
such as television, are passive, requiring little or no conscious
thought on the partaker. Still others, like drinking, can be harmful
1o the body and mind.

Having said all that, | wish to emphasize the “escape”
portion of the mechanism. Mang people play role plaging games to
escape for awhie from mdg‘z reality, Here then is fhe real
problem. What good is it to try te escape when one’s escape
mechanism throws reality right back into one’s face?

Yes, | know that wars and their aftermath are wery
detrimental on society. One only has fo look at postwar fraq o
see this, Yes, | know that the scum of society will rise to the
surface and take advantage of the unfortunate victims of war.
The carpetbaggers in the post war South and black marketeers
of post war Europe are evidence of this. Yes, | know that nuclear
weapons have hﬁr’r:béé effects on populations. 1 have read studies
of Hiroshime and Magasaki.

| know all of these things, BUT it should be my decision as
a referee as to how much of this to put in my games. That
decision should be based upon how “dark” | want my games fo be,
and how “dark” | feel mu plauers want their game. | personally
don't fee! like replauing the 11 o'clock news in my TRAVELLER

GaAMes.

TROVELLER in the past has alwaus been 3 positive,

uplifting game. | have enjoyed TRAOUELLER more than other games
for that reason among others, If for a break, | want something
more somber, | would play a game with a definately somber mood,
ke CYBERPUNK or TWILIGHT:-2000. | eventusliy stopped playing
TEWILIGHT: 2000 because The backoround was too  blealk,
depressing, and hopeless, After the advent of 2300 4D, | felt that
| could play TWILIGHT again, because 2300 AD showed that
humanity had a brighter future. However, | preferred 1o play, and
more often did play 2300 4D, because it was a more positive,
brighter, h@g@fﬁ% game,
While | applaud GDW's decision to convert TRAVELLER to
the TWILIGHT sustem, | am concerned that mg conversion will also
hring to TROVELLER a TWILIGHT background. | see HARD TIMES as
2 possible precursor for such 3 background. | would much rather
see GO aduance the Himeline to the point where the factons are
expanding again, trying to explore and reclaim lost tervitory. |
beliave that rebullding will make for more exciting adveniures than
fighting for the pieces of a crumbling Empire. | believe that many
of you reading this column feel the same way that | do. Howsver,
the Workshop may not know how we feel, and won't unless we tell
them. | encourage you to write.  could mean all the differsnce in
the game we have come To love.

GAME DESIGHERS” WORKEHOP
P.0, BOX 1646
BLOOMINGTON, IL 61702-1646

SPRCER SAM SEZ:
Weren’t characters larger?

GNS

ROYAL REVIEW

AquariasAcquaria: 056-1113: During a2 special
audience today, Emperor Gengar announced that he would shortiu
he departing finuaria for 2 tour of the realm. The Empress will
accompany him, and her homeworld is one of the planned stops.
Prince Eric, however, will remain on fquaria with his nurse. The
Emperor is expected to visit many of the frontier worlds in order
to solidify their support,

SAFETY SHUTDOWN

FadoniasTonasea 025-1115: The Methane Plant
o the oulskirts of the starport has temporariy halted
oroduction. While no official word has been released, it is believed
that the plant suffered a minor explosion in one of its processing
facilities, causing significant equinment damage, but no personnel
njury. Unconfirmed sources say that the shutdown is to prevent
any further damage to equipment, and to prevent the nossibility
of a more serious explosion. Atmospheric sensors in the
maintenance waus did not detect anu methane leak from the
fanility, so there was no danger to the population at large.

SEGTOR SILENT

Maralithes/Massilar QO01-1120: Several weeks
have passed, and there still has been no word from Diaspora.
Manu residents to Maralithe have left or are congidering leaving
the world in fear that the Salomani have advanced as far a Khavle.
blith as little support as Lucan has sent against the Solomani, one
can not help but to believe this rumer. Recently, however, a Blue
w;'wg squaa on passed i"'ﬂ’ﬁug‘% this system. Ai‘?houghi‘ f‘aeg mti
not list their destination for security reasons, it is rumerea and
believed that they are headed for Khavie to support a request
from there for aid bu Margaret’s faction. Margaret could be
holstering forces in that area to prevent a flanking maneuver by
the Solomani.

TRADERS TURN

elish: 35214122 n the outer reaches of Helich, the
siaht of 2 Free Trader is becoming rarer and rarer these days,
Far too many %F@@@Vﬁ are heading toward %m heart of the seclor
i order to escape merchant asa:‘isrg and random economic
sanctions, The depariure of these smal, independent merchants
will inevitably hurt the worlds with c*matier populations who are not
on any of the "big" merchant’s trade routes. Many worlds depend
on oraducts thess fraders bring for their survival,



STARSHIP COMBAT

This is a set of variant starship combat rules desianed o
incorporate Traveller starships into the Twilight:2000 combat
system. These rules are an extension of the vehicle combat rules
found in that game. Qil armor values and penetrations are in
Twilight:2000 terms. Some of the text used here is quoted from
Twilight:2000.

Please note that these are not intended to be a set of
miniature rules, but rather a set of rules for use in role nlaving.
Therefore, some aspects like movement are smoothed and
generalized to enhance role playing.

TURN SEQUENCE

INITIATIVE - Players determine which side has the
for the current furr.

MOVEMENT
other.

SENSOR OPERATIONS - Sensors are smploved
to §mﬂ&“§‘@ enemy vessels or gain more information about enemy
usssels,

ORDNANCE L BUNCH - Missiles or suboraft may
be launched,

WEAPONS FIRE - Fnergu weapons may be fired.

