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Rapid-fire machine guns have
changed the doctrines of warJ

Standard model petrol motor cars
arrive on the retail market.
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COACC

® Flyers for MegaTraveller.

The army controls the ground! The
navy controls space! But the interface be-
tween the two belongs to COACC —the
flyers. Aircraft of all types— jets, props,
helicopters, dirigibles —come under the
Close Orbit and Airspace Control Com-
mand. MegaTraveller COACC provides
rules for flyers in the Traveller universe.
Coverage includes character generation,
COACC organization, aircraft design se-
quences, example aircraft, and both
simplified and detailed versions of air-to-
air and air-to-ground combat rules.

GDW: 0216. ISBN 0-943580-72-2. 96
.$10.

REBELLION SOURCEBOOK

® Join the Rebellion!

The emperor is dead! Who will win the
Iridium Throne? Many different factions
have squared off in the impending strug-
gle for ultimate power.

Rebellion Sourcebook covers the
diverse factions of the Rebellion, their
equipment, their goals and strategies,
and (most of all) how players can get in-
volved in the grandest adventures the
stars have ever seen. Includes the short
adventure: "’Nail Mission.”” GDW: 0214.
ISBN 0-943580-63-3. 96 pages...$10.

REFEREE'S COMPANION

® Enhance MegaTraveller.

Expand the universe of MegaTraveller
with more rules, background, informa-
tion, and materials for the dedicated ref-
eree. Materials that simply wouldn’t fit
into the grand, three-volume MegaTrav-
eller rules set have now been brought
together into this useful and detailed
compilation.

MegaTraveller Referee’s Companion
covers all the major alien races in the
Traveller universe individually, dealing
with each one’s homeworld, physical ap-
pearance and abilities, mental makeup,
and interstellar territories. The Compan-
ion also covers large-scale combat,
timekeeping, communications, research,
mapping, in-system og2raiions, mega-
corporations, technotogy, ind robots for
MegaTravelier. GDW: 0215. ISBN
0-943580-71-4. 26 pages.... . ...$10.

MEGATRAVELLER

THE VITALITY of the newly founded Imperium was evidenced
by its rapid expansion and economic growth. The time was right
for a new empire; the human populations of the territory wanted
and needed this vast interstellar government. The Third lmperium
was an expression of the people who populated it: strong, vital,
ambitious.

A THOUSAND vears later, the strength and vitality of the hu-
man populations were missing; ali that remained was the ambi-
tion, and that ambition was channeled inward. No longer did the
population see expansion as the means to a better future; leaders
looked at redistributing the wealth of the Imperium and at carv-
ing out petty duchies within the known boundaries of the empire.

AGAINST this background, it was inevitable for some small
stimulus to trigger the fall of the Imperium. And once that hap-
pened, there was no turning back.

IN THE founding days of the Imperium, great men dreamed
great dreams...and achieved them. In the last days of the Im-
perium, petty men dreamed petty dreams...and achieved them
too.

What Happens When
A Thousand-Year Empire
Is Eleven Hundred Years Old?

The Imperium began as a small pocket of scientific and
technological innovation in a sea of primitive star sys-
tems. It reached out to eventually take over more than
10,000 systems. In the course of a thousand years, it
fought countless wars and conguered countless races.
But after that thousand years, the Imperium is old, tired,
and strained at the borders by dissention and civil unrest.

Now the Imperium is split into many factions.
The emperor's assassin—Dulinor—claims the
throne is his by an obscure quirk of fmperial law.
The emperor’s nephew naturally claims different-
ly. Other factions have their own opinions.

MegaTraveller —the complete science-fiction role-playing game.

The MegaTraveller Players’ Manual contains the basic information any player needs
to prepare for (and participate in) Traveller adventures. A reference for every par-
ticipant, it includes character generation, skills, task resolution, experience, personal
combat, and psionics.

The MegaTraveller Referee’s Manual is a basic reference for the referee which
expands on the topic of tasks, and deals in depth with vehicle design and combat
{including both surface vehicles and starships), worlds, and commerce.

The MegaTraveller Imperial Encyclopedia is the basic reference for every Traveller
participant. It deals with library data, maps, world data, and equipment. The En-
cyclopedia includes all the raw information necessary to learn about the Shattered
Imperium and role play within it.

The boxed MegaTraveller set includes all three of these books, plus a poster-size
map of the Spinward Marches. GDW: 0210. 1SBN 0-943580-49-8. Boxed..$30.

Each book is also available separately.

The Players’ Manual. GDW: 0211. ISBN 0-943580-38-2. 104 pg............ $10.

The Referee’s Manual. GDW: 0212. I1SBN 0-943580-47-1. 104 pg........

The Imperial Encyclopedia. GDW: 0213. ISBN 0-943580-48-X. 96 pg..... $10.

1 HERE'S HOW TO ORDER

For sale at your hobby or game store. Or order from GDW.

By Mail. Write what you want on a piece of paper. Pay by
check, money order, or Visa/MasterCard information.

By Phone. Call us at 309-452-3632 between 3 a.m. and
5 p.m. Central Time weekdays. You can pay by Visa or

//7' N MasterCard.
: / \ By FAX. Write out your order (including Visa/MasterCard
‘Masfer,(:undv information) and fax us any time at 309-454-3127.
. P We are committed to prompt service; we fill orders within

two working days. Write for our free 16-page catalog.

FREE! Write for your own copy of the Imperium Map showing the borders of the
Third Imperium before the present rebellion began. Quantities limited.

THE SHATTERED IMPERIUM

The time is the distant future. In-
terstellar travel is not only possible, but
commonplace.

The ruling interstellar power is the Im-
perium, a large, human-dominated em-
pire more than 1000 years old, encom-
passing 11,000 worlds in a region over
2000 light-years across.

But while the Imperium’s thousand-
year reign has created an illusion of
strength and lasting power, continued
expansion and internal pressure have
combined to strain the Imperium’s abili-
ty to govern to the limit, The thread that
held the vast Imperium together has
always been the emperor, the one in-
dividual to whom all Imperial citizens
ultimately owe their loyalty.

