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THE VITALITY o f  the  newly  founded lmper ium was ev idenced

by i t s  rap id  expans ion  and economic  growth .  The t ime was r igh t
fo r  a  new empi re ;  the  human popu la t ions  o f  the  te r r i to ry  wanted
and needed this vast interstel lar government. The Third lmperium
was an  express ion  o f  the  peop le  who popu la ted  i t :  s t rong,  v i ta l ,
a m b i t i o u s .

A THOUSAND years  la te r ,  the  s t rength  and v i ta l i t y  o f  the  hu-
man popu la t ions  were  miss ing ;  a l l  tha t  remained was the  ambi -
t ion ,  and tha t  ambi t ion  was channe led  inward .  No longer  d id  the
populat ion see expansion as the means to a better future; leaders
looked a t  red is t r ibu t ing  the  wea l th  o f  the  lmper ium and a t  carv -
ing out petty duchies within the known boundaries of the empire.

AGAINST th is  background,  i t  was  inev i tab le  fo r  some smal l
s t imu lus  to  t r igger  the  fa l l  o f  the  lmper ium.  And once tha t  hap-
pened,  there  was no  tu rn ing  back .

l fV  fHe found ing  days  o f  the  lmper ium,  g rea t  men dreamed
great  d reams. . .and ach ieved them.  In  the  las t  days  o f  the  lm-
per ium,  pe t ty  men dreamed pet ty  d reams. . .and ach ieved them
too.
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coAcc
o F lyers  fo r  MegaTrave l le r .

The army cont ro ls  the  ground l  The
navy  cont ro ls  space!  But  the  in te r face  be-
tween the  two be longs  to  COACC the
f lyers .  A i rc ra f t  o f  a l l  t ypes  -  je ts ,  p rops ,
he l i cop ters ,  d i r ig ib les  come under  the
Close Orb i t  and A i rsoace Cont ro l  Com
mand. MegaTraveller COACC provides
ru les  fo r  f l yers  in  lhe  Trave l le r  un iverse .
Coverage Inc ludes  charac ter  gencra t ron ,
COACC organ iza t ion ,  a i rc ra f t  des ign  se-
quences ,  example  a i rc ra t t ,  and bo th
s imp l i f ied  and de ta i led  vers ions  o f  a i r  to
a i r  and a i r  to  g round combat  ru les .

G D W :  0 2 1 6 .  I S B N  0 ' 9 4 3 5 8 0  
' / 2  

2 . 9 6
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REBELLION SOURCEBOOK
a Jo in  the  Rebe l l ion !

The emoeror  i s  dead!  Who w i l l  w in  the
l r id ium Throne? Many d i f fe ren t  fac t ions
have squared o f f  in  the  impend ing  s t rug ,
g le  fo r  u l t imate  power .

Rebe l l ion  Sourcebook covers  the
d iverse  fac t ions  o f  the  Rebe l l ion ,  the i r
equ ipment ,  the i r  goa ls  and s t ra teg ies ,
and (most  o f  a l l l  how p layers  can ge t  in -
vo lved in  the  grandest  adventures  the
s tars  have ever  seen.  Inc ludes  the  shor t
adventure :  "Na i l  M iss ion . "  GDW: 02  14 .
I S B N  O  9 4 3 5 8 O  6 3 - 3 .  9 6  p a g e s . . . $ 1 0 .

REFEREE'S COMPANION
a Enhance MegaTrave l le r .

Expand the  un iverse  o f  MegaTrave l le r
w i th  more  ru les ,  background,  in fo rma-
t ion ,  and mater ia ls  fo r  the  ded ica ted  re f -
e ree .  Mater ia ls  tha t  s imp lv  wou ldn ' t  f i t
in to  the  grand,  th ree  vo lume MegaTrav-
e l le r  ru les  se t  have now been brought
together  in to  th is  use fu l  and de ta i led
compi la t ion .

MegaTraveller Referee's Companion
covers  a l l  the  maior  a l ien  races  in  the
Trave l le r  un iverse  ind iv idua l l y ,  dea l ing
wi th  each one 's  homewor ld ,  phys ica l  ap-
p e a r a n c e  a n d  a b i l i t i e s ,  m e n t a l  m a k e u p ,
and in le rs te l la r  te r r i to r ies .  The Compan-
ion  a lso  covers  la rge-sca le  combat ,
timekeeping, communications, research,
mapp ing ,  in -sys tem op3ra l ions ,  mega
corpora t rons ,  techno logy ,  . ind  robots  fo r
M e g a T r a v e l l e r .  G D \ l J :  O l ; 1  5 .  I S B N

What Happens When
A Thousand-Year Empire

ls Eleven Hundred Years Old?
The lmper ium began as a smal l  pocket  of  sc ient i f  ic  and

techno log i ca l  i nnova t i on  i n  a  sea  o f  p r im i t i ve  s t a r  sys
tems .  l t  r eached  ou t  t o  even tua l l y  t ake  ove r  mo re  t han
1O,O00  sys tems .  I n  t he  cou rse  o f  a  t housand  yea rs ,  i t
f ough t  coun t l ess  wa rs  and  conque red  coun t l ess  r aces .
But af ter  that  thousand years,  the lmper ium is o ld,  t i red,

and  s t r a i ned  a t  t he  bo rde rs  by  d i ssen t i on  and  c i v r l  un res t
Now the  lmpe r i um i s  sp l i t  i n t o  many  f ac t i ons .

The  empero r ' s  assass in  Du l i no r  c l a ims  t he
th rone  i s  h i s  by  an  obscu re  qu i r k  o f  lmpe r i a l  l aw .
The  empero r ' s  nephew  na tu ra l l y  c l a rms  d i f f e ren t
l y .  o t he r  f ac t i ons  have  t he i r  own  op in i ons .

MegaTrave l le r  the  comple te  sc ience f i c t ion  ro le  p lay ing  game.
The MegaTraveffer Players' Manual contains the basic information any player needs

to  p repare  fo r  (and par t i c ipa te  in )  Trave l le r  adventures .  A  re fe rence fo r  everV par
t i capant ,  i t  inc ludes  charac ter  genera t ion ,  sk i l l s ,  task  reso lu t ton ,  exper ience.  persona l
combat ,  and ps ion ics .

The MegaTraveller Referee's Manual is a basic reference for the referee which
expands on  the  top ic  o f  tasks ,  and dea ls  in  depth  w i th  veh ic le  des ign  and combat
( inc lud ing  bo th  sur face  veh ic les  and s ta rsh ips) ,  wor lds ,  and commerce.

The MegaTraveller lmperial Encyclopedia is the basic reference Ior everyTraveller
par t i c ipant .  l t  dea ls  w i th  l ib ra ry  da ta ,  maps.  wor ld  da ta ,  and equ ipment .  The En-
cyc loped ia  inc ludes  a l l  the  raw in fo rmat ion  necessary  to  learn  about  the  Shat te red
l m p e r i u m  a n d  r o l e  p l a y  w r t h i n  i t .

The boxed MegaTrave l le r  se t  inc ludes  a l l  th ree  o f  these books ,  p lus  a  pos ter -s ize
m a p  o f  t h e  S p i n w a r d  M a r c h e s .  G D W :  0 2 1 O .  I S B N  0  9 4 3 5 8 0  4 9 - 8 .  B o x e d . . $ 3 0 .

Each book  is  a lso  ava i lab le  separa te ly .
T h e  P l a y e r s '  M a n u a l .  G D W :  0 2 1 1 .  I S B N  0 - 9 4 3 5 8 0  3 8  2 .  1 0 4  p g . . . . . . . . . . . . $ 1 0 .
T h e  R e f e r e e ' s  M a n u a l .  G D W :  0 2 1 2 .  I S B N  O - 9 4 3 5 A O , 4 7 - 1 .  1 0 4  p g . . . . . . . . . $ 1 0 .
T h e  l m p e r i a l  E n c y c l o p e d i a .  G D W :  0 2 1 3 .  I S B N  O  9 4 3 5 8 0  4 8 - X .  9 6  p g . . . . . $ 1 0 .

FREE!  Wr i te  fo r  your  own copy  o f  the  lmper ium Map showing the  borders  o f  the
Th i rd  lmper ium before  the  oresent  rebe l l ion  beqan.  Ouant i t ies  l im i ted .

THE SHATTERED IMPERIUM
The t ime is  the  d is tan t  fu tu re .  In -

te rs te l la r  t rave l  i s  no t  on ly  poss ib le ,  bu t
commonplace.

The ru l ing  in te rs te l la r  power  i s  the  lm
per ium,  a  la rge ,  human 'dominated  em'
p i re  more  than l  OOO years  o ld ,  encom-
pass ing  1  I .OOO wor lds  rn  a  reg ion  over
2000 l igh t  years  across .

But  wh i le  the  lmper ium's  thousand-
year  re ign  has  c rea ted  an  i l l us ion  o f
s t rength  and las t inq  power ,  con t inued
expans ion  and in te rna l  p ressure  have
combined to  s t ra in  the  lmper ium's  ab i l i
t y  to  govern  to  the  l im i t .  The th read tha t
he ld  the  vas t  lmper ium together  has
a lways  been the  emperor .  the  one in -
d i v i d u a l  t o  w h o m  a l l  l m p e r i a l  c i t r z e n s
u l tamate ly  owe the i r  loya l ty .

Now the  emperor  i s  dead a t  the  hands
of  an  assass in ,  w i th  no  immedia te  he i rs
and no  c lear  successors .  The emperor 's
nephew c la ims the  th rone;  so  does  hrs
cous in .  Even h is  assass in  c la ims the
throne.  No one knows whom to  fo l low;
someone is  fo l low ing  each o f  the  c la tm
ants .  Severa l  border  reg ions  have los l
fa i th  in  the  lmper ium and have dec la red
the i r  independence.  A  few ne ighbor ing
in te rs te l la r  powers ,  learn ing  o f  the  lm
per ium's  in te rna l  chaos ,  have begun to
a d v a n c e  i n t o  u n p r o t e c t e d  f r o n t i e r
provrnces  _

T h e  l m p e r i u m  h a s  s h a t t e r e d . . .

illrcnTnAwrrrR
Agains t  th is  background o f  s ta r ' span

n i n g  t e b c l l i o n  a n d  s p l r n t e r  e m p r r e s
T r a v e l l e r  r s  s e t .  l l s  r o l e  p l a y i n g  g a n r e
ru les  p rov ide  an  en t i re  un ive .se  to  be  ex
p lo red .  P layers  assume any  ro le  and any
miss ion  in  the  un iverse  o f  the  fu tu re .

Trave l le r  says  tha t  mank ind  has  con
quered the  s ta rs ,  t rave l  be tween s ta r
sys tems rs  commonplace,  bu t  the  d is
tances  invo lved make in te rs te l la r  voy
ages take  weeks ,  months ,  even years .

The s i tua t ion  is  s im i la r  to  Ear th  in  the
18th  century .  Communica t ion  is  l im i ted
by  the  speed o f  t rave l ,  se t t ing  the  s lage
for  adventure  in  a  g rand fash ion  w i th  a l l
the  t rapp ings  o f  c lass ic  sc ience f i c t ion :
s ta r -spann ing  empi res ,  huge s ta r f lee ts ,
in te rs te l la r  merchants  (and in te rs te l la r
p i ra tes) ,  complex  d ip lomat ic  maneuvers ,
and la rger  than l i fe  heroes .  hero ines ,  and
v i l l a  i n  s .

Trave l le r  i s  the  name o f  the  overa l l
game.  MegaTrave l le r  i s  the  name o f  th is
ru les  se t .  and is  used to  d i f fe ren t ia te  i t
f rom the  lO years  o f  deve lopment  and
ear l ie r  edr t rons  thar  p receded i t .

S i n c e  1 9 7 3

PO Box 1 646
Bloomington,  lL 61 702-1 646

HERE'S HOW TO ORDERI 
HERE' ,S HOW TO ORDER

VISA 
For sal .e at  your hobby or  game store.  Or order f  rom

- " ̂?l J?1; [lj':,:i;'J1 y"; il:?": 3:::: ;,'"?ffil" :
For  sa le  a t  your  hobby  or  game s to re .  Or  o rder  f rom GDW
By Mai l .  Wr i te  what  you want  on  a  p iece  o f  paper .  Pay  by

Bv Phone.  Ca l l  us  a t  3Og 452-3632 be tween 9  a .m.  and
5 p .m.  Cent ra l  T ime weekdays .  You can pay  by  V isa  or' . . /  

" . , . ' '  - .  Mastercard .

Modirboro',,":ljl:"yjX: ?:j I:":,:J',:,1:T"j;!9i;:,Y r';u'' 
u' o

-  
two work ing  days .  Wr i te  fo r  our  f ree  16-page ca ta log .
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In our last issue, I announced that the second half
to "Bird of Pr6y" would be in this issue. Alas, i t  is
not. Due to a career move, on€ of the writ€rs,
John Fernandes (our contributing editor), has been
occupied relocat ing half  way across the country
However, l 've been assured that parl 2 will be
completed in t ims for our next issue. John also
t6lls me he's working on other projects as well. As
part 2 of Bird of Prey was for MegaTrave/lar and
even included an adventure. il seemed only fitting
lhat a Megalrave//er adventure be substituted in
its place. So. in this issue, we have not one, but
two adventures.

ln our efforts to sat isfy you, our readers, and give
you your money's worlh, you'll notica that we've
added four more pages to this issue. Even so,
space st i l l  d idn' t  psrmit  us to include a reader
feedback survey. But you are certainly welcome
(o writ€ to us €xpressing your opinions of this
issue My thanks to lhose readers who did so for
our last issue.
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REBEL JUSTICE
An adventure for $la7 l{''a15'7-trr
by James B. Krng

STAR MAPS
An alternative to Lhe Star trYarcrM
Astrogation Gazetteer
by Gten Allison

KFANGU CLASS SPACE I;IGI{TER
A Vargr fighter lor ,llegafrard/erttr
by James B. King

AMERICANS IN TI{E ETHER
Estnardda Class ether flyer for ^5fur:/88/ru
by James B. Kin'g

CRYOGEMC SURRENDER
An adventure for ,4'leg7a fia t d/errur
by James B. King

HULL DAIUAGE
Specified hullhits n fiard/c/ril
by James B. King

THE ANCIENT SCIENCE OF
SHRINKING
Shrunken solar s]'stems in narc/krru
by Allan Hopkins

MILITARY DRESS
A look at the uniforms of off-Earth forces
of world powers
by Glen Allison and James B. Krng

BEYOND THE LOOKING GLASS
Alternate umverses h role playing games
by Jerry Campbell
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REBEL JUSTICE
An adventure  fo r

by James B.
Star lTars
King

ADVENTTIRE SCRIPT
Somewhere in  hyperspace,  on the way to  the Nass Diona star  system.- . .