DAMAGE DETERMINATION - Damage is

aliocated for each hit achieved,
DAMAGE CONTRO

JLWFES E i‘iwgﬂ-

parties may attempt o counter the effects of damage.
INITEATIVE

Fach side rolls 1D6 to determine which side has initiative.
The eide with the most operational veseels gets a DM of +1, and
the side with the highest operational maneuver drives gets a DM
of +1. Al vessels on the one side must have a higher maneuver
than the other side to get this bonus.

The side with the highest total gets the initiative, If there
is a e, then neither side has the initiative, and the encounter
range remains the same for the turn. i a vessel which has
significant structural damage {(see struciural damage for more
details) uses its full maneuver in order to gain the initiative, it is
assumed to be operating at that mansuver whether it gzing the
initiative or not, and will suffer damage accordingly.

The side which gains initative determines if the
encounter will remain at the current range, move one range closer,
ov move one range further. Combats which are at Exireme range
and subsequently moved one range further are disengaged. If the
other side wishes to subsequently pursue, the referee determines
if or how much time will pass prior to the next encounter.

MOVEMENT

Lihen conducting combat behween starships, movement is
relative, That is from a given ranage, ships may move to the next
range closer or further away. There is no range closer than Visual
or further than System. Chanae in range is determined by the side
which hag the initiative. See abous for more information.

When conducting combat he'%weaﬁ a ship and a vehicle,
use the combal movement information lfsted on the Starship
Record Sheet. Cruise speed is fisted in Maﬁme‘mm per hour
through an atmosphere. Combat movement is based on cruise
speed and is fisted in 8 meter units.

RANGES

- Ships are moved relative fo sach

[ .
Ship damage contro

RECH R IEI g L]

There are four ranges for starship combat and 3 fifth
range for sensor operations. The four combat ranges are Visual,
Mear, Far, and Extreme. The additional sensor range is Susten.

Visual- Under 50 Kilometers

Near- S0 Kiometers 1o 50,000 lometers

Far- 50,001 Kiometers o 500,000 Kilometers

Extrems- 500,001 Kiometers e
Kilometers

System-

fruwhere within the same stellar sustem as

GEO'S VARIANTS

the ship.
Note: These ranqes are listed only as a reference for the referee.
fictual distances travelled are not calculated.

INITIAL RANGE - ships entering a system from jump
space may encounter other vessels at ranges closer than
exireme. The referee should determine the range of initial
encounter,

SENSOR OPERATION

Sensors are the information gathering equipment of a
ship. Without them, ether ships could not be located at ranges
beyond Uisual, and even at Uisual range, ships could not be
targeted.

There are four basic starshin sensors — Active EMS,
Paxciye EMS, Densitometer, and Neutrine Sencor. Other sensors
are available, but their range is far to short o be of an effect in
starship combat.

Sensors nperate in one of two modes: Active, which sends
a beam of enerqy osut and information is gathered from the return
sional: and Passive, which qathers information from eneray and
gravitic influences of the target ship. fActive EMS operates in
fotive mode: Passive EMS, Densitometers, and Neutring Sensors
operate in Passive mode.

finy vassel operating a fictive EMS is considered a Strong
Source when being sensed by a3 Passive EMS.  f8ny uesssi
onerating a Transponder or making a Radie Transmission is
ggﬁ:sidered a Moderate Sowrce when being sensed by a Passive
0 A B 1Y

The abilitu of a sensor fo detsct an object is based on
three things: sensor strength, target atiributes, and range
hetween sensor and target. Sensor strength, for purposes of
combat, is catagorized from A (strongest) to E (weakesh. Target
attributes are based on target Size (Small; Average, or Large) and
Emmission Level (None, Faint, Moderate, Strong Sourcel. Ranges
are the same as listed for combat.

ACTIVE EMS makes searches basaed on taraet Size,
Bacause fotive EMS depends on a return beam, it can not detect
objects at Sustem range,

PASSIVE EMS makes searches based on farget
Emmission Level, Targets which are not operating transponders,
radios, or fictive EMS cannot be located beyond Uisual range wifh
Passive EMS, Because Passive EMS also incorporates Uisu
sensors, it can locate targets at Uisusl range (use target Size @*
Emmission Level, whichever is greater).

Ships entering or leaving Jumpspace give off a brief radio
static signal of Faint strength. However, it is only sufficient fo let
a sensing vessel know thalt a ship has entered or left Jump,
assuming the signal is detected by the ship.

DENSITOMETERS make searches based on farget

NEUTRING SENSORS make ssarches based on

taraet Emmission Level. If the target does net have an sperating
figsion or fusion power plant, then it has no Emmissions. Because
a jump drive incorporates a r’anid fusion reactor it raises the ships
Emmission Lavel by twe leusls during the turn prior to jump. For
example, a ship with No Emmission Level preparing for Jump has 2
Moderate Emmission Level during the turn prior to Jump.

When a side wishas o make a sensor search it will begin
by telling the referes the type and sirength of the sensor being
used for the search. The referee determines the atiribute of
%%Eh potential tarcet vessel. He then goes 1o the Sensar Table
for that attribute and cross refsrences the range and sensor
strength. He then has the side roll 1010 for the search. if the
roll is less than or equal o the number listed, the referee informs
the side it has a contact. OF the table has & " then it is not
possible o locate the target with that sensor at that range.)

