


2 

After complaining abouc die contenlS of wch g-in1 mapziMa that an: out there: thole beginning 
with Ds. Pl, Ga. s •. f•, Aa, etc.: After complainin1 about tbc coau; B•ically. after a lot of 
complailling, I finally tried lO do -dain1 aboul my complainta, bat did you ever have an idea. try 
1o do it. cm be plaa-1 by pobma dr:r problem? I can dcftnitely say yea. 

NCRP bepi1 11 • idea back wbat I bepn playins rolcplayill1 pma. Like many of my peen. I 
beg111 wida ADaD. Sol bofed widl it. ud mo¥ed oa. e .. 111eie-'t aaythillg like Dragon to help 
you with 04bcr 1- 10 • idea came to ..e. Why not mate a mapzinc detailing mine llld ocher 
pmer'1 experiaice willa playiag RPGa. Thill tumed Imo tbc lllcirt naa, 2 t..ue mapJ.inc, called 'lhc 
Supplemenl". Well if you fail, cry apiD. 

1'hia time. I -..t 1o ..aa., a varianta ma1aziae. Chmp and new thinp for every game out 
(which w11a't 100 -Y back dim). It w11 called ·11ram tbc Mueer'• Miner - rather 1elf-indulpnt 
title. don't you thillt? WaD. cwn dtCJUah we had cnoup material for 6 ilaua. not one saw print. 

The ye .. paned (oil boy, dkl tlley paa. 7 lidfrieeda, gndwatioll, new car. Uld py hair, ugh!) 
llld I decided to try apia. 11ais bristp • to NCRP. I dlcided not to besin without a following to 
unload the magaziac • if it tumed out to be a dos· Luckily. it didn't. WeU luckily i1 a pretty 1009C 
term. the tnadl ii, - ltavea't diad yeti I write almost daily to pmh for more subKriptiona. ads. 
anic:lcs, art, mailen to 1eU the ma.pa:ine, *· 'The life of aa editor im't too tough for a 2A page 
maguillc. 'The life of a pibliaber oa the •- ••uine la tough! It'• tough enoup that I feel I've 
now ewncd dic.e py hairs. Aayway. tMre ii •point to tliia rambling. 

What I really need to WI you is about tbe new ccat.. Now I bow people out there who have 
faithfully foDawed • ~ ._ti 1111111 be shoc:lr.ecL lt'a U- #4 Uld -·\le increued our price by 
25K, hilt pleuc let me uplain why (defend my.elf' and NCRP u it were). When we 1taned. we 
didn't bow how mudi aaydlin1 wu Soinl to cwt. in fact, when wc made tbc S.60 pricc on the 
cover of ti pennuic•. wc didn't hne uiy idea tbea our cmt to mate the mag would be more than 
what wc -~ iicllin1 it for, but - learned. We raDed our price to S 1.00 

WeU you can't alway. get thiDp right. and my 1nCk record teU. me that I can •ubstitute 'ever' for 
'always'. Anyway.• Sl.00 we were at lcaat •lling the iaue for more thm it coat to mate up IOlllCI 
and co«a. but - coulda't mail it anywhere wilhoul •aain making the magazine cost more th1111 the 
cover price made back. n- we move to Sl.30. Now lhil Sl.301CC1D1 to be a good •table price. 
Including the new poa'age kb aad everytbias elae dW bu cropped up, wc will be able to keep the 
c:oet at thia price for awllill:, but thia brought to me the queatloa of value. 

I think ro.CRP is wocdt Sl..50 an ialue. I had a friend who 1ugated dW U..tcad of setting the 
?rice. We should keep incaalng it per iAue. la a couple of yem. NCRP ..0 might be • much u 
;~oo a copy. Thia. of .:0411'111, would not be a SoOcf value. I told him ao (uaing my typewriter on bi1 
h<:ad u cmph11is). /u. OIU' KW coat, - an •till the !cut expcnai\le map&inc Oil the market by at 
!cut half price. So. I llope you fiDd. u we do. dalll the v.lue of NCRP ia lltill conatant widi iu price 
(Ind jibes w1Cb your pocbt book). TIIANKSI 

Now. I alao .,,-"'Cl to addreu a WI'/ ~ U.ue w' ·'.·· me: the travesty that occured in printing John 
Sullivan'• :.- " ' le on Vmlf'Y"I!'• laat .... When W>I: sent the mapzine to the printer. a 11entcnoe wu 
cut off lh, . .ottom of pate 3. 'Then. p:1gc 4 -' ' were awitchcd (even though 1hey stayed 
-tucntiaily nubered. o...-bcn go oa after the rnaaten are made.) I ha\len't got a clue how that 
could happen. Hwn• lllpauity, I gueu. Aayway, the mU.ing sentence begins at the boaom of 
page 3 (illae 13) . .......... form. la wolf f- they can allack with cla-. doing. aluhing 
allaek at duwt +I. .. • 

To atom for diia miltakc, - offer to you a complete copy of the article with aome new ut. AU 
you need to do ia write us with a atmlped Klf-addreued cn"Velope and reqUC11t the V unpyre article. 
We11prmapdyacndit10 you complete. Apia. I =r.: to you for thil inconvco9cnc:e. fd love to 
promiM you tbat it will newr happea apia. At lcut hope it doan't. Sony John. We11 flay the 
printer. 

NCIU' is prinCed moatbly. A six iNuc aublcripdOll ia $8.00. Back i11UC11 are available while 
•upptia lat• Sl.2' for~ I, 2. Uld 3. Send check ar money order to Bany Oucr/NCRP at the 
addre• Oii the back ~. NCRP •I-ya wek:oma lea.en tcWn1 • bow we're doin1. what you 
wmt to ICC •do. aad for jlllll pnenl hclloL We mill" evca p-iat aome if recc~cd them. 

Ad• for NCRP are Sl-'O f« buiaela c ... S4 fOI' a quancr pap. SI for a ball pap. Uld SI~ for 
a full pap ad. O•lifiedl for ftDdin1 ..,_. ia y- - or f« buying. •Dins. or tradiltg item• arc 
Sl..50 fot 30 wordl plm ._, llllcftM, ud PH -ber if yoa willa. Mab cbeck or -r Older 
uabcwewidl~ 

Aa always, ... ..tco.e wrilen and lltiata to write .. wilh their idea. 



iIJiB G;.11m In R o/1pln1ine ·G.1nn.1£S 
by Richard LeDuc 

BB Guns and other forms of minor lire-power arc often over looked in RPG's. Because of rhere 
application in cenain obscure settings. I have taken it upon myself to provide mechanics for handling 
severnl of the more common varieties of "toy" guns. 

To stan I will recognize S types of low power guns: 

a) 88 Pj3to1s: Held and fued from a single hand, shooting a small round ball at relatively low 
speeds. 

hi BB RiDes: Held and fired with two hands. shooting the same balls as above. but at higher 
llpecds. (note that the ammo is interchangable with the pistols.) 

c) DB Aulit-PWols: Like 1 BB pistol. but firing a great number of rounds per second. 

di Pelle! !'blob: A pistol that fires a llpCCially shaped round. 'The.�e weapons have a much 
greater energy then comparable BB rounds. 

e) Pellet RjOn: 11ic high power end of the low power fueann category. 11icy shoot the sane 
pellets as the above pistol. 

The last consideration before going on to the game stats of these weapons i!! thar of energy source. 
There a.re two main types of sources: pump action. or compressed air. BB auto-pistols only use 
compressed air. Pellet weapons only work using pump action. Other BB guns come in either form. 
Pump action weapons take a cenain amount of pumps before they can fire at full strength. l'>ut in a 
pinch they can be fired at half power. Compressed air rubes will work for a number of shots after 
which they will lire only at half strength for rhe same number of shots. All compressed air rubes. 
ex�pt thooe for auto-pistols. can be interchanged. Also an air tube can be removed. but it will lose 
all remaining charges. 

AITERMATH1 Stats-
QY!! P.B. Shon � Llmi Jrn.QQ_ 
BB Pistol!! 2 4 7 12 4 
BB Rifle 3 6 10 20 8 
Auto Pistols 2 4 6 8 4• 
Pellet Pistols 3 6 8 16 7 
Pellet Rifles 4 7 12 30 I I  

BBDG= B B  Damage Group. Calculate the amount of damage as per a BDG;but BB's do type C 
damage instead of type L. Also barriers count double against these weapons. 

• Auto-pistol weapons are considered to fire at super-machine gun rates. Roll a d6 for the number 
of rounds that hit. 
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Air powered guns arc treated as having AL action, auto-pistols hllve FA, and pump action weapons 
arc SS (not PA because they take more then one pump 10 be able 10 fare. see below). 

Pump action weapons need 20 pumps to fare at full power. 1 0  pumps to fue at half power. A 
character can pump the weapon a number of times equal to their DfT group per action. 