GM: After several hair raising asignmenu; your team had finally been grven an "easy op", a smple task
of restocking a wilderness cache rvith food stuffs But shortly after you landed on the planet you were to
acquire your supplies from, a rebel courier caught up to you. You were given encoded orders to proceed
with all speecl to Aaricetri, in the Nas Diona system, to kidnap a rougue rebel narned Kashiin, before ISB
agents got to hint. l{ot onll <trid Kashiin steal a large sum of .\,lliance funds he has knorvledge of several
rebel base locations It would be a rna-pr setback to the Alliance if Kashrin u'ere to 1'a.il into Imperial
hands. So the ,\lliance smply. has tc; get tc lrim fu'st. ,\nd your teani is the only one close enough to try.

lst Rebel: I 1rsi. dern't understand lrori,, ths Kashiin was able to make off wrth half a millicn credits of
Alliance funds so easill'.

2nd RebeF Well, the fact is, a lot of rebel operatiorrs requrre putting large sums of' money in the lrands of
small units Besides, I heard runtor that Kashiin \\':ls a trusted courier.

3rd Rebel: I lreard the same thing. I also heard that Kashiin rs a wante.d criminal on half a dozen
planets. It seems he's quite a con artist. lle zure deceived the Alliance.

4th RebeF lt's a fact of necessrty that the Alliance must accept into the fold the likes of bounty hunters,
criminals, and ex-cons, who all end up as common enemie; of the Empire. That's why we have to nab
Kashiin and get him to Calamari, so he can be nrade an example of in a Calamari court. Otherwse, the
same thing could happen again and again.

Znd Rebef Hey, these types can't be all bad" you know. Take that Solo guy for instance. From what
I've heard of him, he's a scoundrel through and through. But lre and his wookie companion ended up as
heroes a.t the Battle of Yavin.

4th Rebeft That may be so, but it's quite a temptation to skip out on the galactic fight for freedom
with all that money and live a life of luxury on an Outer Rim world.

lst RebeF Okay, fine. So we've got to make an example out of Kashiin What I don't like is the fact
that this information was intercepted from an Internal Security Bureau field agenl Those iSB people are
bad news. They'll probably arrive to nab Kashiin at the same tinre we do. And all we can go in with is
stun plstold

3rd RebeF Naw, accr:rding to that reixl courier, the clcxest ISR team is two days further away than us.
\\rell hal'e nabbed Kashiin and be gone b1' the time thel'ariive.

lst Rebel: Olrhh. Nou' why'd you have to go and saY that out loutl*

GM: ,,\n alarm beexr on the r'ollt[cl pane! gtxr- cif{', teliing you that
rn the irias; ilrona slstem.

tire sllp rs al-rout lo exit lty'prrspace

1
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REBEL JUSTICE

EPISODE ONE: PLANET FATL

Summary
In this episode, the players learn the details of their

mission and are introduced to rhe world of Aaricetri. After
ordered to eflect a parking orbit, they observe the arrival
and almost immediate landing of an Imperiat Consular
vessel. Once landed, they undergo an unusual customs
reception. They then make any last minute preparations or
quick purchases before going alter Kashiin.

Start the Adventure
Use the script at the beginning of this adventure to

start play. Assign the parts to the players as necessary so
that all parts are read. Feel free to make photocopies o[ the
script, or simply have the players read their parts from the
magazine.

Next, hand the players a photocopy of their orders
from General Straker, as delivered by the courier, and let
them famitiarize themselves with it (probably best done by
having one player read it aloud to the others).

You are now ready to begin Encnunter I below.

Encounter l: lmperial Arrival
The PCs' ship exits hyperspace close in to Aaricetri.

Within seconds rhey are haited by starportlorbital flight
control and are asked if they intend to land. After they
respond, the controller instructs them to initiate a parking
orbit and standby until earlier arrivals are landed.

Only minutes later, the ship's sensors derect a ship
exiting hyperspace not far from their own point of arrival.
The PCs just happen to receive the communications
exchange between the port controller and the vessel's pilot.
Probably to their dismay, they hear the pilot declare that an
lmperial ambassador and his negotiating staff are on board.
In less than a minute, the lmperials are cleared to land.

About fifteen minutes later the PCs receive clearance
to land at docking bay 56.

Encounter 2: The Customs Inspector
As the PCs' ship is setting onto the deck of bay 56, the

pilot sees an Aaricetrian standing just inside the bay
entrance. Before the whine ol the dying sublight drives has
fully dissipated, the PCs hear a wrapping on the hatch.
When the hatch is opened. the Aaricetrian boards. Read

FEOI& GENERAL STBAKER. ALLIANCE SECTOR COMMAND

TO: Al$/ OPERATIVE TEAM REACHED BY THIS DOCUMENT

DoCUMENT: YOU ARE INSTRUCTED TO PROCEEO wffH ALL SPEED TO AARICETRI, THE FOURTH PLANET lN THE
NASS OIONA STAR SYSTEM. YOUR MISSION IS TO KIDNAP A SULLUSTAN NAMEO REKK KASHIiN, A BOGUE
REBEL DESEBTER WHO DISAPPEABED THFEE MONTHS AGO WITH A LARGE SUM OF ALLIANCE FUNDS. HE
CAN BE FOUND AT A FASHIONABLE NIGHT CLUB, WHICH HE APPABENTLY PUBCHASED AND MANAGES, CALLED
.WILDNITE", LOCATED IN THE HOTEL DISTBICT OF THE STARPORT CTTY OF PENSHAKKA. HE IS RECOGNIZED
BY A METAL PLATE SURGICALLY PLACED OVEF HIS LEFT EYE SOCKET,

YOU ARE INSTRUCTED TO USE DISCRETION T IS OF PARAMOUNT IMPORTANCE THAT YOUR MISSION BE
COMPLETED WTTH THE LEAST POSSIBLE INCIDENCE. UNDEB NO CIBCUMSTANCE IS DEADLY FORCE TO BE
USEO IF CONFBOI.ITATION WffH LOCAL AUTHORTTIES IS UNAVOIDABLE. THE POSFION OF THE ALLIANCE
WITH THE GOVERNMENT OF AARICENTRI IS TENUOUS. THE EMPIRE'S POSITION IS NO BETTEB, AS THE
AARICETBIANS HAVE REPEATEDLY REFUSED IMPERIAL OFFERS OF "PEACEFUL INTEGBATION INTO THE
EMPIFE". TO STEEI.IGTHEN THEIH POSTION, THEY HAVE ALSO REFUSED TO ACKNOWLEDGE THE ALLIANCE
GOVERNMENT AS LEGTTIMATE. ACTS THAT MAY WEAKEN OUR POSITION ARE TO BE AVOIOED WHEN
POSSIBLE.

BE ADVISED THAT ALL BLASTER WEAPONS ARE ENTIRELY ILLEGAL IN CIVILIAN HANDS ON AARICETBI. BUT
STUN PISTOLS MAY BE FREELY CARRIED.

YOU ARE TO OBEY THIS LAW. YOU MUST MOVE QUICKLY, THE KNOWLEDGE OF KASHIIN'S LOCATION WAS
GAINED BY OUB AGENTS WHO ITTTEBCEPTEO ISB COMMUNICATIONS. AN ISB TEAM IS TO ATTEMPT A SIMILAR
MISSION AS YOURS. IT IS BELIEVED YOU WILL REACH HIM FIBST,

ONCE YOU HAVE KASHIIN, HE IS TO BE TAKEN TO THE NEAREST BEBEL BASE. SECUBE PASSAGE WILL BE
ARBANGED TO TBANSFEB HIM TO CALAMARI, WHERE HE WILL BE PROSECUTED FOR HIS CRIMES AGAINST THE
ALLIANCE,

END DOCUMENT
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aloud the bold sectron below. Allow the players rime ro
answer between quesrions. The Aaricetrian sptaks in basic
with a deep, slurred, bur ofl icial tone. His "s" sounds are
actual l .v  pronounced'  sh" .

-Welcome 
to Aarisherri- | arn inshpeclor Leshta

ol rhe Shtarport Cushtomsh Offish- Aarishetri lay
requirsh that you anshrer shome queshtions
before being alloved entry ro our sorld- Ahem.
What ish the purposh of your vishit?----Whar ish rhe
inrended length of your shtay?----Are you in any
ray affi l iated with the sho-called Rebel All iansh?
----Do any of you sherve in a military or governmeo-
tal capashiry uirhin rhe lrnperial eshtablishmenr?-_.-
You are free to conduct your activit ish on Aarishe-
tri- You are hereby oorif ied thar blashrer reaponsh
are shtr ic l ly  i l legal -  You may f reely  carry shrun
shidearmsh Enjoy your shray--

With rhar  rhe inspector  (Jeparts  lVhen rhe PCs leave
bav 56.  point  oul  t ( )  them rhat  the 5.11 '6 loors h, tve a
computer ized lock ing mechanism 

.The 
r rser  o l  rhe bay is

lree to lnput anv kevcode desjred. up r() lr.n characters. that
must be used to gairr access ro tht' l>ay The leyco,le
entered in to the l r>c l :  a ls<-r  reEl is ters i r r  th t '  pr rm,rr !  p( , r l
compuler .  arrd can be reqrrested at  p() r ' l  o j  f  icc 's  i f  i t  is
Iorgotten.

When bay 56 is salely secured. the PCs are free lr.,
cont inue thei r  r i r iss i r r r r .  l t  is  now about  nr id-erening on
Atrricetri. arrtl rrear darl:, so the PCs sh,,rrld wanr to Eet t{)
"The Wi l , lnr tc  Clu l r '  i r r  gr , r>d t i rne.  F i rsr .  ihey nray wis l r  ro
purchase -s<>me equiprtrenr, irrcluditlg sturl pistr>ls i l  they
.1on't already have rhem They'l l also probablv rent a cilv
speeder (renttrl Iacil i t ies are at rhe port). as Kashiirr 's clul> is
about 5l:rn lrorrr bay 56. and there rs no fasr-nrass trarrslr
system avarlable. though one is under ct>nslructl()n. Spee-
<ier  renta l  c<,rs ts  75 credi ts  per  da5 (A crr i 'speeder is  a
modified land speeder. Iop speed is l irnrred rr, 150 l:ph
quite suflrcrent for citt '  ()peraling. the spee,.ler has bright
l ights that are rirrected forward, and has a srgnal br>ard
r louf l (er l  abor , r '  lhe ' "ehrc le thar  s ignals when the lehi r : le  is
slowing or about r() chdnge rl irection )

l i. by charrce. s{)nre ,-l[ the PC]s have .rtrempred t()
corrceal blastt 'rs {)rr their persons, tell thear that an alarm
goes off when thev pass lhrough rhe bay doors. Securirv
personrtel seeni to conte fr()m everl direction (d<>uble thr:
number ol the grt,up). 

-f lre 
whole group rs brislly searched

and all biasttlr 's are confiscate,l. Jhey are rherr marcherl ro
(he ser;rrrit r '  of I ice where police authorit ies are waitin€i
Their 'aro f i r re, l  500 crer ' i i ts  per  b laster .  arrd warned that  arr . . ,
lu ture o l f  e  r rs{ '  wi l l  resul t  in  th i r rv  days oI  corr l i l remenl .
I  hat  r " . rL 'ht  to  c lear lv  c . ,s tabl ish that  b last r . rs  arp in t lee i t
s lnc l l \  i l l i :g , r ;  i i ; " "  i rero i<:  miss i ( )ns .1 , ln  bp ; lcc, 'nr l l l ishe, l
cn.-e n a , . ,h i i i ' t { ' r thout  t , r t i r r i '  l l r r r ; l r -s izz l ing b l : r : ; r r t  s
et 'e tvwlr r : r ' , -  , , i , ;  : , :be l  herues go.)

AARICETRI

Aaricerri is rhe fourrh planet of the Nass Diona
star svslem. a system which l ies on the verv edge of
the lmperial Ourer Rim. As such. the planet has only in
the last [ew decades seen rapid indusrrializarion.

fhe Ernpire has attempted several schemes to
incorporate Aaricerri inro the fold. all of which have
failed. The Aaricetrians are an indepent people, who
fully intend lo keep rheir freedt-rm. k is l i l iely thar rhe
Ernprre wil l sorneday use rnil i larv force to conquer
Aaricetri. bur with lhe pressing , 'temands of l ighrlng a
growing rebell ion and the recenl militarv fiasco at
(falamarr. it wrll l i l .elv bt: sorrre rinre.

EPISODE TI9O: WILD NICHT EXCITEMENT

Summary
ln th is  episode the PCs l r r r , l  Kashrrn at  the c lub.  bur

observe him in the cr>mpany o[ s.rnre hunrans rhey'l l  l i l :elv
susper:t are ISB agenrs. l 'hey lrrst,. leal wirh a posred guar<1.
then rescue Kashiin frorn the other ol>served agents. Be[ore
they can escape, ttre group is ambushed bv even more
agents. They finally get away, but police sirens are heard.

Encounter l: Kashiin is Found
When the PCs arrive at rhe club. parking signs guide

thenr into a large, enclosed garage A valet waiting near a
large door offers ro park their speerler {or thern. The PCs
might think to reluse and parll i t themselves, in case they
have to make a quick getaway

When the PCs enrer the club. describe whar rhey
observe by reading aloud the bold secrion below.

