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IISS ST]RVEY REPORT: AZGAR
AZGAR WORLD DATA

Azgar is the main world of the Yggdrssyl system.
The term "dramatic best describes it. Everything about
Azgar is dramatic. lts history, climate, topography, and
geology must all be described in terms o[ superlatives.

Azgar orbits the main star of a binary system con-
sisting of Yggdrssyl and its tiny cornpanion Adumla.
Yggdrssyl is a hot, white F8V main sequence star wlth a
Bolometric magnitude approx. 3.4 Sol, Luminosity 3.5 Sol,
and massing 1.32 Solar masses. with an effective tem-
perature of nearly 70@ degrees K.

Azgar's orbital period is 840 local days and its rota-
tional period is 17.16 standard hours. Orbital distance is
1.6 AU and its orbit is remarkably sready.

Azgar is approximately 10,724 km in diameter with a
dense atmosphere, one major and three minor continentg,
an average annual mean temperature of 7 degrees C.,
water oceans covering 64Y" oI its surface, and polar ice
covering l7% (which varies dramatically).

The preceding information is the only normal sound-
ing data there is concerning the planet. The axial tilt of
Azgar is 39 degrees! This single condition is what causes
all the "drama".

Climatic changes occur literally overnight, though
rhe temperature rarely goes below freezing at sea level in
the temperate zones. Summer tempefatures, however,
can soar to 75 degrees C. (167 degrees F).

Few creatures or plants can survive either the burn-
ing hor summers or the flash floods that are typical in
spring and fall Only during the cool but not frigid winter
season can plants thrive. As a consequence, native
Azgarian plants show remarkable hardiness and grow at
a prodigious rate.

A typical year at Cjolic (or more propedy under
Cjolic since all Azgarian cities are orbital) will start with
torrential spring downpours (with a capital T} As the
axial tilt drives the temperature higher and higher. huge
open bodies of water shrint like puddles in the merciless
white hot sunshine. Vast stearny clouds rise into the
stratosphere. There they gather and darken and finally
release their pent up rnoisture. The cloudbursts that
result olten last for four or five days and dump fifty to
three-hundred centimeters of rain in a roaring deluge
thal can flatten buildings or living creatures unlucky
enough to be caught in them.

The scouring effect of such titanic storms combined
with the effecrs of wind in the dense atmosphere sculpt
the surface of Azgar into lofty pinnacles, bottomless
canyons. great flat pans, and b'road flood plains.

The volcanic actlvity on Azgar is high as well
resulting in tall cliffs and escarpments. These cornbkle to

produce warerfalls of epic size and power. One fall.
"Choir of the C.ods", can at times deliver six cubic miles
of water a day, dropping twenty-three-hundred meters
into a canyon of fabulous proportions. The sound is
painful to unprotected ears many kilorneters asay.

The spring rains are followed by equally prodigious
surnmer drought- As temperatures continue to rise, lhe
rains cease. Water is drawn frorn the soil by dry wlnds in
the dense air undl the water table drops as mush as
t*'o-hundred meters below ground Any plant life that
succeeds in surviving the inundation of the spdng season
must now go dormant or be able to reach down to the
very deep underground water sources.

-Life on the march" pretty much describes the local
animat life. which rnust rnove cotrstantly. The summer
wasrelands are almost completely devoid of life of any
kind. Endless vistas of abject loneliness stretch along
vast, dry river and lake beds. Where the anlmals have
gone to is easily determined when the autumn rains
begin. These rains are diflerent lrom the spring down-
pours. In the auturnn, rain falls steadlly and hard, but not
unbearably so, day after day afrer day. Through this
watery curtain can be discerned multitudes o[ moving
shapes, massive and powerful, small and quick, drenched
to the bone, bent against the wind. The huge herds of
grazers and ruminants, over thirty-million of onc species
alone (the tenacious arrnored Fafnir cattle).

The march ls always in the same direction. away
from summeC The animals trel through the autumn rains
to winter's cool moisl grasslands. Young and old, predator
and prey alike, mate, give birth. and die on the move in a
never ending procession, searching for the elusive parad-
ise of rich grazing and easy hunting

And this brings us to winter. A more pleasant sea-
son could not be found. but with one fly in the ointment:
FLIES! The local analog to the Terran fly is every bit as
obnoxious as its unrelated but sirnilar comrade. They
swarm in the late fall and cover the migrattng herds in
rhick blankets until relief flnally comes with the arrival of
great flocks of nesting birds

The birds' nesting and migratory urges are timed to
match the hatching of billions and billions of biting fly
equivalents. The birds gorge on these tidbits and lay
enorrnous clutches of eggs. Nature provides this ro pro-
tect the various species from extinction due to the terr-
ible loss of life which occurs during the migrations

There is a Sreat deal of death on the migrations, of
all species. But this is just one more of the "ordeals" of
Azgar which life on this wodd musl endure to prove its
worthlness to dwell here. The Aesr believe their world to
be a crucible in vhich life is tested, Their carly religions
preached that when a species had proverr itself on Azgar
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WORLDS OF THE AESR CO}IPACT

ilOTES

Compact Capitol
Watedess
D i p l o m a t i c C e n t e r
(shared with Darrians)
Red Zone (lifeless)r
Red Zone (waterless)

Watedess

Waterless
D i p l o m a t i c C e n t e r
(shared with Zhodani)

The Aesr Cornpact includes thirteen wodds eleven
of which are in the Querion Subsector and two o[
which are in the Darrian Subsector. All have large
Aesr populations and all exhibit the typical homo-
geneity of Aesr culture, society, and government
(within strictly segregated Aesr enctaves).

The diplomatic center worlds are used to expidite
diplomatic and trade obstacles and are jointly control-
led by the Aesr and their partners where local matters
are concerned.

The Compact has an efficienr x-boat system
connecting all its worlds, and also connectln8 them to
the Zhodani and Darrian states.

tJotunheim was made completely llfeless as a
result of the genocidal war and the Aesr maintain
interdiction sateliites over this world to prevent any
travel to lt. The environrnent is highly dangerous due
to the liberal use of biological and persistent chemical
weapons

"Note Yggdrssyl and Jotunheirn are not on the
official map of the Spinward Marches. They were
placed in empty hexes as required.

avians. They are descended from flying carnivore hunterl
pouners who developed a communal society as a result
of slow but dramatic changes in the ecosphere of Azgar
which probably resulted from a near-collision wirh a
massive celestial body (possibly Adumla) some three to
five-hundred-thousand years ago.

The Aesr claim their intelligence and culture were
the result of interference by the "Ancienrs". However,
since no one is allowed to closely examine either the
Aesr or their homewodd, this theory is subject to proof.

The average As (singular for Aesr) approximates
one meter in height and averages 25 to 40 kilograms in
mass. The females tend to be about ten percent more
massive than males.

The Aesr claim their anatomy to be remarkably
similar in rnany ways to the Droyne, with thelr upper-
most limbs developed into sturdy and extremely effective
wings. They are excellent flyers capable of remarkable
feats of agility and daring. Their middle limbs are good,
workable arrns ending in three taloned fingers and an
opposable thumb set fairly far back and centered on the
wrist. The lower limbs are quite powerful for the size of
the belng and also end in three digits and an opposable
thumb. Although the Aesr are capable of an extremely
strong grip with these lower limbs, they are not any-
where near as dextrous as the upper pair.

The taloned nature of the Aesr foot makes it difficulr
for the species to walk in the human sense or to stand on
flat surfaces [or long periods of time. lf an As finds it
necessary to cover long distances on the ground (which
he rnust do in thin atmospheres or when burdened with
military gear or winter clothing), it does so in an exten-
ded hop, wings outstretched for balance. In this way the
As can cover enormous distances in a very short time
(providing the terrain is open and the wind ls not in his
face).

it would be allowed to migrate across the rainbow
bridge to Valhali where it would become blessed and live
in peace forever. Many present day religious leaders
poist to the ordeal of the Jotun occupation as but one
more test, which, when passed, allowed the Aesr to go
out into space and prosper.

AESR PHTSIOLOGY. SOCIETY. AND
PSYCHOLOGY

The Aesr are warm-blooded, f tying, hexapodal
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All Aesr sport a feathered crest on top of their
heads once they reach puberty. The males' crest is much
more colorful than the females'during the matiflg season,
but normally they are guite similar. There are also feath-
ered "guides" running along both sides of the head and
"flairs" trailing both the upper and lower limbs.