Each round shot by an air powered weapon takes one charge off the cylinder. Small cylinders for 
rifles and pistols have 100 charges. Large cylinders for auto-pistols have 600 charges. Once 1/2 of 
the cylinders charges are used, the weapon will fue at 1!2 strength. Any weapon fued at half strength 
will have its 8800 divided in !Wo. 

('all of ( '!bulhu I ( "baosjum-h oe games Sta!s· 

For C of C I won't make a distinction between BB guns and pellet guns. nor will I any longer 
concern myself with 1!2 damage, I Interested refs can set a number of �hots where after the damage 
from rhe gun will be halved. I but even still, modem monster hunters have a wide vari�ty of of BB 
guns to chose from. 
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� S.lt2t.s l2il!!.lm � OOl!m. 1:2si�; Quo Aum2 Ail Malfuncti!!ll 
Pump-pistol I d]-2 0 I� ·'" I 00 
Pump-rifle 1{2 d3· I 7 to QO I 00 
.\11to RB pistol Burst d3-2 5 w 100 I 21601 96 
,\ir-pistol 3 d3-� 5 15 .io I 11451 118 
Air-rifle .l d.l-1 (i 10 95 I 11301 99 

Th<' cost of ammo i� for I 00 BB's or pcllt't� 
The number in 11 is th<' nwnher of shots per compr<'s�d air canis"r. or bursts for the auto-pistol. 

Now W<' nm into a bit of 3 problt'm. The rt'lnaining f!:UTl<' rnmbar systt'ms lack the subtl<'ties to 
adt'quat<'ly dmlonstrat<' the nuances of BB guns. From here on l'U he condensing the number of 
weapom for each game system. 

ti lJ RPs Stats: 
For GURPs lt'IS only consider two types nf we:ipons: 

� 
Pellet gun 
Auto-BB 

� &nL 
Crush d3·1 
Crush d3-2 

f:J! 
2 
2 

jlLl2, MM. 
10 20 
7 IO 

Note that the auto-BB pistol wiU fir<' up to thrc<' shots per round. 

Ad1uced Oungesms apd Uragons sta!S: 

Qm 
50 
75 

S12ls._ 
12 
20 

Every oow and then. sonlt gear from one plane falls into another. eith<'r by :iccidenr or desif!n. 
With this in mind. consider the notion of a fighter wield ing a pellet rifle, or a paladin armed with a 
BB auto-pi<ttol. 

� 
Pellet gun 
Auto-pistol 

� Slliul Mcl 1.&n& 
I 5 10 15 
5 1.5 3 4.'.'i 

ZJ :! l.21 a2ll! 
-5 -4 ··' -2 -I 0 +I 0 +I 
-6 -5 .4 -.l -2 -I 0 -I 0 

Pellet wt'apons do hB-1 v� mansized or smaller. and ld3 vs larger then man sized. 
BB auto-pistols do ld4-2 vs mansized or smaller. and Jd3-I vs larger then man sized. 

Robotech !he ro!e-o!ujpg game. apd other Palladium hoe games 

Pellet Rifle . 
A weapon commonly owned hy liltl<' kid�. C'artridi:c: Pellets Fted:Single shot. no magazine. 

Wei£hl: S !�. Effec!he Ron2e: 100 ft. Cir.1t: 100. Damaee: !d3-I per round. 

BB au12-pjsto! 
A civilian weapon u�ed primarily to destroy �oda cans. Cartridge: BB. Fttd: 20 round 

gravity feed hopper. Weitthl: 4 lb!!. F:ITecthc RanJ!e: JOft. Cost: 50. Damol!e: ld6 per 
round . 
Lrttks and Crawdads: 

Don·r Oc silly. BR [!UOS :ue f:u to hig tn he wielded hy �m fresh water crustaceans. OK. try a 
IOJ6 roll v1 IQ tn figure our that pulling the trigJ?er fires the weapoo. and a 7d6 roll v� IQ to notice 
that the weapon ha' to he pointed towards the enemy ... Better yet. how about we get some food and 
then go sleep. 
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R'E·�'/IJ.ifJ"fllJR1\: '-Y·F • J�l 
A Hohottth •d''t'nlu,.. hu�d '"' ori"inul idt'll!I from .Jut'm� Trahtlt' 

As a mcml>er of the RDF, you are nftm called upon to do some interesting WOftt. An e11mnple or 
5UCh wort hM ju!'lt hit your work dt'11k: 

J rd Lt. Arum Mitchell hL� httn mming for t'Omt' timt'. You and a 51't'cially selected teun (i.e 1he 
othtt player chllfllcters) ue to investigMe his dlssnppear11nce. He w1.1 11.11 llt't'lt al his apanmcm: 
addrt's� • 771 42nd stft'et. He lives in apanmenc #69. You gather your crew and ht'8d off to the 
apanmmt of Amos Mitchell. 

Rt'ft'ret''!! rart: 

When tht' ch11racters UTive. they will find Mitchell's ;apanmenc undisturbed with a "do not 
dimutt/clean" �ign on the door. A thorough search of the aputmmt will tum up a mMchbook in 1he 
llShtray on his desk. The matchboolt cover is an ad for the Benan Bar. The llddress is on it. If the 
characters question the maid. she will tell them that she hasn't seen Mitchell come in or out of his 
apartment for two days. 

At the Bertan Bar: 
The bar i.� a fairly m1all affair smelling of stale smoke and booze. 11ie tianender is friendly. He 

remembers Mitchell. "He was kind of strmge (the bartender will bmd his hand at 1he w1ist and 
shake it a little). if you know what I mean. He went info the hathroorn alone. but when he cmiie out, 
he left with two mm �pporting him. He looked pretty worn out. You never can tell •hat goes on in 
the hathroom." 

1f pressed about the two men. the bll1mder will tell the charcters that they are regulars. but they 
usulllly keep to them.wives. 111cy usually come in around six and the ch#acters ue welcome to wait 
for them. Of course, the tianender will offer 1111 the chancrers drinks (no, not on the house.) 

The mm will come in right on time. If they an': interrogated by the chu9Cfers. they will say that 
they just met MitclleU that night and decided to give him 1 ride home bee- he looked like he needed 
one. fie w� in no cnndition to drive. (Mitchell's fiJe does say th• he will over-indulge. once in 
awhile, with •lcohol.) Ir they are a1ked about their occupation, they In': dock worken at the 
shipyards and give the address of the Warehouse they work at. 

The Wltthou.'lt': 
If the character� go to the wltthou!lt', the m�er will be n":luctant to give any information. If he 

is pres!lt'd. he will tell them that 1 shipment of Bruilli1n fniit is coming in on (give a fal1e d•el and is 
being !!hipped to New York on (give another false date). 11ie shipment will go out on the S.S. 
Montczuma1 Revenge. If the chancters use more elltreme measures, say tomire of some kind, he 
will tell them the real dalt'!I of dqlvture and arrival. This is. however, all he ltnowt. 11ie real date 
the coovoy anive1 i1 � March 11'00 hm.tr.t. II will 1rrive from the North canying Fruits and 
Vegetable goods. u weU u "Cottage Industry� building supplies 

DeadE'.nd: 
The characters will ptobably fttl that they have hit a dead end. 11ie mm from the bu will not 1ive 

them mymore information than whit's above. Let them •runle for awhile trying to come up with 1 
plan. then hit them with this. 

The day after �g with ttie two men in the hM. the characters will begin to he followed. Give 
thetn a chance to 11p01 thi1111il. If they can 11iprebend the tail. the tail's ID will reveal him L<t a minor 
bureaucntl 11 the York f.mbu.�. f.mbas1y nfftcials •ill give the home�. afttr much (llOdding, 
of the tail. If the chuacter.t vi�it the addres1 givm hy the f.mba�y officillls. it i!I a ""11111 npanment. 
Seuching it will reveal a notepad with the indent� of writin1 on it. If the inrl'fmatinn on the rad can 
he 1amertd, the arrival time and place of the Br11Zilli.in 1hipmen1 will he there. Alsn in the 3plll1mt'nt 
are 42 roumh ofQinm Amrnunition, '410 York dollar!'. 12�0 Ar@!C'ntine doll�. u�le!'� rn�rwnrk. 
and 11 cage with J Bra:r:itlian Pni�on Cohra., in it. Al!<tl, in the de�k is !Inn� "Anti· Zentrnedi" hate 
liter•ture, usele.�, computer disks. and the usual collection of pens. pencil1. etc. found in de�k 
drawer.t. 

tr the 11il is not !pOfted. that nigt11 he •ill try to knock off ar leasa one nf the chantcter.t. He will do 
so hy rutting Bruillian P..iSOll Cohr� in their morm. If rhe snake attempt fails. or the tail is caulflt. 
fOlll' thug!' •ill 11ttempc to tie11 ur the chuacters and take them Pfi.-w1nt'r (if thi!I �cttd�. pay ii by 
ear.) If defeated. they will :1pill their guts. lliey were told to capnire the chanc1ers and take them to 



a lli<teoul . ll1ey '"ill give 1he addre�<. 

llidrc'ltll: 
If lhc characle� vi<il the hi1leou1. ii i< a tnarded up huilding on the out<kirts of lown. The lop 

floor is in had <hape. hut .. the hR.•enient i< the NeO'c Center of the whole opera1ion. Roll % dice: 
1-25 - Twll Yorltian hcaurocrats are 1herc . 
26 - 50 - One of thnn is there 
51 - 00 - Two thugs are there guarding Mitchell and watching !he radio. 

llie h11�men1 hu :t radio. �vcral chair• Md de<k•. Mitchell i• handcuHed to •ome pipe< in a 
comer and paper records of the whole 1ran<a<:lion arc on one of the de-ks. The �avengel'1' will gel 
7� million York dollars for the dclivcf)' of the Vcritech from the Yorkers. The Yorkers will then talce 
the Vcritech 10 New Yortc where it will he off-loaded from the Montczuma's Revenge. From here it 
will he shiped the f'incin111i for amilysi• 1lie players can either take this information with them and 
tum it in. or they may try to orttanize the capture thcmRlves. If they try to organiu the capture, the 
details are left up to you . To help. however. The Convoy is listed below. 