As you enter, you wall into a large room, l it by
hanging strands of glirter l ights- The ralls are
awash uith many colors, aod as you ratch. the
hues mir and change. formiog color patterns rhar
consantly change. Your eyes are dravn to a
one-meler high platform tha[ is about 20 meters
across- Five meters above it, a large crowd of
assorted aliens is let.ting loose to inlergalactic
shale music, aided by the gravity repulsor l ield
that holds them suspended io the air- As you
approach near the platform. you a.e blasted by the
suddenly increased sound volume, having
apparently passed through a loy energy souod
vave shield. Cootinuiog on. you see a large area
covered io tables- Occupants at the tables are
involved in both eating and gambling.

Have each p la ' r 'er  ro l l  lor  Search s l . i l l  (12+) r ( )  spol
Kashirn sitt. inB at a {ull sabacc rable near rhe {ar. bac[. wall
Kashi i r r  is  coun' r ing.r  s tac l ' .  c t {  credi t  ch ips.  having
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apparently just won a game. Standing directly behind
Kashiin is a rather large walrus-laced Aqualish (see page
24 ol Srar Wars Galary Guide | ) who is obviously
keeping close watch on everyone at the table as well as
anyone else who approaches close ro Kashiin. Before rhe
PCs can take any acr.ion, they observe the following.

As you vatch, tro dartly dressed human males
approach rhe rable and apparently introduce them-
selves. as, alter a Ier seconds, Kashiin rises to
clasp and shate hands uith them. lovolving them-
selves in cordial conversation. Kashiio. his body-
guard, and tbe humans yall off to a hallray cleady
marled as leading [o the managernent olf ices.
After the four eoter the hallray, you observe
aoother human male vearitrg a commlinl enler the
hallray a shorl distance behind them-

l lave the plavers roll for Technology skil l . On a
successful roll of l4+ the PC recognizes the third human's
commlink as a model manu[actured for and supplied only
to lmperial rnil i tary procurers All three humans wear
holstered stun pistols.

Encounter 4: A Stunning Showdorn
The players should very well suspecl that lmperial

agents have beaten thern to Kashiin, which should sprrr
them to take immediate acti()n. When the PCs ta['.e a lo,rk
down the hall. they see the third human leaning against the
wall next to a door marked "Manager", about l0 meters
down the hal l .

KIrcHEN OFFICES

PIiRMACITE WALL

l f  the PCs walk down the hall, when they gel io 5
meters lrom the man he stands to lace them. Have the
players roll Perception. A successful roll of 12+ reveals
that the man is prepared to make a fast draw lor his pistol.

-That's far enough.- the dartly dressed man
declares wirh a threatening edge in his voice- -The

hall is oll l imits. You'l l have to leaye-- You hear a
muffled outcry that is quictly cut short, coming
from behind the door marted Manager- Poinring
dorn the hall. the man glares at you and clenches
his teetb. -Bact- Nor!-

Ttre PCs may instigate a firefrght. The ISB agent wil l
make a haste action. attempting to get a shot off f irst alter
drawing. The players may instead attempt to come up with
a more subtle way to get rid of the agent. Bur i{ they don t
leave the hall immediately. the aBent instigates a firefight
himself.

Encounter 5: Rescuing Kashiin
lf the PCs choose to burst into the room, hoping tcr

surprise the agents insicle, rhey find rhe door is locked.
Mounted onto the wall next to the door is a compulocl
similar to the bay door lock. A character nray choose to
use Computer ProglRepair skil l  to release the lock (16+) or
the PCs may try to force the door using Strength (17+)

Once in the room. the PCs see Kashiin's bodyguard
sprawled out on the l loor and the two agents, who have
just finished binding Kashiin's arms and gagging him, are
drawing pistols. However. if the PCs get in by breaking the
l:eycode, they have half surprise - atlow one free haste
action. If they forced the door. they do not have surprise.

One of the agents is wearing a commlink. Before he is
stunned, he triggers his unir, but only gets out, "Reb--".

I rsB AcENTS
I I

DEX'TERITY,.  2D
Blaster-____4D
Dodge____-,lD
KNOWLEDGE-2D
MECHANICAL*2D

PERCEPTION _ 2D
HidelSneak__4D
Search____lt)
STRENGTH-2D
TECHNICAI. 2T)
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It is possible the players may choose to wait for the
agents with Kashiin ro leave the room, then follow them. In
lhis case, the agents take Kashiin around the corner in the
hall and head for the garage. lf the players don't act before
the agents reach the garage, rhey'l l  have to take Kashiin
from a rnuch targer group of agenrs.

Encouoter 6: More Agents
If the PCs take Kashiin in his office. rhey may lool: for

a back entrance, which reveals the door to the garage ar
the end of the back hall If they go our the lront. rhere is no
valet to be seen. If rhey didn'r park the speeder rhemselves
they'l l  have r(., go looLing for it. Eirher way, sonrewhere
amidst the parked speeders the PCs are arnbushed by ISB
agents numberin6; one less than the PC group.

If the plavers declare they are looking or searching for
other agents. f irsr roll for l-{idelSneat skil l  for each agent.
Use the highest roll as the dift iculry number when the
plavers roll for Search sl. i l l .  If rhe PCs don'r search. allow
each player t<.r r<:l l Perceptiorl once tr: detect the presence
of  conceale. l  persons ru the garage ( lB+)  l l  rhe agerrrs  are
nol detected. they have complete surprise wherr rhey
spring tht:ir ambush.

This encounter should be fast-paced cr nlusion. The
garage is nor parrrcularty welt l ir. an,l srun bolts seem to be
l lv ing in  every d i rect ion.  conr i r rg f rorr r  dar l  shapes rhat  pop
up from behind ()ne speeder. then another Reari the
fo l lowing to ths p layer  who is  war<-h inp Kashi in .  Though
Kashiin is speal:ing rn basic. you shoul.l nse s()me kintl ol
accent  when reading hrs par ts .

Glaocing at Kashiin, you see thar he has
managed ro wriggle free ol his rnourh gag- -Let me
help--unr ie me and g ive rne a srun p isro l ! '  Kashi in
urges you- -Lool, I tnow my best chaoce is with
you people. Unrie me aod I' l l  go with you peacefully
then ve escape this.- he continues convincingly-
-l l I end up in the clutches of the lSB. l ' l l  be dead
before they're finished rirb me!-

lf the PC releases Kaslri in and gives him a pistol, rhe
Sr.rl lustan fires a cr>uple shots then bolts in an attempt to
escape both lmperials and rebels. rrying lo loss 15.rt
among the speeders. If the PC doesn't release him. in a
couple ol rounds he quickly works himsel{ ro his leet and
takes off anvwav. lf he succeeds in gerring awav, rhe ISB
agents split up and, wirh heads down. weaving in and our of
the l ines o[ speeders, try to capture Kashiin thenrselves.
The PCs are surelv rrying ro recapture him.

Kashiin, of course. is hiding. Roll lor his Hidelsneak
ski l l  and use the resul r  as the d i f f icu l ry  l t i lmber Ior  the
players' Search skil l  rolls. l- lave therrr roll each round unti l
Kahsiin is drscovered and recaptured, l l  Kashirn is arnre,l.
he does delend hinrself. During each rotrnd. at leasr sonle
ol the PCs elcounter searching agenrs, which results irr
stun fire. in this case. no Search skil l  roll can be nrade.

At your optron, you may also roll Search skil ls for the
lmperials, which could mean that the PCs end up having to
wrestle Kashiin away from them.

Shortly af ter Kashiin is recaprured. ttre sounds ol
high-pitched sirens can be heard. Any concious ISB agents
disappear as the sirens grow louder. The PCs, pull ing
Kashi in  a long,  should be scrambl ing inro rhei r  speeder ro
mal:e a last disappearance Ihemselves.

EPISODE THREE, BACK TO T}IE S}IIP

Summary
This episode begins with a wild speecler chase scene

involving the PCs and local police units. After losing rhe
police, the PCs must deal with six enforcers rhey finrl
guarding ba-v 56. then break the new keycode rhar locl:s rhe
bay cloc'15. With police closing in. the PCs quicl: lv board
their vessel.

Encounler 7: A Speeder Chase
When the PCs have boarded their speeder and are

moving out, read aloud the following paragraph.

REKK KASHIIN

DEXTERITY--]D PERCEPTION-4D
Blaster_ ___4D (-'on_ __,__6D
f)c,dge,*______4D Cambling__5D
KNOWLEDGE 2D+l l.lidelsneak 6D
Bureaucracv -__-3D STRENGTH=--3D
Streetwise__,__lD+l  TECHNICAL-2D+2
MECHANICAL -3D
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As you fly out oI the garage, you are suddenly
blinded by the headlights ol a rapidly closing
vehicle--a police speederl The fast-approaching
speeder veers to avoid colliding virh you and
plors iuto a pernacite rall- With a srnash, scrape.
and crumple, the speeder bounces olf the watl and
sidesripes your outr speeder. crumpling the panels
along one rhole side. then stips and spins to stoP
in the street- Though the speeder is a complete
rrecl, the operator's coctpit appears intact- One
speeder is dorn and oui, but tto more are closing
fast- From a loudspeater on ooe. you hear, -Thish

ish the polish- You are ordered to shtoP your
shpeeder and shurrender!- ,ffi

'f:w
ol{a
q

I?n"*f-
Obviouslv. the PCs musr lose rhe police speeders. As

they race around hotels, f ly through obstacle-fi l led parking
lots. and dodge spee,ler traffic, all in the dark of the night.
have the speeder operaror roll for lr is Repulsorlift Op. skil l
against varying difl iculty numtrers. Failed rolls result in
scrapes and col l is ions that  quick lv  turn the speeder inro a
.iunl.er.

After several rounds, the police speeders crash and are
lef t behind. Shorrly afrer the last police vehicle goes down.
the directional repulsors on rhe PCs' speeder lail. Allow the
operator to roll for his Repulsorlif r Op. shil l ro make a crash
lan"'l ing (20+). lf rhe roll fails, the players must roll 2D
danrage against Strengrh. lf rhe operaror's roll is successf ul.
the players must sri l l  roll lD damage against Strength.

Now on f oot, the PCs arust walk tfre rematnrnpl
distance to bay 56.

Encounter 8: Getting lnto Bay 56
When the PCs get. within sight of bay 56, thev see six

very alerl police enf orcers standing under the l ights at the
ba\ doors. All wear protective jacl:ets and helmets antl are
arrned witlr stun ri[ les. h appears that the PC's have
sornehow lreen rnacle.

l-lopefullv, the plavers decitle rhat a bit <;f cleverness.
not just gunplav, is the answer to this dilemmn, Deterrnine

appropr ra te  d i f l i cu l ty  numbers  lo r  whatever  so lu t ron  they

c()rnF up with l f  they tal:e 1a1 long in plannrng, tel l  thenr

they see increased pol ice patrols in t lre area.

When the pol ice are taken care of. the PCs , l iscover

that the bay doors w(rn t open with their keycode--i t  s been

changed! Tlrey must break the keycode using Contputer

Prog /Repair ski l l  to get the doors open (18+)

As the PCs are working on the doors, they hear yel l ing

a short distance away, then hear the tramping o[ rnany

booted feet. growing louder. Just as the doors operr (cheat

i f  you have to), a dozen pol ice enlorcers come running into

view. 
' fhe 

PCs exchange a few stun bolts with the pol ice as

they quicl: ly clarnor aboard their vessel.

EPISODE FOUR: A BATTI-E TO ESCAPE

Summary
In this final episode. the PCs blast ofl and are pursued

by Aaricetrian Iighters, then conlronted by TIE fighters
launched lrom a bulk freighter. Though the PCs must deal
with two TIEs, rhe Aaricetrians engage the rest. After
battl ing with the two flEs. the PCs escape into hyperspace.

Encounter 9: The Pursuit
As the pilot quickly heats up the sublight drives for

ignition. a port controller excitedly teils him over the radio
that he is not cleared for takeoff. 1-he pilot cerrainly ignores
him. and the PCs blast off.

When the ship reaches 1000 meters, one o[ the PCs
spots several dark specks following their f l ight path The
pilrrt reads them r:n <Jetection sensors as well: Z-95
Headhunters. Rea.1 aloud the texr below to describe what
happens next.

S.-l,*,#t"

AARICETRIAN

DEXTERITY-2D
KNOWLEDGE- I D
MECHANICAL 2D

PERCEPTION-2D
STRENGTH-3D
TECHNTCAL--2D
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You cross the fioal barrier betreen atmosphere
aad space- Bur rhe Headhunrers have slovly been
gaining on you- A laser bolt blasts past you to
saarboard; a single raroing shot- Your radio comes
to lile as you are hailed by the Aaricetrian
squadron commander- -Purshued veshel. you are
ordered to reversh coursh and return to port-
Failure to comply ri l l  reshult in your deshtruc-
tion-- Belore you catr reply. your sensors beep ar
you- Another ship has been detected. Slowly
maneuveriog directly into your course is a large.
ioterstellar bult freighter. Suddenly. several more
blips are detected dead ahead- But these are small
and [ast. and cooing right at you-

Encouoter lO: Ao Unerpected Battle
Read a loud the lo l lowing text .