Aesr who have been accepted into the milttia dye
their breast feathers red in a "V" parrern" This rnark of
recognition is a great source of pride with the Aesr. and
to affect this appearance without having earned rhe right
to do so is considered a severe and capitol offerse pun-
ishable by execution.

In addition to their hexapodal physiology. the Aesr
also exhibit the "geodesic" skeletal structure comrnon in
the Droyne. This would be exrremely helpful in producing
the needed structural strength for a flying being. The
Aesr point to this as anorher clue to their "Ancient"
origins.

The Aesr are opiverous. The eggs are incubated in
communal creches. When rhey are hatched the young are
removed by their parents and taken home to be raised
individually. However, not all parents wish ro raise their
own young. Some are spacers or soldiers. Others have
demanding careers in public service. Whatever the rea-
son, approxlmately rhirty percent of Aesr young are
raised by the community. There is no srigma attached to
this situarion. Since the Aesr population is so srnall, all

offspring are treasured universally and these "chitdrel of
Azgar" are treated as if they were a gift from their
parents to the community at large.

The average As (pronounced like "ACE") reaches
full growth and sexual maturity after approximately ele-
ven to thirteen standard years or six to eight "winters".

At any time an As may declare that he or she
wishes to be "tested". Testing consists of a series of
exhaustive physical, emotional, academic, and psycho-
logical exarninations aimed at establishing rhe individual's
fitness to become a member of the militia. There is no
social stigma attached to failure of these examinations,
as long as the individual As is less than nine winters old.
Young Aesr ae applauded for their enthusiasm and are
encouraged to try again. But as they get older, there is
increasing tension and social pressure to succeed. There
is a real and powerful incentive in this pressure. No As,
no matter how intelligeot, no matter how talented, no
matter how wealthy or well known. has any rights. any
real protection under the law, or any guaranteed status
whatsoever unless he has been accepted into the militia.

Once accepted, the young As is a lully enlranchised
citizen. This means he or she can vote, owo real property,
hold public office, has the rights of lree speech and
assembly. the right of trial by jury, immunity from un-
warrantd search or seizure. the right to keep and bear
arms openly, the right to marry and leave an estate. In

WORLD PROFILE

l. Date of Preparatlon: 253- l5O
2. World Name Azar
3. Location: Spinward Marches 04 l9
4. UPP: A6B;6720F

PHYSICAL DATA
5. Diameter' 10,724 km
6. Derrsity: I standard
7. Mass:0.42 srandard

8. Mean Surface Gravity: 0.759
9. Rotation Period: | 7 std houri

10. Orbitat Period: 840 std hours
I l. Seasons Winter. Summer
12. AxialTilt: 39 degrees
| 3. Orbital Eccentriciry: 0
14. Satelites: None
| 5. Surface Atrnos. Pressure: 2.1
16. Atmos. Composltion: Dense

Oxygen-Nitrogen Mix
l6aAtmos. Terraforming? No

f7. Hydrographic Percentage, 647"
18. Hydrographic Comp: H2O

'18a. 
Hydro Terraforming? No

TEMPERATUNE
19. Base Mean Surface Temp: 7 C
20. Axhl Tilt Mod: +64C.-32C
21. Rotarional Mod: +8 C, -S2 C
22. Latitude Mod: +f{ pfi1
23" Orbiral Eccenrriclry Mod: 0
24a. Weather Control? Yes
24b. Greenhouae Ef [. f erraf orrn?No
24c. Albedo Terraforming? No
25. Other Modlfiers None

HAPPING DATA
26 Num. o[ Tectonic Plates' 2
27a. Narive Ufe? Yee
27b. T enaln Terraforming? No
28. MaJor Continents I
29. Minor Continents: 3

7 mjr islands
5 arctdpelagoes

30. Major Oceans: I
31. Mlnor Oceans 7

SEISHIC DATA
33. Stress Factor, 5
34. Notable Volcanoes, 5

nEsouncEs
35. Natural Resourcas:

Agricult ural, Petrochemicals
36. ProcessedReourccs: Agricultural

Agroproducts, Metal Allop
37. Manufactured Products: Wcapons,

Electronics. Gravitics

POPULATIO}I AITID POR TS
38. World Pop: 85215,214
39. Primary Cities(nanrc, pop, port)

Cjolik 8.0m.m0 B
Dramen 7,0m.000 B
Narvik 7,00QmO C
Hoten 7.m.m0 C
Hesund 6000fin B
Svabard 5.00OOO B
Vadso 3.0m,m B

40. Secordary Cities (nurn pop level)
96 1(}0,00+ F(typical)

4t. Terthry Cities:
518 10,00+ 6

l.lote I Primary Orbinl Compler.
Pop. 500O, Class A Starpon
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THE SAD TALE OF THE JOTU}.IS AND THE AESR

Jotunheim hosted, untit about live-hundred vears
ago, a thriving, albeit heavily pollured, indusrrial soii"ty.
The end of this race and all its works canre abruptly as i
result of the genocldal war rhe Aesr call rle "Wir 

-of 
the

False Cods-. 
-

Alter gaining interstellar travel from the Darrims.
the Jotuns discovered evolved life on Cannna-Scorpio 4.
Though ir was the Darrians who had diecovered the
system, they had never done a thorough survey of it. The
Jotuns. coming from a protein starved, overpopulated
wodd, were delighted to find a large populatioo d edibh
avians which could be garhered and raised in com-
pounds, slaughrered, and shipped frozen back [o the
starving masses on Jotunheim.

The Jotuns, however, were very secretlve about this
agricultural installation, and this lei to friction between
themselves and the Dardans as to exactlv what was
happening on the planer. As was later dlsiovered. the
Jotuns had failed to notice (or chose to igrrcre) the clear
evidence of a primirive but distincrly sapieot cu[ure
among the natives of Gamma-Scorpio 4. Tbese creattres,
the Aesr. in spite of all eflorrs by the Jotuns, escaped in
small numbers. holed up in inaccesslble laarions, and
began to build a resistance [o the anexcusable barbarity
of the Jotun rearing pens.

lhe story (
will suffice that

The of that resistance is for another time. h
they were finally successlul in demon-

But the Aesr faced one insurmountable problern
They had no fleet of interstellar warships to bornbard
theii enemy frorn space or to carry the invasion forces to
the surfaci. And even if thev had such a fleeL a full-
scale invasion might be resisrEd by the Darrians ot Zho'
dani, nelther of whom could be expected to allow the
total innihilation of a sentient species no matter vhat the
motivation might be.

So the Aesr set upon a plan that was so desparate
as to be considered insane in anv other circumstances
They hired free traders to ship baitalions of Aesr "death
commandos" to Jotunhelm, where they were landed
secretly, cryogenically frozen and pacted ln shipping
containers under the guise of "black market" protein.
Once on Jotunheim they were revived, arrned, and sant
against port facilities and military bases as shocl troope
to allow for the landing of other Aesr.

The situatlon was in douh for rnany fironths !s mofe
and more Aesr landed and lighting mounrcd to a frightful
crescendo of undiluted fury. desparation. and a hatred s
pure and so powerful that outside observer: were le{t
speechless. Though rhe Jotuns fought with colrage and
tenacity, they were no match for the disciplined madness
of wave on wave of homicidal maniacs bent on only one
goal To kill and kill and kill until there was nothing teft
alive....anywhere.

After the genocical war ended the Aesr seerned to
awaken frorn a lon6 nightmare. They were quicl to apo-
logize to the Darrians and Zhodani for the secrecy of
their actions and were equalty quick to offtr diplomatic
and trade ties with these and other nelghbors. Flowever,
there was one stipulation. Contact between the Aesr rnd
outsiders was to be strictly regulated. And no elien behg
would be allowed to visit Yggdrssyl without the express
permission of the Aesr government. These conditions
were considered acceptable. After all. there had ben
considerable emotional support for the Aeg cause out-
side the sphere of conflict. And many believed that the
Aesr were "owed" something by the inlerstellr corn-
munity for allowing the whole incident to begin kr the
first place.

strating to third parties that they were. ln facr. a sentienr.
intelligent species. capable of full evolutionary develop-
ment. Once this fact was established. borh rhe Zhodahi
and the Darrians were quick to establish Yggdrssyl (as
the Aesr call their star) as a Red Zone, prorecled lrom
outside interference or contact.

But the Aesr didn't wanr ot be kep isolrted. In thelr
hearts there grew an anger so fierce and e hatred so
srrong that it could nor be containd. Jorunhel,m and all
the Jotuns would pay for two centuries of berbadsm,
degradation. and murders by the mlllions. So smugglers
were encouraged Observers were bribed or rernoved
Weapons were gathered. Technology was afinssed. Aesr
were trained and taught the history of their people's woe.