The Convoy: 
l1le convoy ha.� on it si>< of the <cavengen that found the Veritech. Each one is armed \Vith a 

mini-uzi and 2 high e><plo<ive gren11de• Their connection� in town arc two York beaurocrats ro 
whom they will !!ell 1he V emech They will fle met at their place (lf arriYAl hy the<c beaurocrats and 
agent< of the York Government. The agents (s� of IMml will be �d with M-203s and a Fire Fratt 
@:Tenade each. 

When Mitchell is revived. he will tell the characters what really happened that night at the har. 
Mitchell went into the restrO<lfTI and cwerlieard the IW(l men talking in hushed whispers 1bout 11 stolen 
Vcritech. He was discovered 111d brought to the hideout of the two Yoritian.1. whom the men work 
for. 

Ahout the Veriticch· 
The Vcritech, VF - IA .. i< in working condition. Its pilot wa� killed by a malfunction in the lirl' 

support �ystcm� during night combat llie pilot was separated rrom his flank and the verilech wL, 
found by scavengers and hidden before the RDF search parties entered the areL � 

The two York men can he made from the followinr; b�ic template. <..._� \ Each will need lo be fleshed out a bi1 more. The.1C stal� and skills -�� .... are orily their basics. � 1 � 
,� 

3rd level bure1ucn11 - Anarchist 
IQ - 14 HTH: ba5ic 
ME - 12 WP: semi ;ind fully autmatic rifle 
MA · 12 Prowl : 507(, 
PS - 12 Computer npcmion : 70% 
PP - 14 Swimming: 66% 
PE · 12 Pilot Auto: 811% 
PB · 13 2 1nacks per 11.elec 
SPD - 14 +2 roll with punch/fall 
HP - 18 +3 Parry - Dodge 
SDC - 10 +106 damage oo kick attack 





One: o( the •tren!_!fh• of TRAVELLER 1• rh., vut h1t<:kground calli:d the "lmperium Campllign" 
which h:i• "°'en J.,velor«'J hy Game Oe .. gner•· W<'rtt•hop tGOW) for their pmnier SF-RPO. The 
ha<1c rulu for TRAVELLER tGDW. 77). five additional ·'hooks .. of u;panded rulew. and seven Alien 
Module• do not of themM:lve• lend toward a gR'al SF- RPG (gond yes. ju!d not great). It i1 the over 
Twelve lnousand rage• rnntetl hy GOW. it'• licemores. and amateurs, which a"' molltly about the 
lmpenum Campaign. that make TRAVELLER great In conjunction with the major rules rewrite: 
MEGATRA VELLER cGDW. 871. come• the "J'{itting al the lmperium. The lmperium is a 1116 year 
old co""'opolian •tu-faring •talc which don1inole• over 11. 000 planet• of the TRAVELLER 
Uruver.ce (our uni...,r.ie, some 3400 yean hence). The "'1111te"'d lmperium forms: 

f/IJllPD.!lA I 
By Ed Edwuds 

In the I I 16th year of the Third lmperium, on the l )6th day ( 136-1116), Strephoo. the Emperor of 
the Third lmpeium. and his unmediate family are assusinated by Strephon. • trullled personal friend, 
the Archduke Dulinor. Dulinor flees. leaving a ro-r VllCUum in Capitol. the capital world or the 
Third lmperium. Twin brochers Vanan and Lucan. mnoce "'1111ives al StKphon. determine !ll:ICeuion 
with hand luen, the younger brother, Lucan, winning (eucl detail• are unknown. this i1 the 
author'• l?pinion ). 

As the news spn!ed1 out at over 600 times the speed of light. whole sec:ton rebel and alien enemy 
fleets are activated. la talc:es • fuU yelll' for the news to reach the remotelt outpo1t1 of the lmperium: 
lhrtt years lo reach the limit• •1' chancter sp-ce. The new• changes the live• al each of the lhilty-five 
trillion ooph<1nl (inteWgent being I mhabitanl• of chancier spmce. 

Under extreme eldemal and internal pressure. mutually antagonistic. xctor sized fragment• of the 
lmperium ""'°'I. The major ffllgments are de11Cribed below: Vlmd. the founding world of the First 
lmperium, using the Viand Domain govemmenl strucrun!. restOn!s the Vlani Empire and its Shadow 
Emperor. The Delilli Federation is lead by Dulinor who claims the whole of the lmperium by the 
lime honored (but noc used for several hundred ycarsl "n11tt a{ a.rsauination". The Daibei Sector. 
"°'oring the fuU wei!fit of the left fl.rut of the Solomani an.:k. when alked lo leave itself defenseless 
"° it� fleer could pre�• Dulinor. holds its Oeet in defiance of Luun. In confrat to D.ibei. the Old 
Expanses Sector which wnclld have to bear the brunt of the right flank of the SolornMi attack. n!bels 
against rhe lmperium and JOins the Solornani. In the Domain of Antares. the An:hduke Bzrll: (a 
non-human) u.umes control in the name of St:rephon or hi• legilimllle succeaon. The Deneb 
Domain, sepualed early by Vargr raidcn (Md by nature al the Great Rift). remains loyal lo rhe 
lmperium but in practice, it i• independent. In Oushemege Sector. a person anives claiming to he the 
·real' Strephon (10111eone/110mething else having been 'slllin' by Dulinor): his factiort is called 
Strephon's Wortda. The domain government of the Sol Domain and ifs An:hduke join with the 
lmperium p"11ected Vega Autonomu1 Region to form a ring of high tech and hip popullltion worlds 
which withstand the onslaught of Solmani hordes forming an island of the llnperium within the 
Sotomani Confederation. Ocher sectors ue split into even tmaller fragmenll: urlill of two or thl'ff 
worlds, but more frequendy. only one world. 

The main body continue• on under the name of 711ird lntfHrium'. Lucan is beset on nine different 
fronts by mtljor wan, by di11C011tented nobles. etc. 

Aliens on the borden launch wave after wave of raiding corallin again• the fragmen11 of the 
lmperium. A91an (lionoidsl. Vargr (wolf creaturesl. md a host of minor ntees talce whole 9Clon 
which u-e undefended due lo internal twmoi.1. 

The dreaded Solomani (who 2000 yean earlier took the First lmperium by force) launch all out 
war. They s� retalc:e their anceslral home planet of Tern (Earth). but then find them11elves 
!Ollrrounding an undefea&able &.gment al the lmpenum: Vega. 

Other non-lmperium states ..tand by but at anytime could join the widening conflict. The 
p�onically lead 1J1odani. ju1t dereati:d in the Fifth Frontier W• ( 1107 -1111 ). turn their thought• to 
the core of the galaity; but even "°· they mllintin a fleet which could crw::t the Deneb Domain. The 
'most alien of the aliens· Hiven stand by, manipulatint and controlling eventa. The herd menlaliry 
K'Kree (centaurs) consider the bn:akup al the lmperium u typical of such inferior races. 

Is the "'1ancred lmperium capable of recovery? Each fragment ha1 dream1 al reun.iring the 
lmpenum under 1heil leaderslup. Will the lwtghli@:ht descend Oii a new dadc age? W'all the Solom11ni 
Gmnd Ant �nite all h...nani1i7 Will Hiver manipulatooi take control? Ale these the wan to mue 
the gnlaxy ..,fe for vrgelanan�I Only Gr.indfalher (ancient master of this um of the galuy. who 
200.tltlO yur� �l!o <erded many pl"n"" w11h Terran qock} knowA, and he is unavailable for 
comm enc 

Only lhe nritl few ye,.,,. nf TRAVELLER W!U tell 



It had 10 happen. 

lL b n 1PD=11;e·� 
Dy Dill Burg 
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With the introduction of MegaTraveller. the Traveller universe was fragmented into many warring 
�•ate�. The once-strong lmperium is now a fractionalized conglomerlle of petty domains, each 
claiming to he in the right. 