Your sensors soon reveal the approaching cralt
abead to be--TlE fighters! Apparently monito.ing
previous transmissions, the lmperial squadron
commander no,u hails you. -Rebels. in rhe name o[
the Emperor, you are ordered to surrender your
vessel immediately or be destroyed-- 1-he lmperial
hardly Iinishes when the Aaricetrian pipes in-
-lmperial commander, you are violating Aarishe-
lrian cootrolled shpashe. You are warned ool to
interfere in rhish matter. lf you do not t,urn bacl,
we ri l l  engage you-- Wirh no heed to the Aarice-
trian tarning, the closest pair of TlEs angle in and
open fire on you. missing only by rneters, Within
seconds, the Aaricetrians and lrnperials engage in
close combat. Soorr thc space around you is f i l led
by maneuvering l ighters. slashed by high-energy
laser bolts, and shaten by erploding fighter craft.
But there is one pair of TIEs rhich has not
engaged- And they are turning bact for another
sbot at you-

The PCs' ship must survive the engagement with its
nav cornpuler and hyperdrives intact. But the rest of the

ship can certainly be chewed on.
Alter four or f ive comhet rounds, tell the pilot that the

ship is lar enough out ol the planet's gravity well to engage

hyperdrives. though a navigation course must also be lard.
When the hyperdrives kick in, the PCs are safe. In a few

days, Kashiin can safely be delivered into the hands of the

Rebel All iance, and wil l then shortly be on his way to a

Mon Calamari courtroom.
At a later t. ime. the PCs may learn that the

Aaricetrians have invited the Rebel All iance to establish an

ernbassy on their world. lt seems that the people of

Aaricetn are very .l ispleased that the Empire wotrld first

send an anrbassador to negotiate treaties, and then covertlv
sen(J naval lorces to their world. and then think so l itt le of

engaging in actual hosti l l l ies. The result turned tiul to be ;t

cooling of relatiorrs between Aaricetri and the Empire, and
a warrning between Aaricetri and the All iance. I

7_95D HEADHIJNTER

Ihe Z-95D is anrodi l ied version of the extrenrelv

success lu l  Z -95  s ta r l igh ter  ser ies .  Tho l rgh  the  Z-95  is

old an,l  iong ,rut <,f  producrion, t l re l- feadhunters in the

Aaricetrran srluadrons are largely modrled and upgra-
t led. 

-The 
r:ornbinirt i<;n tr iple blasters were rentoved anc:l

rep laced w i th  two laser  cannons.  Up- to -d ; r te  f i re  cont ro l
svstef i ls for these lasers were also irrstalk:d. Power

generators were rebui l t  to pr,rvt l le the rncreased energy

needs.  And on  c ra l t  ass igned lo  l i r s t  l i ne  in te rceptor

squadron5 (Z-95t)-rf) ,  the missi le launchers were rem()-

ved to nrahe roonr lor improved subl iglht drives. which

provi i le not ()nly rncreasr:d speed. but greater m,rneu-

verab i l i t v  as  we l l

Z-95D-2 t{EADHUNTER

Craf r: IncomlSubpro 7,-95 Headhunter
Type: Interceptor space lighter
Length: I l.B rneters
Crew: I
Cargo Capacity: 85 kilograms
Consumables: I day
Sublighr Speed: [4D]
Maneuverabil ity: [2D]
Hull: [4D]
Weapons:

Tso Laser Cannons (f ire l inked)
//re Gntror': l?-l))
(-omhnetl [)ant4a'e [4D]

Shields:
Rarng. llDJ

t-
I
t_
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STAR MAPS
An afternative to tIre Star Varc

Astrogation Gazrtteer
by Glen Allisorl

fhe Star Wars rule book explains that rhe srandard
duration (days of travel) of a tr ip between two srar
systems rarely changes. The Astrogation (Jazetreer (thar
looks l ike a road n.rap rni leage chart) on page 140 l ists the
standard duration between al l  of the star systems men-
tioned in the .Star ll/ars movies (with the exception of
Floth) and leaves i t  up to the referee to create other star
systems and determine the starrdard duration between each
of them.

The Cazetteer method would al low the referee to place
noles below the chart.  which is f ine, bur keying cerrain
notes to certain other systems and to duration between
syslems might get conf using. 

' Ihe 
oprional mapping

method presented below may work ber-rer for referees rhat
create more than one or two new systerns lor use in their
campaign. I t  is cal led a "star map", for want of a berter t i r le,
though rt does nor real ly show the true physical location of
the systems and their relat ion to one another. Real srars
are f ixed in three-dimensional space and are not located on
a f lat plane, so no paper rnap coult l  ever show lrue
relat ionship between srar systems. What this star rnap does
show is the srandard duration between systems and leaves
room for adding notes in several ways.

One way is to place the duration and some short notes
right on the roule line drawn between two systerns. This
makes it very easy to spot any nores that apply directly to
that particular route. Examples would be the Tatooine-
Mandalore and Kessel-Rampa route lines. The second way
is to place the duration on the route l ine as before along
with a code numberlletter. Then the referee would write
much more detailed andlor longer notes below the chart
next to the identif ication code. Examples of this method are
shown using the Kessel-Calpos (A), Galpos-Rampa (BS),
and Calpos-Mandalore (C2) route l ines This way does not
show the information quite as quickly. but does allow far
more inlormation to be included and sti l l  be keyed to a
particular route between two star systems.

The star map method as shown also can show
interesting l itt le quirks such as the route l ine from Calp,r:;
to Mandalore. ln a direct l ine it takes 20 days. But the
round-about way via Tatooine is only lB days - 2 days
shorter. lf the referee does not l ike that sorr of thinpt
happening, it is quire easy to play around wirh rhe durarir>n
numbers unti l any such problems are gone. Also. when
placing the star system on the map, try ro place ir so rhat
route l ines to other svstems iier not too close to one
anolher. That leaves too l itt le room lor anv r'rotes lo be
placed along the route l ines. Remember rhat rhi:; map
method does not show actual location ol star systems. It
only allows the star systems tc ire put on paper so a route
line can be drawn frorn it to other svstems.

This mapping method is also very flexible lf the
referee decides to add another known star system later, it
is really easy to add several more roure l ines to the map
and add any new notes as desired. Cood luck on future
astrogation rolls and....may the Force be with you.(D

A (not wel l  t ravel led -  nothlng
rnuch on Dantooine anvway)

B5 (small gas cloud formrng on
this route)

(large stat cluster on this
route -s iows travel)

26
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KFANGU CLASS
SPACE FIGHTER

Vargr fighter f or bfeg:a Tra yeller
by James B. King

The Klany,,t t  class space f ighter was f i rst errr;ountererl
by  In rper ia l  fo rces  r lu r i r rg  the  5 th  Fron t re r  War .  C)n lv  about
200 of the new Kfangu f ighters were estintatet l  as being
inc luded in  the  Gi ree l  . l l (1  Uth i rh  F leers  o f  th t 'FLh l le  K : ;a l i
( the  rn i l i tan t  Vargr  federa t ion  tha t  w; rs  a l l ied  to  l l l s  11r . , . i , r t '

as part r>f tht- Outw;ird Coali tron).
fhe A'/anqu is const-ructed at f  l -  I  l ,  whi<;lr  is as nruch

as  lwo tech  le r , ,e ls  above the  Vargr  average l ( ) r  Gtarsh ip
c( ) r )s t ruc t lon .  fh js  a lone rnade the  f rgh ter  rnor r '  r :apa l r le

than rnos t  o ther  Vatgr  I igh ter  l vpes  e t rcounter t : ,1  , l r i r rng  rhe

war. Conrbat engagenrents in the Regina sul>sector,
espec ia l l y  a t  L lec l ' s  Wor ld .  a lso  revea led  tha t  th t ' \ ' t r rg r  h ; rd
apparent ly  used the  t igh ter  t ( )  o rgan ize  eh te .  f igh t l ' r
squadrons .  p lac ing  t l re i r  f lnes t  p l l ( ) t s  iu  thc  new f rgh ters
Af  te r  the  f  i r s t  e r rgagernents  ha t l  taker r  p lace  be tween
Inrperial squarlrons arrt l  K/anyJtt squa(lr()n: j ,  respectIul
lmper ia l  p r lo ts  du l>be.d  the  I ' i i rg r  c ra f t  "F . rnE ' , " .  a  la f l  wh i ( . l l
has  s tucL  w i th  l rnpena l  nava l  p r lo rs  even todav .

- l 'he 
quicl: ly earned reputation of t l te kkr47u squadrons

was short- l ivet l .  Naval analysts estiol, l te rhat roughly |  30
ctl  the k| langu f ighters were des(roved along wrth the Cireel
[ - l t ' e t  by  the  lmper ia l  2 l2 th  F lee t  in  ac t i ( ) f l  in  the  v ic in i tv  oJ

[ ) e n t u s  i r r  m i d - 1 1 0 9 .

At this dare, several thousand Klang1u f ighters have

beerr c<>nstructed an(l are rn service with many Vargr nav.l l

l<;rces. some of questionable repute. The craft is even irr

serv ice  w i th  a  hand lu l  o f  s rna l l  Vargr  mercenary  un i ts  tha i

a re  l i censed to  opera te  w i th in  the  In r l ie r ium.

fhe klangu class f ighter was original ly r lesigned to

serve jn an interceptor and str i l :e role. so i ts prinrary design

requirenrent was speed. Due lr,  the restr ict ions of lower

tech levels. l t  was f lecessary t() restr icl  agi| ty in or(1er l()

provide a speerl that would be eqrral to high speed lmperial

craft.  This lact has nrade the Kltr4Tu extremely popular

w i th  s rna l l  n ; rva l  fo rces  tha t  engage in  p i racy .  as  speed is

o f ten  essen l i ; r l  to  success fu l  h r t .  s ieze ,  an( l  run  a t tac l :s .  O

JlBlOru
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AMERICANS IN THE ETHER
HUANELDA CTASETHER FLYER FAR S?ACE: /&UZ

by James B- King

ced. lt also created a whole new industry--almost over-
night-as the sudden demand for Edison f lyers was
proclaimed by every major world power as well as by the
adventurous and the rich of every great nation who simply
had to own this new symbol of wealth and prestige. Within
a matter of weeks several companies had been formed to
construct Edison's ether ilvers.

VODIIIEY FLYER UAUUEACTURING COMPANY

One of the first such cornpanies to be lormed was
"Vodney Flyer Manuf acturing Company", f ounded by
semi-successful investor and industrialist Winston Vodney.
of Boston. Vodney, a long time admirer of the inventor,
Thomas Edison, had become a lrequent correspondent ol
Edison's. As such, he was one of the first ro obtain
contracts securin6; the use of Edison's ether propeller and
Edison himself as a design and construction consultant.

Having a great entrepreneurial spirit, Vodney set the
lofty goal of being the first company to fly a newly
constructed flyer from its shipyard. As it later turned out,
Vodney Flyer was the sixth to launch a craft. This first
Vodney craft was, like most first prototype flyers, a small,
awkward looking affair of which only two were built. l t

weighed ten tons and quartered only two persons.
For the l irst several years and through five more flyer

classes Vodney's success was moderate at best, sometimes
tottering on the brink of bankruptcy, sometimes not.
Vodney had sunk a great deal of his assets inro his flyer
company. At the same time. other investments were
turning sour. And, after paying his design staff salaries
while they perfected their own hydrogen flyer and tackled
the unique problems o[ space fl ight, funds were simply
drying up. That being the case. Vodney lacked the money
to conduct the extravagant promotions that other com-
panies were showering on their own craft. He also lacked
the polit ical connections and inf luence to acquire the
government and military contracts that were netting great
American industrialists entirely new fortunes. On top of all
this, Vodney and his people had to face the facts: Vodney
flyers were simply not sell ing well against competitor
vessels.

As Vodney himself srared, "something has simply got
to be done." So he sat down with his design team to creare
a cralt f iner than any rhey had yet built. later to be named
the EsmarcJ,la.

Vodney required that the Esnarc/da be a conrfortable
craft of good multi-purpose use, be l ighr enough to be
affordable by the marginally wealthy, and have ar leasr a
moderate interplanetary speed. In short. it had to be a crafr
that would enjoy great popularity wirh the average buyer
so as to compete well in the private purchase market.
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On the morning o[ one early autumn day in 1884, with
all the lanfare Vodney was capable of musterlng, the
Esmare/da was launched. The flyer was well received, and
has been a complete success. Vodney Flyer had finally
made its mark on the industry.

ESHA PEI DA CI A.ff ET. HER FLYER

The Esmarelda is a hydrogen-lift flyer of 40 tons,
ernploying the latest design developments in construction.
Rather then having a cabin slung below the gas envelope
and lastened by cables, the Esmarelda.i cabin is attached
directly to the underside of the 400,000 cubic leet
envelope. Less obvious is the fact that the wire reinforced
envelope contains six separate hydrogen balloons, which
have been proven necessary due to the damage meteors
are capabelof doing to the gas envelope, sometimes with
tragrc consequences.

The EsrnareJda requires a crew oi three. a pilot and
two engineers. and can accomodate an additional f ive
passengers in relative comfort. The craft has a moderate
cargo capacity o[ f ive tons.

Directly under the bridge is a small gunnery cornPar(-
ment reached via a sealed floor hatch near the air lock.
Though no weaponry is mounted. a weapon of up to 200
lbs. may be mounted at lhis location (the weapon's weight
would count against cargo tonnage).

The Esmarelda is fitted with a lour ton Edison patent
propeller and is powered by a solar boiler capable of
generating 500 horsepower. The ether prop propels the
craft at an interstellar speed of 2.5 mill ion miles per day.
Two air propellers provide atmospheric maneuver. No

separate power plant is installed for these air props.
Instead, they rely on lhe emergency power batteries.
Though the batteries can power the ether prop for only
two days, they are sufficient to provide power to the air
props for six days. generating an air speed of l5 knots.

An EsnareJda das llyer is construcled at a cost of
540,400 (8080 Britah pounds) lt can be purchased from
Vodney Flyer for $80,m. (The cost ro build has stmply
been doubled to come up with a reasonable retail price.)O

ESUARELDA STATTSTICS

Interplanetary Speed = 2.5
Atmospheric Speed = 3

Hul l  Hi ts = 0
Ether Prop PPV = 4
Solar Borier PPV = 4

Emergency Batter ies PPV = 4,  END = 2
Arr Prop PPV = 2

Crew - 3 (pilot, 2 engrneers)
Passengers = 5
Cargo = 5 tons

Totai  Mass = 40 tons
Lrf t  = Hydrogen

ORRERY TELESCOPE

Estardda c/assflyers are sold with an orrery (or planetarium) ancJ
an improvd telescope as slandard bridge equipment.
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CRYOGENIC SURRENDER

INTRODUCTION

This advenrure is inrended f or use with GDW's
MegaTravel/er However, it will lend itself wett ro adap-
tation by a referee wishing to use it with another science
liction RPC. To lacil irate easier integration tnto a conr.inu-
ing campaign, no parricular planer of location is specified,
but a planet governed by a religious dicratorship would be
appropriare, though this is not absolutely necessary. The
players should have their own ship; however, this adven-
ture can be played through by a group wirhout a ship wirh
only slight modification.