This process i repeated for each additional potential
taraet vessel

Gaining information from sensor contacts is the jﬁb af
the Sensor Uperatar. (:smﬂm; bearing information s an Easu
Sensor Opevations Task. The referee may wish To eliminate this
task and sutematically give bearing for each contast acauived.

Getting 2 zencor lock is 2 Overage Sensor Operations
task, £ sensor lock is required to gain further miormation from
the contact. Once sensor lock is ohatained, certain information is
automatinally available depending on the sensor used. Refer o the

Size.
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Sensor Task Table for more information. Certain information is
more difficult to determine than others, therefore the task is
correspondingly harder,

ORDNANCE LAUNCH PHASE

During this phase ordnance or subcraft may be launched.
Ordnance consists of missiles and sand. Missile launches are
discussed further in the nex}t section. Sand will remain with a
vessel for one turn. f the vessel makes nc maneuver the
subsequent turn, the sand will remain in place until the vessel does
maneuver. Sand reduces the penetration factor of iaser weapons
t0 the value listed in the parenthesis.

fis ordnance is launched, mark it off on the Starshin
Record Sheet to keep track of ordnance expended.

Deadfall ordnance may aiso be released this phase, but its use is
beyond the scope of these rules.

Releasing a subcraft from external arapple is an Easy
Pilot task. Launching a suberaft from an infternal bau is an
fverage Pllot task. If the ship has suffered sufficient structural
damage (the first group of boxes all marked out) then the task
diffieulhy increases by one level. The referee should determine
tasks required for boarding subcraft o abandon ship.

Jump capsules for jump froops are considered a tupe of
suboraft.

WEAPONS FIRE AND HIT DETERMINATION

Firing weapons is the task of the gunner. The gunner’s
primary task is to take sensor information and use it to target a
eniemy vessel The ditficulty of this task varies with the type of
weapon and range to the target. Consult the Targeting Table for
actual task difficulties.

Missiles require two seperate rolis. The first is for the
gunner to get a "Missile Lock” on the target vessel This means
that the qunner attempt to make an accurate prediction of target
motion based on sensor information and sends it to the misslie
guidance sustem. )

# only bearing information is avallable, then the task to
aet “Missile Lock' is one level easier, but the missile will have a
more difficult task to hit the target. Such a missile launch is
known as a Bearing Oniy Launch (BOL).

The missile then uses this information to make its initial
approach 1o the target. Once within range of the target, the
second roll, a "Hit"' roll is made hased upon the missile’s targeting
sensor as modified by the target’s atiributes. Refer to the
Missile Attack table for specific rolis required.

Because missiles are not moving at light speed, they
require time to reach their farget.

Migsiles launched at targets at UISUAL and NEAH ranges
will arrive on the same turn during the weanons fire phase.

Missiles launmched at targets at FAR range will arrive
during the weapons fire phase of the following turn,

Misszile launched at targets at EXTREME range will arvive
an the second furn following.

If a targeted vessel at Exireme range closes 1o Far range
on the next turn, the missile will arrive on that furn. If a targeted
vessel at Far range opens to Extreme range, the missie will Take
one turn longsr to reach ite target. f 3 vessel which is al
Extreme range opens te System range and remains there, the
a;ﬁisﬁ%é;ﬁ will miss, having run oud of fuel before reaching their

arget,

if there are a number of missiles fired from each side, the
referes mau need to make some counters and a turn chart fo
keep track of when missiles will arrive.

DETERMINING DAMAGE

Mote: Starship hulls are constructed using Super Dense (8D
metal, A8 pentetrations valuss are halusd before sublracting
armor value. Since the starship weapons are normally used only
againet other starships, thelr penetration values have sbready
heen haived. Uhen determining the penetration of starship
weapons against nor-Super Dense armar, double the fisted values,
For example, 2 TL 9 Pulse Laser has 2 penetration value of 130
against starships with Super Dense hulls, but has a penetration of
260 against vehicles without Super Dense armor.

For each weapon which hits the tareet vessel, damage
he determined.

+

s

For all types of weapons, roll 2D6 and add it to the listed
penetration value for a final penetration value. Subtract the
armor value of the target from the final penetration and consult
the Uehicle Damage Resolution Table. If the result is zero or a
negative number, the shet has no effect, If it is a positive number,
read the result from the chart. The result will read out as from
one to three damage results and will indicate whether these
results are minor or major.

DAMAGE IMPLEMENTATION

Locate the correct damage section (minor or major) and
roll 1D6 once for each damage result.

Note also that some damage results convert the damage
into a different type. For example, a 6 rolled on the Minor Damage
Table converts to a Major Damage Result. @ 6 rolled on the Major
Damage Table converts to a Critical Damage result. There is no
possibility of any alteration of a Critical Damage.

Giso, for each hil resulting in Major Damage, the ship alse
takes one hit of Structural Damage. If the weapon producing the
damage is a double energy weapon, the ship takes two hits of
Structural Damage, If the weapon producing the damage is a triple
pneray weapon, the ship takes three hits of Structural Damage.