In addition, the new MegaTraveller vehicle design sysiem includes rules for vehicles with legs. 
Sound familiar? Hmrrrn? Yes. people. the 'Mechs have arrived in !he Traveller universe. 

TRAVELLER 'Mech DESIGN THEORY: 

'Mechs have not had a prominent role in the Traveller universe, mainly because grav vehicles can 
literally fly circles arouod them. The 'Mech is best used under special circums1ancei1. Al middle 
Tech Levels (9-12). grav vehicles are feasible. but very expensive due to their less efficient 
powcrplants . (Let's ignore rhc Overview of Equipmmt in Mcrccnuy for the purposes of this anicle. 
Face ir: if you took that stuff 100 seriously. you'd still be trying to figure out what caviry-8 armor 
is. l The introduction of legged SU:lpCrulion at 1he same lime brings new levels of off-road mobility. 
TI1is is where lhc 'Mechs come into rheir own: middle-tech worlds with low war budgets (can't 
:ifford grav). rugged terrain (where legs are best), or restricted access 10 high-tech items (can·1 get 
grav l. Legged vehicles are much cheaper -- for example. moving a 10-ton tank at 60 kph with TL-10 
gear would cost Cr 23 ,560 for legs and CR 1,031.000 for grav -- a savings of over a million c�dirs!' 

'MEt:llS IN USE: 

Some inter:«ellar governments with low 1cchnological levels use 'Mcchs. The Sword Worlds rely 
heavily on them. a., do the Belgardian Sojourn. They are also popular with mechanized mercenary 
teams, such as those of the Mcshan Sector. Use of 'Mcchs by races other th11n human is rare. other 
than the Vargr. who� design theory is radically different from humans, lo account for Vargr body 
type. Other rare examples exist. usually conforming lo body type: Vargr and Asian are usually 
digitigrade. a four-legged K'Kree model exists. and a Hiver 'Mech with sill legs has been recorded. 

Traveller 'Mechs are r�ly anthmpomorphic(Transfonnersl: the closest equivalent types are the 
standard (non-flying) 'Mechs in Macross. such as the Defender or the Spartan. Many appear to be 
"w:illcing tank.�·. few have hands or heads, and al.most none fly (if you could afford grav in the first 
place. why mess with legs?). 

t:LOl\tPER t:la� 'Mech: 
This TL-12 design is common in the Mellhan sector. with Imperial and Vargr forces. especially 

mercenary unirs. 

M'goTravt>llt'r �cs: 
Craft ID: CLOMPER 'Mech. 11.. 1 2, Cr 440,900 
Hull: 1(2. Disp=.75. Config=4 USL. Annor= 34F. Turret, 4 USL, Armor= 34F 

Unloaded= 8.41 Loaded= 9.21 
Power: 1(2, Fusion .25 mw plant. duration 5/15 days 
Loco: 1(2, max spd= 110 kmlh. OR= 90 lcmJh. Legged (2 legsl 
Conmo: Radio. cominental 
Sensors: EMS-A, VDisl. EMS-P. VDisl 

Act Ohj Scan= Diff. Act Ohj Pin= Diff. Pa.� Eng Scan= Form 
Offensive: 8 cm CPR cannon in underslung tunct (remote) 

Ammo Rounds Pen/Ant>n Domogr MaxRng Torg"s Da11,f(er spoa Si,,r1<11urr Diffirnlry as: 
HEAP 50 40 9 Distant(l6J I 1.5 Med Fire Control 
HE 10 16 14 Distant(l6J I 30 Med Fire Control 

Def: 10 pri'lltlatic aerosols. front 
Contml: Computer moc:Wx2m 11 dynamic linked panels 
Aecom: 2 cramped crew position.,. full life support. 
Other: Cargo: none Obj Size: small EM Level: low 



STRIKER S1•tcs 
ll1e ''chicle has 3 new of.:'. ln11n111ander/gu1111er . .tri"er 1. h mounrs an R cm CPR gun. wi1h direct 
e n>1Hrol. Dimensions: 2X2X.:'..�m. plus IX IX I 111 Hanel. Tot Vol: 11 kl. 

Weight: l) �t. Price: Cr 440.900 
Move: M:l.11 110 km/h, OR <>O knvll. 
,\nnor: .\4 :ill sides 
Target size: DM's: +I low. +O hil!h 
Equipment: 10 prism:11ic acros!\ls -fmm, full life supp(l(l for .:'..radar power - 50. radio power 5000 
Power: .25 mw fusioo plant. Fut'I for� dnv<. 
'Neapon: R cm hi� velociry CPR gun in underslunj! turret. Anuno char�cr�ri.stics above. 

· ··--

_) .-· / 

llONOR Class slrike arlillen '!\tl'ch: 
This 'Mech is built hy Sword Worlds. It i• a slow vehicle. primarily imended for indirect fire 
.<si

.
ons. but its dual twin barrel autocannon can provide direct fire suppon from a defensible 

,1�1t1nn. 

Mr.r:aTral'tflrr Spn-.c 
Craft ID: HONOR 'Mech. TL 10. l'r 2.�63..\10 
Hull: 6/14, Disp= R. Config= 4 I ISL. ,\nnnr= '-iE. Turret �2. 1/1. 4 IJSL. Annor=42E 

Unloaded: tiR.JR Loaded: llR.<·R 
Power: 1/2. Fusion 2mw. duration= h0/1110 cl;l\·s 
u>co: 2/?i. 2 letts. Move: m;u 55 km/h. OR 44 km1h 
Commo: Radio. continemal. 

'ensors: EMS-A. regional. EMS-P. continemnl. 
Act Ohj Senn= Diff. Ac1 Ohj Pin= Diff. l'ns Eng S.-an= Fonn 

Off: Two HI cm <"PR a111ncnnnon. ea<.·h in side turret mount. Oirect and indireCl fire C'ontrol. 



1\111n10 Rm111<ls PertlAnt'n Dan111� Ma.tRn.r: Targt'ts Dat11rt'rSpact' Si�11aturt 
HEAP 40 44 10 Distanc(201 4 l.'.'i High 
!IE 10 19 14 Distanc(201 4 20 High 
Flcchenc 5 3 3 Dis1anc( 20) 4 15 High 
<...'"BM '.'i 21 8 Distantt201 4 40 High 

Def: 20 pri.mia1ic aerosols. front 
Control: Computer mocWx2, 18 dynamic link panels. 2 HUD. 
Aecom: 2 cr:unped crew positions (long-1cnn). Full Life suppon. Airlock. 
Olher Cargo: none Obj Size: mtall EM Level: faint 

STRIKER Sptrs: 

11 

Dif!kulry n.f: 
Fire Control 
Fire Conrrol 
Fire Conlrnl 
Fire Control 

lllC vehicle has a crew of 2 (commander/gunner, driver). It mounts lwo 2-barrel autocannons, 
each in a side turret. Dimensions: 9XJX3m, 2 turrets IXIX3m. Total Vol: 87 kl. 

Weight: 98.68 kg. Price: Cr 2.363,310 
Move: max '.'i5 km/h. OR 44 km/h . 

Annor: 34 all sides, tu� 42 all sides. 
Target size: DM's: Low +4, H igh+ I. 
E4uipmcn1: 20 pri.�matic aerosols. full life suppon for 2. radar power- 500. Radio power - �'iOOO. 
Power: 2rnw fusion plant. Fuel for 60 days. 
Wepon: 2-bbl I 0 cm CPR AC. Anvno characteristics above. 

l11ese two systems arc only the beginning: more will pos.�ibly appear in NCRP (or in your world I. 
Good Luck, and happy BalllcT -- er. uh. I mean Mck1 - no, no. I meant TRA YELLING!! 

A PARTIN(; Sl lOT: 
I wan! to correct a misconception I've been hearing around. Mcg•Traveller is just dolled-up 

Traveller -- nol a new game! II includes a new vehicle design system and combat system, plus the 
Ta.�k system. but your old Traveller characters, adventures. deck pl811s, and secret Jccoder ring are 
STILL GOOD. As far a.� buying ii, well. put ii like this. 11le MegaTravcller set con1ains much new 
and i1U1ova1ivc materials. along with enough typos to fill • patrol cruiser. If you're an c11perienced 
Traveller referee who isn't afraid 10 imprnvisc/steal from original Traveller/Striker rules. buy it!' 
You'll be glad you did! The charac1cr systems arc about the� and Vehicle Design Rules. while 
somewhat harder than the SAT crossed with the 1040 Lnng Form, produces some truly beautiful 
vehicles when crossed with Striker. Beginners should wail ror the second edition. with requisite 
corrections (I hope). If you gel• chance 10 buy ....y old Traveller miff, do it -- It's ALL going 001 of 
print (honest. Mom! This stuff is all collector's itcmsl!). 111 lry to keep as much of this column as I ���patiblc ::_� .. ��! MccgnTroavellcrpwilllhc

E
cm!>hsasizcd. Don't worry -- it's all the sunc 

THE •occ.-o 

g�r;fE HALF OFF 

320 2nd SL Su1oo 2H 
Eutfta.CAl5901 

�··� I MICHAEi. LISKA 

After )'OUr ftr.o1 IOO coplH from one 
orl11tn•I. !he rr.tt He ll•lf-rrtccl 

.. _,.. ........................... .. WE WORK AS = .. - � ..-...... . � 

LATE AS YOU DO :.:.:.=.-.•·nr-4 ...... - .. ... 

kinko·s· 
c"at eoples. Great people. 