REFEREE'S SUMMARY

The player characters are approached by a female
noble at a good quality srarport on a world located a few
junrps from the planer rhe adventure wil l acrually rake
place on. Baroness Cirandria Medreen, suf f ering {rom
severe depression caused by the recent death of her farher
as well as an atrernpt on her own life, wishes to be laken ro
a nearby wodd where she intends to be put in cold sleep
under the auspices of a religious society. Upon arrival at
the societv complex, rhe group is fallen upon by a franric
young woman who claims the society has carried off her
Iather. After rescuing rhe woman lrom rhe fiends who
attempt to abduct her, the group alrempts ro locate her
father. influenced by rhe now suspicious baroness. The
adventurers eventually reveal the secret and morbid
workings ol rhe society - the spirir ing away of the poor and
unknown among them for rhe purpose of i l legally rrans-
planting body organs to ail ing, wealrhy parrons of the
planer. Saving the wontan's father and reporting the
society's activit ies wil l ef f ectively put an end to the
underground operation, and ro the society's hierarchy.

AN OFFER OF EMPLOYMENT

While the player characrers are performing their usual
activit ies at rhe porr. they are approached by Baroness
Cirandria Medreen (she does nor provide rhem wirh her
actual identity). who makes an offer of employment as
indicared in rhe Players' lntroducrion. After the monerary
negotiarions are complered, Cirandria informs the group
she will be disguised and will be travelling under the name
of Lois Mead, and books her passage with the captain
under thal name.

Referee's Note If rhe players do not have their own
ship, Cirandria may hire them to accompany her on her
passage as body guards, paying fr>r the group's passage on
whatever transporrarion is available (middle passage for all,
which will allow rhe parry ro mainrain low visibiliry).

GETTING OFF-PLANET

On the day of departure, several observers are present
in the starport watching for Cirandria. These men are in
the employ of Thorin Medreen, who happens to be
Cirandria's brother. He is quietly searching for his sisrer,
who's where-abouts are currently unknown. Cirandria's
disguise is quite successful (for which she paid well). and
Medreen's henchmen do not recognize her. Nor is there any
trouble getting pasr rhe customs officials. (lt is, of course,
the releree's option [o have Cirandria recognized if a
confrontation of some sort is desired.)

lf the players state they are watching for suspicious
characters, they may spor Medreen's thugs. Cirandria does
not recognize them.

To spot watching observers:
Diff icult, Int. Edu, 6 sec. (uncertain).

lf the player characrers do spot Medreen's hirelings, it
should serve to stimulate more suspicion about their
patron's affairs After Cirandria has boarded as Lois Mead
(which is just before deparrure rime) the vessel is free to
take off. Once the jump is inirialed. lhe adventurers wil l
have time to learn more about their charge.

CTRANDRIA'S STORY

The following paragraphs should be read aloud ro rhe
players.

Ctandnb is rather glum and untal*ative and appears to
be n a demorah2ed state but she ope.ns up alter a couple
of da2s n jtmpspace. ll/hi/e nvolvet/ tn conyersation she
reJls you the folloving:

7 haye on/2' recentts'nheited the title of baroness and
the accompanying h?fdom hom m-t, late father My
thherttance came as quie a sutVnse to botlt myelf and my
brother Thorin as / dm the 2ounger t*ue of my lltrher M2'
father-tny lather </id in a que.subnab/e accrdent vht/e
ptlotthg hts grav speede.r lt was an/1, the.n that my brother
and / /eamd lhat m.vlather had deq*d rh lttb wi// that /
tvas Io reerye u't/e and fibldom. M2' brother neter did
measure up to my fathers e{pectaUons Anywal: Thon'n
flev into a rage- He eve.n thrc.atened to slroot me lor
stea/rhg7 hs rhheitane futorc stompthg oul We harni
spo*ea stnce.. / drd exped hun to fu grave"ly dsapponted,
bur / cou/d hard/y understand such a hosule teaca'on- fhen,
on/-v' dals latet / was-/ vas-informed by the authonties
that lou/p/a1' tyas suspectd in the death of my father and
that Thorin ,yas suspected as rc.sponsb/e thotgh they
/a c*e d subst an ttbl pro<>I "

CtTandrta b obunusl2 emoubndl and te.ars
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we// up rn her e1'e6 but she contrhues to relate her storl:
-(ht/y tvo days ago / vas ne.zr/y'strucl doun by'a diwhg

spder. / lear that Thorin tntends to *i// me so tltat he may

datin tille and fie/dom as hk ovn My own btother..-my
own blood *i//ed our lather and tn'ed to *r'// me "

Ctiandrn stops spe.ahng and, appearrhg sudden$'
ernhrrast/, escues he.rs-/f and retires t o her slateroom.

Cirandria is certain that her brother is responsible for

her father's death and, already heart-broken at the loss, is

crushed by rhe realization that her own blood relation could

perpetrate such crimes. In an extremely vulnerable state of

severe depression, she has responded to the soothsaying of

a missionary from a religious society that prophecies of a
"great and harmonious time to come". For an exhorbitanr
fee, the society places people in long-term cold sleep with

a promiswe to awaken them when the proper time comes.

ln secrecy, this is what Cirandria intends to do. well aware

that her noble status within the peerage wil l be forfeit by
whar she is planning. Fol thrs reason she has brought as

much cash as she could acquire lrom her family's assets in

short t ime - about three mill ion credits After the costs of

the trip and adventurers are paid, the rest is to go to the
society. She is nor l ikely to tell the adventurers of how
large of a sum of money she is carrying (The assassination
of Strephon and the resulting war and Iragmentation of the

lmperium mav also have helped lo prompt Cirandria to put

faith in a "great and harmonrous time to come.")
After sharing her story with the adventurers, Ciran-

dria's spirits do seem to brighten, even if only a l itt le.

DELIVERANCE

Cirandria, fearing that she might be intercepred
anywhere along the way, will not pay the advenrurers until
they have actually delivered her inside the society cornplex
on the destination world. lt is located abour eighry
kilometers from the starport, in a rural area with no other
bui ldings close by.

When the group reaches the complex, read the
fol lowing paragraphs aloud to the players.

lou arrive at a /ar67e. one story'bu'/dng constructd o/
cut slone. As 2'ou apprcnch lhe eotrance. ],ou ffi a larg7e
brass p,/aque auached to the u'a// that reads sinp/y. "The

Soctet-y' of Hope'| lbur duenilon is suddenl-v' drawn to the
doors as you watclt a !oun!/ |yomdn /tnt/y lored out
througTh them b1' ttvo s*1'-b/ue robed rtgurc.s The voman s
/rantk and near-h2'sterical, Whea she se.es the goup. slte
qurc*/1'runs to them.

"Please- you ve got ro he/p me-t" she p/eads 
'Mylather

came here to be put in co/d dep--/ t:ttu.ftln'l talt hrm out <tf
it. so / cane tvith hin--so ve cou/r/ be toget/tet / .1ust
vantetl to see htm one /ast tlme futlorc / /e/t /or home.
et en / ir had ro be vrth him n co/d sleep. But rhese peap/e
cou/dnr lnd hlm-the,t' sa!' the! haye no rccord o,t'him. Ilte
on/2'ative,7 )'esterday-617a/ they say he vas neyer heref "

Before the conversation carr progress any Iurther, two
uniformed men show up, claiming to be olf icers of the
peace. No ID is shown and none is shown if  i t  is asked for.
They tel l  the group that the woman suffers frorn a mental
i l lness, and must be returned ro the menral hospital she
escaped from. Before they can successlul ly gag her, the
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woman screarns they are lying--and that she saw them
earlier inside the complex wearing the robes o[ the society
workers.

The players should be given a chance to respond on
their own. but if they do not, Cirandria. now suspiciously
alarmed. urges the adventurers to stop the men from taking
the woman. (lf necessary. C--irandria can tell the group that
their contract amount will be increased for their additional
servrces, or, on the other hand, she rnay refuse [o pay them
if they don't help.)

Only one of the men is armed, with a handgun. Though
he wil l pull i t, he wil l not f ire it unless a player character
actually f ires first. After the woman is rescued. the two
men back off and leave, threatening that there wil l be
retribution for the group's interference.

The gratelul woman introduces hersell as Tina Napier,
and then again pleads with the group to help her find her
missing father. Cirandria, now suspicious o[ the society's
activities, agrees to help her and, i[ necessary, inlluences
the plaver characters to do the same.

PIAN OF ACTION

Several options exist for rhe player characters as rhey
begin investigating the disappearance oI Tina's {arher
Some that are l ikely to be conducte(l are outl ined below

Chect Port Records
Passenger debarkation l ists are fi led in rhe administra-

tive area of the starport. Requests to see them are denied,
as this information rs confidential. Successfully bribing a
clerk obtains them a cornpurer hard copy of the appro-
priate passenger l ist. The name Tina Napier is on it, but
there is no Jerome Napier. This information wil l l ikely make
the players suspicious of Tina's story.

Chect Ship Records
The vessel Tina and her farher arrived on is still in

port. The computer records on board the ship do include
the name Jerome Napier on its passenger l ists. Bribery may
be required to obtain this information from the caprain.
This information should help greatty to alleviate any doubts
the players may have about whether or nor Mr. Napier is
on planet. l[ there are sti l l  doubrs, have rhe group run inro a
port entry clerk who remembers Tina and her father: Ah.
good ahernoon tVt'ss-.ah, Napt?r-1es M/ss Napbt Hoy is

1'our lather /ee/in47? He d<lni seem to k feelng ve.// when
the tvo o/ _v'ou atriye.d "

Society Interview
If the group presses to see rhe society hierarchy, they

are allowed to speal. with Seer Arthur Powers, a prophet of
a sort, who is the sociery's leading officer. l-{e seen'rs
entirely open, even sincerely desirous to be of help. But,
apologetically, he claims the society knows nothing of a

NON_PLAYER CHARACTERS

Beroncss Cirardrira Medroen Noble)
787T. Age'X 2 terms Cr3,ffi,ffi
Note: Cirandria is generated as from an
Average Stellar World. Her homeworld stats
*rould match those of the planet ths adventure
@ins on)

Liaison-2
Handgun-2
Leader-l
MedicaFl
$rip's Boat-l
Grav VehicH
Computer{
Laser Weapons{

Tina Napier (Bureaucrat{lerk)
687775 Age 72 I term Crl20

World, ModStarport B, Medium, Standard, Wet
Pop, Mod Law, Early Stellar

Interview-2
lrgaFl
Computer-l
Hardgun{
Wheel Vehicle0

Tina has obtained extended leave from her job to
be with her father, Jerome Napier, for what is likely to
be the last time. Mr. Napier is in a mental state very
similar to that of Cirandria, like so many others who
come [o the society of Hope. Tina's farher, a man of
moderate means at best, lost his life savings to a
swindling investment broker, then lost his spouse to a
younger man o[ greater means, then lost his career job
ol 20 years. In his current state o[ mind, the society's
tenets are most appealing to himl thus. he and Tina
have corne to the complex of the Society of Hope.

Tina is now alooe, with no knowledge of her
lather's where-abouts, and with hardly more than
enough rnoney to return home by low passage.
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THE SOCIETY OF HOPE

The Society of Hope is a religious organization that
prophecies o[ "a great and harmonrous time to come".
It 's missionaries portrav the current interstellar society
to be cruel, corrupt. and vil lainous, a portrayal made
easier to paint by the current state of upheaval within
the lmperiunr. These missionaries coerce the dissil lu-
sioned (usually targeling those who happen to be
wealthy) into abandoning the present and waiting for a
better future--in cold sleep. Those who can not pay the
extravagant fee lor this priviledge can travel to the
society berthing complex and apply for charity berthing.
To obtain the lunding to support these poor unfor-
tunates, the society's hierarchy goes on off-planet tours
to collect contributions (f or which the hierarchy
receives appreciatively large compensations), which are
highly rewarding monetarilv

l l legal Activit ies: Jeronre Napier is r>ne of the
poor unfortunates. Even more unforturrate. as he is a
man of good health. he has been selected as a victim
for the societv's darker dctivit ies. On this world, the
transplanting of body orgarrs from one person to
another. or the use of artif icial organs. is srrictly
forbidden (due to the doctrines of a religion that holds

Sreat sway atnong the planet's pebple and rheir
government). Cuirrg off-planet for such an operation
would sti l l  result in the conliscation of all personal
assets and pernranent exile lrom the planet. As is olten
the case on most worlds, the needy wealthy can
covertly skirt around the forbiddance of such acts bv
going to the society to secretlv receive replacemenr
organs frorn chosen cold sleep victims who, thanks to
contacts in bureaucratic agencies, simply disappear
from all records Jerome Napier is healthy, has few
relatives. and is an unknown. He and others l ike him are
prime victims.

Only the society hierarchy and their chosen
henchrnen are aware of this grisly operation. The larger
society membership. that gives unselfishly o[ rrme and
talents to tend to the cold berthers and society property
(usually for a period o[ one to two vears as a wav of
earning their own place in a cold berth), is unaware of
the criminality of its leadership.

Jerome Napier. Alter checking computer records ro be
sure, he again apologizes for being of no help.

Society Compler Tour
Should rhe group make a requesl to look around. they

are cordially invired ro rake a lour of rhe facil i ty (with rhe
exception <>I the of f ices). On sub level l. the f irsr
subterrainian level containing c<>l,J berrhs, the group is

shown a room where cold berthers are prepared. Tina,
ralher excited, rries to quietly point out a pile of discarded
clothing. In it, she recognizes a hand bag as belonging ro
her father. Only the tour guide is wirh the group, so
acquiring it unnoticed should nor be too diff icult. Jerome
Napier's personal elfects are inside, but no lD.