-.====:,

--Slr/4
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short, all the rights and priviledges any citizen of a demo-
cratic society has come to expect and demand. These
rights can only be lost in two ways: conviction of a
capital offense, or failure (for any reason ercepr injury in
the line of duty) [o successfully complete the ryo year
tour of duty required by rhe miliria.

This has been deemed a cruel and barbaric policy.
but on closer scrutiny the historic roots of this practice
can be clearly discerned. The belief in the "Ordeals of
Azgar", the desperate resistance to the Jotun occupation.
and the sense of racial vulnerabiliry inherent in the Aesr
psyche all combine to produce this unquestioned rule:
"Those who will not or cannor fight for rhe community
may not participare in or benefir from that cornmunity."

It may seem strange that a society that sen such great
store by the value of every individual citizen should be
so arbitrary about the denial of citizenship to what
amounts to between six and ten percent o[ each gener-
ation, but that is one of the things that make this people
so fascinating to study. Uniquely enough, there is at least
one recorded instance of a human being who was adop-
ted as a full citizen of Azgar. This was the almost legend-
ary Imperial scout, Kenneth O'Mally McKinney Donovan
o[ Tarsus.

Only citizens may wear the "red chevron", that ls,
dye their breast feathers a deep red in a "V" shape. Once
citizenship is attained, the Aesr society ls extremely
open. All decisions are made by plebiscite. There are few

SYSTEII SURYEY: cAllXA SCORPIO (YGGDRSSYLI
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etected officials. and these collect the same pay as mili-
tiamen. Most community services are provided by volun-
teers, usually retirees. Although the Azgarian govern-
ment is not a welfare state. there is a goveroment sub-
sidized pension systern based on individual contrlbution.

Whenever posible, Aesr dead are crernated, re Aesr
have a morbid fear of what may befall their bodies alter
death. This may be due to the fact that they were raised
as food for so long. Concious o[ their recent rise from
beastial slavery, the Aesr are extremely particular about
being treated as social equals in all circumstances. They
shun red meat, though seafood is a major staple in their
diet.

Aesr do not make good bureaucrats They also are
not good at taking orders from aliens unless those aliens
have earned their respect. They are fatalists and feel that
whatever happens is the will of the Cods. The saying,
"Gotter wallea", or "Gods willing" is commonty heard in
ordinary conversation.

The Aesr do make exceptional soldiers. Their religi-
ous beliefs tell them that a life of courage and duty will
lead them to peace in the afterlife, and that to sell their

lives dearly in battle will place them among the elect
who will live on forever in Valhali where "Pain and
hunger are not, and where the cool rain falls like sweet
tears upoo the ground". Aesr have a strange and distinc-
tive battle cry that Solomani have described as sounding
much like the scream of a diving Terran eagle- The
sound is not pleasant!

The Aesr are wary of the Zhodani as they believe
the Consulate sas slow to acl on inforrnation that came
to them concerning the Jotuns' crimes.

The population of Azgar ls eighty-five-mitlion and it
is governed by a participating democracy. llSS Law Level
is 

'0' 
and there are no weapons restrictions for citizens.

Aliens, however, must obey a Law Level of 
'A', 

which is
strictly enforced. The Tech Level is a homogenous F'
and the planet produces large quantiries of grav vehicles
and components as well as magnetic devices and gauss
weapons.

Aesr may be found outside the Compact serving as
ship's crew, mercenaries, or scientists (Ancientologists in
particular). lt is common to find them on any world
where there is an actively investigated Ancients' site. I

AESR GAUSS CARBINE

serted into the pistol grip and each pull of the trigger
fires one, five, or ten rounds based on the setting of the
selector switch on the left side just above the trigger. A
disposable power source is supplied in each rnagazine.

Standard equipment lor the gauss carbine includes a
battlefield "aim point" site similar to the one on most
examples o[ the gauss rifle, as well as a gyro stabllizer
and shoulder sling. lt also has a telescoping shoulder
stoct.

Reloading takes one combat round during which the
firer is considered to be evading.

A special police ammunition is used by Aesr law
enforcers which injects a sirnple. but effective tranquili-
zer into the target in order to simplify apprehension.

AMMO RNDS PEN DMG MAX RANGE SIG RECOIL

The gauss carbine is a smaller and lighter version ol
the gauss rifle. lt operates on the sarne principle as the
gauss rifle in all respects, using the same 4mm. 4 gram
needte projectiles. but firing them at a slightly reduced
velocity due to the shorter barrel length and subsequent
shorter acceleration time. A thirty-round magazine is in-

WEAPCIN STATISTICS

Normal 30 513 3
Tranq 30 2lO I

vJong
long

Low
Low

Low
Low

TL 13. Length=70 cml40 cm, Weight=2.1 kg (unloaded), 0.3 kg per mag., Cost=Cr'1000, mag=(.39.

STRIKER DATA

TL=13, Shots=30, Eff=30 (6)+2, Long=60 (3)+1, Ext-90 (l), Targets=l12 Dex Mod=7(-2 I lO(+2)

lf weapon ls used without shoulder stock, -t from To Hit Bonus. lf used with lO-round serting. three targets may
be engaged.
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Sterfighter Carrier for
by James B. Kin

THE ANATRA DORA
Star

f he Anatn f.bra ls a decades old example of the great
success that Corellian ship builders have enj<ryed in the
production of smaller trading vessels. Though out o[ pro-
duction for many years, similar Aganto 6bss freightliners
are still visible ln great numbers, particutarly in the Outer
Rirn Territories. Several .lg,anto C/asr vessels have fallen
into Alliance hands since the outbreat of arrned rebellion
of which the Anaua hm is the first ro be converted ro
carry a starfighter squadron.

The Anaua ,fura is expected to serve well in its new
role as a fighter carrier. As a common, easily recognized
freightfiner. lt is hoped that the hra wlll attract little in ttre
way o[ atlention or suspicbn as it plies planetary systems
in search of lmpertal targets to unleash its $arfighters oa.
The ship has included in its se'nsor pacftage variable trans-
ponder identilication signalling gear that may be employed
if it is believed that the vessel, under a current name and
registration, is under suspect by lmperial authoritbs. This is
a necessary elernent in the furas operatbnal strategy, as
its conversion hardly makes it a battleworthy vessel. Not
only are Alliance resources limited, but the vessel's hull
simply is not roomy enough to house hrger sublight drives
and massive shield generators.

This is not to say that no improvements were made.
Updated and improved lateral convection discharge asserrl-
blies were installed in the aging sublight drives. boosting
sublight speed to match opposing ships such as tfie Nebu-

lon-B frigate. Since shield generators were not a plausible
option. additional armor pladng was welded to rhe outer
hull in key areas to bolster protection of vital ship sysrems.
-['he 

final majnr irnprovemen[ tflas the removal of the rwo
standard merchant defense turrets and the mountlng ol
two heavier, military turbolaser turrets, complete with im-
proved lire control systems

TTIE STARFIGHTER SQUADRON

The Anaua Ibra Squadron consists of eight A-Wing
interceptor starfighters. The A-Wing is the only primary
rebel fighter small errough to safely pass through the
[*tras forward cargo lock, so no other first-line fighter can
even be considered.

The operational goal oI the Anatra ^Oora Squadron is
to carry out unexpected, random strikes a8ainst lmperial
shipping in systems that have thus far remained untouched
by the Alliance naval arm. The primary objective o[ such
strikes is to force the lmperial Navy to further divide its
fleet strength to protect the lmpire's broad and widely scat-
tered interests, further reducing the Navy's capability to
search our and strike at the Alliance's own ships and bases
For a fighter squadron to most effectively caruy out such
strikes it must be supported by a mobile base. Even though
the A-Wings are equipped with hyperdrives they are

Yars
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extremely limited in navigational capability and flight
duration. They are further limited by the facr rhat a pilor
simply cannot fly with full combat effectiveness after even
a fe*'hours in the pllots couche.

Thc Anatra ,Ma srrves wcll as a mobile base. hs
extendve navigational computers provide Jump coordinates
when it is necessary for the squadron to Jump to rhe targct
prior to engagement. The fighters' llrnited cornpurers ane
also prograrnmed yith eflrergency hyperirmp coordinates
prior to any engagemenl to provide escpe in rhe unfor-
tunate event of the loss of the Iba or an emerge.ncy
retreitt. The shlp serves as a repair and rnaintenance faci-
lity, and can even recover batrle damaged ltghters that are
unable to return on their own by udng a utillly tractor
beam generator mounted above the cargo locl. This tractor
has no combat effectiveness, and can only capture small
fighters that rre not under povered thrusr.