Now the emperor is dead at the hands
of an assassin, with no immediate heirs
and no clear successors. The emperor’s
nephew claims the throne; so does his
cousin.. Even his assassin claims the
throne. No one knows whom to follow;
someone is following each of the claim-
ants. Several border regions have lost
faith in the imperium and have declared
their independence. A few neighboring
interstellar powers, learning of the Im-
perium’s internal chaos, have begun to
advance into unprotected frontier
provinces.

The Imperium has shattered...

MEGATRAVELLER

Against this background of star-span-
ning rebellion and splinter empires
Traveller is set. Its role-playing game
rules provide an entire universe to be ex-
plored. Players assume any role and any
mission in the universe of the future.

Traveller says that mankind has con-
quered the stars, travel between star
systems is commonplace, but the dis-
tances involved make interstellar voy-
ages take weeks, months, even years.

The situation is similar to Earth in the
18th century. Communication is limited
by the speed of travel, setting the stage
for adventure in a grand fashion with all
the trappings of classic science fiction:
star-spanning empires, huge starfleets,
interstellar merchants (and interstellar
pirates), complex diplomatic maneuvers,
and larger-than-life heraes, heroines, and
villains.

Traveller is the name of the overall
game. MegaTraveller is the name of this
rules set, and is used to differentiate it
from the 10 years of development and
earlier editions that preceded it.

Since 1973

W
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Bioomington, IL 61702-1646




- WELCOME ABOARD -

In our last issue, | announced that the second half
to "Bird of Prey" would be in this issue. Alas, it is
not. Due to a career move, one of the writers,
John Fernandes (our contributing editor), has been
occupied relocating half way across the country.
However, I've been assured that part 2 will be
completed in time for our next issue. John also
tells me he's working on other projects as well. As
part 2 of Bird of Prey was for Msaga77avefer and
even included an adventurs, it seamed only fitting
that a Msega/7avefer adventure be substituted in
its place. So. in this issue, we have not one, but
two adventures.

In our efforts to satisfy you, our readers, and give
you your money's worth, youll notice that we've
added four more pages to this issue. Even so,
space still didn't permit us to include a reader
feedback survey. But you are certainly welcome
to write to us expressing your opinions of this
issue. My thanks to those readers who did so for

our last issus.

Editor and Art Director: James B. King

Contributing Editor: John Fernandes

Circuiation Manager: Chantelle King

Artists in this issue: Phil Morrissey, Allan Hopkins,
J. B. King

Voyages copyright 1989 by StarLance Publica-
tions. One year (4 issue) subscriptions are $3.00 in
the U.S. (including APO and FPQ) and Canada. All
monies must be in U.S. funds.

Trademarks: Most games are trademarks of the
companies publishing those games. Use of a tra-
demark to identify a product commented upon in
this magazine should not be construed as implying
the sponsorship of the trademark holder. Use of a
product name without mention of the trademark
status should not be construed as a challenge to
such status.

Submissions: We welcome unsolicited manu-
scripts and illustrations. However, before submit-
ting you should write and request a Voyages
guidelines sheet, including a self-addressed,
stamped envolope.
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REBEL JUSTICE

An adventure for Star Wars

by James B. King

ADVENTURE SCRIPT

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

GM: After several hair raising assignments, your team had finally been given an “easy op*, a smple task
of restocking a wilderness cache with 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 speed to Aaricetri, in the Nass Diona system, to kidnap a rougue rebel named Kashiin, before ISB
agents got to him. Not only did Kashiin steal a large sum of Alliance funds, he has knowledge of several
rebel base locations. It would be a major setback to the Alliance if Kashin were to fall into Imperial
hands. So the Alliance simply has to get to him first. And your team is the only one close enough to try.

Ist Rebel: [ just don’t understand how this Kashin was able to make off with half a million credits of
Alliance funds so easily.

2nd Rebel: Well, the fact is, a lot of rebel operations require putting large sums of money in the hands of
small units. Besides, I heard rumor that Kashiin was a trusted courier.

3rd Rebel: [ heard the same thing. I also heard that Kashin 1s a wanted criminal on half a dozen
planets. It seems he’s quite a con artist. He sure deceived the Alliance.

4th Rebel: [t’s a fact of necessity that the Alfiance must accept into the fold the fikes of bounty hunters,
criminals, and ex-cons, who all end up as common enemies of the Empire. That’s why we have to nab
Kashiin and get him to Calamari, so he can be made an example of in a Calamari court. Otherwise, the
same thing could happen again and again.

2nd Rebel: 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 he and his wookie companion ended up as
heroes at the Battle of Yavin.

4th Rebel: 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 Quter Rim world.

Ist Rebel: 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 agent. Those ISB people are
bad news. They’ll probably arrive to nab Kashiin at the same time we do. And all we can go in with is
stun pistols!

3rd Rebel: Naw, according to that rebel courter, the closest ISB team is two days further away than us.
We'll have nabbed Kashiin and be gone by the time they arrive.

Ist Rebel: Ooohh. Now why’d you have to go and say that out loud...

GM: An alarm beeper on the control panel goes off, teling you that the ship is about to exit hyperspace
in the Nass Diona system.
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REBEL JUSTICE

EPISODE ONE: PLANET FALL

Summary

In this episede, the players learn the details of their
mission and are introduced to the world of Aaricetri. After
ordered to effect a parking orbit, they observe the arrival
and almost immediate landing of an Imperial Consular
vessel. Once landed, they undergo an unusual customs
reception. They then make any last minute preparations or
quick purchases before going after 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 [ree to make photocopies of 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 familiarize themseives with it (probably best done by
having one player read it aloud to the others).

You are now ready to begin Encounter 1 below.

Encounter I: Imperial Arrival

The PCs’ ship exits hyperspace close in to Aaricetri.
Within seconds they are hailed by siarportiorbital [light
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 detect 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
Imperial ambassador and his negotiating staff are on board.
In fess than a minute, the Imperials are cleared to land.