Computer Breat-ln
The group may try to examine the society's computer

fi les to determine for rhemselves whether or not there is a
record of Jerome Napier. This can be attempted by using
one of the computer stations in the starport main lobby, as
they are tied into a central network, as is the society's
compuler. To obtain any informarion in this way, the
adventurers nrust f irst break the computer's secure codes.

To break computer secure codes:
Fjormidable, Computer. lnt. Edu, I min.
Referee: A mishap indicates the unauthorized entry

attempt is detected by compnet nronitors. lf this occurs, the
person attempting the task is aware <,f the detection. lf the
group stays at the computer station lor even a lew
minutes, security personnel show up to collect them. Treat
this situation as you wish. The group may be lectured at
length by local police, sternly warned, l ined. jailed for one
day. or anything you consider appropriate.

Several subjects of interest are discovered by sift ing
through the society computer recc,rds. Use the c()mputer
skil l  task roll lrom the Players' Manual for each subject
below.

1) Jerome Napier is, in f act, not on record as a cold
berther.

2) The society's honorary membership fi les include
many key personnel in government and law enlorcement
agencres, and in starport administration. Positions held are
noted in the fi les.

3) The Society of l '{ope owns another building about
25km distant from the complex. away from the direction of
the city. lt is l isted as a srorage facil i ty.

4) There are currentlv 1128 people in long-terrn cold
sleep under the society's care. 

-fhe 
society complex wil l

house 1296 cold berth units at capacity.
5) The Society of Hope holds assets in the bil l ions of

credits. The society hierarchy receives extravagant com-
pensation for their fund raising ef [orts, primarilv successf ul
due to large donations from wealthy farnil ies.

6) The society is in the final preparation phase of a
plan to build several new complexes on other worlds in the
subsector.

Interrupred by Thugs
Sometrnre durrng the group's actrvit ies. they dre

assaulted by a nunrber of thugs (determine,l by the referee.
but their nurnber should exceed rhat of the group, and they
should have surprise), including the two who tried to
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kidnap J'ina. Armed with clubs, rhey try to injure and scare
the group off of rhe invesrigarion they are invotved in.
Thev are acting on Arthur Powers orders. Additional,
similar encounters are at the referee's discretion.

Society Compler lotrusion
The players may atrempt a night-time break-in of the

complex to search for Mr. Napier. After a lengthy search o[
the I 128 occupied low berths, he is nor found (he has
already been transferred to the hospital). However, during
their search, Tina finds in a pile of discarded clothing a

THE CONPLEX

The complex is a lavish building o[ recenL construc-
tion. Only one level rises above rhe ground, which is
used by the members involved in operaring rhe lacil i ty.
Below this level are six larger, subterrainian levels
where the cold berths are housed, 216 per level.

The Ground Level
(l) Entrance and wairing area. Newcomers and

visitors awaiI assistance here.
(2) Security office.
(3) Administration area. The outer room conrains

two clerk's desks. Two private offices are entered frorn
here.

(4) Computer room.
(5) Head administrator's office. This is rhe oll ice of

Arthur Powers.
(6) Monitor room. Someone is always on dury here,

nronitoring rhe operating cold berths below.
(7) Lounge. This room is available to sociery

members and also to lamilies lo say good-bye lo rhose
who have come for berthing.

(B) Kitchen.
(9-14) Staterooms. These rooms are available to

society mernbers when responsibilities leep thern late or
over-night.

( | 5) Storage/freight room. A large elevaror capable
of carrying a cold berth unit is located here.

(16) Electrical panel room. Though power needs are
provided by public power supply, locared here is also a
small fusion power plant and hydrogen rankage ro
support 60 days operarion. ro be used in the event of a
natural disaster or loss of power due to other causes.

(17) Garage. lr wil l hold rhree vehicles of displace-
rnent size 2.

THE HOSPITAL

This building was prevtously a srorage f acil iry
owned by the Society of Hope. lt has recenrly been
translormed into a small hospital for rhe society
hierarchy's i l legal use.

The Hospital
( | ) Front entrance lobby.
(2) Operating roonl.
(3) Supply room. Util i t ies are locared here, including

cleaning and sterilizing equipmenr.
(4) Office and records room.
(5) Srorage room.
(6-9) Recovery rooms. While in these rooms,

accelerated recovery techniques are applied on the
patients.
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carry bag that she recognizes as her father's (the bag may
already have been found during an earlier rour o[ the
facility). His personal effects are inside, but no lD.

At night there are six security guards on duty. One is

always to be found in the security office monitoring images
from cameras that are placed at all building entrances and
elevator doors. Another is found in the monitor room
monitoring the operating cold berths. The remaining four
patrol the building and grounds on [oot. The guards carry
communication devices. lf anv trouble is detected, law
enforcers are called.

Sociery Compler Surveil lance
The players may choose to Leep a concealed vigil to

;rr:quire solne evidence or clues that wil l lead them to Mr.
Napier.

To set Lrp an rrnobserved serverllance post:
Di f l icu l t .  Sresl rh.  In t ,  [ -du,  1 nr in .
Referee: I[ the tas[: lails. the c-haracters have beett

det.ected by someone in the cornplex. who calls the police.
Enforcers arr ive to qLlest ion the group about  thei r  purpose
for being where they are. Obviouslv, nc,thrrrg c,an be gained.

I l  th is  tasL is  successfu l .  i t  pays of f  In  thr :  la te hours
of  the n ight  a f  re ight  vehic le arr ives at  the complex s
f reight doc,r. Attentive characters see a ct' l i l  berth,
powered by an artache,l portable generator l<.rar1ed into the
vehicle. which then leaves.

Stop or Follow
The characters l i l :ely lollow the vehicle. but they may

even choose to stop it (not t() diff icult if a ground ve'hicle.
much more so if grav).

To stop 6 6ovinp; vehicle:
Diff icult, (Vehicle skil l), Dex, J0 sec. (unskil led OK).
Referee' lf the target vehicle is a ground vehicle, use

the task roll above. If i t is a grav vehicle, the task beconres
lmpossible. ln this case. the player vehicle must also be
grav powered.

If the group follows the vehicle, rt goes t() the storage
facil ity (hospital). * 'here rhe cold berth is unloaded. lt they
succeed in stopping the freight vehicle, a firefight ensues
with the driver ald his two passengers. l[ the characters
deleat the vehicle crew. they find that the cold berth does
not contain Tina's father.

What course of action the plavers choose from here is
up to thenr. As the vehicle was going in the

direct ion of the society's storage faci l i ty, they should

choose to checl. i t  out When thev arr ive at the bui lding,

thev I ind several vehicles already parked near i ts entrance.

Go to the Police

lf  the plavers decide to go to the pol ice, i t  is entirely in

vain, unless they do so after seeing the late night remcval
of the cold berth from rhe society complex. The police do
not agree to do anything unril the characters have turned
over any and all evidence they have gathered and have
admitted to all misdeeds commirred ro ger ir. Afler signing
sworn statements. the group is held while the police
investigate. (lf your players are a parricularly cautious
group, you may choose to allow the police ro rescue Tina's
lather, thus ending the advenrure.)

REVELATION

If the group chooses to investigate the goings on in the
storage facil i tv, t.here are two arnred guards located at the
entrance that must f irst be dealt with before the group can
enter If and when audible shooting starts. everyone inside
who is capable (other than the armed men) panics and
attempts to fiee. Those who rnay be captured are a
srr rgeon,  (wo medical  ass is(ants.  and an o[ l icer  f rom the
Society o[ l1<,pe. While these people atternpt to l lee. two
more armed men come (c the ni,{ ol their comrades
outside. or begin fir ing at the group Ir<,rni windows.

(Jnce inside. the characters discover that the building
has been translormed into a small hospital of sorts: this is
especially apparent to th()se with medical skil l  They also
discover a patient who was apparently being prepared for
surgery. On another bed, next to the patient, is Jerome
Napier. Interrogation of captured suspects may reveal that
an organ from Tina's father was to be transplanted to the
pa(ient. after which Mr. Napier was to be allowed to die.

If the group chooses to check out the storage facil i ty
before the possible actions outl ined (such as surveiltance).
they happen to arrive as a cold berth containing Jerorne
Napier is being unloaded from a freight vehicle. Events
from here should transpire similar to those above.

WRAPPINC IT UP

When the proper authorit ies become aware o[ the
societv's operation, a massive. mull i-agency investigation is
immediately init iated. Several arrests are made within
hours, followed by dozens more in the days to come, all of
which are primarily the society's hierarchy and bureaucrats
suspected to be accomplices. The government. at least for
a time, wil l oversee the society's functions.

The government recognizes the value o[ the charac-
ters' deeds. and no legal action is taken against them for
any illegal actions they conducted.

Cirandria now wishes to go home. She has learned
much on this excursion, and realizes the folly in her
decision to come here in the l irst place. She is ready to
return home and claim what is hers, and to see to it that
her brother gets what he has justly earned. Of corrrse, she
realizes thtrt this could be a dangerous task. and that she
may have need of sLil led. capable, advenlurous people to
help her. Perhaps the player characters haven't f inished
their atJventures with rhe barqness quite just yet O
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HT]LL DAMAGE
Specified hull hits in Trarelle

by James B- King

The pi lot tensed nervously on the edge of his chair,
wait ing t() see i f  the rapidly approaching vessel would f ire
on them. "Laser f ire shoots toward you fronr the suspect
vessel",  the referee's volce rang out.

"Then they were pirates!" the pi lot declared. He f lexed
his f ingers apprehensively when he heard the impact of the
dice on the table surface.

"You feel a sl ight shudder rhrough your ship". the
releree continued. Again the dice rol led. " lnternal sensors
indicate the hul l  has been hit .  hol ing ir ,  and your ship is
now f ul ly depressurized."

"Whew!"  the  p i lo t  exc la imed.  "Cood th ing  we go l  in ro
vacc suits. even i l  we didn't  get rhe ship depressurize<1
quick enough!" Then a sudden thought struck him. "Wair a
nrinute. The entire ship is now rotal ly decompressed?" lre
questioned. "There are bulkheads between al l  rhe rnajor
areas of the ship. ( lne lasel hir couldn't  possibly
< l e c o m p r e s s t h e e n t i r e n l t t . " .  

.  .  .

I  must agree with the competent pi lot above in
questioning the damage definit ion for a hul l  hi t .  l rom the
Tratey'/er Space Cornbat rules, which states. "A hul l  hir de-
conrpresses rhe ship's hul l .  Further hul l  hi ts have no ef lecr."
Ac tua l l y ,  rn  the  sec t ion  "Spec ia l  S i tua t i , rns" .  f  rom the  bas ic
Ttave//et rules, the possibi l i ty of depressurizing individual
ship sections is discussed. However, i t  st i l l  leaves referees

with a vague idea ol how to handle this
action during combat Players using the
AegaTrare/ler rules edition will find that
the subject isn't even discussed in the
starship combat section. Though this sub-

Ject may not be considered necessary ln
large-scale campaigns using large vessels. I
believe rt has merit where the player group
owns andlor operates a smaller vessel lor
which they are entirely responsible for all
costs and repairs. So, using the starship
hull i l lustrated as an example, I wil l suggest
what I believe to a realistic and reasonable
way to rnore precisely handle hull damage.

The added mechanics are quite simple,
as lhey involve only roll ing a number of
dice and adding the numbers to determine
which bulkheaded section is holed. This is
done for each Hull l{it damage result
(basic TraveJler rules). lt wlll first be
necessarv lo identify anrl number each
bulkheaded section for the vessel in ques-
tion. Keep in nrind that all numbers thal
can be rolled must appear on the plan.

which will usually mean that the larger sections must be
assigned more than one number. The number of sections
will determine the number of dice required. Small craft
would require only one die, where larger craft might require
three or four dice. Also keep in mind that the lowest
number that can be rolled must be the lowest number on
the plan, determined by the number of dice used, such as a
3 if using three dice. For instance, on the vessel hull
section plan shown, there are eight sections, so it wil l
require the use of two dice (no interior walls or details are
shown other rhan bulkheads).

When using this method, you wil l need to keep track of
which sections have been holed. This can be done on the
ship data sheet, but you may prefer a more visual record -

using markers on the hull plan to indicate where a bulkhead
has been penetrated. On the hutl plan shown. markers
indicate that sections 7 and l0-l I have been holed. The
markers can be used to indicate other damage as well, such
as the power plant or jump drive. [n [act, the hull would
first have to be penetrated before a beam or missile
detonation could strike internal nrechanisms or destrov
cargo or ship's vehicles, which would also leave those
sections dep ressurized.

Players using ;VegaTtareJler rules would simply have
to use logic and common sense to deterrnine when a hull
section has been holed. as Hull Hit is not included as a
possible damage result.

Though a section can only be depressurized once (if i t
hasn't been rlone prior to combat). its bulkheads could be
holed repeatedly. All hull penetrations should be recorded
as all would require repair, either by the player characters
themselves or at a port (the cost o[ which lcan only guess.
as I have seen no data to indicate the cost of such repairs).

By using this quick and easy method <>f specifying hull
damage vou can provide just a bit more realism and visual
play to your gaming, both of which are enjoyed by most all
ganrers. I
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THE ANCIENT SCIENCE OF SHRINKING
$nunken solar system n Traufu

by Allan Hopkins

"Early this year. I was working with local assathin and
aydin on an archaeological dig on I'hefya which we had
determined to be an Ancients site. Af ter eakhau of
gathering data about the site. my Aslan colleague, Fteali',
and I were planning to clcse down our expedition and leave
the system. However, we were contacted and encouraged
to be involved in a new expedition in the same system.

"Apparently, Droyne astronomers stationed on the
outermost planet of the I 'hefya system (2013 Ftaoiyekyu
A4656H6-B) had discovered an octohedronal structure that
followed a highly eliptic orbit, such as that of a comet,
around a gas giant in the system. Anyway, Skadriyo, a
social drone. contacted me via vidphone and asked me if
we could lead an expedition to the mysterious, wandering
hulk using our own ship. She promised that her oytrip
would provide equipment and free collapsible fuel tanks for
our research vessel. the Tast/afei,'if we agreed, which we
did.