1818 Q SL Arcata 822-8712 
416 K st. Eureka 445-3334 
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The Oksall Dbkievga Sub:sgctoc !-Three Worlds Upnplajggd-l 

� 
CommMCur 
GiT[dlvat 
Mirajoo 
fagrah 
Hvuuk..i 
Gerald's Systc-m 
Figvan tHc-11-AAll 
Antares� 
llfia.• 
Hr3wgg 
Rwangh 
Ge05pan 
Twigin 
Colorus 
Hvilligve \Aldusl 
K.uvisha 
K.vii Ghargh 
Manla.lani 
Spite 
Tigris 
Vi Khivgh 
Filegrei 
Ankor 
Cal or 

Slallsl!c:s 
11107 CAB2-05 
0201 87C0542 
0208 CCA8520 
0302 07C-B55 
0.\()4 C�42532 
0309 C577 A 79 
0406 XA 76-«XI 

0407 A7BOll77 
0410 EACM12 

0502 0666877 
050'.\ 010469 
0505 C525'.'i2 
0507 0438876 
0509 8200462 
0608 XB9A662 
0609 0'71232 
07\M C458'.\22 
0706 oscs�:n 
0707 8466500 
0700 E7 A.5400 
0801 A360368 
0805 0366565 
0808 X765000 
0809 0570626 

A 
c 
8 

ll 
4 

D 

0 
E 
8 

4 

A 

A 
6 

A 

0 

3 
5 
6 
0 

7 
7 
3 
0 
7 

Oglposls/ 
Remarks 
Non-inJu!lrrial 
Non-industrial. Desert Wnrld 
Non-industrial 

Allcaiagcc/G111 G!Ht 
- /lndependenl/ -

Non-inJusnfal 
Non-industrial. Poor 
lnduscria.l 
Non-industrial 
Der rt 
Non-indusrrial 
Rich 
Non-av:ricullUlal. Non-industrial 
Non-utdustrial. Poor 

Non-indu,trial. Vacuum 
Water 
Non-indui<tria.l 
Non-indu:.trial 
Non-industrial 
Agricultunl, Non-industrial 
Non-industrial 
Non-industrial. Rich. Descn 
Agricultural. Non-industrial. Rich 
Rich. Barren 
Dern 

-/Vvgd-
- /Imperial/ -
-/Vargr/-
-/Vargr/ G 
- /Imperial/ G 
- /None/G 
- /lndependenl/ G 
- /Imperial/ G 
-/Vargr/. 
-/Vqr/-
- /lndependenl/ -
- /lndependenl/ G 
- /Imperial/ -
- /None/-
- /Imperial/ -
-/Vargr/G 
- /Independent/ G 
- /lndependenl/ -
. /Imperial/ G 
-/Vargr/G 
- /Independent/ -
- /lndependenl/ -
- /lmperilll/ G 

1l>e Oltsa.11 Dhkigvp subsector contains 24 worlds with a popula1ion of 12.12 Billion. The highest 
population i1 11 Billion. at Gerald's Sy1tem. 

The subsector"s name in Imperial is best tran!llated 35 "Three Worlds Unexplained". The !!)'!Item 
bout1 three worlds in its sy•em that have X staqxxts. This would not be a boa• excepc thlit each of 
the worlds hu somelhing the Vargr exploren of the..e systems could not figure out. Figv111 (0406) 
i• 3 hot house planet with a corrosive acmosphere. 11 is Imperially unexplored, but it has a small 
population of colony sh.ip survivon \race unknown I. H"1llagve (0608) hu the remains of a colony 
on a small chain of islands. The planetary surface is mostly water and is uled as a fueling point by 
.tlip1 on their way to and from Spite. Ankor (�08) is theoretically an ideal world for colonization. a 
garden plllnd with no indigenous populalion. However. planetary survey• have shown large blast 
m:ub lll'ld signs of a lL-C ci�izaiton. "There is evidence of war inYUvlving fusion bombs. "The war 
is e"ilnated 31 around 300 Imperial yean ago. but much of the plllnd is still "hoc". And all three 
planets show signs that :ire believed to be Sites of the Ancients. 

The Subtlector does not have any one controlling interest. AJ the allegimice chuting shows. The 
lopmOlll pot1ion of the .ubooector is V argr controlled. which is to say th.a V argr roam heaviliy in these 
;ueas. The central portion is 1u1onably independent. owing allegimice lo neither Viqr or Imperial 
fon:e1. The bonom portion is wukly in Imperial control al the time of Mega Traveller. Mo.I of the 
Imperia l planets. a. -u u oome of the independent planets with exporu. work through the Stuport 
8 at Spite which i1 independent. Imperial offers of inclusion into the lmperium haw been turned 
down on numerous occasions. Spite alto hu some Vargr good• traffic. "The Vargr u• it u a trading 
po!Ct with the independent and Imperial ships that come there. The Vargr have a regular export of 
devices. synthetics. liquors. and minerals that are shipped to Imperial ships which then IJ'lll.,,Ort the 
goods out into Imperial "Pace· The export lines from Spite are never attacked by Vup, and Vargr 
•hips have been known lo come to the aid of ships in trouble whote journey star1Cd at Spite. "The 
mcn:hant lines give the Vargr a steady income that they have no interel!t in -mg cut. 

Some special planets: Twigin (0507), the location of an alien race to be detailed in an upcoming 
isme ofNCRP. Anwe1 Loa (04071. an independent Vargr and human integrated p1 .. ec that exports 
the best high-tech itan1 in the su"-::tor. but al a high cOSl. Gerald's Systan (0309), major indu•riai 
center. althou@h the production oC high-tech items such as fusion is rigidly controlled due to the high 
Law Level. Mant3laru (0706). though indq>c-nderll. this is an important Vvgr trading pott: primary 
product is oil for plastic synthe11is. Na1ives Ii ve at lL-1 O. bat ICE engine• \due to abundance of oil) 
mid laclt of high-1ech production keep it al 11.-6.. 



LEGEND: 
* G83 Giant Present 

J.c.u Staipoxt Cws 
,,,,,,,,,, ImpeDal Border 
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Pn/1·011 E n r: o 1111Jrr 
h� ,\ l'lf' < :row 

I N T R C l l H WT I O N/l'I . .\  Y f R'S S Tl ' FI' :  
While out bar hoppinl!. after a reasonabl y  <ucessful business endeavor. one o f  the pany members 

engages in a drinking rnnte<t with an old man bearing rhe insigin11 of a retired scout. After getting 
rip-roaring drunk. the man begin• ro tell his .<tory. 

He had t>ttn :i.<•i!!.ned to a naval outpo� up until two weeks ago when he was discharged from the 
scout serYice, the reason being his old agei "Senile Hell .  with out me the reM of the team doem't have 
the combined smar1< ro readjust the main jump coil capacitator. "). The scout will  say that he has a 
plan ro make a 'big haul' and will  ask if the player has any friends intrested in making �ome easy 
money.  If the player seems intrested he will rnntinue. 

He will  explain that his team had been watching for jumps into a nearby red zone. 11ie sector is 
off-limits hecause the nnly habitable world was used as a resting ground for large 'planet kil ler' 
weapons during the early lmperium. 111C'se were mainly chemical defoliants and biological weapons, 
though some high radiation devices were also tested . The planet surface wa., reduced to wastelands 
long ago and still remains e:\tremely dangerous. Pockr-rs of chemical, biological, and radioactive 
wastes are still around. A firm ( whiC'h he will  not name t ha.< offered him a large sum of money to 
collect some specific samples of the ground soil on the planet. They have given him landing 
coordinates where a large area of the contaminated ground may be found. He does nOI know what 
they want the samplt"s for. 

He will pay each character c;r.7500 to serve a.< a land ing par1y and gather these samples. The firm 
ha< provided all the needr-d equ ipment and he claim< that he can ger to the planet surface underected. 
He plans to leave tomorrow morning. 

MORF. I N FORMATION ! RF. F F. R F. ES. 1 ; 1 n: .\S NEEOF.Ul: 
The scout's name is Gregory and he posseses a ,·iandard scour ship. 
His plan is simple. 111ey will  jump undetected inro the "}'stem and land. The landing party will take 

the ship'• air raft and their needed equipment and hegin ro gather the soil samples. While they are 
doing this. Gregory will take the ship and refuel it in a nearby lake. They will meet up later and leave 
the system. G regory knows rhe e�act position of the orbiting platform and has plolled landing and 
talce off vectors that avoid it's sensor field. 