About fifteen minutes later the PCs receive clearance
to land at docking bay S6.

Encounter 2: The Customs Iaspector

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

FROM: GENERAL STRAKER, ALLIANCE SECTOR COMMAND
TO: ANY OPERATIVE TEAM REACHED BY THIS DOCUMENT

DOCUMENT: YOU ARE INSTRUCTED TO PROCEED WITH ALL SPEED TO AARICETRI, THE FOURTH PLANET IN THE
NASS DIONA STAR SYSTEM. YOUR MISSION 1S TO KIDNAP A SULLUSTAN NAMED REKK KASHIN, A ROGUE
REBEL DESERTER WHO DISAPPEARED THREE MONTHS AGO WITH A LARGE SUM OF ALLIANCE FUNDS. HE
CAN BE FOUND AT A FASHIONABLE NIGHT CLUB, WHICH HE APPARENTLY PURCHASED AND MANAGES, CALLED
"WILDNITE", LOCATED IN THE HOTEL DISTRICT OF THE STARPORT CITY OF PENSHAKKA. HE IS RECOGNIZED
BY A METAL PLATE SURGICALLY PLACED OVER HIS LEFT EYE SOCKET.

YQOU ARE INSTRUCTED TO USE DISCRETION. [T 1S OF PARAMOUNT IMPORTANCE THAT YOUR MISSION BE
COMPLETED WITH THE LEAST POSSIBLE INCIDENCE. UNDER NO CIRCUMSTANCE IS DEADLY FORCE TO BE
USED IF CONFRONTATION WITH LOCAL AUTHORITIES IS UNAVOIDABLE. THE POSITION OF THE ALLIANCE
WITH THE GOVERNMENT OF AARICENTRI IS TENUOUS. THE EMPIRE'S POSITION IS NO BETTER, AS THE
AARICETRIANS HAVE REPEATEDLY REFUSED IMPERIAL OFFERS OF "PEACEFUL INTEGRATION INTO THE

EMPIRE". TO STRENGTHEN THEIR POSITION, THEY HAVE ALSO REFUSED TO ACKNOWLEDGE THE ALLIANCE
GOVERNMENT AS LEGITIMATE. ACTS THAT MAY WEAKEN OUR POSITION ARE TO BE AVOIDED WHEN
POSSIBLE.

BE ADVISED THAT ALL BLASTER WEAPONS ARE ENTIRELY ILLEGAL IN CIVILIAN HANDS ON AARICETRI, 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 OUR AGENTS WHO INTERCEPTED I1SB COMMUNICATIONS. AN ISB TEAM IS TO ATTEMPT A SIMILAR
MISSION AS YOURS. 1T IS BELIEVED YOU WILL REACH HIM FIRST.

ONCE YOU HAVE KASHIIN, HE IS TO BE TAKEN TO THE NEAREST REBEL BASE. SECURE PASSAGE WILL BE
ARRANGED TO TRANSFER HIM TO CALAMARI, WHERE HE WILL BE PROSECUTED FOR H!S CRIMES AGAINST THE
ALLIANCE.

END DOCUMENT
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aloud the bold section below. Allow the players iime to
answer between questions. The Aaricetrian speaks in basic
with a deep, slurred, but official tone. His “s” sounds are
actually pronounced "sh”.

“"Welcome 10 Aarishetri. | am inshpecior Leshka
of the Shiarport Cushiomsh Offish. Aarishetri law
requirsh that you anshwer shome gqueshtions
before being allowed entry to our world. Ahem.
What ish the purposh of your vishit?._What ish the
intended length of your shiay?..Are you in any
way affiliated with the sho-called Rebel Alliansh?
-.Do any of you sherve in a military or governmen-
tal capashity within the Imperial eshtablishment?. ...
You are free to conduct your activitish on Aarishe-
tri. You are hereby notified that blashier weaponsh
are shirictly illegal. You may freely carry shiun
shidearmsh. Enjoy your shiay.”

With that the inspector departs. When the PCs leave
bay 56. point oul 1o them 1hat the bay deors have a
computerized locking mechanism. The user of the bay is
Iree 1o input any keycode desired. up 1o ten characiers. that
must be used to gain access to the bay The keycode

entered into the lock also registers in the primary port
computer, and can be requested at port oilices if it is
forgouen.

When bay 56 is safely secured. the PCs are Iree 1o
continue their mission. It is now about mid-evening on
Aaricetri, and near dark. so the PCs should wani to get to
“The Wildnite Club’ in goed time. First. they may wish 1o
purchase some equipment, including stumn pisiols if they
don't already have them. They'll also probably rent a city
speeder (reatal facilities are at the port). as Kashiin's club is
about 5Skin from bay 56. and there is no last-miass transit
system available. though one is under construction. Spee-
der reatal costs 75 credits per day. (A city speeder is a
modilied land speeder. Top speed is limited to 150 kph,
quite suflicient for city operating. The speeder has bright
lights that are directed forward, and has a signal board
mouanted above the vehicle that signals when the vehicle is
slowing or about 16 change direction )

li. by chance. some ol the PCs have attempted to
conceal blasters on their persons, tell them that an alarm
goes off when they pass through the bay deors. Security
personne! seem 1o come from every direction (double the
number ol the group). The whole group is briskly searched
and all blasters are coaliscated. They are then marched 1o
the security office where police authorities are waiting.
They are fined 500 credits per blaster, and warned that anv
tuture otfense will resalt i thirty days ol confinement.
That ought 1o clearlv establish that blasters are indeed
strictly illegat (Gee, heroic missions «an be accomplished
without toting lesh-siczling  blasiers
+u rebel herves go)

once v a cwhile

eVerywhers

r— [R—— -

AARICETRI

Aaricetri is the fourth planet of the Nass Diona
star system. a system which lies on the very edge of
the Imperial Outer Rim. As such, the planet has only in
the last few decades seen rapid industrialization.