Since the fura ls a rnobile base, lr leaves the lrnperials
with no ability ro cross-correlare the coordinares of
attacked planetary systems to ldentify suspecr areas where
a rebel base may be hidden. Though as extremely difficult
task, this can happen yith planet-bound squadrons.

In all operations and in all inter-squadron communica-
tions, the Anaua lhra Sgtndron is simply referred ro as
"Red Squadron', frorn Red Leader through Red Eighr-

ANATRA DORA

Craft: The Arntra I)ora Srarfighrer Carrier
Type: Modified Corellian Medium Freighrliner
Length: 78 meters
Crer :56
Troops: l0
Parsengers:6
Cargo Cepacity: 40 metric rons
Consurables:2 months
Hyperdriue Multiplier: Ix2]
Nav Computer: [Yes]
Hyperdrive Bactup, [Yes]
Sublight Spced: [2D]
Maaeuverabllity: lZer o)
Hul[ [6D]
Weapons:

Tro Doubb Laser Cannons (tfe sep.)
Fne Control'l3Df
Damage'l6D)

Shlelds= [No Combat Shields]

_l

Crew Breakdown, Command Cres=6.  F ighter
Pitots=|2, Bay Crew-|2, Gun Crew=4, Medical Crew-4,
C,eneral Technicians=6. Ceneral Support Crew=6. Engineer-
ing Crew-6 Ship's Troops= 

.|0.

ANATRA DORA DECK PI.AN

FrcHTEN DECK

The lower deck is dominated by the six meter high
fighter bay where the A-Wings are tightly housed. Also
stored in the bay is a repubor tractor that aids in main-
tenance and repair. and a general purpose, six passenger
ground speeder. Forward of the bay is the cargo lock,
which now serves as a lauoch and rccovery bay. To the
rear of the lighter bay are two large rooms that were
sedioned off during the conversion. One serves as the
pilots' ready roorn and equipment locter (A) and also con-
tains two lifts that rise to the crew dcck. The other room
contains tools and repair stocks (B). Further aft is a Passa-
geway connecting the port (C) and starboard (D) engineer-
ing cornpartrnents. four crew cablns. and the ship's ground-
level access ramp, which includes an air lock. The upper
portion of the bay above the alt rooms is the bay's only

remaining cargo space. lt will usually contain extra replace-
ment parts and will often contain additional food stores to
increase the vessel's actual consumables duration to sh
months.

CREW DECX

The forward command secrion is divided from rhe
quarters section by a main bulkhead. The Comrnand Brldge
(E) is center, flanked by the Sensor (F) and Compurer (G)
rooms. The quarters section conutins most of the ship's
crew cabins, a complete Medical Srdte (H), a Common
Room that serves as an off-duty lounge (l) and rhe ship's
Calley (J). Positioned nert to the C.nlley is a lift rhar rlses to
the Gun Deck above. To the rear of the section is on
Armory and Equipment Locker (K) and the access possage
to two C.E.C. XT-80 life boats Each of these will hold 24
occupants and contains small ion drive units with a rnini-
mal fuel supply, as well as standard emergency stores suf-
ficient for two weeks.

GUN DECK

The ship's two laser turrets are located fore and aft on
this dect. Also on rhis dect is a dorsal, ship-ro-ship air tock
and locker space for vacuurn sutts (L) |
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PLAYERS'INTRODUCTION

Ceneral Straker entered the briefing room accompanied
by a female officer identified by her rank pin as an Alliance
captain. Straker stood, shifting his gaze from one member
of the rebel group to the next, until each had been equally
recognized by his somber examination. Finally, he seated
himself, and a slight smile lifred his firm cheeks:

"My rebel comrades, it is my pleasure to tell you that
you have proven yourselves to be capable individuals in
Alliance service. lt is capable people such as you that give
this'doomed' rebellion a fighting chance." The smile faded
and Straker breathed deeply, then exhaled. -Unfortunately,

the lmperial Navy is forcing more 
'fighting 

chances' upon
us than we can effectively engage in. And our casualties
have been severe, particularly where pilots are concerned."

The general momentarily turned his attention to his
companion. "This is Captain Lisha Randan. She commands
the Anatra .fura. a light startighter carrier. The Dora is
carrying a full squadron of eight A-Wing fighters. But they
lack suflicient pilots. I need you people to fulfill a tempor-
ary assignmenl as pilots aboard the lbra to carry out a
strike mission. Like other similar operations, our intention is
to force the lmperial Navy to further deplete its primary
fleets by delegating more ships to system parrol and
defense. In simpler terms - to take the heat off our boys.
Most of the pilots already assigned to the l*tra have recei-
ved only limited training and lack experience. But some of
you are highly skilled and experienced pilots. To you will
fall the responsibility of leadership and continued training.
You must board within the hour. I hope for your success,
and may the Force be with you."

GAMFMASTER1S SUMMARY

The player group is assigned to the Anatra fbra as
fighter pilots. Lacking supplies, incuding consumables, the
&tra lirst jumps to the Duluth system. While in hypers-
pace, the players participate in pilot training and lectures.
When they reach Duluth, the squadron practices actual
maneuvers with the A-Wings, while stores are loaded lrom
asecret cache. After the fighters are resecured, engineering
trouble is discovered and must be repaired. lt is a several
hour Job, so the players are invired to go see a unique
geological site not far from the ship while the repairs are
made.

After gazing down a large, bottomless pit frorn a
naturally formed bridge, the group is attacked by mynocks.
On the way back to the ship, Captain Randan asks them to

check out a weak. nearby radio signal. lt turns out to be an
lmperial probot that was damaged when its pod malfunc-
tioned during crash landing. The players eitfier destroy it in
blaster combat or it self-destructs.

The hra now sets out lor Bassadiir. the targer system.
Some time after arrival, sensors reveal that there are four
lmperial freighters ln orbit, and the squadron attacks. After
six combat rounds, Captain Randan transmits an efiFr-
gency recall. A picket ship has been detected further out-
system, and a squadron of TlEs ls closlng on the Dora. The
adventure is climaxed when the two squadrons clash, with
the l*tra right in the middle. When the TlEs are defeated,
whatever remains of the A-Wings are brought aboard and
the ship escapes with Imperials closing from lwo sides.

-BUT TM NO FIGHTER PII OT!'

It is very possible that there will be some players who
think they are inappropriate for this assignment, due to low
Piloting and Gunnery skills. who may offer complaint to
Ceneral Strater-

"l'm afraid we sirnply have to lace facts The Alllance
lacks, among many rhings sufficient skilled pilots - a fact
that is causing a sharp increase in combat casualties. And,
as I mentioned before, the hra has a dual mission of
training new pilots, which may include some of you. Howe-
ver, it should ease your mind to know that the lhras
operational orders are to attempt to avoid engaging combat
craIt."

Withour a doubt, there is ar least one player with
exceptional Piloting skill. This player is temporarily com-
missioned as squadron cornmander and given cornmand of
the Anatra Ibra Starlighter Squadron.

LECTURF. TRAINING. AHD BRIEFING ROUTTNE

As the fura lacks sullicient food stores and the base
where the players boarded lacks enough to restock from,
the ship rnust first make a six-day jump to the Dutwh
system to resupply from a wilderness cache placed there
by the Alliance. During the jump the squadron engages in
classroom instruction, computer simulation, and briefing.

The squadron commander is provided personnel files
for the pilots before giving them the flrst lecture. Most of
the pilots are quite inexperienced and none have ftown an

A-Wing. (Piloting skills for NPC pilots range frorn 2D to

3tl+1.) Let the player who is commissioned squadron corn-
mander simply read aloud the following lecture to the other
players.
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THF FIRST LECTURE

"lf I can have your atte'ntion please, we'll begin. I am
aware that rnost of you have flown only the Y-Wkrg lighter.
h.rt I'm sure everyone here has et basr heard of this Sttle
A-Wing. Starting today, we will all become familiar with
actually flying it.

"Fbst, let's cover some brsics. You'll be flying the fas-
test and most agile production starfighter there ls. This
baby will twlst. sph, and slice through the void l&e nothing
you've ever flown. You'll probably get an exhilerating notion
that there's norhing it can't do. C.et rid of that notion.
because it could get you tilled.