The Firm he is employed by has provided n standard cargo tran�rt unit for the samples, a special 
chemical sensor to ensure good samples. and enough money ro purchase vacc suits for the pany. The 
whole digging process wi l l  rake about eight hours. Reduce this time one hour for each pr-rson 
dir:ging. One catch is that all  of the personal equipment rhat is taken out or the ship while gathering 
samples must be put into the cargo tr:mspor1 unit for the Firm's use. Gregory will  reemburse 
characters hair the value of lost equipmenr. He wrll not do this if he doesn't have to, but will not go 
out of his way to avoid paying characters. 

The system the planet is in is the Figv:igga f in Imperial Standard, Hell-pit system. It is no longer in 
Imperial controlled space. It is considered a red zone for numerous reasons. Those mentioned a.re 
part of it, but sin<:e the sysrcm is not in Imperial �ace, Vargr raids on ships are higher, although. the 
cha.racter.1 should have little difficulty with V:u-gr raids. 11ie planet is ff'asonably worthless and Vargr 
don't stay around it since few. if any ships . other than Naval ships would approach it. The 
bio-weapons used on the surface affect Vargr as well a.s Hwnaniti. 11ie system d� have a couple of 
Nava.I platforms set up. The only one in use is the one orhiting the planet Figvan C in Imperial. 
Hell-sink). The world stats for Figv:in 1 0406/ subsetor Oksall Dhkigvga/ Mcshan sectorl are 
[XA 76400). There are indigenous creatures rhal survived the tests. hut they are horribly tnutated 
from 1heir state hefore the tesring. There is no known Imperial Standard intelligent l ifeform on the 
planr-t . 

11ie Navy outpost is a small orhiting platfonn providin!! a home for six ()f'rmanant perm>nnel and 
t ll(" crew of a patrol cruiser. 11ie patrol c:ruiser usually stays in system for five weeks then leaves for 
twn weeks, hringiog back mail and any needed supplies. There is :tl�o a pinnace docked at the 
pla1fom1. The platform itsel f is protected hy two triple la"'Cr turTets and one triple sandcaster 1urrec. 

Gregory does not think that the patrol <:ruiser will be in system. hut he can't be sure. 

R f.FF.REF. SECT I O N :  

TI>e roll t n  enter o r  leave the 'Y'tetn undetet'led i �  !\+ TI1e O M  is + I pe r  level o f  pilot ski l l .  I f  the 
•hip is dctf'cted you will have 10 determine what happens ne:\t. They will probably be pur.rued by the 
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pAtrol cmi,.er i f  i t  i• i n  the •Y•tem. R ol l  9+ for the patrol cru�r to he in system une:1.pectedly. 

RollllMI <". d1t1t'.tl' /Rtf.• di.tn·t1im1I 
1 - llie p:llrnl coti•er is in "Y!tttm imd ref11t'li11" at the f!llS gin. It will be delay� in g<'tting 

lo the Jllllltet f,y IWt'IYe hoo" if Ifie !<COlll !diir i• �tme<f. 
2- Tlie nttrt'fllled fud t:ikm frnm the lakt' .. � tnintt'd nnd had to be Ou"� fmm the shif" 

tnnk• •non allt'r rt'fut'ling. They nm!tt rt'fnel tlf ""' g� gimic and the character's ship will probably he 
<JlOlled hy !ht' nut("051 (1oll �+ In be !<J'"llMI while nn mutt' . 

. l- The pntrol crum w ... in "Y"'""' lllMI "J'('ttt-tl tilt' •cnut crnft while ref�ling. They cnpurt'd 
it without any trnuhle. Gregory i• now heing lield in cu!ttody Ill the °'�· The charnc1'" m� frt'e 
him ( lie h11,.11"1 pnyrd them yeti and hijack one of the 5h� in "}'SCem if they wish to le1ve. The Navy 
doe•n't knmv of tilt' lnnding r11rty yet. 

4- Natural cnnditiom 1tm11nd tilt' landing •ite will prevent the air raft from mtt'ring the nren 
(<tnnnl for 20+6 hou .. . Roll I I +  to find nr10tht'r ""itat>le location for •llmpling. DM's of +� per 
levt'I nf •l'll"nr np. 11 chAracter h11s. -7 if not using the •cout ship to �•ch. Roll once every thrtt 
hour• of �t'ruchinp:. 

5- Nn 1111pfonne1I hitche•. Roll• mos! •till ht' mnde to enter and leave the •y!'1em 1nMfe1et"ted. 
6- One of the character• ha• a v11cc •11it mnlfunction (roll randomly for which one) nnd wn• 

"('O•ed unknowingly to A highly contageoos. lethal "hng". Every week witl10u1 trentnient. the 
ex ro•ed charnctt't• "'""' make an 'nging' roll {7+ tn nvoid lo"ing one poirtt in 1hnt •Int l for each nf 
tht'ir <tnt,.. Symfltom:o •how afler three dny•. It i• cure3"1e. '1111 problnm m11y t1ri5e from IJU"'lion• 
nlw•ttt the unusunl siclrnel<.'<. Ir the chuacten i�re their condition. they may c- an epidemic, not 
to mention dyin,:. 

On the for •i•le nf the rt:met from "''"'" ''"' chnractt>r• nre diuing nre twn thing• of intt'rt� . llie 
fir"' i• :\ �• of min•. TI"'"' cnuld �ibly dftfe hnck � far as the ancients for t inlt'. Much of the 
ncce•'l tn the mitt• i• huried, lmt it could he e11nv:\ted in time. Olftractt'f1 who t:'lrJore thi• •icle of 
the pln11et •hould he given mine ide• that •omething i• down there nf ponible intere!U (even if tllt'y 
c:u•Kll tell it i• a •et of min• 1. 

1 he <et"nnd point nf inte1e!<I i!t a ""'Dll cult of penrle wl10 have '.<llt'Vivt-tl 1111 the �·- They nre "'hnt 
i• ft'Jlft'•t'nted hy the 4 ror11l111inn. lllt'y nre •avnge• with little in intelligible llp('ech. hut tlll')' dn 
have tech item:<. Wllt'n tht' te•tinf! bep:nn, nnnlt'rou.• temn. were lo!tt in thi• 1re1, t"ttUiptflt'ftt and all. 
ll1Cl'e tenm• were written off a• In� in llf'ke •ince their clMt"'t port wm JW•tcll nw11y. 

ll1e equirment rnrtgie. in tech up to tech R. Mo!tt of it � not wnrlt, hut these re<'f'le do hnve 
some working wenpons. lllt'y inhabit • .innll facility that w•• built on planet before te5ting he,:an. 
llie facility •till It'll! running w•ter. Olher than that, it is u5elnll 

1 n f  l ••ftC• 
the P'OTUll!t 

H t  WC 
Th• U l 1 t or 1  o f  th• l •p•r l •• 
Work fn9 Crowp 11 cond•ct ln• 
pns t • l  d t 1c•1s t o"t of th• 
f v t ur• h l t torr o f  the 
l •p• r t u• tnd �on t r lb•t l nq to 
I t s d••• t "P• .. n t .  Annv•l 
d•• • :  t i ? .  l nc l vdt s  th-. 
b l · •on thl r n• • • l • t t•r 
T t rrANY 'TAR, 9•n•r•t  HIWC 
tor•• �•l"fJ'ort t n9 ca•�• ftn• 
In th .. tl•b• l l t nn !r • .  Wr t t• 
to Ed !d••rds, 1 4 1 0  ! .  10,d . 
Nftr•�" "� 1,�1 1 . 

�'"---
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.tl To11 cJ1 of -:J111:r 
lh John \\'all:t<.'t' 

It is perft'clly narural for :t per�on 10 w:1n1 lht'ir ch11racrcr to l'l' as flawless a.1 poMible in 3 gnme. 
Afrrr all. rhe charcrt'r rt'pr�nts you in rhc- g:unC", amt who wnnrs to he IU1 incomperc-1117 Howenr. in 
all 100 many cases. peoplt' gc-t carric-d away wirh 1hc- concept of the 'perfect character· and end np 
creat ing superhuman monsters rhat no one wanrs to l'l' around. Addressing this problem is difficult 
for the GM. :1.1 s/he dot'sn"t want 10 min anvonc-·s enjoymenl of an experience that is mpposnt to he 
fun. But neither do they want rhese crrarurrs of loopholt's and twisted "'Ording dominating the game 
and squC"ez:ing out other players . Similarly. othc-r players have a hard time with this problem, a. they 
often feel inadc-quate next to the 'hining example of the careful and well thought out character. 'They 
don't want 10 complain since ii would seem a.� though lht'y were jealous, nasty, or just out 10 grt 
revc-ngr. In the end. it is real l y up 10 1he GM 10 handle this. so here are a few points for 
Traveller: 2JOO, whose spirit can probably he used in other systems to prevem these 'rule-player' 
charcters from making an appearance. 