The Empire has attempted several schemes to
incorporate Aaricetri into the fold, afl of which have
failed. The Aaricetrians are an indepent people. who
fully intend 10 keep their freedom. It is likely that the
Empire will someday use military force to conquer
Aaricetri. but. with the pressing demands of lighiing a
growing rebellion and the recemt military fiasco at

Calamari. it will likely be some time.

EPISODE TWO: WILD NIGHT EXCITEMENT

Summary

In this episode the PCs find Kashun at the club. but
observe him in the company of some humans theyll iikely
suspect are ISB agems. They first deal with a posted guard,
then rescue Kashiin from the other observed agents. Belore
they can escape, the group is ambushed by even more
agents. They finally get away, but police sirens are heard.

Encounter 3: Kashiin is Found

When the PCs arrive at the club. parking signs guide
them into a large. enclosed garage. A valet waiting near a
large door offers 1o park their speeder {or them. The PCs
might think 1o refuse and part it themselves, in case they
have to make a quick getaway.

When the PCs enter the club, describe what they
observe by reading aloud the bold section below.

As you enter, you walk into a large room, lit by
hanging strands of glitter lights. The walls are
awash with many colors, and as you watch, the
hues mix and change. [orming color patterns that
consantly change. Yousr eyes are drawn to a
one-meter high platform that is about 20 meters
across. Five meters above it. a large crowd of
assorted aliens is letting loose 10 intergalactic
shake music, aided by the gravity repulsor field
that holds them suspended in the air. As you
approach near the platform. you are blasted by the
suddenly increased sound volume, having
apparently passed through a low energy souand
wave shield. Continuing on. you see a large area
covered in tables. Occupants at the tables are
involved in both eating and gambling.

Have each player voll lor Search skill (12+) to spot
Kashiin sitting at a full sabacc 1able near ihe far. back wall
Kashiin is couniing a stack of credit chips. having
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apparently just won a game. Standing directly behind
Kashiin is a rather large walrus-faced Aqualish (see page
24 of Star Wars Galaxy Guide 1) who is obviously
keeping close watch on everyone at the 1able as well as
anyone else who approaches close 10 Kashiin. Before the
PCs can take any action, they observe the following.

As you watch. two darkly dressed human males
approach the table and apparently introduce them-
selves, as, after a few seconds, Kashiin rises to
clasp and shake hands with them. lavolving them-
selves in cordial conversation. Kashiin. his body-
guard, and the humans walk off to a hallway clearly
marked as leading to the management ollices.
Alter the four enter the hallway, you observe
another human male wearing a commlink enter the
hallway a short distance behind them.

Have the players roll Tor Technology skill. On a
successful roll of 14+ the PC recognizes the third human's
commlink as a model manufaciured for and supplied only
to Imperial military procurers. All three humans wear
holstered stun pistols.

Encouanter 4: A Stunning Showdown

The players should very well suspect that Imperial
agents have beaten themn to Kashiin, which should spur
them to take immediate action. When the PCs take a look
down the hall, they see the third human leaning against the
wall next to a door marked “Manager”, about 10 meters
down the hall.

KITCHEN QOFFICES
\ STORAGE //\ REST ROOMS

\ X7 11

/
PRIVATE

GAMBLING
ROOMS
GRAV DANCE
PLATFORM

/PERMACITE WALL

ISB AGENTS

DEXTERITY__ 2D PERCEPTION 2D
Blasier 4D HidelSneak. 4D
Dodge 4D Search 3D

KNOWLEDGE__2D
MECHANICAL_2D

STRENGTH 2D
TECHNICAL 2D

f the PCs walk down the hall when they get to S
meters from the man he stands to face them. Have the
players roll Perception. A successful roll of 12+ reveals
that the man is prepared to make a fast draw for his pistol.

“"That's far enough.” the darkly dressed man
declares with a threatening edge in his voice. “The
hall is off limits. You'll have to leave.” You hear a
muffled outcry that is quickly cut short, coming
from behind the door marked Manager. Pointing
down the hall, the man glares at you and clenches
his teeth. "Back. Now!”

The PCs may instigate a firelight. The ISB agent will
make a haste action, attempting to get a shot off first after
drawing. The players may instead attempt to come up with
a more subtle way to get rid of the agent. But if they don't
leave the hall immediately, the agent instigates a firefight
himseif.

Encounter 5: Rescuing Kashiin

If the PCs choose lo burst into the room, hoping to
surprise the agents inside, they find the door is locked.
Mounted onto the wall next to the door is a compulock
similar 1o the bay door lock. A character may choose to
use Computer Prog.IRepair skill to release the lock (16+) or
the PCs may try 1o force the door using Sirength (17+).

Once in the room. the PCs see Kashiin's bodyguard
sprawled out on the {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
keycode, they have hall surprise - allow 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 unit, but only gets out. “Reb--".
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It is possible the players may choose to wait for the
agents with Kashiin 10 leave the room, then [ollow them. In
this case. the agents take Kashiin around the corner in the
hall and head for the garage. If the players don't act before
the agenis reach the garage, theyll have to take Kashiin
from a much larger group of agents.

Encounter 6: More Agents

If the PCs take Kashiin in his office. they may look for
a back entrance, which reveals the door to the garage at
the end of the back hall. If they go out the front, there is no
valet to be seen. Il they didn't park the speeder themselves
theyll have to go looking for it. Either way. somewhere
amidst the parked speeders the PCs are ambushed by ISB
agents numbering one less than the PC group.

I the players declare they are looking or searching for
other agents. first roll [or HidelSneak skill for each agent.
Use the highest roll as the difficulty number when the
plavers roll for Search skill. I the PCs dont search. allow
each player to roll Perception once to detect the presence
of concealed persons n the garage (18+) Il the agents are
not detected, they have complete surprise when they
spring their ambush.

This encounter should be [asi-paced confusion. The
garage is not particularly well Iit, and stun bolts seem to be
[lying in every direction. coming from dark shapes that pop
up from behind cne speeder. then another. Read the
following to the player who is watching Kashiin. Though
Kashiin is speaking in basic. you should use some kind ol
accent when reading his parts.