"Why? Because perlornance llle thls cofircs only from
sacrifictng sornewhere else. We've all laughed at the Joke
that lmperial pilots fly'solar eggshells'. WelL the A-Wing's
hull is penetrated almost as easily. Never forget that. In
fact. keep it in prirnary consideration.

"How? My advice to inexperienced pilots is to avoid
closing to short range. Severe casualties are suffered by
both sides when engaged in short range combal When you
are fired upon at anything less than long range. evade,
evade, evade. Remember, staying at longer ranges will
reduce the capacity of damage done to your fragile A-
Wing when you do take hits.

As you rnay already realize. the advantages are yours.
The A-Wiog's lasers are an even rnatch for a TIE's but the
A-Wing has irnpressively more accurate fire control com-
puters. On top of that, the A-Wing has jarnmers that will
foul your opponenl's fire control systems. That about
covers it, so bounce your craft around to your stomach's
content - but unless your a highly skilled pilot, avold clos-
ing to short range.'

The remainder of the str-day jump is filled with further
lectures combat simulation on cornputers, and performance
analysis - in short, tralning. Tell the squadron comrnander
that. on the sixth day. there is notlcable improvement with
rhe less experienced pilots. Now add +l to the Piloting still
of aff squadron members with a 2D to 2D+2 Rating. (lf any
players receive this I point improvement, you should
deduct I point from the total number of still points those
players are awarded at the end of the adventure.)

FIRST ST@- DULUTH

At the end of six days, tlrc ,fura exits hyperspace far
out-system frorn a giant, dim, orange'red sun. After scan-
ning to be sure there is no in-system traffic, the ship begins
its approach to a tiny 'hard" planet, the only one in a

systern dorninated by eleven distant gas giants.

It is to the innermost orbit that the ship heads for, to
the red-tinged planet of Duluth L Ae the &ra establirhes a
landing traJectory, it alrnost appears that the ship is going
to hurtle pasr the small chunt of rock that is Duluth I and
plummet right into the massive, red-glowing orb. But,
within minutes, thc ship is safely settled ooto the rocky
surface, only a short distance from thc supply cache.

The cache contains [ood srores, various supplies and
gear, and limited replacement parts for shipboerd systems.
From these the fura will resupply. Whlle the crew is doing
so, Captain Randan agree (or wlll suggest) that the squad-
ron should practice actual flight maneuvers in the A-Wings,
as the ship will be planet-side for rnost of a day.

All actlvlty outslde outside the ship will requtre cold
weather suits and some kind of life support gear.

DULUTH I

Duluth I has a thin atmosphere that is primarily
carbon dioxide. If it were not for thls solar systern's
cool, orange-red sun, the tiny planet would probably
be a hot example of the green house effect. As it is,
visitors to the surface would find it uncomfortably
cold, but survivable.

No life is tnown to exist on the barren surface
of this rocky wodd. Indeed, there is nothing in the
whole system to attract irnelligent beings for very
long - which is exactly why the Rebel Altiance
chose to conceal a supply cache here.

sFFtxG THF Sl-qES

When the storesare loaded and the A-Wings are
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resecured in the bay. the ship begins lift-off procedures, but
suddenly powers down. Captain Randan informs rhe crew
that the engineers have detecr,ed energy flucruations in rhe
power core that indkate imminent malfuoction. Engineering
estimates four hours for the repalr. The captain then tells
the players that there is an inreresting geological formarbn
only an hour's lrurney in rhe landspeeder. The ship's nrvi-
gator, Lt. CowarL is familiar wirh it and could tale rhem
there if they'd lite ro s€€ ir.

Alter about an hour's speeding across rocky plains, rhe
group arrives at a broad, rocky plateau and stops. Gowan
leads them to a seerningly bottomless, cavernous maw
nearly thirty meters acrosB, and sreps onto a natural rock
bridge that overlooks the dark abyss.

-l've seen this plt several tlmes, but each tinre, I leel
these strange. eerie sensations travelling my spine. I can't
help but wonder how deep it goes. And my rnind conjures
up hideous beasts lurking lllomerers belov. I don't know,
rnayh it's the spooky, shadowy orange light filtering down
the rock. Or maybe it's just the otd spacers' legends of
giant space slugs fve heard mle of. Bur each rime I stand
above this gaping maw I half expect ro see some giant
monstrosity with ten meter, ship crunching fangs come
shooting up to get rne.-but it hasn'r happened yer."

At this very moment the group sees sfiadowed move-
rnent from within the pit. A dark mass is corning up our of
the cavity! As it clears the opening it divi<les into half a
dozen mynocks, three of which wheel in rhe air and alracl
the group. Allow one round of blaster fire. then it's hand-
to-hand cornbat.

When the atracking mynocks are dealt with, Lt- Gowan
sheepishly mutters something about driving half a dozen
mynocts off the ship rhe last time it landed here. Well,
anyway, thar ought to be iusr about enough of rhis tourisr
attrac{on.

RETURII ENCOUNTER

Shortly after the group heads back. Caprain Randan
contacts them by radio: "We've detected a weal, garbled.
repeating radio transmission. We can't make anything of it.
It may be encoded. If lt ls, wharever is sending it probabty
isn't frlendly. lt's not far lrom your currenr. posirion. I'd like
you to check it out, then reporr your findings"

The captain provides the coordinates o[ the source,
and the speeder arrives at the location within an hour,
entering broken, rugged terrain. A small, metallic cralt of
some kind has crashed here, possibly an escape pod. Allow
the players to roll Technology (19+) to recognize what
remains as a robotic hyperspace pod. probably for an lm-
periat probot. The pod apparently malfunctioned, faillng to
engage breaking thrusters at rhe appropriate time to slow
the pod prior to impact.

When the group apprmdres closer, they see a darna-
ged probe droid laying in the wreck, about 40 meters away.
One if its optical hnses is slowly pulsating a dim. yellow
light. lt is still transmitting a weak signal but its hyprspace
transmiuer ls apparently damaged or desrroyed as it has
not hen Uiggered.

f, the group decide to destroy rhe probol rhar's firre
and dandy. Just as they decidc to do so, the droid roaates
its upper dome to bring optlcal sensors to bear on the
rebels then opens fire. (The probot is already heavily
damaged, so its Bhster skill is reduced to 3D.) lf the
players decide to just get to covcr wirh the hope of sorE-
how obtaining the bot's highly guuded hyperspace trans
mitter, then the probor's pdsaring hnse glows a solid yel-
low and a whining sound with a qrlctly ridng fltch
becomes audible. This also happens lf rhe bor becomes
severely damaged. or is hir three rimes without effect. The
probot is completely destroyed in the elsuing erplosion.

Captain Randan uill be very krreresred to hear that
lmperial intelligence coordinators chose Dulsrh as a pos-
sble site for rebel activity, as will ttre leaderc of the
Alliance.
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When the SrouP retulog the hra ir repaired and,

shortly thereafter, the $iP tates off and begins the pmp to

the target system

THE MISIOH BNIEF|NG

Once the Anatra &tra is in hyperspacc, the pilots of

Red Squadron are called to the ready room for a full brief-

ing. After the pilots have assembled, Captain Randan

enters and beglns:
"My rebel comrades, in three hours we will arrive at

the Tangiir star system. Our target world is Bassadiir. the

fourth planet orbiting the system's bhre-whtte star. Though

Bassadiir is in a some what rernote system, the planet is a

maJor agricultural exporter. Unfortunate lor the world's in-

habitants, most of Bassadiir's produce is hauled away by

lmperial Navy freight vessels, due to a contract forcibly

signed wirh rhe Empire rhat effectively leaves the farmers

with a payrnent that is little more than half the average

open-market value.
"Here's where things get interesting. This situation has

caused the seeds of rebellion to sProut within the citizeruy

of Bassadiir. Thus far. there is no unilied leadership, and

the defianr groups have rejected oflers to ioh the Alliance

becaus, as they put it, they have nothing to gain by allyin6

themselves wirh us, and they lear we don't truly have the

military capability to be a real threat to the lmperial mill-

mry establishment anyway.
'So our mission is two-fold. The first has already been

mentioned. The second is to convince the leaders of the

underground movemenls that the Alliance military forces

are capable of taking the war to the lmperials' There is no

better way to do this than conducting a strlkc in theb own

system.
"The f)on will exit hyperspace far out-system. then

slowly approach Bassadiir while largely powered down to

avoid detecrion. While doing so. targets will be determined

using passive sensors. At this point. you will be given a

strike plan. Until then, you should ready yourselves for the

strike. I wish you all good lucL. And, as always, may the

Force be with you."