These increases in Structursl Damage due 1o double or
triple turreted weapnne are per hit not per maior damage reculf,
For example if 3 triple beam laser hit and produced tweo major
damage resulte, it would aleo inewr three Structural Damage hits ~
ane for each weanon in the furvet,

Double and triple turreted energy weapons increase the
damage done 1o a vessel. # dual turrel increases the damage 1
ievel on the Uehicle Damage Hesolution Table, and a iriple turret
increases the damage 2 levels on the same table,

For example, if a beam laser’s final penefration was 75
(the target was protected by sand) then 75 (penetration) minus
70 (target srmor value) would vield a 8 which is 1 minor damage
result on the Table. If two weapons were mounted in the same
turret, the damage level would be ncreased bu one to 2 minor
damage results, [F three weanons were mounted in the same
turret, the damage level would be increased by two to 1 major
damage result.

i the hit was caused by a nuclear weapon or a particle
accelerator roll 1DE on the Radiation Damage table and implement
the result.

SENSOR: One of the ship’s sensors is destroyed.

COMMO: One of the ship’s communication eguipments is
destroyed.

TURRET: The first hit renders the turret inoperative, which
mau be repaired with an Auverage mechanic task. 8 second hit
destroys the turret and all weapons in it. if the turret iz manned,
the gunner suffers 1D6 hits each of which does 1D6 damage.
AUX EQUIPMENT: The ship’s awxliary equipment includes Life
Support, Gravitics, Inertial Compensators, Fuel Purification Plant,
fir Locks, Staterooms and Low Passage Berths. The referee
selects a piece of auxlisry equipment which is rendered
inoperative until repaired.

CARGO/SUBCRAFT: & portion of the ship’s cargs is
destroyed, or 3 suboraft iz damaged. The referee will have to
determine the extent of damage.

STRUCTURAL DAMAGE:! Each vessel has three groups of
hoxes on its structural damage record. s long as boses remain in
the first groun, it can function normally.

When all the first group is marked out it functions at &
reduced canabilitu. This means that it cannot maneuver more than
one half of its total rated manesuverability or jump more than one
halt its rated jump. If the vessel is rated at maneuyer 1 then it
can still move at 1/2 G accelleration. If it is rated at Jump 1, then
it cannot perform a jump.

LWhen all the boxes i the sseond group are marked out
then the ship should not manewver and cannot jump. If the ship
does maneuver it will Take one additional structural damage per
turn of maneuver for each G of acesleration used due to shress
on an extremely damaged hull. The ship cannet jump because the
shi's jump grid has been broken in too many places. i 2 ship
attempts to jump B this condition it will explode.

Lihen all of the Hull Structure boxes haus been marked
out, the ship breaks up. Ony crew or passengsrs remaining with
the ship at this point take 1D6 hits of 1D6 each.

Damage to the hull can be repalred by an Buerage
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Mechanic task. One hour of work will repair one block of damage.
Repairs made in this manner will eventually allow the ship o move
at its full maneuver (assuming the drives are still functional).
However, if the Hull Structure was reduced to the last section of
blocks, the ship cannot jump until its jump arid i repaired at 2
Class f, B, or C starport. (f a suitable starport is not availabie,
and a supply of Lanthanum wire is available, a field repair may be
attempted. This is a Difficult Power Plant Operations task. It
increases the possibility of misjump and is oniy good for one jump
[good luckl.)
JUMP DRIVE: Mark off a box in the jump drive section of the
starship damage vecord. If a jump drive has any of its boxes
marked off, the ship cannot perform a jump of that extent. Some
vessels’ jump drives can sustain several hits before being
destroyed. The ship’s engineer can repair damage to the jump
drives. This is a Difficult Power Plant Operations task. The risk of
a misjump is increased unhl permanent repairs are made at a
starport. Drives which have been destroued (all boxes marked
off) cannot be repaired.
MANEUVER DRIVE: Mark off a box in the maneuver drive
section of the starship damage record. f a maneuver drive has
any of ite hoxes marked off, the ship cannot perform a maneuver
of that ewtent. Some vessels’ maneuver drives can sustain
several hits before being destroyed. The ship’s engineer can
vepair damage to the maneuver drives. This requires Two tasks -
an Duerage Mechanio and a Difficult Electronios. Drives which haus
heen destroged (all boxes marked of ) cannot be repaired.
POWER PLANT: Mark off 2 bos in the power plant section of
the etarshin damage record. When half of the boxes have been
markead off, the power plant can onks operate at one %‘aif its rate:
lmuel -~ no energy weapon fire is allowed, When all bowes are
marked off, the power plant has heen destroued and the ghsga may
not maneuver or five. The ship’s engineer can repalr damage o
the power plant. This is a Difficult Power Plant Operations tash.
Power plants which have been destroyed cannot be renaired.
COMPUTER: One of the shin’s computers has been destrouyed.
Once all computers have heen destroyed, the ship may not
maneuver, jump, or fire weapons. if this damage result is from
radiation and the ship has a fiber optic computer (Fih) then ianore
this result.
FUEL: Ten percent of the chin’s fuel has been lost. On the ship
damage record, each box represents five percent of the shin’s
fuel capacity., Therefore for each fuel hit, two boxes would be
marked off. The owning player determines where the fuel is lost,
from maneuver fuel or jump fuel. If anu jump fuel is ;‘mgs na, ?h#
ship may not perform a Jump of that lsvel. For example the scout
ship has eight jump fuel boxes. If one of the Jump-Z boxes were
marked off, it could perform a Jump-1, but not a Jump~2. If a ship
does not have eight days of maneuver fuel lefh, it cannot jump ~ it
would run out of fuel bafore it reentered normal space and the
power plant would shut down. Fuel can be shifted from jump to
maneuver sechons. For example say in the exampie above, the
seout had 20 daus of maneuver fusl left (8 boxes? and wanted to
make a Jump—2. The pllot could shift 2.5 days (1 bow) of fuel from
maneuver to jump giving the jump fuel the full eiaht boxes of fuel
neederd to make a Jump~2. Nots that the fuel for iump is expended
at the beginning of the jump.
BRIDGE DESTROVED: The ship’s primary conirols have been
destraved and all personnel on the bridge suffer 1D6 hite of 106
gach. Until control is transferred to a different location, the ship
gannot mansuver or jump. If 2 computer is st operational,
control can be fransferred to engineering and maneuver or jump
can be performed from there. Transfer takes one turn to
gﬁmg!@ﬁn Planetary landings are not recommended without &
viclas,