Glancing at Kashiin, you see that he has
managed 1o wriggle free of his mouth gag. "Let me
help--untie me and give me a stun pistol!” Kashiin
urges you. "Look, | know my best chance is with
you people. Untie me and I'll go with you peacefully
when we escape this.” he continues conviacingly.
“if 1 end up in the cluiches of the ISB, I'll be dead
before they're linished with me!”

il the PC releases Kashiin and gives him a pistol, the
Sullusian fires a couple shots then bolts in an attempt to
escape both Imperials and rebels, trying to lose them
among the speeders. If the PC doesn't release him. in a
couple ol rounds he quickly works himsell to his feet and
takes off anyway. If he succeeds in getling away, the I1SB
agents split up and, with heads down. weaving in and out of
the lines ol speeders, try to capture Kashiin themselves.
The PCs are surely trying to recapture him.

Kashiin. of course, is hiding. Roll for his HidelSneak
skill and use the result as the difficulty number for the
players’ Search skill rolls. Have them roll each round until
Kahsiin is discovered and recaptured. If Kashiin is armed.
he does delend himsell. During each round. at least some
of the PCs encounter searching agents, which results in
stun fire. In this case. no Search skill roll can be made.

At your option, you may also roll Search skills for the
Imperials. which could mean that the PCs end up having to
wrestle Kashiin away from them.

REKK KASHIIN

DEXTERITY_ 3D PERCEPTION _ 4D
Blaster 4D Con 6D
Dodge 4D Gambling 5D

KNOWLEDGE 2D+1 HidelSneak 6D
Bureaucracy 3D STRENGTH ___ 3D
Streetwise _ 3D+ TECHNICAL 2D+2

MECHANICAL _3D

Shortly after Kashiin is recaptured. the sounds of
high-pitched sirens can be heard. Any concious ISB agents
disappear as the sirens grow louder. The PCs, pulling
Kashiin along, should be scrambling into their speeder to
malke a last disappearance themselves.

EPISODE THREE: BACK TO THE SHIP

Summary

This episode begins with a wild speeder chase scene
involving the PCs and local police units. Alter losing the
police, the PCs must deal with six enforcers they lind
guarding bay 56. then break the new keycode that locks the
bay doors. With police closing in. the PCs quickly board
their vessel.

Encounter 7: A Speeder Chase
When the PCs have boarded their speeder and are
moving out, read aloud the following paragraph.
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As you {ly out of the garage, you are suddenly
blinded by the headlights of a rapidly closing
vehicle--a police speeder! The fast-approaching
speeder veers 1o avoid colliding with you and
plows into a permacite wall. With a smash, scrape,
and crumple, the speeder bounces off the wall and
sideswipes your own speeder, crumpling the panels
along one whole side, then skips and spins to stop
in the street. Though the speeder is a complete
wreck, 1the operator’s cockpit appears intact. One
speeder is down and out. but two more are closing
fast. From a loudspeaker on one, you hear, “Thish
ish the polish. You are ordered to shtop your
shpeeder and shurrender!”

Obviously. the PCs must lose the police speeders. As
they race around hotels, fly through obstacle-filled parking
lots. and dodge speeder traffic, all in the dark of the night.
have the speeder operator rofl for his Repulsorlift Op. skill
against varying difficulty numbers. Failed rolls result in
scrapes and collisions that quickly turn the speeder into a
junker.

Alter several rounds, the police speeders crash and are
left behind. Shortly after the last police vehicle goes down
the directional repulsors on the PCs’ speeder fail. Allow the
operator to roll for his Repulsorlift Op. skill to make a crash
landing (20+). if the roll fails, the players must roll 2D
damage against Strength. f the operator’s roll is successful,
the players must still roll 1D damage against Strength.

Now on foot, the PCs must walk the remaining
distance to bay 56.

Eacountes 8: Getting Into Bay 56

When the PCs get within sight of bay 56, they see six
very alert police enforcers standing under the lights at the
bay doors. All wear protective jackets and helmets and are
armed with stun rifles. It appears that the PCs have
somehow been made.

Hopefully, the plavers decide that a bit of cleverness,
not just gunplay, is the answer to this dilemma. Determine

AARICETRIAN

DEXTERITY 2D
KNOWLEDGE__ I1D
MECHANICAL_2D

PERCEPTION__2D
STRENGTH____ 3D
TECHNICAL__ 2D

N}E% ¢ Y/ ‘\,,/ \\\\" )wié_;é;

2\ A

U NS
S\ @ “y\%; /
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appropriate difficulty numbers for whatever solution they
come up with. lf they take to long in planning, tell them
they see increased police patrols in the area.

When the police are taken care of. the PCs discover
that the bay doors won't open with their keycode--it's been
changed! They must break the keycode using Computer
Prog.IRepair skill to get the doors open (18+).

As the PCs are working on the doors, they hear yelling
a short distance away, then hear the tramping ol many
booted feet. growing touder. Just as the doors open (cheat
il you have to0), a dozen police enforcers come running into
view. The PCs exchange a few stun belts with the police as
they quickly clamor aboard their vessel.

EPISODE FOUR: A BATTLE TO ESCAPE

Summary

In this final episode. the PCs blast ofl and are pursued
by Aaricetrian fighters, then confronted by TIE fighters
launched from a bulk freighter. Though the PCs must deal
with two TIEs, the Aaricetrians engage the rest. Altey
battling with the two TIEs. the PCs escape into hyperspace.

Encounter 9: The Pursuit

As the pilot quickly heats up the sublight drives for
ignition. a port controller excitedly iells him over the radio
that he is not cleared for takeoff. The pilot certainly ignores
him, and the PCs blast off.