"On the < lay we lef t  (51-3644),  l ,par t ic ipated in  a
ceremony involving coyns with the priestly leader and
drones of the Othniss oytrip. Apparently. I got a coyn with
a starship moving through space. Nisloth, a priestly drone,
explained to me that it was the Voyages coyn Well. I
actually was going on a voyage. Now I wouldn't say that
I'm superstitious. but I've seen a lot of coincidences wirh
coyns.

"Following the ceremony, our expedition headed for
the octohedron, which was in the outer gas giant's orbit.

"lr was beautiful. a huge. cut sapphire floating in space.
The object's dimensions were 2 kilometers in height by
1.47 kilometers in width and length. The ship's spectr-
ometers couldn't tell us what substances made up the
object's composition. However. the densitorneters indicated
the octohedron was hollow but contained other structures
inside. Our sensors located multiple sources of energy but
no indications of life. It was Virsoy, a droyne companion.
who lirst suggested that the mysterious object could be
the work of Grandfather. I recall that I really hoped it was.

"Being much intrigued by the . data we had thus far
gained, we launched a remote control dumbot for closer
investigation. Through rt we discovered an area on one
facet rhar had no density at all, which we lheorized could
have been an opening that was protected either by a
hologram or some sort o[ force shield. To find out,
Styosei', the dumbot's operator, instructed the dumbot to
fire a low-intensity laser at the area. lt went through and
even gave us the distance lrom the clumbot to the inside

wall! Styosei'guided the dumbot in, and learned that the
inside was depressurized. On the bridge holo display, I
could see a huge chamber filled with rows of floating
bubbles at different levels, each with a light inside.

"Later. Fteali' and I entered the octohedron wearing
vacc suits. As we studied the bubbles with our equipment,
we cane to the realization that there appeared to be an
entire shrunken solar system in each bubble--planets and
planetoid belts orbiting a central star! Our neutrino
confirmed there was a fusion reaction occurring in each!
And. to our amazement, the density o[ the tinv objects
inside was beyond the abil ity of our densitometers to get a
reading!

"When we finally left the octohedron, we did so with
an unfathonrable number of questions about the mysterious
shrunken systems it contained, and also with a keen desire
to return with another exoedition."

-from "The Shrunken Systems of I 'hefya"
by RltaiftoHeali '  RaifeiLokhtafSalei, Aslan archaeologist
20l-3644. Ca/actrc Honor Chest Ma4Tazne

THE TECHNOLOGY OF SI{RINKING

The shrinking of matter wirhout reducing its mass
is an outgrowth of matter transport and tractor beam
technology. This process begins at experimental stages
at TL 27.

To begin, the orbits of all subatomic particles are
contracted. The superstring coils are tightened and
compacted to the smallest size possible (superstrings in
atoms are coiled like a ball of yarn). As the spaces
between the nrolecules expand due to this process, the
particles are matter transported and set back in the
same pattern but in a much smaller area.

At TL 34, where entire systems could be shrunk,
the Ancients used a series of program-linked, matter
transportitractor beam modules that were emplaced to
surround a solar system. The process described above
would then commence. Some of these octohedronal
modules sti l l  exist in the Creat Rift.

The shrinking process can be reversed and cart
even entarge an object to a lesser extent. ll shrinking is
interrupted in mid-process, the object disintigrates.
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SHRUNKEN SYSTEM ADVENTURES

Several adventure possibilities exisr involving rhe
octohedron. Most l ikely, the players would accompany the
Aslan archaeologisrs on a return expedition to study the
oblect. The expedition might f ind the sti lt operarional
shrinking appararus somewhere irr the object, and, after
trying ro determine what it is or how ir works, end up
inside one of rhe miniature. enclosed systems. (Escape
wr>uld require rhat a similar device be somewhere in the
mini solar system.) Exploring the worlds inside could
presenr many adventuring opportunities, perhaps an
Ancient ciry exisrs in the sysrern, inhabired by Droyne. The
expedition couki be confronted by Ancienr vessels enlar-
ged from within one of the l iny sysrems, senr to fighr off
the expedition's ship, which is perceived as a rhrear.

J'he Aslan archaeologists are presented below. as rhey
might be desired as NPCs.

Rltaifto Heati '  Raifei Lolhtaf Salai (Scientisr)
6978F9 Age 56 (frahea) 5 rerms Cr200.000

Archaeology-7, Linguisrics-4 (Calanglic. r)ynprirh, Zhdanr.
Krayl' luk) Tolerance-3, Communrcations-2, Vacc Suit-2.
Computer- l, Liaison- l, JC)T- t, Artisan- l, Sensor Ops- I.
Surv iva l -1.  Tro l ikhaihte ( laser  p is to l ) -1,  Carousing-1.  Smal l
Watercraft-0, Grav Vehicle-0

Rltaifto is an eccenlric archaeologist who has conduc-
ted research in rhe Afawahisa. Ftaoiyekyu, and Hlakhoi
sectors lor Ca/actic Htnor (lhest Maq7a.zne. She is
co-owner. along wirh Freali ' . her long rime friend and
colleague, of the Tasila/ei.' a 400-ton Hll1rcrao dass
researcher.

The romantic Aslan is a good artisl. and she uses rhis
skil l  in her field work ro depicr rhe activiries of rhe culrure
being studied. With some instrucrion and training, Rltaifro
often invites the locals to participate in her excavarions.
She is a "people person", which is one of lhe reasons she
became an archaeologist - to learn how thinking beings
lived throughout the ages. Besides wriring arricles Ior
archaeological journals, Rltaifto also writes science fiction.
For appearances sahe, Rltaifr<, is a chubby Freirle wirh
golden fur and green eyes. She weighs 1 30kg and measures
|.72m ln height. She rends to dress gaudily.

Rltaifto has a per named Kharl ' ir (Rascal in Trokh) The
animal is a hiasloaryialei ', a bat-l ike creature narive ro
Tlarstole'. Rascal has an intell igence equal ro a small
monhey, and can sav several phrases in Trokh. Galanglic,
{)vnprith, and Kravl' luk. lt can do a few Iricks. such as
relrieving rhings, but Rhaifro and her companions ofren
have to chase after the l irt le brown and white crearure
because il l ikes lo coller:r shirry objects l ike coin:;. han.l
c( )nrpulers,  wi r lc :hes.  holo crvs la ls .  e lc .  f r : r r  i ts  "nest
(;r htter tror).

Fteali 'Khuhi Yulif Tahe Ehrori
9ABDF7 Age 56 (ftahea) 5 rerms

(Scientist)

Cr 130.000

Archaeology-7, Computer-2, Vacc Suit-2, Sophontology-2,
Crav Vehicle-2. Tolerance-? Physics-1. Chemisrry-1,
Cravitics-1, Psychology-1, Survey-1, Trolitakheal-1, JOT-1,
Survival- 1, Medical- l, Electronics- l, Linguistics- |
(Galanglic)

Fteali' is a quiet, mischievous archaeologist. Since
childhood, the curious scientist has always wanted to lnow
how everything ticked. The Fteirle is fascinated by the
technology of dilferent cultures, and the Ancients are her
favorite. As she is interested in how sentient minds work.
Fteali '  tr ies to see how technology reflects its maker's
personality.

Fteali '  enjoys checking up on and maintaining the
Tasilafet's G-carrier and grav cycles. She even uses her
technical slills to play practical .1okes. She is also an artist.
The G-carrier aboard the research vessel boasts a mural of
the crew oI the Tasr/alet, painted by Fteali 'and Rltaifto.

For appearance's sake, Fteali is a tall, slender Aslan
weighing 99kg and nreasuring 2.2 meters in height. She has
a grey mane. grey fur and blue eyes.I

-' :' /,

)
I

(
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MILITARY DRESS IN 1889
I for ,fue:1889A look at the uniforms of off-Earth forces of world poyers
I by Glen Allison and James B. King

GREAT BRITAIN
The rni l i tary dress o[ the Brit ish soldier is undergoing

tradit ion-breaking change in 1889. as are the nrethods of

warfare i tself .  due to the increasetl  accuracy, range, and

deadliness o[ modern weaponry. Orr Earth, the red coat and
white helmet are on their way out, save lor parade and

ceremony, replaced by the khaki dress r>f a rnodernizing
army.

But on Mars. the bright scarlet coat contirrues to enjoy
its glory and colorful splentlor, as well  as the st irrrng effect
i t  has on both humans and Mart ians. For the t ime being, the
new real i t ies of modern warfare, as painful ly inrpressed
upon the nrind o[ the soldier in such canrpaigns as the Boer
War, ,1.r n()t  vet applv ,rn Mars, as Mart iarr a<' lvers.rr ies have
a lower technologic;r l  capabil i ty Tradit ion i tsel l  lnav play a
part in the survival ol rhe red coat. While observing Her
Malestv's troops dri l l ing in the freld, Lord Durrdas, the
Goverrrr>r ol Syi l  is Lapis. is recorrJerl  as saving, "The

scarlel c<la[ looks ln{)re at honre on thp red soi l  of Mars
than i t  does  on  the 'so i l  < t I  our  be loved Br i ta in . "

I .hough thrs rnal '  be. the rrew Lhaki service dress has
been issuerl to sorne uni ls o[ the Queen's forces on Mars,
The kha l r  u r r r f t r rm ts  the  s tandard  serv ice  dress  worn  bv
the f lueerr 's troops statroned at rhe Brit ish [nclave on the
Vic to r ra  P [a teau on  Ver ru . . ; .

. Ihe 
uni lorm with rhe scarler c()ar includes dark blue

trousers. blacl '  bools and short leggings. white leather belts
and accoutremenls. antl  whi ie helmet.

RED COAT

T he rnilirary .r"r:,ft*?"t*"r*pold s rorces
ref lects the ancestoral t ies the Belgians have

on Mars
wi th the

French. as their

uniform is quite

s i m i l a r  t o  t h e i r

E u r o p e a n  n e i g h -

bor.

Control ol the
Creat  C( )pra tes

Rif t  Val lev cur-

rently l ies f irrnly in

the hands t>f Bel-

gian s<-rl i l rers. who

rnaintain that con-

t ro l  w i th  an  i ron

l ist.  The Belgians

have nranaged tcr

make the long blue

coat of the Belgian

colonial soldier the
most f  eared and

hated  s igh t  in  the

reSron.
The Belgian unifr-rrrn rnclu,les a double-breasted. t larl ' .

blue long coat, l ight blue lrorrsers with red piping, black
belts and dccoutrements. black boots, anrl narrow-vrsored
blacL cap topperl with a rerl pornpon.

Field service equipment
consists of a beft and
hamess wirich supports,
on the back, a leather valise
containing the field kit and
20 rounds of ammunition.
Below this is the mess tin
and rolled gr€atcoat.
Susponded on the waist beft
in the front are two zl0 round
ammunition pouches. On the
sidos, supported by cross-
belts, are a haversack on the
left hip and a water canto€n
on the right. The bayonet
scabbard is slung from the
beft on tfte left side.

)

Js 16^B
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FRANCE
F  r : e n c h  s o l d r e r s  a r e

Iount1 irr f  (-rrce only ln the

l, laeus Fons regir,n cn Mars.

French t lress consrsts ol
a  Jark  b lue ,  doub le-breas te '1
lol lg 6ou,, ret l  !rousers (sonre
r, 'oionial l roops wear wlrrte
tr()users,),  rL-d LJp with gold
prprng arr,1 blar:k visor. an,1
b l a c [ :  b ( ) o t  s .  b e l t s .  . r  r r t l
accoul f  f1t teni 5.

GERMANY
Though the Cierrnarr pru.-

scn( {- ()n Mars ls uleagtrr
cor t rpared  t ( )  t i l a l  o l  ( l rear

Dr r ta i l r  l i r r r i ree l  l r ra in l \ '  I r>  a
i t 'w  t ra , le  . ; ta t ions ,  so ld ie rs
J r e  . ; t i l l  s t ; r t i ( ) 0 e ( l  i r r  t h e  W r , s -
tenr  I ) ioscr t r ra  re6 lon  l< t r
ther r  p r r ) tec t ion .  However .
lhr, '  greatest bul l  of Cerrn,rn
l , , i r ; t -s  ( r f f  Ear t l i  . r re  : t , t t l ( ) r ie ( i
irr t he Cierrrra t I. c'rtu.E k7s/une,
loca ted  la rge l .v  in  lnd  around
the  cap i ta l  o l  t renuss t ; r t i t

C e r i l t a n , l r e s s  c O n s l s l s
, r l  r r re i l iu rn  t l l r re  u r r f  o r rn  w i t l t
red piping. blacf. belts and
boots ,  anr l  sp iked,  re in fo rce< l
lea ther  he l rne t .

AMERICA
U n l i k e  o t h e r  E a r t  h

powers, Anterrca has n()t
stat ioi led troops on Mars to
establ ish control of colonial
regions on those planets.
Rather .  smal l  con t ingents  o f
mar ines  are  s ta t i ( )nec l  w i th
the  nun lerous  , l ip lo rna t ic

legat ions  to  p ro tec t  Amer i -

can cit izens. The largest such
conl i l - tgent is stat. iorred rvith
the  legat ron  a t  S) , r l i s  Ma j6r
Thr , r r := 'h  Amt ' r rc ; i r rs  i r rc  qu i l l
f u u n t e r  ( ) i l s  ( ) f l  \  e t t t t s .  i l ( )

t r ( ) ( ) ps  a re  s ta l r one t l  r he re .

A rne r  i c r r r  n r l r i n r : s  w t ' a r

. r  r ! r r r ' l  i ' l u t  co , r t  i t n t . !  ( , a l [ ,

( r ; l i r , : - ( . : r . 5  ( j ( ) l i : i  l u r . , e  [ > i . r r : l

l - t , : r r  , , t r i , . r l  r ; i r l l , ( - . ;  , i (  ! , ) , j : ;  l h i .