ERE CONTROL: The ship’s central fire control equipment has
b»m averlbaded and damaged. if the ship’s furrets can be
manned, fire contrel can be transferred to the individual turret.
“Fm%fgr takes one turn. if the ship has no central control then
one furret has been destrousd as above, If the turrets cannot be
mannad, the ship cannot fire until fire control has been repaired.
Repair of fire control iz a Yery Difficult (Gunnery + Electronics’/2

task,

FUEL TANK RUPTURE: The shin’s fuel a‘a%@%ﬁ has %S:aws“a
ruptured and sl fuel has been lost. The power plant w
at the end of the next turn and cannot be restarted u
is refueled, )

POWER SHUTDOWN: on sverioad in the shin's cireuih

B
[
,_:
Qs
W

caused the power plant fo go into a safety shutdown. The ship’s
engineer can restart the power plant during the next turn (with
power available the furn after). This is a Querage Power Plant
Operations task.

JUMP DESTROVYED: The ship’s jump drive has heen

con}plefdeig destroyed. The ship cannot jump until it has heen
replaced.
STRUCTURAL FAILURE: A combination of structural

damage and stress factors causes the ship to break anart. Mark
off all remaining hull structure boxes. Crew and passengers
remaining on board suffer 1D6 hits of 1D6 each.

WEAPON: One turret worth of weapons has been destroyed.

DAMAGE CONTROL

During the Damage Control phase, sach ship’s crew mau
attempt to repair one damaged sustem. Ses above for specifics
o which sustems can be repalred during combat and tasks
required o perform those repairs.

ENGINEERING OPERATIONS

JUMP: in order to perform a Jump, a vessel must have a
funchional Jump drive, sufficient fuel for the Jump desired, a
functional computer, and be 2 minimum of 100 diameters from a
planetary mass.

To successfully Jumn is an fuerage AOstrogation task.
Simple faillure Indicates a rough entry or exit o or from
Jumpspace. Critical fallure indicates 3 misiump.

Operating with 3 jury rigged Jump arid, with unrefined
fuel, or inside 100 diameters increases the task fo Difficult,
Fallure at this task i& an automatic misjump. Critical failure
indicates a misiump and the jump drive is destroyed upon leaving
Jumpspace.

Atrempling to Jump within 10 planetary diameters
increases the task to Very Difficult. Fallure indicates a misiump
and destroved jump drive. Critical fallure means the ship rips
itself apart (not a pretty sight).

if a ship desires to Jump, it must commit to the Jump
during the Movement phase. It cannot fire eneray weapons during
the turn it is preparing to Jump. Unless the Captain aboris the
Jump the ship will enter jump space on the initiative Phase of the
following turn. When preparing for a Jump, all fuel required for
that Jump is expended in that phase. Therefore a Captain should
only abort in dire cir wmsvames, or he may be left in a hostile
encounter without any fuel for escape.

POWERING DOWN: Ships may reduce their power

plant cutput to avoid detection. When a ship is only operating the
power plant fo provide sneragy for life support, its Emmission Level
becomes Faint. If it is alreadu Faint, then it has No emmission level,

To bring the power plant back up fo full operating power
ig an fuerage Power Plant Operations task and is performed
during the Movement phage. Full power will be available in the
initiative phase of the following turn,

EDITOR'S NOTE ON SKILLS

The skills referred to in this article are based on a
variant character generation sustem which will appear in the next
igsue of the TIMES, )

Briefly, the skill of Engineering has been chanoad to
Power Plant Operations. The Engineer is responsible for opeating
and maintianing the ship’s Fusion power plant. He can also repair
the shin’s Jump Power Plant which is nothing more than 2 high
output fusion power plant. Eﬁqﬁﬁ@ﬁ?’ should slse be f@%@f@g
proficient in Mechanics and Electronics to repair other engineering
equipment.

The old skill of Pilot has been broken down into two skills:

fistrogation - which allows the "Pilot" to plot and execute
movement behween world In 3 system and/or belween twe
different sustems (umpd. This skil incorperates the old
"Mavigation” skill and also includes operating (not maintaining) the
ump drive.
Pilot {nterface) - Ig %h@ plotting and execution of movement
aroung @ planet, wamﬁrw hetwsen orbit &i‘?ﬁ the surface of the
world, 6 "Pilot” who must go from world surface to world surface
will be fairly proficient in both skills. 8 "Pilot™” who goes from osrbit
to orbit will concentrate on fAstrogation, and leave the
stmospheric stuff o the "Shuttle Jockeys™