When the ship reaches 1000 meters, one of the PCs
spots several dark specks following their flight path. The
pilot reads them on detection sensors as well: Z-95
Headhunters. Read aloud the texi below to describe what
happens next.
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You cross the final barrier between atmosphere
and space. But the Headhunters have slowly been
gaining on you. A laser bolt blasis past you to
starboard; a single warning shot. Your radio comes
to life as you are hailed by the Aaricetrian
squadron commander. "Purshued veshel, you are
ordesred to reversh coursh and return to port.
Failure to comply will reshult in your deshtruc-
tion.” Before you can reply. your sensors beep at
you. Another ship has been detected. Slowly
maneuvering directly into your course is a large,
interstellar bulk freighter. Suddenly, several more
blips are detected dead ahead. But these are small
and fasi, and coming right at you.

Encounter 10: An Unexpected Battle
Read aloud the [ollowing text.

Your sensors soon reveal the approaching cralt
ahead to be--TIE fighters! Apparently monitoring
previous transmissions, the Imperial squadron
commander now hails you. “Rebels, in the name of
the Emperor, you are ordered 1o surrender your
vessel immediately or be destroyed.” The Imperial
hardly finishes when the Aaricetrian pipes in.
“lmperial commander, you are violating Aarishe-
trian controlled shpashe. You are warned not to
interfere in thish matter. If you do not turn back,
we will engage you.” With no heed to the Aarice-
trian warning. the closest pair of TIEs angle in and
open fire on you. missing only by meters. Within
seconds, the Aaricetrians and Imperials engage in
close combat. Soon the space around you is filled
by maneuvering lighters. slashed by high-energy
laser bolts, and shaken by exploding fighter craft.
But there is one pair of TIEs which has not
engaged. And they are turning back for another
shot at you.

The PCs’ ship must survive the engagement with its
nav computer and hyperdrives intact. But the rest of the
ship can certainly be chewed on.

Alter four or five combat rounds. tell the pilot that the
ship is far enough out of the planet's gravity well 1o engage
hyperdrives. though a navigation course must also be laid.
When the hyperdrives kick in, the PCs are safe. In a few
days, Kashiin can safely be delivered into the hands of the
Rebel Alliance, and will then shortly be on his way to a
Moa Calamari courtroom.

At a later time the PCs may learn that the
Aaricetrians have invited the Rebel Alliance to establish an
embassy on their world. It seems that the people of
Aaricetri are very displeased that the Empire would first
send an ambassador to negotiate treaties, and then coverily
send naval forces to their world. and then think so little of
engaging in actual hostilities. The result turned out to be a
cooling of relations between Aaricetri and the Empire, and
a warming between Aaricetri and the Alliance. o

B

The Z-95D is amodified version of the extremely
successtul Z-95 starlighter series. Though the Z-95 is
old and long ouwt of production, the Headhunters in the
Aaricetrian squadrons are largely modifed and upgra-
ded. The combination triple blasters were removed and
replaced with two laser cannons. Up-to-date fire control
systems for these lasers were also installed. Power
generators were rebuilt to provide the increased energy
needs. And on craft assigned to first line intercepior
squadrons (Z-95D-2), the missile taunchers were remo-
ved to make room {or improved sublight drives, which
provide nat only mcreased speed. but greater maneu-
verability as well.

( Z2-95D HEADHUNTER

Z-95D-2 HEADHUNTER

Craft: IncomiSubpro Z-95 Headhunter
Type: Interceptor space fighter
Length: 118 meters
Crew: |
Cargo Capacity: 85 kilograms
Consumables: 1 day
Sublight Speed: [4D]
Maneuverability: [2D]
Hull: [4D]
Weapoans:
Two Laser Cannons (lire linked)
Fire Controf [2D]
Combrned Damage: [40)
Shields:
Ratimg: [1D]
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STAR MAPS

An alternative to the St2r Wars
Astrogation Gazetteer
by Glen Allison

The Star Wars rule book explains that the standard
duration (days of travel) of a trip between two stiar
systems rarely changes. The Astrogation Gazetieer (that
looks like a road map mileage charl) on page 140 lists the
standard duration belween all of the star systems men-
tioned in the Szar Wars movies (with the exception of
Hoth) and leaves it up to the referee to create other siar
systems and determine the standard duration between each
of them.

The Gazetteer method would allow the referee to place
notes below the chart. which is fine, but keying certain
notes to certain other systems and to duration between
systems might get confusing. The optional mapping
method presented below may work better for referees that
create more than one or two new systems [or use in their
campaign. It is called a “star map”, for want of a better title,
though it does not really show the true physical location of
the systems and their relation o one another. Real siars
are fixed in three-dimensional space and are not located on
a flat plane, so no paper map could ever show true
relationship between star systems. What this star map does
show is the siandard duration between sysiems and leaves
room for adding notes in several ways,

One way is to place the duration and some short notes
right on the route line drawn between two systems. This
makes it very easy 1o spot any notes that apply directly to
that particular route. Examples would be the Tatooine-
Mandalore and Kessel-Rampa route lines. The second way
is Lo place the duration on the route line as before along
with a code numberl/letter. Then the referee would write
much more detailed andlor longer notes below the chart
next to the identification code. Examples of this method are
shown using the Kessel-Galpos (A). Galpos-Rampa (BS)
and Galpos-Mandalore (C2) route lines. This way does not
show the information quite as quickly. but does allow far
more information to be included and still be keyed to a
particular route between two star systems.

The star map method as shown also can show
interesting little quirks such as the route line from Galpos
to Mandalore. In a direct line it takes 20 days. But the
round-about way via Tatooine is only 18 days - 2 days
shorter. If the referee does not like that sort of thing
happerning, it is quite easy to play around with the duration
numbers until any such problems are gone. Also. when
placing the siar system on the map,. try 10 place it so that
route lines to other systems aer not too close o one
another. That leaves too little room for any notes to be
placed along the route lines. Remember that this map
method does not show actual location of star systems. It
only allows the star systems te be put on paper so a route
line can be drawn from it to other systems.