THE ATTACK

The &tra exits hyperspace lar out-system and slowly

approaches Bassadiir while sensor operators monitor pas-

sive sensors to select possible targets. Almost three hours

later, it is determined that the only orbital targets are lour

lmperial bulk freighters. But Captain Randan determines

rhat rhey'l l  do just f ine. and contacts the squadron com-

mander. (By this point, the squadron commander will have

determined which eight of the twelve pilots wil l actually f ly

the mission. The players should all be flying.)
"Conrmander. we have four targets. Attack data is now

being down-loaded to your crafts' computers. We detect no

Irnperial fighters in close proximity to the targets. You've

got a clear run, folks. Remember, our mission does not

include engaging combat craft. When you detect TlEs clos-

ing in force. break off. Good luck. And hit 'em hard."

The A-Wings are soon launched and on their way.

Within minutes Red Squadron reaches long range from the

freighters and the attack begins. The turrets on the freight-

ers do not return lire until the second round.

After six combat rounds, Red Squadron receives an

emergency transmission lrom the fura: "Red Squadron.

Emergency recall. Repeat. emergency recall. Have detected

out-sytem picket ship. Twelve craft closing fast. Sensors

confirm, TIE fighters. We've been made, folks' Hurry back,

or they'll cul us to Pieces."

ITPERIAL HARVEST CLASS
BULK FREIGHTER

Cralt: Kuat Drive Yards Harvest Class
Type Large Bulk Freighter
Lengrh: 460 meters
Cre r :44
Passengers: None
Cargo Capacity: I 33,000 cubic meters in | 2

f ully pressurized and climate controlled holds

Coosumables:6 months
Hyperdrive Multipller: [x3]
Nav Conputer: [Yes]
Hyperdrive Baclup: [Yes]
Sublighr Speed: [lD]
Maneuverability: [Zero]
Hul[ [4D]
Weapons:

Tro Laser Caunons (fire separately)
Ftre Contnil:l2Df
Ihmagel4D)

Shields: [No combat shields]
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DEFENDING THE DORA

When Red Squadron reaches ttre lhtra. they see that
the TIE squadron has beaten them there and is already
attacking the rebel carrier. which has been hit several
times, though no serious damage has yet been inflicted.
The Doras two turrets are wildly blasting away at the
lmperial fighters.

Eight TIE fighters pair off with the A-Wings while the
remaining four TIEs continue attacling the carrier. As the
A-Wings engage the Imperials, you as Gamemastcr malr
wish to simply determine how the battle goes for the NPC
A-Wing pilots and their adversaries without rolling dice.
Things will move quicker this way. and you can easily
manipulate the outcome of the engagernent. lf the players

don't do too well, the NPCs can do some fancy shooting
and come to their assistance. Lilewise, if the players do
extremely well, the rebels should should take some damage
or casualties somewhere.

The oa,rashould survive the batth with its hyperdrives
intact. The TIEs should be destroved or driven off. but

likely at the cost of much damage and several casualties to
the rebels.

When all operative A-Wings have been broughr
aboard. the Dora will retrieve any inoperative fighters. Just
before the ship makes the jump to hyperspace, sensors
detect twelve craft closing from the direction o[ the picket
ship. and twelve more approaching from Bassadiir. They
arrive too late. for the Anatra Dora suddenly disappears.

ULTIMATE SUCCESS

Sometime later (perhaps the next session). the players
should be congratulated as they are informed thar rnany ol
the underground groups on Bassadiir have agreed to meet
with Alliance representatives to discuss joining rhe galactic
cause o[ freedom. It seems they were indeed impressed
that an lmperial fighter squadron yas bested by ournum-
bered rebel fighters. They decided that these rebels may be
a threat to the lmperial establishment after all O

T IFFANY STAR

Fanz i  ne

News le t t e r  suppo r t i ng  t he
H ISTORY OF  THE IMPERIUM
I,JORKING GROUP (HI I^ IG)  iN
deve lop ing  t he  f u tu re
se t t i ng  o f  t he  I npe r i um.
S i x  i s sues  come  w i t h  annua l
membersh ip  t o  H IWG.  Au tho rs
and  a r t i s t s  i nc l ude  Marc
M i I I e r ,  Je f f  Swyca f f e r ,  Ed
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MODIFIED SPACE COMBAT
Additiorial Rules for Spaoe Combat n Star Was

by Jamcs B. King

fn the Starship Combat Rules for Star Wars' The Eoh
Plaling Gme the designer menlions not being loaded
down with "overly complex procedures and detailed rules",
and players oI Star Wars certainly are not. The Starship
Combat Rules are greal They're srreamlined and fast flow-
ing, and I enjoy their comparative simplicity.-but they're
just a tad too simple for me. The rules do suggest that Star
ll/arnbrc be used by those seeking more detailed rules, but
I don't want a lot more detail, only a lirtle. lf you're of the
same mind. below are some additional and modified rules
that add some complereness and realism, and hopefully
move space combat closer to the heroic space battles in
the Star Warcmovia.

THE BOARD

Sure this is a role playing game, and a playing surlace
and counters aren't required. Myself, I prefer them. lr's far
easier to keep track of range. direction, and relative position
using props as visuals. especially if there are multiple ships
on both sides. And besides, players like visuals. Most space
cornbat board games include hex grid map sheets with one
inch or two inch hexes. Such a map sheet can be used for
space combat in fiar ll/ats.

Below are counters lor use in cornbat, sized to one
inch hexes. Feel free to copy them for your own personal
use. I suggest that they be mounted on poster board using
a dry stick glue and colored with color markers. Each has a
blank circle for numbering to allow easy identification.

RANGE AND MOVEMENT

On a hex grid mapsheet, Short range is the adjacent
hex. Medium and Long ranges are two and three hexes
distant.

When changing range during rhe Roll Actions Seg-
ment, the vessel with the higher Sublight Speed roll is the
one that actually rnoves to a new hex.

Keep in mind that combat is being played out on a
two-dimensional surface - which space is not. The loca-
tions of the counters on the play surface are only generali-
zations and are far more spread out than they really would
be. lf a player destroys his TIE fighter opponeat and the

closest opposing target is six hexes distant, alter it. Perhaps
it will take one turn to close the gap to Long range.

MOVEMENT AND SENSORS

It is stated on page 65 oI SW:FPC that any vessel that
goes beyond Long range "has left the area of the battle
entirely, and cannot attack any orher shlp". Well, maybe,
and maybe not- Sensor range is grealer than weapon range.
A pilot may wish to return to combat, or wish to pursue an
escaping fighter. Let's say that sensor range for detecting
and rracking small fighters is three times that of elrrerne
combat range, or nine hexes. A fighter then leaves the area
of battle when it goes beyond nine hexes.

These sensors are aflected by damage. Heavy damage
results in a reduction of sensor range to six hexes. Severe
damage reduces them to cornbat range, or three hexes.

sil{tELDS

The only part of the Spacr Combat Rules that'l really
don't tike is that dealing with shklds. Most Alliance fighters
have a Shield Rating of only lD, whlch means, one hil on
the shlelds and they're ouL Well folks I do believe I wat-
ched those fighrers on the silver screen tale multiple hits
on the shields - without losing them. I suggest we treat a
shield hit like a hull hit. A Light Darnage hull hit resutts in
ionization (- lD on all control ralings) until the end of the
next round. lf shields are hir instead. let's ;ust say they are
disrupted (-lD) until the end of the nef,t round as well.
Really, the shields deteriorate last enough from Heavy
damage, along with the rest of the fighrer's control rathgs.

TAGING

This rule 15 5 rggested in an effort to add more of the
instensq dogtighting spirit thrt was captured in the movies.

After opponents have come into Short range, one or
both pilots may wish to "tag" the other, that is. maneuver
in behind the other to attack where the opponent cannot
return fire. This action must be declared in the Declare
Actions Segment, and is subject to the Multiple Actircns
Penahy, as Piloting skill is applied to the Subllght speed roll.

A Sublight Speed roll at least twice that of the opponent is
required to perform a successful tag. lf there is no success-
Iul tag, then both pilots are free to fire on the other. A
successful tag lasts only one round, but can be attempted
each turn that Short range is maintained.
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SPECIAL RULE: A-WING

The Star Warc.*ourcebw* descriptlon of the A-Wing
describes the fighter's ability to jam the targeting sensors
of small fighters reducing the target's fire accuracy. This
may be included in combat by reducing the rarget's Fire
Control rating by lD at Medium range, and by 2D at Short
range. The jammers are only effective when the A-Wing is
closing or maintaining current range, not when running
away. as the jammers are forward lacing.