STARHIP COMBAT TABLES

SENSOR OPERATIONS
TABLE 1
LARGE OBJECTS /| STRONG SOURCES

SENSOR RANGE
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 10 10 9 5
B 10 10 9 7 3
C 10 8 7 5 1
o g 7 5 3 -
E 7 5 3 i
TABLE 2
AVERAGE OBJECTS /| MOD SOURCES
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 10 9 7 3
B 10 9 7 5 1
C 9 7 5 3
D 7 5 3 1
E 5 3 1 -
TABLE 3
SMALL OBJECTS |/ FAINT SOURCES
SENSOR RANGE
STRENGTH VISUAL NEAR FAR EXTREME SYSTEM
A 10 9 7 5 1
8 9 7 5 3 ;
¢ 7 5 3 1 -
D 5 3 1 - -
E 3 1 - - -
SENSOR [INTERPRETATION
TASK A.EMS P.EMS NEUT DENS
EASY Bearing Bearing Bearing Bearing
AVERACE Range Hec/ Mag FP.Plant  Range
Disp Tons Signature Capacity Veh Wi.
DIFFICULT  Config Range Range  Dsck
Layout

SENSOR STRENGTHS

SENSOR SENSOR TYPE AND BATING

STRENGTH EMS ACT  EMS PASS  NEUTRINO DENS
A inter Steller 10Kw TKm
B Far Orbit Sub Steller 100Kw 250M
C Planetary Inter Planet 1hMw 1O0M
D Continental  Far Orbit 10 Mw 50M
E Regional Planstary 16w R

GUNNERY TASKS

RANGE

WEAPON VISUAL NEAR FAR EXT
LASER EASY AVE DiFF  V.DIFF
MSL LOCK  DIFF AVE EASY AVE
ENERGY WPN EASY AVE cee e
P. ACC AVE AVE DIFF  V.DIFF
DM + TARGET COMPUTER MODIFIER
DM - TARGET SIZE MODIFIER
MOD!FIERS
COMPUTER TARCGET SIZE
COMPUTER MODEL DM TARGET SIZE DM
O, 1,1 Bis, 2 +1 1. 49 -0
2 Bis, 3, 4 +2 50- 99 -1
5,6 +3 100 - 499 -2
7,8 +4 500 - 999 -3
9 +5 1000+ -4

MISSILE ATTACK TABLE

NOTE: Rolls to hit are based on the missile's guidance
system. In all cases, if the launch was made with only
bear ing information, then DM +2.

IR SEEKERS

MISSILE  TARGEYT STELLER TECH LEVEL

TECHLVL Pre-  FEarly Ave  High
Pre 5 3 1 1
Early 7 5 1
Ave 9 7 5 3
High 9 9 7 5

RADAR HOMING

ORJECT SIZE DM +2 Tgt Basic ECM
SMALL AVE LARGE DM *4 Tgt Adv ECM
5 7 9 DM +6 Tgt Radar Jam
RADIATION SEEKERS
A LEVEL DM -1 If Tat using
NONE FAINT MOD STRONG _ Fadio/ Transponder
0 2 4 DM -2 If Tgt using

Any Jammer
NOTE: Targets using Active EMS are Strong Sour ces

NEUTRINO SEEKERS
EMLEVEL
NONE FAINT MOD STRONG
5 7 9

DENSITOMETER ROBOTIC
OBJECT SIZE TL MOD HT
SMALL AVE LARGE 13 4

5 7 9 14 1l 6

15 W 8




STARSHIP WEAPONRY

STARHIP COMBAT TABLES
STARSHIP DAMAGE TABLES

TL WEAPON PEN AVAIL VEHICLE

8 Missile 700 (C/ V) DAMAGE RESOLUTION

8 Fulse Laser 130(65) (V/V) P- AV RESULT

8 Beam Laser 140(70) (C/V) 0 or less No effect

10 Missile 85C (S/C) 1to10 1 minor damage
10 Plasma Gun 105 (S]V) result

i1 Plasma Gun 1o (S/C) 111020 2 minor damage
12 Plasma Gun 115 (R C) results

12 Fusion Gun 120 (FIC) 211040 1 major damage
13 Missile 95C (S G result

13 Pulse Laser 150(100) (S/C) 41 to 80 2 major damage
13 Beam Laser 1680(110) (R C) results

14  Fusion Gun 150 (-1} B1+ 3 maj or damage
14 Particle Acc Brb 85CR  (-/R) results

15 Missile 105C (R S)

-- Nuclear Missile 115CR  (-/-) P- AV: Penetration minus
-« Sand - - (VIV} : :

Dual energy weapons
Notes:

increase damage by 1 level.

1. Penetrations in br ackets ar e | aser

penetr ations thr ough sand.
. Availability codes arefor civilians

MG

Triple energy weapons
increase damage by 2 levels.

without/ with contacts.
3. Missiles launcher s and i aser s may be

mounted in single, double, or iripie

turrets.

(83

MINOR DAMAGE MAJOR DAMAGE*

4. Plasma and fusion weapons may be 1. SENSOR 1. JUMP DRIVE
mounted in single or doubleturrets. 2. COMMO 2. MAN DRIVE
. Particle acceler ators arein single 3. TURRET 7. POWER PLANT
lar ge tur r els kKnown as bar bettes. 4. AUX EQUI PMENT 4 COMPUTER
- , A 5. CARGOY SUBCRAFT 5. FUEL
PARGET IDENTIFICATION 6. MAJOR DAMAGE 6. CRITICAL
SENSOR INFORMATION TASK LVL *

1 Structural Hit

Disp Tons + Config+ Pwr Plant Cap  EASY

Electr o- Magnetic Signature
Powsr Plant Capacity + Veh Weighi
Disp Tons + (Configor P.Plant Cap)

Digplacement Tons
Power Plant Capacity

All Tasks ar e Computer Cper ations.
Add Computer Modifier to Skill before modifying

for task difficulty.