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 route lines to the map
and add any new notes as desired. Good luck on future
astrogation rolls and..may the Force be with you. @

-
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A (not well travelled - nothing
much on Dantooine anyway)

B5 (small gas cloud forming on
this route)

C2 (large star cluster on this
route -slows travel)
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KFANGU CLASS
SPACE FIGHTER

A Vargr fighter for Mcgalra ?é)ler |
by James B. King

The AZangu class space [ighter was lirst encountered
by Imperial forces during the Sth Frontier War. Only about
200 of the new AZangu fighters were estimated as being
inctuded in the Gireel and Uthith Fleets of the Fkhlle Ksati
(the militant Vargr federation that was allied 1o the Zhodani
as part of the Outward Coalition).

The AZangu is constructed at TL 13, which is as much
as two tech levels above the Vargr average for starship
construction. This alone made the fighter more capable
than most other Vargr highter types encountered Jduring the
war. Combat engagements in the Regina subsecior,
especially at Becl's World. also revealed that the Vargr had
apparently used the lighter o organize elite lighter
squadrons. placing their finest pilots in the new fighters.
Alter the first engagements had taken place between
Imperial squadrons  and  AZzggw  squadrons, respeciful
Imperial pilots dubbed the Vargr craft “Fang”, a tag which
has stuck with Impenal naval pilots even today.

The quickly earned reputation of the A7angu squadrons
was short-lived. Naval analysts estimate that roughly 130
ol the AZangu tighters were destroved along with the Gireel
Fleer by the Imperial 212th Fleet in action in the vicinity of
Dentus in mid-1109.

At this date, several thousand AZangw fighters have
been constructed and are in service with many Vargr naval
forces. some ol questionable repute. The cralt is even in
service with a handful of small Vargr mercenary units thai
are licensed to operate within the Imperium.

The AZangu class fighter was originally designed to
serve in an interceptor and strike role. so its primary design
requirement was speed. Due to the restrictions of lower
tech levels, t was necessary to restrict agility in order to
provide a speed that would be equal to high speed Imperial
craft. This fact has made the AZsneow exiremely popular
with small naval forces that engage in piracy. as speed is
often essential to successful hit, sieze, and run auacks. @

JBKING




VOYAGES 13

VARGR KFANGU CLASS SPACE FIGHTER|

CraftiD:
Hull:

Power:
Loco:

Commo:
Sensors:

Fighter, TL 13, MCr16.34
8/22.5, Disp-10, Config-1AF,
Armor-40F,
Unloaded-262.3tons,
Loaded-266.4tons

3/6, Fusion-360Mw, Duration-4/12
3/6, StdGravThrust-1870tons,
NOE-170kph, Cruise-2835kph,
Top-3780kph (Vacuum-4200)
Agility-3

Radio-System x 1
PassiveEMS-Interplanetary x 1,
ActiveEMS-Planetary x 1,
ActObjScan-Diff, ActObjPin-Diff,
PasEngScan-Rout

Off:

Def:
Control:

Accomm:

Other:

Comments:

BeamLaser-x02

Batt 1
Bear 1
DefDM~+7

Computer-2 x 3,

Panel-HoloLink x 82,
Special-HeadsUp x 1,
Environ-BasEnv, BaslS, ExtLS,
GravPlates, InertialComp

Crew-1 (Operator-1),
Seats-roomy x 1
Cargo-2.8kliters, Fuel-19.2kliters
ObjSize-average, EMLevel-faint
Because of the lower tech level,
the A7angu designers were forced |
to sacrifice high agility in orderto
have high speed.

|
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AMERICANS IN THE ETHER

ESMARELDA CZASSETHER FLYER FOR SPACE: /88974
by James B. King

G- B= =) hen Thomas Edison and Jack Armsirong. ac-
e

| ion, returned to Earth after that [irst great
"l interplanetary voyage, it created a worldwide
& ez {ervor unlike any that had ever been experien-
ced. It also created a whole new industry--almost over-
night—-as the sudden demand for Edison filyers 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 wealith and prestige. Within
a matter ol weeks several companies had been formed to
construct Edison’s ether flyers.

VODNEY FLYER MANUFACTURING COMPANY

One of the first such companies to be formed was
“Vodney Flyer Manufacturing Company”, founded by
semi-successful investor and industrialist Winsion Vodney,
ol Boston. Vodney, a long time admirer of the inventor.
Thomas Edison, had become a [requent correspondent ol
Edison's. As such, he was one of the first 1o obtain
contracts securing the use of Edison’s ether propeller and
Edison himsell 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 1o launch a craft. This first
Vodney cralt was, like most first prototype flyers, a small,
awkward looking affair of which only two were built. It

weighed ten tons and quartered only two persons.

For the first 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 into his flyer
company. At the same time. other invesiments were
turning sour. And, after paying his design stafl salaries
while they perfected their own hydrogen flyer and tackied
the unique problems ol space flight, 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 political connections and influence 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 selling well against competitor
vessels.

As Vodney himself stated, “Something has simply got
to be done.” So he sat down with his design team (o create
a cralt finer than any they had yet built. later to be named
the Lsmarefda.

Vodney required that the Fsmare/da be a comlortable
craft of good multi-purpose use, be light enough to be
affordable by the marginally wealthy, and have at least a
moderate interplanetary speed. In short, it had to be a craft
that would enjoy great popularity with the average buyer
so as to compete well in the private purchase market.
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On the morning of one early autumn day in 1884, with
all the fanfare Vodney was capable of mustering, the
£smarelda was launched. The [lyer was well received, and
has been a complete success. Vodney Flyer had finally
made its mark on the industry.

FSMARFIDA CIASSETHER FLYER

The Fsmare/da is a hydrogen-lift flyer of 40 tons,
employing the {atest design developments in construction.
Rather then having a cabin slung below the gas envelope
and fastened by cables. the fsmare/da’s cabin is allached
directly to the underside of the 400,000 cubic feet
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 1o the gas envelope, sometimes with
tragic consequences.

The £smarelda requires a crew of three, a pilot and
two engineers, and can accomodate an additional five
passengers in relative comfort. The craft has a moderate
cargo capacity of five tons.

Directly uander the bridge is a small gunnery compart-
ment reached via a sealed floor hatch near the air lock.
Though no weaponry is mounted, a weapon ol up to 200
Ibs. may be mounted at this location (the weapon's weight
would count against cargo tonnage).