I I .  I Realize that high sic.ill levt'IS in anyrhi.ng would reflt'ct that the character considers that skill 10 
ht' the ir primary attribute and would lake great pride in their work . Levels reflect a degree of 
proficiency as foUow.: 

01 Barely familiar with 1 he subject . Knows which t'nd of the gun is rhe dangerous one and 
where the safctv is. 

1 - 2/  Fiamiliar wirh the subjecr. perhaps a hotihy. A level 2 in Electronics would allow you to 
build :t pretty good radio from a commercial kit. 

3-4/ Professional le,·el. Competent in the use . maintenance, and standard operating 
procedure. In milirary, a privare would havr rhis level in his/her MOS. 

6/ E:otpert Leve-I. Exrraordi.n:i.ry in rhis field. A sniper would have a level 6 in combar 
rifleman and would he capahle nf hining a called head shol at extreme range.,  in winds, with a scope. 

8/ Specialisr . A person of this caliber is godlike in the eyes of others in his field. A top 
levc-1 microneurosurgeon would have a medical-!!. 

Remember. according 10 rhe hook. a pc-rson gets one skill point per year in a career. A level 8 
requires 2 1  years-worth of skill points ! Of course. initial uaining and intelligence bonuses will count 
in. but the level of effort should be clear. High levels are EXCEPTIONAL. 

(2. 1 When dealintt with initial training, it may be adv isable to eliminate additional points in skills 
rhat rhe characrer already has at levels higher than rhe allotment would normally raise them to. For 
example: A soldier from the ground military decides to quit the life of the Regular Anny and move in 
to L:iw Enforcement. His Mclee is at 4. after all. what would life be without barfights7 In the Police. 
the simple ailtido fruniliarization course at the acadt'ffiy would do l ittle except whet his appetite for the 
strC"ets, and the 2 points of Mclee rhat would ordinarily raise a person to Mclee- I would be ignored.  
111is rule is optional, hut SC"ems logical, especially for high level skills. In fact. a high skill level 
character might even be assigned to teach that skill to the other recruits, or get stockaded for 
insubordination. 

(3 . J  The last solution, and perhaps the hardest one for everyone, is to say "NO!" It is up to the 
GM 10 nip the Killer Characters in the hud before piny even begim. Even one night of lording 
around can attach the player to his character and make ti� parting all the more painful. Don't let him 
in so you can kiU him, rhis just leads to bad feel ings. Close your ears to protests that the player spent 
"all night balancintt out the points . . .look. it all adds up and he's only 44!" If all else fails. tell the 
player that the game will l ikely be runninJ! for qu ite awhile. and that they can get in anytime they 
submit a character that will wort. within the fr:imework that you stayed up late working on. 

A good suggestion for creating characters is to have a conception before the character is begun. 
!low old? What sort of background? Carce-rs? Even havintt a physical description in mind lets you 
put your own limits on the charcter heforc lhC' poinrs and years hegin adding up. Remember that a 
rc-naissancc man is welcmnc anywhere. as he c:m add his rwo cc-nts to prC'lty much anything. hut he 
can rearely do a really rough job all hy himsC"lf. A special ist works well in a team. as I� wil have a 
few. low level skills. and w ill he eJ<trC'memly valuahle in one area. No one is incredibly good in 
cveryrhing Md when this happens. it's tin� to sit back and think "Will I really have fun showing off 
a.II night . 1>r would it be better to work in a tc-:un and he appreciated." In any case. the name of the 
game is l'njoymcnt, and if you find rhat things ;ue grating, or you're nOI having fun, just tell the GM 
ro retire the character and roll up a new one. In the long run, you'll be credited with more than just 
incredi!>le charnctt'rs. 



rti'1""'1 ·F-tJ111r Arl ·,n,.,,,, 
By Barry OSMr 

17 

Mirajon (0208). profile CCA8520 - 8 ,  a non-industrial world In the Oksall Dhkigvga Su�tor of 
Mcshan wi1h a big problem. You've been hired u pan of the solution. 

lmpefiAI scientists hne been wooting on this world wifh a mutating viru�. Tiie viru� will mcer the 
victim and conven ceUular functions 10 a sprcifically designated new function. In mmt cases, or ilO 
the write-up wenl, the victim will not even know what's happened. II wu a perfect world to work 
on too. NOi a large population to accidentally infect and not on any 1111jor tnlde route. But something 
went wrong. 

RP.FE!REE: 
Tiie characten are either pan of the Navy still, or have been hired by N1val Intelligence. At lea.'!! 

one ch111e1er must have some skill in Medical or else an NPC with Medical-) will accompeny the 
p111y. 

The party is lo land on Mirajon and contact the 
research scientists in char1e to find out what the 
prot>tcm is. This may be dlftkult since the populece at 
large docs no know of the rcseuch stltion on their 
planet. Careful q�Mioning, however, will give rhe 
characters the information that llmost all the l11ge 
mechanical dllpmcnls thlt come in. go out llOlll route 
II. "Otey will also tell the charecten that there is 
nothing out there 10 go to. Tiie l'Olld jatf deed ends out 
rhere. Ute t'*"l'Ofl renams always within two houn. 
If the charKten follow route 8. they will easily spot 
rhe inMallation. Few of the main city'• inhabitants 
ever go oat of the city and arc raised wich the belief 
that there is nothing out there 10 go sec. All for the 
lmperill station to remain 11 leut a subdued scaa. 

At the station. the chlll'IClen will be met by Jovan 
Conga, the �talion leader. He will inform the 
characters that the viral studies that were being 
conducted in section 3 went awry. A viral 
contamination escaped into the vetillation system mid 
infected the four re!ICarchers within that section. Ute 
normll routines were nin through and the patients 
checked out perl'ectly. 8111 then, one morning the 
reiiearchcn, all four o( them, were juat gone. When 
the station officials checked In town, the rcsearchcn 
were said to be seen leavlnt on a trenspott ship 111 
Gerald's System: specifically Ocrald's Ill. It i11 
imperative lhat the researc:hen be returned. II is the 
belief or the installation thlt the virus they cany has 
gone dormant and could become dlngerous at any 
time. 1l1C virus they wett working on was du�d 
"Canis Tramitis". It wortted on the cellular functions 
10 change them into the cellular function5 of canines: 
grow hair, long teeth. etc. Jovan has no idea whether 

_ L£D""- _ or not the researchers will even lltill bc alive. 
TI1i5 is not p111 of the chlractn's contract and if they hrinp: up this point. an additional sum of 

money will be added for their help. Rather than hire someone elRe and �read the tale f111her of an 
hnpcrinl foul-up, the Nny would rather :opend a little extra on the characters than bring in a whole 
new tenm. The characters are given euct dtscriptions of the researchers mid •e told simply 10 hring 
them back. alive. Tr_,,.,n11tion end liftoff to end from Gerald's ill will be done by Naval transport. 
The characters will be given a special fl'ftlUCllCY 10 transmit over to stay in contlCI. 



On llK"ir rrip to <•erald'� 1 1 1 .  rlK" rh:uacrer� will he hriefcd aho111 1he planet. h h11.� a pmhihirion on 
all weap<>ns \lJw Level Q) and the plnnet hns recently e:.pcrienced governmental overthrow (see 
NCR!' •ll . .. [)ig •hi� Crn1.y Govemment'·l 50 the characters will he forced to either carry conce:tled 
weapons or p:o lo the caprure harehamlcd. Another prohlem is the p1Rnet'5 population: close to 1 2  
hillion. Trackinir; four people on �uch a planet �hould be well on to impos5ible, however, the virus 
itself is lahelled with radioactives which arc not common to Gerald's Ill. As long as they arc found 
within three dayll. they �ould carry cnoup:h of the rndioactivc 10 register on the t1'11Cking device3 the 
Navy give3 the characters for just thi.� purpose The devices will give dist1111Ce and direction and are 
good for up to 50 Km 

TI1c wor5t part of the whole affair is the viru5 itself. If the virus activates, the researchers could 
begin to change to c:mid appearance. TI1ey will hcgin to look more Jnd more like Vargr, and on a 
world where anti- Vnrgr sentiments nm mong. it may become difficult for the characters to bring the 
l't'llearchers back alive. 

The characters will be given 300 Cr each to buy JO day visu to travel in Miakec, thc capitol city. 
lltey will each al�o hc ir;iven '.100 Cr for expense�. With luck. the researchers will not have left the 
city If so. h<>wevcr. the character5 will he forced to !_tO on their own. NavRI Intelligence cannot 
afford to get mixed up more rhan they are. They wil l not bail out the characters if they get caught 
outside Miakce (or with wc:tpon�I <U'ld •hey will warn the chuactcn of thiii. Thc usual puniiiluncnt. 
however, i.� simply a revoking of the pa�s and deportation on the next available out-going ship. 

l l l N T S :  
The researchers 5hould split u p  making it a l ittle more difficult to fmd them. You c an  have the 

characters nm on one. maybe two p:oose-cha:<e5. One with a person whose time-piece runs off of the 
radioactives the virus ha." in its makcur. The second could be a Vargr who carries some form of 1hc 
radioaclive. If played right, thi, in itself could cau:<e 1he charM:lers a whole lot of trouble. Especially 
if the V argr 1hcy abduct (thinking it is a tran5formcd reseachcr)  i� of a high rank (ship Captain or 
otherwise. ) When physical checks arc run on the Vargr (retinal scans, tooth histories, etc.) it will 
prove not 10 hc one of the rc:1earchern, unless the pcri:on with Medical foulll-up. Then. of course. it 
will appear to be ooc of the researhccn. This would be interescinc 10 explain ro the station. 