AVERAGE  CRITICAL DAMAGE RAD DAMAGE

*;Y;gﬁf; 1. BRIDGE DESTROYED 1. COMPUTER
DiEFicULT 2. FIRE CONTROL 2. COMPUTER
DIFFICULT 3. FUEL TANK RUPTURE 3. CREW

4. POWER SHUTDOWN 4. CREW

5. JUMP DESTROYED 5. WEAPON

6. STRUCTURAL FAILURE 6. WEAPON




TL.:15
PRICE: .
ARMAMENT: Triple Turret

Beam Laser, Ms! Rack, Sandcaster

MCr 28.938 (G V)

4G cubic meters
Air Haft

CARGO:
SUBCRATFT!

DAMAGE RECORD

SENSORS: EMS PA NIJE m
EMS ACTIVE O
DENSITOMETER U]
NEUTRINO ]

COMMO: RADIO [

COMPUTERS: [0 O 0O

TURRETS: 11

POWER PLANT: HALF POWER[]

864 Mw  DESTROYED [

MANEUVER M~1 [M-2[]
JUMP J-1 [1J-2 .

FUEL:S

% Used or consumed{each box=5%)

MANEUVERO O OO OO 2.5 davys
000000707 per box

IR 101000 E} 00

JUMP~1 UMP-2

DRIVES:

HULL STRUCTURE:
Full Speed [ 1 00O O30 00 M

] 0O
Red. Cap. OO ODOO OO0
U

]
Break Up [ O O OO 1

Vehicle

TYPE

The Type S Scout is acommon small ship in
inthelmperium. Many retiredvessels find
their way intocivilian use.

= sCOUT

.«—-m.*"

Atm. Cruise Speed:750 KPH

Combat Movement: 100
Fuel Capacity:515 Kiir
M—Fuel Cons/Day: 10.3 Kitr

I
J-Fuel Cons/Jump 102 Kitr

I

f‘f"*kﬁD A [ A N
COMBAT

Armor:70 SD
Obj Size Ave
Fuel Type Hyd Agility: 0
Maneuver: 2 Jump:2
Weight 840 Tons
Crew: Min- 1 Opt -3

Pilot (Engineer, Gunner)

4 Staterooms

T T
TR A o W N 3 B P

Config: Wedge
EM  Lewvel Faint

Model:1 Bis
EMS Active— Far Orbit (B)
EMS Fassive— Intstellar(A)
Densitometer— 1 Km (A)
Neutrino— 10 Kw (A)
Radio— System

amlined

P e e g g e e e
Computer
o3 oy g v
DETISOTS ]

Commo:
Streamlining: Stre
Fuel
Fuel

08 e - o e
Scoops: Yes

Pu'r“ifi«::atmm: 12 Hours

W hA.&«’ ) ;N PEN LOCATION

RSeekers 1 OO0 OOO
Rad Seekers 1 1 1 1 [

TL 13 B. Laser 160(110) Turret 2;
Missile Lohr As Msl  Turret 1
MAGAZINE Al Missiles are Pen 95C
NN
HENERE!

Cjﬂﬁ
mpup.

Sand ooond




TL: 1%
PRICE: MCr
ARMAM T?
B La:

DAMAGE RECO
SENSORS: EM S

COMMO: PADIG E]
COMPU YEHQ O 0O g
TURRETS 10 2
POWER PLANT:
738 Mw
DRIVES: MANEUVER M—-1
TUMP J—1
ed or consumed(

FUEL:% Us
MANEUVE

HALEF PO
DESTROYED 17

ErROOOO 3.7

Missile

WER[]

]
J-2 .

cach |

5 days

N
);,f,r,f’}

[ 1] [ per box

Jump J-1QO 0000
200000
STRUCTURE:
10 0
Full Speed [] [}
OO

HULL

Ooo0Ooo
nDooood
OoOoooon

L]
O
oooooo
oooo

.
L]

OO 000
oo
OOo0O0onO

1
HENEN

Lchrs

IR Seekers(] []

AR TRADER

This small vessel 1s {requently
by the independent merchant.

N
Similar to the Free Trader, this

version sacrifices some cargo

uﬁﬁﬁmﬁf for a longer jump.
The

vessel comes unarmed, but

cventually 2

Cri
Combat

Atm . 750
100
Kltrs

L9 KlLar
203 KLtr

¥y s BN
1se  oSpeed:

Movement:

671

Kph

Fuel ﬁ"g:}a«:‘“ﬁ‘”
M-Fuel Cons/Day: g
J-Fuel Cons/Jump

COMDBAT ;w I
Armor: 70 SC
Obgy Size: Ave
Fuel Type Hvd
Maneuver: 1
YVehicle Weight
Crew: Min-2
(Stwd,

SN
| S L

ouhg Box

EM Level FFaint

Agility: 0

Jump: 2

1180 Tons

Ci'gzn‘iw?f:& Filot, Engineer
Gurnners x 2)

SOrms

Model: 1 Bis
EMES Active—Far

ElVIS Passive—

Computer
Sensors:

(B)

(A}

COrbit
Intstily

”@r@}ﬂ(} : 1:? adio—

Mm} q@ m’;p \’““_

Fuel Pumﬂwmmn: 24 Heours
WEAPON DATA
WEAPON PEN

r! g:,: s) T ‘r-v'\, F'\'j

LOCATION

o — o <4
puArret

1TEO(AE

Msl T“a,‘;l 1S

Turret 2

£

MAGAZINE:

9
i

7

All Msls i
1000 Od
OO00O0o0o0 dC
sand 1 OO0 000 OO0

,N
{

[

Ll
O
[
]
oo

..,2
)
.
™ O
|-
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ACKNOWLEDGMENTS

8 TROVELLER is a registered +{rademark and 2300 4D,
8 TUWILIGHT:2000, MEGATRAUVELLER, SPACE 1889, CADILLACS AND
fl DINOSAURS, and DARK CONSPIRACY are trademarks of GDW and are
used by permission.