I  r  i i i r i  )  s l ' l  - l r l t t t  l  r ( ) i r s c r : ;

l , i . r < -1 .  i r r l o t : ; , , r l i , , l  r v i r r t e  be l t s .

FRENCH MARINE

GERMAN

Ja tonc

JAPANESE

' e 4t_
t l

ri: --l
JAI'AN

A snra l l  con t lnBer t l  { } l

l . r l l a n t , s e  ' ; r > l , l i c r i  i l

s t . r t i t ) r t ( :d  i l l  t l te  Eur t t t t t s

L a c u s  r e g i o n , , n  M a r s .  [ t

w,ruld appear lhat the sol-

r l iers are present, f i l ()re

than any othet reasott.  t(-)

s imp lv  have a  v is ib le  p re-

sence a lone wr th  o ther  ln -

f luen t ia l  powers  o I  Ear th .

Japanese dress con-

t ,51s  o [  a  dark  b lue  un l ( ) rn r

wirh white leggings. and is

modeled al ler European

unil()rrns.

RUSSIA
R ussian tr()ops ar-e

presen l  in  lo rce  in  the

Hecatus Lacus region on

M a r s .  C o n s i d e r i n g  t t r e

success of the Brit ish t:oi-

ony  on  the  re< i  p lanet  a r t r l

the  ( j ( )n lpe te t tve  a t t tb i t io t rs

o f  these lwo p( )wers .  l l  i s

h l .e l r  rh . r t  Russran so l , l re rs

wrl l  l r t . 'corne f irore rturn(rr-
(  )  t l l ;

Ru: ;s ian  dress  cor ts is ls
( , f  F r i r l i - jn .  lo |se  l r t l i ng  c ; i { -

i i l i l  w i l i l  c . ( ) t l c e i l l e : r l  l r u i -

!{)1s. r.1l her l ike a r lr_rtrbir:-

b r  e ls t t : ,1  t t tn ic .AfulERICAN

f,-6 Hrt\E

RUSSIAN

JE krr\G
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BEYOND THE
LOOKING GLASS

Alternate universes: places "just next door" of unlimi-
ted possibil i ty. Worlds where history is changetl a l i tt le,
where history is changed a lot. lJeaven, Hell, Wonderland,
Oz, Barsoom: the l ist could go on almost endlessly. The
idea of parallel or alternate universes or t imelines is older
(han scierlce fiction and at least as olt l as fantasv. h is a
plot staple in science f ict ion that, of l  the rop of my head.
more than a half-dozen top writers have used to good
advantage. In the genre, the idea of travel l ing to an
alternate real i ty for a plot gimmicl:  is at least as prevalenr
as space ships. Yet science i ict ion garning seems to have,
with one nrinor exception I l .now of, passed ir by. This is
not al l  that hard [o understand. as the sheer wealth of
various ideas and theories can be quite int irnidating ro
sorneone seeking to codi ly them for gaming use.

So how does the enterprising releree send his or her
r. i l lsuspecting players outside uf an "of f icial" universe as i t
rs presented by the Bame s publ isher, while st i l l  being able
lo  say  tha t  they ' re  p lav ing  tha t  par t i cu la r  game? The bas ic
rlrethod isn't  al l  (hat dif ferenr from sett ing up a sante ()r
campaign within the "real" universe. First olf ,  you as
reIeree should have the init ial  destination at least senri-
f  leshed out. The nif t iest crossover ginrmicLs wil l  probably
be wasted i f  the players d<>n t l :now any more about their
surroundings than what the releree can busi ly create as
they go. M"ore on this subject later. The secoird order of
business should be devising a plausible method ol getl ing
yc'ur players "next door". This step is actual l f  i l  tw()-parter.
First is the actual method used for lhe crossover. Second is
how the players managed to become interactive with i t .  ln
other words. what got them there and how did they get
rnvolved with i t  in the I irst place. Let 's take a look at rhis in
rnore detai l .

TT{E GIMMICKS
ln science f ict ion (and fantasy) there seems to be

about f ive basic ways ol gett ing from <.rne universe to
another. These gimmicLs are noted below. along with a few
authors and books that deal with them.

f ) Machine Robert A. Fleinlein; hnte EnougTh for
l,ove and rrrost later works. H. Beam Piper: Ior<l Kah,an o/
()therwhe.n. various "paratime" stories. Poul Anderson;
"Phoenix lnn" stories.

2) Beams: Christopher Stasheff: The War/ocf in,Spire
ol Hrinself series. Anne McCaflrey: fkdsan at Doona
(actually, this book used a VERY long range transporter).

3) Psiooics: The "Warlock" series mentioned above.
4) Magic: AIte n llon,./erland. L. Sprague DeCamp;

The t/nbehea<led Krng. Brian Daley; Starfo//ovets ol
Coramonde.

5) Oops: (l've given this name to any <.rf several
non-technolmagical means of being sent "next door"
unintentionally.) Robert Heinlein; Farnams Frehold
L. Sprague DeCamp; lesr l)arl'ness Fa//.

. .ALL ABOARD..

What are some p3immrcks lo use on vour players? We:
rrow have some l;asics, heres a few irleas lor specrlics you
rnil lht try:

Lucty(?) Shot: Anything goes here. It
sensib le sounding as.  say two sc ienl is ls .

can be
working

seperate theories. swap notes and hit upon a way to
nexl  door" .  Thev might  use the p layers as unwi t t ing
maybe even wil l ing) test travellers. Or, it can be
far-fetched as gett ing sent via a tornad().

Ancient Art i fact: Usuallv best done using nrachine
transport (possibly a 4WfJ. Transunrversal ATV) or a beam
("1  on ly  touched tha t  bu t ton  and,  POOF.  there  went  Bob! " )

Magic Spells. Portals, Etc: C)ka! ' ,  so "nragic" is
of ten a matter of sophist icat ion or perception. Be that as i t
rnav, the narne d<,es worl well  for psionics. l t  is lust
possible that i t  could be good old lashiorrei l  -  magrc.

Recrui led: The players rut l  rnto sofl leone else whc,
has the abi l i ty tr ,r  "go next t loor". This person wrshes thern
to acconlpany him. Now. whether or not the players lr ' . rzzz
to go along ma)'or may not be open to debate.

-NOW THAT WE'RE TIERE.-.WHERE ARI WE?-

Your intrepid adverrturers are now ()n their wav--but to
where? Whar is so dif lerent about t-his alternate universe?
Any releree worlh his or her dice bag wil l  have done at
/east a moderate amount ol detai l ing to the new universe,
w i th  the  par t i cu la rs  locusec l  ( ) r l  the  ac tua l  loca t ron  the
pfayers wil l  arr ive at. What ever you do. nral:e su/e yo.l
have vour facts in order. This is part icularlv so i f  ) ,ou are
intending to run your garne in any rvel l  knorvn l ict ional
sett ing (such as Barsoom. Oz. The Foundation. etc ) or
pseudo-historical (the Confederates won, the Axis won,
Reme vs. Rome, etc.) bacl:grounds.

Mal: ing changes to a game's "off icial" bacl.grorrn, l
universe with i ts copir>us arn()unt o[ material can also be
qu i te  en ter la in ing  Th is  i s  par t i cu la r ly  t rue  when the  re f  e ree
doesn't  present rhe cr<;ssing to the players as anything
unusual, at the outset, leaving i t  to the players to f igure i t
out through their adventures This ginrnrick worl:s best with
those players that are f arrr i l iar with that bacl.ground
universe. ()therwise, they might never catch ()n that
sonterhing's not r ight. which, er,enrual ly. is the whole idea.

Using the universe of GDW's 7nre,//et sonre examples
for small  changes . ire: Strephon hasn't  been assassinated
(attempt foi led or nr>t tr ied): The lmperium lost rhe 5th
Frontier War: l-erra is long dead prior to jumpspace travel
developing lhere; The "Ancients" didn't  die olf  enrirely <-rr
revert to low-tech L)royne: "Wheres my-_-__-= (pants.
w a l l e t , . . .  s t a r s h i p  . . .  ) ? "

l f  vour players are to acquire "next door" travel abi l i ty
that wi l l  al low them to more or less freelv change
universes, set up some definite l imits on wherelwhen they
can get to. Decide, in advance, whether or not they' l l  be
able to move freely between geographic andlor stel lar
points. ln other words, must players who leave, say, Salem,
Oregon wind up in what amounts to the same geographic
location in an alternate universe? The other oDtion is to
allow travel to other universes anri non-coriesponding
planets. What ever you decide, al low the players to
discover i t  through the normal means (patron. experiment,
erc.),  not by 
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Tird of sprdir4 lnurs designing o ship- onlg to fird thlt
It ncc6 ctnrrys- cnd goull lrw lo go throqh lt tpln-
vtth c calculator ard pcnll? TrU SHIP BUILDERS.

SHIP BUILDERS
A r cd cr of Ap fl c\Yakl r prcadr h c ctr I r b d frr 0 r hl ps

in c vrrloty of 6m crptcm

Shl.oConstruct  I  on Snreadsheets
Apple l l  serles AppleWorks Templates
l) l legaTravel ler Craft  Deslgn
2) Sky 6al leon/Space I 889 Ship Deslgn
3) 2300 A.D./Star Cruiser Starshlp Design
4 Space flaster Starship Deslgn
Send $2 for each system spreadsheet and elther
$l for a dlsk(3.5/5.25) and postage 0R a disk
(3 5/5.25) and SASE to:

SWORD AI{D STARSHIP ENTERPRISES
l106 West Pearl  Street

Pasco, Washlnqton 9910 |

I n f l u e n c e
t h e  F U T U R E  !

Jo  i t r  H f  t r t c

T h e  H i s t o r y  o f  t h e  I n p e r i u n
W o r k i n g  G r o u p  i s  c o n d u c t i n g
p o s t a l  d i s c u s s i o n s  o f  t h e
f u t u r e  h i s t o r y  o f  t h e
I  m p e r  i  u m  a n d  c o n t r  i  b u  t  i  n g  t o
i  t s  d e v e  I  o p r n e n t  .  A n n u a I
d u e s :  5 1 2 .  I n c l u d e s  t h e
b i - m o n t h l y  n e w s l e t t e r
T I F F A N Y  S T A R ,  g e n e r a l  H I W G
f o r u n  s u p p o r t  i n g  c a m p a i g n s
i  n  t h e  R e b e  I  I  i  o n  E r a .  t ^ l r  i  t e
t o  E d  E d w a r d s ,  1 4 1 0  E .  B o Y d ,
N o r m a n  0 K  7 3 0 7  L .

VOYAGES NO. 7 JUMPSPACE BACK TSSUES

Did  you miss  i t?

II so. here's what v<>u
mrssed:
r  BIRD UF PREY. AN AI iCN
race in detail for .VeiTatn-
rs'/er
r  THE ANAfRA [ ) ( lRA,
A starf ighter carrier f or
Star Hnrs
r  C A R R I E R  A S S I C N -
MENI , Ati l 'enlure aboard
the Anatra Dora
r MODIFIED SPACIE COMBAT, Addiric,nal rules for
Space Combat in Star llhrs
r  ADVENTURINC lN Tt{E SHATTIRED IMPERIUM.
Sources <rf strbsector maps and data for ,,lfegahare//er
r PR0\' lNClAL I ANCUACES. Linguisric t ies in .f,.rr:e
.Va.s'ter
r  S i  ARFlAl  l ' l  LS (MAINL. INE).  An overv iew

still available, so order soon!

Jumpspace was the forerunner to Voyages. As
such. it was an amaterlr magazine supporting CDV'I's Tta'
t.1LrTl{ RPG We'd l i}e to clear these bacl: issues lrom
r.,ur invenlor)', so weve discounted the cover price! There
is a l imited availabil ity. so order soon.

$2 (ppd) for each issue or $5 for all four!

NO. 3 Tl re Hurnarr  Spi r i t :  l {ornet  2JE Main Bat t le
'[-ank; 

Modil ied Scout Courier; Smuggler's Wish List.
NO- { Naval Architect Tyler Purcell; Small Craft

for Systern Defense; Sel l-

trr'' Class SDB: MK XIV
Liquid Explosive.

NO. 5 l,izrgTr'Specn/
Vargr Combat. Vehicles;
Vargr Sc<)ut 611q1 (ourier:

Vargr 
'[racLed 

ATV; Psi-
s taf f  o f  the Ancients.

N O -  6  A  S t o r y r
Solonranr F leet Courrer:
Solonrani Clombat Vehi-
cles: Robot Mart: C)uan-
ta i re Accelerator .
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AT WHAT'S I i lSIDE OUR TIEXT ISSUE.

BIRD OF PREY_PART II
FOR MEGA|BAVELLEfrTM Kirk Kading and John Fernandes complete their Aesr
feature, which includes Aesr character general ion and detai ls on the Azgar
"Foundat ion for the Advancement of Ancients Knowledge", plus an adventurs for
Aesr characlers For real this t ime!

A WORLD IT{ REVOLT
AN ADVENTURE FOB SfAB WABSTM A small group of rebels is assigned the small
task of smuggl ing a load of blaster weapons onto a world that is preparing to r ise
against their lmperial masters, but the rebels quickly find themselves facing a
much greater task! Includes complete informatron on two naw grav vehicles

.Zlot{AEDZ CLASS CLOSE ESCORT
FOA MEGA.FAVELLEB4L A Vargr starship complete with stals and deck plans
Subcraf t includes tne Klangu C/ass space frghter presented in Voyages #8.

VAMPIRES IlI SPACE?!
FaR CIEEBPU/VKT,I/ AND GUFP9 SPACETM Are rhey really some sort of asrro-
vampire or not? Frnd out for yourself  next issuef

THREE-DIMEI{SIOT{AL STAR MAPS
A computer program that will allow you to determine 3-D distanc€ calculations
using X-Y-Z coordinates.

PETERSBURG
A short work of fiction sel in th6 war-torn shattered lmperium oI MegaTrave//er7M

These articles and more in our October issue. Don't miss it!

A