When the A-Wing takes damage, the jarnmers are
affected. When the craft's performance ratings are reduced
by Heavy damage by lD, the jammers are likewise. For
instance, after the A-Wing's first Heavy damage result, the
jammers will only reduce an opponent's Fire Control by lD
at Short range.

The A-Wing description also states that a few such
fighters have been field-modified to allow shooting straight
bad. Should players acquire such modified A-Wings, you
should reduce the Fire Control rating by lD a result of the
modifications.

SPECTAL RULE: B-Wll{G

The Star Warc .fioureboo* description of the B-Wing
states that the high Fire Control ratings for the ion can-
nons and proton torpedo launchers are due to the craft's
unique ranging laser system. lt also informs us that the
ranging laser reveals the approach veclor ro defenslve gun-
ners. This may be included in combat by allowing the
target an addttional I D Ftre Control if lt is returning fire.

Of course, players don't have to use the laser cannon
as a ranging laser. lf they don't, I suggest reducing lon and
Torpedo Fire Control ratings by only lD, instead of by 2D
as the Soureboot reads. The reason I suggest this is
because the fighter loses I D Fire Control on all weapons
when Heavy damage causes the gyroscoplc stabilization
system to fail. If the ranging laser is not used (the book
says it rarely is). all Flre Control ratings are reduced to
zero. with the exception of the ion cannons ( lD). We should
give the regular targeting computer more credit than that.

PARTING SHOT

Many game designers have similarly srarcd: Came
rules are not poured in concrete. lf you agree that the
Space Cornbat Rules ior.Star Warsneed a little more "pad-

ding", but find these suggestions unsatisfactory, season
them to your particular taste. In any case, may your next
space battle prove a victory for the Rebellion...And nray the
Force be with you. I

COUBAT COUNTERS FOR
.TTAN VARS
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ADVENTURING IN THE SHATTERED IMPERITJM

Sources of Subsector Maps and Drta for l{eg:aTrar&
cnmpiled by Ed Edwards

EDITORS INTROIX/C7|O I lt rb protubly. a fah/1.
acculate starcmeJlt Io say that the majonly o/ Traveller
campargns are Hng played n the Spthvard Mardts *t-
tot or verc futote Du/tnors bu/lets qarfd maStr upltea-
val wtlan tlrc Third lmperium. Mlh the bnnd and intense
coverage o/ the rckllbn that has futt suppld through
nev MegaTraveller te/ear's many al thex carnpargns wll
/tteJ1' fu.come morc involvd n the arpinrsL,e rcfu//bn
acudties. But. as t"lte tUegaTrayeller Reletrc's Coa-
ptotbo slate.s on page & 

'The nrcssitylor a
large-sca/e campargn s a large area of spae- " This com-
prlathn dtotys whtch subectorc haye appeatat tn yanaus

publcations both offiabl and unolfrcial 7he map rdettufr?s
the l<raubns of indttated subwtorc

BEYOND SECTOR:
All The Beyond (Paranoia Press. 8l )

CORE SECTOR:
C Travelters'Diges #B (Digest Group Pub.,87)
I Travellers'Digest s9 (DGP,87)
J Travellers'Digest *9 (DCP,87)
K Travellers'Dgest sl0 (DGP,87)
M Travellers'Digest #10 (DCP.87)

CORRIDOR SECTOR:
E Travellers'Dgest #3 (DCP.85)

DENEB SECTOR:
A Travellers'Digest #l (DCP, 85)
H Travellers'Digest #2 (DCP,85)

FOREVEN SECTOR,
L The lmperium Staple (Petro,86)
P The lmperlum Staple (Petro,86)
O lmperium Staple (GPA, 87)

GLIMMERDNIFT REACHES SECTOR:
All Glimrnerdrift Reaches (Judges Guild.8l)

LET SECTOR:
All Ley Sector (JC,80)

LISHUN SECTOR:
F Travellers'Digest #6 (DGP,86)
I Travellers'Digest #7 (DCP, 85)

MAGYAR SECTOR:
N Travellers' Dgest # l4 (DCP, 88)

MASSILIA SECTOR'
J Travetlers'Digest #l I (DGP,88)

MESHAN SECTOR:
M North Coast Role Playing *4 (Osser.88)

OLD EXPANSES SECTOR:
A Travellers'Digest f 12 (DGP,88)
C High Passage *4 (FASA. 82)
H High Passage *l (FASA,82)
J Ftlgh Pmsage #5 (FASA,82)
O High Passage #2 (FASA, Bl)

REAVER'S DEEP SECTOR:
F Far Traveller #2 (FASA,83)
J Far Traveller #l (FASA 82)
K A Pilot's Guide to Drexilthar (Gamelords,84)

REFT SECTOR:
J Adv 5 Tril l ion Credit Squadron (CDW, Bl)
K Adv 5 Trillion Credit Squadron (CDW, 8l )

SOLOMANI RIM SECTOR:
All Supp 8 Tlre SolornaniRim (GDW, 82)

SPTCA SECTOT:
All Comthg soon lrom Wdt Lnterpnses

SPINWARD HANCHES SECTOR:
All Supp 3 The Spinward Marches (CDW, 79)

TROJAN REACH SECTOR,
A Third lmperium #l | (Jackson.88)
B Adv 4 Leviathan (GDW,80)
C Adv 4 Leviathan (CDW. B0)
D Thlrd lmperium #3 (Jackson,86)
E Third lmperium #8 (Jaclson,87)
F Third lmperium #7 (Jactson,87)
G Third lmperirrn # I (Jackson, 86)
H Third lmperium #5 (Jackson.87)
I Third lmpeium #9 (Jacksorr 88)
J Third lrnperium #10 (Jackson,88)
K Third lmperium f2 (Jackson.86)
L Third lrnperium #4 (Jackson,86)

VLAND SECTOR'
F Travellers'Dgest #4 (DCP,86)
C Travellers'Dlgest #5 (DCP,86) O
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PROVINCIAL LANGI]AGES
Linguistic ths in ,$aetVartarr

by Ghn Allison

ln the Space Master universe, the different provinces
were established by companies that invested the time and
money to go to the stars. These companies were many
times subsidized by various Terran governments and also
had certain cultural ties and backgrounds that were to in-
l luence the development  of  the separate prov inc ia l
languages. Just as modern languages today are derivitives
of older languages, the provincial languages ol the current
Space Master mileiu are based on the languages we know
today. The Space Masler Companioa and the newly
revised Space Masler give us some clues as to what cul-
tural baclground (and, by implication, what languages)
were to in f  luence the development  o[  the current
languages. Sufficient information is not provided for every
province to establish language connections, and in these
cases I have tried to set something up rationally.

I wanted to create some kind of chart that would show
me the language relationships between the provinces and
would also tell me how easy it would be for someone who
l:new one language to understand another. On Terra in
Prelmp 9657 (1988), languages were different enough that
just because a person knew one language, there was little

chance of understanding another language unless it was
merely a dialect (American, English and Australian, for
example). At the current game time (10,000 years in the
future). the languages and dialects have blended together
such tfrat a person might have a better chance of com-
municating with someone speaking a different language.

The first chart below indicates the provincial and Im-
perial languagelcultural ties. The second chart shows rhe
provincial language connections and also shows the level
of diff iculty in understanding another language.

To determine if a PC or NPC can comrnunicate with

another who speaks a different language, just follow the

steps outlined below.
l) Subtract the number on the connecting l ine (-x)

lrom the PC's known language ranft to determine tlre

chance to understand a connected language.
2) lf the difference is positive. use that numbtr as the

new rank number. lf the difference is zero or negative. then

rhe PC has a percent chance r.o understand certain kev

words of lhe connected language as follows: Rank 0=40%,

Rank - l: '25'/". Rank -2- t 5%, Rank -3=57,' Rank -4'0%. O
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STARBATTLES (MAINLINE)
I Ao or.rtiew provided by Future Combtt Simulations 

]

@PtrDU[DgG [.[NmS (From STARBATTLES)

STARBATTLES (Mafnlioe) is an intermediate level
game of tactical space combat. lt is basically a two player
garne, as the scenarjos are set up, but can be played by any
number of players. Each die-cut counter represents a single
ship varying in size from a Cruiser to an Escort, a Mooring
Sution, a Space Station, a Base Station, Spacecraft or a
Small Freighter. The Ships are of the MAINLINE design.
Of these there are two types in each class. They are
ROWEX and LINEX. The significance o[ the two types are
visible on the individual ship diagrams and are further
explained in the rules on cornbat. The Small Freighter also
comes in these two types. However, these freighters are of
the VTOL (Vertical Take Off and Landing) design. The

and Torade lV.
The Second Interstellar War erupted in the year 2y'|--7

in Torade lV. and in Uench duriog rhe following year.
However, it was conducted by the ground forces in each
systern rather than the main fleers of each race. This war
lasted for less than four years.