NEW ADDRESS FOR THE TIMES

TERRA TRAVELLER TIMES
C70 Mark Gelinas

v  GOMING EVENTS
jGEo CON iIX- July 3-5- Heldin Raliegh,

Sawind/ North  Carolina.  This  Science  Fiction  Gaming
M convention is a confinuation of a tradition of GEO
CON’s held in the past. Sponsored by the TIMES.

HISTORICON- July 23 - 26~ A miniatures event held in
Lancaster, Pennsulvania. While primarily historical, some modern

sional futuristi ill be pl ;
and occasional futuristic games will be played Box 39162 Northbridge Station

GENCON/ORIGINS- Auqust 20- 23~ THE gamingjl Charleston, SC 29407-5035

convention of the summer. Once every few summers, ORIGINS iR
combines with GENCON and is held at GENCON’s site in Milwaukee, TERRA TRAVELLER TIMES
The TIMES is a newsletter supporting GDWs role playing games

Wisconsin. GDW plans fo release STAR UIKING at this convention,
and historically, many other big releases come out then. wizh !an emphasis gndMEGfTR'?%E%S?B S!i!bmission;s of arfwork or
. . articlee are accepted subject to Editorial approval, and cannot be
CON-SPIRACY- August 28 - 30- f science fiction B returned without a SASE. Subscriptions are $6.00 for si issues.
and fantasy convention held in Durham, North Carolina, with a Editor Mark "Geo" Gelinas
strong emphasis on gaming. The staff of the TIMES will beBE fiscocizte Editor Kate Lebherz Gelinas
sponsoring events and sithing on panels. For more informati on Submissions,
write to: Con-Spiracy, c/o ¥ate Lebherz Gelinas, 5007 Wickham, IR Cover frt Kate Lebherz Gelinas
Raliegh, NC 27606, B Computer Graphics/Odditonal frfies...Mark Gelinas, Kate Gelinas
: Office Box 33167 Northbridge Station,

EVENT HORIZON Bhone e Seomaz-3057

CURRENT AND
FUTURE RELEASES

& GEnie M.GELINAS
TABLE OF CONTENTS

B oA CHFUAP, 5
The reader is advised that these are fentative dates. finy number gﬁ%"éagd Observes 2
of factors c:m.z!ri delau a project; or even cause it to be cancelled. B8 -~ GEO'S UARIGNTS
FROM THE WORKESHOP: JaNuaRy: UEAUY LIEAPONS Uariant Starship Combat Rules -
HANDBOOK  for TWILIGHT:2000 and HELL'S GATE for DARK Starship Combat Table 3
CONSPIRACY. FEBRUARY: (DIASPORA SOURCEBOOK on hold) DARK Starchip Dats Sheets (Scout, Far Tradermmmmrsmsssrens a
CONSPIRACY T-Shirts, and 3 ~ Sixtesn Page Odventure Folios, two Bl Spacer Sam )

for DARK CONSPIRACY and one for TWILIGHT:-2000. MARCH: AR
MEGATRAUELLER Adventure Folio. MINION HUNTERS board game, B8
TROUBLED WATERS, and DORK RACES for DARK CONSPIRACY. B
CHALLENGE continues on a monthiy schedule. §
SEEKER: Producer of deck plans for MEGATRAUELLER. For B8 BACK ISSUES

catalog send SASE 1o Box 519, Mountain Home, ID 83647, Back issues of the TIMES are no longer available. Reprints can be
HIWG: History of the Imperium blorking Group. fn association of il done by special request at $.75 per issue. For postage, please
referees and players discussing the future history of By include $.25 for one issue and $.20 for each additional issue
MEGATRAVELLER’s Shattered Imperium. Annual membership is [ ordered. Please allow at least 6 weeks for your order to be
$12.00. Membership includes a subscription to TIFFANY STAR, |l processed. Anintervening sea four could make this longer.
HIWG'S newsletter. Send to Ed Edwards, 1410 E. Boud, Norman, 0K g=

TA07Y. Join HIWG and discuss the future of the Shatteredgs

Imperium,
PARAGON SOFTWARE: This company now has four titles B Ad space per issue costs as follows: 1/8 page- $1.00, 1/4 page
related to GDW games. There are ZHODANI CONSPIRACY andBE " - COSTS SRS -l s -
SEARCH FOR THE ANCIENTS, based on the MEGATRAVELLER sustem, B $2:00; 1/2 page- $4.00; and full page- $8.00.

Another is based on the SPACE 1888 sustem, which is selling for

$10.00 at BABRAGE’s, and a game based on THWILIGHT:2000. Look
far ihem m gwr neams? sgf?ware ﬂarem

a0 RATES

Terra T?&;V@ﬁ@?

| EEMES

BOX 331568 RORTHERIDGE STATHM
CHARLESTON, SC 28407-53035