Chorocler Skclches 

An orig inal drawing of your favorite 
role-playing chuac1cr hy Jeremy Stanton 

8.\ \'V Prices: 
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of your character or a d1aracter <hrel and 
payment 10: 
Jeremy St:tnt<m 
1 1 5 Samoa BLVD #44 
Arcata. CI\ 95 521 
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l\llow at lc:i.'11 4 wceb for delivery . 
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tr:rs f.,r NCRI' b�ur:� thr:mr:� 
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arr: Rol>o1 l!ilml'�. A "J'ncr is!<Ue, 
and an all childrt'n i•<ur lhnw 10 
run chihlrr:n 111 vour campai11n. )  
Sr:nd your 11lr:a< 1 0  u<. 

\\' ANTF:l>: Journal of 1he Trav
r:llrr· � A id Society is.�un fl  -9. 

Send ml' your prier�. Alsnlonk· 
in11 for hard lo ftndT11vnler it rm< 
from Paranoia Pre��. Jud11e� 

Guild. and FASA. Send nll' your 
Ii�. Bany Os�r/ I O l 8  F � - # I  
Eureka, CA 95'.IOI . 
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6with the price you w11111 for thl'n• 
and ir I ne� them I will pay a 
rr:a�onable price. Al�o. for salr: 
ADQ Vol I/I - Vol 1/4 BEST 
OFFER . Tim Mor!!anl 7 1  '.'i Fick Ir 
Hill Rd. Arcata. CA 955 2 1  

F.nr�lhing Tronllu! A listin11 
of over 350 Travellrr i1ttns. Nn 

Traveller colltttion is complece 
without ii. Only $2 Order from 
Ed Edwud� 1 4 I O  E. Boyd. 

Nonnan. OK 7307 1 

BJ.\ M 
The fi�st amatrur ma11azine we 
have <l'en yet on Japnnr:<t' Ani
mation. If you are into the phr
llOITlt'f10n of Japanima1ion. even 
ju� to dabble. we su1.111�1 you 
write to Gme Rhoul!h c/o JAM/ 
701 7  Burnside Dr. San Josr/CA 
95 1 20 to fmd nut how you too 
can receive JAM. 

Tide"·nlu Tra,·el�r lil11": 
The Times ill a monthly fanzine 
dedicated to GOW (!Rme�. A sill 
month :wbscrip1ion is SJ.50 and 
cnn !'I' ortler� from Mark Gl'l i
na�/ 1:'02 R ivr:rfTom CT. Suite 

#3112/ Virf!iniaBench. VA 2345 I 

I · 1:1�<ilie!I� nd prkr: i1 onl� $1 
for .111 "ord� or It'•• indmlinJ? 
nrirtlt'. nddrl"I�. nml rill nllt('r 

pt'rtinenl information. Mrikt' 
rh«k or mnne�· nrdt"r pn�nblr 
lo Rnrr�· O!m'r. 



REVlVlC' A TION 

l'lnr Po"'"" jfJT JJ>C }Jtrorc Jh4rplu1'171e ·Gumr 
Ry  Juemy Stinton 

LINK: Will RANGE: Touch 
TYPE: Standard BASE COST: 50 
·n.e ability to bring characters back from the dc:id. OV= dcad characlcr's body +I AP for CICh AP 

of time dead pa•t I 0 APs ( I hour). Any RAPs and the character is brought t.clt 10 life, but suffers 
lilt folowing effect�: 

· I AP of BODY each day they were dead r--...,..,�:::;��-······ 
-1 AP of MIND t'ach day they were dead 
- I AP of IITT each day they were dead 

Allribute losse� can be rt'gained 
normal Iv. Revived chaiacters are at a 
+2 column shift modifier to all rolls 
during the lim week after rcvivication. 

MIND SHIELD 
LINK: Mind RANGE: Self 
TYPE: AutQ BASE COST: 10 
This power adds its APs lo the 

resistance value versu� attacks aimed al 
damaging the MIND (I.E. Mind B last 
and lllusion). 

STUN 
LINK: Str RANGE: Normal 
TYPE: Standard BASE COST: 15 
Stun is a normal physical anack that inc:tpacitarcs its victim for RAPs in combat rounds. 

DEATH TOUQI 
LINK: Will RANGE: Touch 
TYPE: Standard BASE COST: 200 
Normal physical attack. RAPs must exceed the victim's BODY to be successful. A limitation 

must be taken with this power at no utra Hero Point bonus. 

FORM CHANGE 
LINK: Body RANGE: Self 
TYPE: Automatic BASE COST: 10 
Form change allows the character 

complete control of their physical 
apptarance. They can change !kin 
color, weight di"ribution. height. eye 
color, etc, within cenain parameters. 
Weight cannot be changed more than 
twice as heavy or less than half nonnal. 
Height can't be chantred man: than two 
feet more or I� than normal. The APs 
arc the OV{RV to perception checks. 
Th• searcher must afgo be familiar with 
what they're looking for. 

MENTAL LINK 
L!NK: Will RANGE: Self 
TYPE: Automatic BASE COST: 10 
Mental Link operates the smne way as Mystic Link cxcepc that only Physical or Mystical pow«"rs 

may be bought with it. Where Mystic Link can be described as pure magic, Mental is best described 
as the Power Comtic or a Quantum Field Link. 
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l&YdTitk 
TBdter 
Secker 
Se#Cher 
Trailer 
Shadow 
Regulater 
E.xerrminmr 
Huncer 
Mm-Hunter 
Master Hunter 
Bounty Hunter 
Bountx Hwrtcr( 121h Levd> 

After 1 2th Level. 300.000 XP's per Level. Bounry Hunten gain 2 HP per level after I Ith. 

Bounry humen are a subclass or Fighter who are adept at tracking. scouting, infiltration, spyins. 
and capture. Bounty hunters must be Lawful or Chaotic in alignment, aldtoush they can be Good. 
Evil. or Neutral. A bounty humer must have a strength or no less than 1 3, an intelligence or no less 
than 1 4, a dexterity or no le5S than 14. a constirution or at lest 14,  and 1 charisma of at least 1 2 .  
Bounty hunten with a strmp and dexterity over 1 5  ma y  receive a IO'll. experience point bonus. 

Ad,·antage and Bmefks: 
I }  When fighting humans. half-ore�. elves. half-elves, dwarves. halflings, and gnomes, bounry 

hunt� add + I  lo hit for every two levels of experience. 
2) When tracking, bounty hunters sutprise their opponenll 50% or the time. lbey are themselves 

surprised only 1 5% of the time. 
3) They can track as 1 Ranger. 
4) A third level bounty hunter will gain certain thieving abilities: open locks, find and remove 

traps, move silently, hide in shadows, hear noises. and climb walls. He would perform these 
thieving abilities at two levels lower than his own. 

5) A bounty hunter hu a knockout blow usins the usasin assuination table u 111 -uin of the 
same level. 

6) At tenth level the bounty hunter cm use clerical xrolls u a thief would use druidkal xrolls 
with the Sime �ions as the thief. 

7) 1liey may use magical itemS open to bod:! fighter and thief class. 
8) Bounty hunters may use all weapons available to dte fighcer cl-. lbey fight using the fighter 

charts and save usinll the thief chans. 
9) Bounty hunters ger a +2 ro charisma when quesrioning someone about the whereabouts of their 

prey. 
10) When bounty hunters attack with surprise from behind. they set +4 on their to hit roll. 
1 1  ) They 11e Ible to disguise themlelves as assuim of the same level. 
Restrictions: 
I )  Bounty hunter never gain followers 1Man-Hunters may have loyal employees). 
2) Bounty hunter can never build castles or keeps of their own. 
3) No � than 3 bounty hunters can work rogether at the same time. 
4) Bounty hunters may not use shields. 
5) Bounty huncen may wear padded, leather. studded leather. ring mail. scale mail, or chain mail. 

1liey may only use their stealth skill. however. if they nnly wear padded. or studded leather armor. 
6) Bounty hunters gain proficiency in weapons and anacb per round u Rangers do. 
7) Al f11'91 level, a bounty hunter mmt be proficient in 11 least one clplUre WClpOl1 (net, bola, etc). 
8) Only 10% of Lawful bounty hunters can be evil. Lawful bounty hunters make excellenc 

Sheriffs. Only 10% of Cha<Jtic bounty hunter can he of good alignment. 
9) Bounty hunters are paid to capture or kill humanoids. 1liey don't have to protect woodland 

creatures as do Ranllers. lbey are paid for captures or killings u usasim !ft pUt for usulnations. 
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