The Third Inrerstellar War began in rhe year 2283
when another race pined in balrle against the Theophy-
lites, and later against the Prtmidones. However. rhis new
and hostile race, the "Ramycin Empire". became allies of
the Primidones shorrly afrer their *cond bartle against
each other. The new allies now posed a threar to their
enemy on three fronts. After a catastrophic batrle at
Torade lV a ceasefire was declared. endlng tbe rmr after
nine years.

Ttre Fourth Interstellar War began in the year 231I and
lasted eighteen years! But this tinre three more major races
had come into the picture: the "Carbamez Federation of
Planets", the "Choords of Choordia' and the "Nads". The
first two races joined forces wirh rhe Theophylites while
the lrJads spurned all. The Nads at this time in rhe war were
more powerful than all the other races cornbined. Thus,
they waged var ()n everyone, relying heavily on automated
weapons and defenses and deadly suicide ships ln the year
2329 the Nads launched a massive attack thar devastated
over 9OYo of all fleets. including rheir own. The Fourth
Interstellar War came to an end

ln the year 2350 the Nads began rheir arracks again.
The war lasted lasted for more than twenty years, but
nobody lnows exactly how long. The Fiffi lnrersrellar War
has become known as "The Interstellar Holocausr" because
every single manned warship was destroyed. Most colonles
and outposts were devastated. Bases and shipyards
became masses of floating rubble and rwisted steel and
debris. Every star system of each empire was cut off from
all others. Left to fend for their lives on battered planets
were injured and frightened survivors. And the void of
darkness between the stars was left in an eerie stlence.

PRELUDE TO THE SIXTH INTERSTELLAR WAR

Four score and seven years have gone by since rhe
Interstellar Holocaust. The Fifth lnterstellar War had invol-
ved rnore robot ships and suicide ships than all the past

wars combined. Due to the great quanrity of rhese ships
came the merciless, vicious annihilation of over 85% of the
populations of each race and the virrual desrruction of
technology.

stations are of the ROWEI
Stations.

Each hexagon (hex) on

type only and are Shipyard

the mapsheet represents
62.173.3 miles and each turn represenrc 20 seconds of real
time. Each ship (freighrer or station) is represented by a
counter on the mapsheet and by a configuration o[ its
component systerns on a separate control sheet. This con-
trol sheet is in the form of a diagram which is comprised o[
hexes and gives a basic outline of the ship. Ireighter or
station. The CONTROL SHEET DIAGRAM provides
both a reference of what a unit started with and what is left
after each turn of combat.

BACKGROUND

lf rhere is such a thing as a twin Earth, Tobrica is it. As
a matter of fact. everything about Theo, the star system of
the "Theophylites of Tobrica", is identical. From the small
yellow sun to the asteroid belt to the atmosphere on
Tobrica, everything is identical. However, the people are
different. That is, they are not twins to those in existence
on the planet Earth.

In the Theophylite year 2055 (which corresponds
exactlv to Earth years!). the Theophylites first experienced
interstellar travel. "Warp Corridors" had opened the spa-
ceways to other star systems and the Theophylites began
to expand. looking for their "Brothers in Theoselbib".

The first truly interstellar war began in the yeat 2197
when the Theophylites encountered the "Primidones o[
Coxin". The war had lasted for less thil eight years when
the two races signed the Treaty ol Uench and retained an
ou(post in both of the star systems that they shared, Uench
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Every star system was cut off from all others. There
wasn't a manned starship available anywhere, wirh mayhe
the exception of a few itltact fighters and boats rhat had
safely hidden on a few planets. Survivors had to rely on
what available resources they could find and their own
education, memory and know-how that was passed down
over the years.

For the most part ground bases were available.
Actually, the remains of such were available, but they were
only good for researching weapons and defenses. Fighters
and boats, if any, offered nothing in the way of starship
designs. So there was little to no inlormation from which to
develop from. What's a poor survivor to do? Start anew!

The people of every surviving planet had no orher
choice but to begin wirh this new challenge. They built
their first ships armed wirh laser cannons. guns and inter-
space missile launchers (the base from which most other
weapons stemmed from in one way or anorher) and a few
unique designs never used before.

The Theophylite homeworld survived; the Primidone
homeworld did not. Neverthelesg both races had several
colonies and outposts that complete annihilation had
passed by. And they all had one goal - to attain space
l.ravel once again. And that they did, and because they all
had a good idea as to what may be laying in ambush
behind the next star, planet, moon or asteroid, they went
well prepared in the same old tradition of warfare. O

SCENARIO SUBIIISSION RULES FOR STARBATTLES (TAINLINE)

Scenarios 75 and 55S from STARBATTLES
(Mainline) are variable scenarios. They were creatd
specifically to allow garners to develop their own
scenarios. A future scenario package will officially con-
tain twenty (20) scenarios. This allows for ilexibility on
my part and imagination and creativity on your part.
Gamers and readers may create and submit their own
scenarios for possible inclusion in this article" Please use
the following guidelines lor your scenario submission:

l. Ships to be used should be taken from those
available from the first three scenarios in STARBAT-
TLES.

2- Otrc (or maybe two) different ships may be desig-
ned and accepted as being built special order lor the
purposes of a given scenario.

3. Weapons and other systems used should be only
those available at that given time.

:

4. Victory Conditions and Special Rules are of the
greatest interest, but try not to make them ovedy conr
plex.

Please use the following for submission format:
l. Prelude (purpose of rnission) :

2, Initlal set-up:
A Theophylite's Promotian Allies

B. Primidone's Tshaka Colonisrs
C. Others :

3. Approximate play length of the scenario. r
4. Victory Condltions. l

5 Special Rules. 
:

Submit to: FUTURE COMBAT SIMLJI-ATCINS
Special Scenarios :

P.O.  Box 9143
Anaheim. CA92812-9143

JUMPSPACE BACK ISSTJES
Jurnpspace was the forerunner to Voyages. As such, it was an ama-

teur magazine supporting CDW's TravellerM RPG. We'd like to clear these

back issues from our inventory, so we've discounted the cover price! There

is a limited availability, so order soon.

t2 (opd) for each issue or $5 for all fout!

NO- 3 The Human Spirit; Hornet 23E Main Battle Tank; Modified Scout

Courier; Smuggler's Wish List-
HO- ,l A Moment with Naval Architect Tyler Purcell Small Craft for

System Defense; .funtr1' (TassSDB;MK XIV Liquid Explosive
NO" 5 t'argr Spectal Vargr Combat Vehicles; Vargr Scout and Courierl

Vargr Tracked ATV; Psi-staff of the Ancients.
NO- 6 A Story; Solomani Fleet Courier; Solomani Combat Vehicles:

Robot Maru Quantaire Accelerator.
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A LOOK AT WHAT'S INSIDE OUR NEXT ISSUE.

BIRD OF PREY-PART I I
FOR, TVIEGAfRAV'EIJERru.'Kirk Kading and John Fernandes comphte their
Aesr feature, which includes Aesr character generation and details on the Azgar
'Foundation for the Advancement of Ancients Knowledge", plus an adventure
for Aesr characters

REBEL JUSTICE
AN ADVENTURE FOK ̂ |TAR l|AftFtrt:The adventurers must apprehend a
rogue rebel to stand trial before a rebel cuurt for crimes committrd against the
Alliancr-

STAR IIAPS
FOR J7.4r? Str',.Lp9tt: An alternative to the ,frar W'hrs A*rogation Gazet-
te€r.

KFAilGA CTA.fSFIGHTER
FOR ,/UBclftq,1f;fif.ffiru: Complete detarls, schema.tics and stats on a
Vargr s:pacr"^ fighter conslructed on the cutting edge of Varpx technology and
design.

AMERICANS IN THE ETHER
FOR SPAGT: /89il: An illustrative example of a"n American made ether flyer,
comnlete with a deck olan in 5mm scale

TIILITARY DRESS
FOk ,SPACE-: /$,p'tr: ft look at the unrforms of the offworld forces of world
powers in 1889.