The £smare/da is lined with a four 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 25 million miles per day.
Two air propellers provide atmospheric maneuver. No

separate power plant is installed for these air props.
Instead, they rely on the emergency power batteries.
Though the batteries can power the ether prop for only
two days, they are sulficient Lo provide power to the air
props for six days, generating an air speed of 15 knots.

An fsmarekda class llyer is consiructed at a cost of
$40.400 (8080 British pounds). It can be purchased from
Vodney Flyer for $80800. (The cost to build has simply
been doubled 1o come up with a reasonable retail price.)@)

ESMARELDA STATISTICS

Interplanetary Speed = 2.5
Atmospheric Speed = 3
Hull Hits = 0
Ether Prop PPV = 4
Solar Boiler PPV - 4
Emergency Batteries PPV = 4, END - 2
Air Prop PPV = 2
Crew = 3 (pilot, 2 engineers)
Passengers = 5
Cargo = 5 tons
Total Mass = 40 tons
Lift = Hydrogen

ORRERY

Lsmareloa class flyers are sold with an orrery (or planetarium) and
an improved telescope as standard bridge equipment.

TELESCOPE
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CRYOGENIC SURRENDER

74 An adventure for Mega 7raveller
by James B. King

7 Y

l)/ VI

£ you wil excuse me [ wWiEh o dscuss 4 ropositin
with you I am secking passage lo a planel a few pumps
from hee I am abo i need ofprotection I woukd be
disgussed and using alse identification when boarding but 7
assure you [ am not & crimnal nor am 1 wanlied by any’
SR . £y | authonies. The fact &5 someone Wants lo murder me as
Sl R | 100y did my father. And 7 want ony to leave o escape U
; o | place [ am swre we can negogiate a lai prie for your
H services halt of which [ will pay you ypon my boardng
your vessel The other half [ wil pa) when you have sarely
to my final destination.”

18
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CRYOGENIC SURRENDER

INTRODUCTION

This adventure is intended for use with GDW's
Mega Travelfer. However, it will lend itsell well 1o adap-
tation by a referee wishing to use it with another science
fiction RPG. To facilitate easier integration into a continu-
ing campaign. no particular planet of location is specified.
but a planet governed by a religious dictatorship would be
appropriate, though this is not absolutely necessary. The
players should have their own ship; however, this adven-
lure can be played through by a group without a ship with
only slight modification.

REFEREE'S SUMMARY

The player characters are approached by a female
noble at a good quality starport on a world localed a few
jumps from the planet the adventure will actually take
place on. Baroness Cirandria Medreen, suffering from
severe depression caused by the recent death of her father
as well as an attempt on her own life, wishes 1o be taken to
a nearby world where she intends to be put in cold sleep
under the auspices of a religious society. Upon arrival at
the society complex, the group is fallen upon by a [rantic
young woman who claims the society has carried ofl her
father. After rescuing the woman from the fiends who
attempt to abduct her, the group attempts to locate her
father. influenced by the now suspicious baroness. The
adventurers eventually reveal the secret and morbid
workings of the society - the spiriting away ol the poor and
unknown among them for the purpose of illegally trans-
planting body organs to ailing, wealthy patrons of the
planet. Saving the woman's father and reporting the
sociely’s activilies will effectively put an end to the
underground operation, and 1o the society's hierarchy.

AN OFFER OF EMPLOYMENT

While the player characters are performing their usual
activities at the port. they are approached by Baroness
Cirandria Medreen (she does not provide them with her
actual identity). who makes an offer of employment as
indicated in the Players’ Introduction. After the monetary
negotiations are completed, 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 that name.

Referee’s Note: If the players do not have their own
ship. Cirandria may hire them to accompany her on her
passage as body guards, paying for the group’s passage on
whatever transportation is available (middle passage for all,
which will allow the party to maintain low visibility).

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 sister,
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 past the customs officials. (It is, of course,
the releree’s option to have Cirandria recognized il a
conlrontation of some sort is desired.)

If the players state they are walching for suspicious
characters, they may spot Medreen's thugs. Cirandria does
not recognize them.

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

If the player characters do spot Medreen’s hirelings, it
should serve 1o stimulate more suspicion about their
patron’s alfairs After Cirandria has boarded as Lois Mead
(which is just before departure time) the vessel is free to
take off. Once the jump is initiated, the adventurers will
have time to learn more about their charge.

CIRANDRIA'S STORY

The {ollowing paragraphs should be read aloud to the
players.

Cirandria is rather glum and untaffative and appears to
be in a demoratized state. but she opens up after a couple
of days in jumpspace While imvolved in conversation, she
tells you the following:

7 have only recently inkerited the title of baroness and
the accompanying fiefdom from my late [father My
inheritance came as guite a surprise to both mysell and my
brother. Thorin as / am the younger issue of my father. My
father..my lather died in a questionable accidemt while
prloting fis grav speeder. It was onfy then that my brother
and / learned that my father had decreed in brs will that /
was to recerve tife and fiefdom My brother never did
measure up to my fathers expeciations. Anyway, Thorin
flew into a rage He even threatened to shoot me for
stealing fis inkentance before stomping out. We havni
spoken since. [ did expect him to be gravely disappointed
but [ could hardfy understand such a hostile reaction. Then,
only days later. / was—/ was_informed by the authorities
that foul play was suspected in the death of my fatker. and
that Thorin was suspected as responsible. though they
lacked substantial proof.

Cirandria /s obviously becoming emotional and tears
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welf up in her eves but she continues to relate her story.
Only two days ago [ was nearly siruck down by a diving
speeder. / fear that Thorin mtends to kil me so that he may
claim e and fiefdom as fis own My own brother..my
own blood Frlled our father and tried to £l me.”

Cirandria stops speaking and appearing suddenly
embarrassed escuses hersell and retires lo her stateroom.

Cirandria is certain that her brother is responsible for
her father's death and, already heart-broken at the loss, is
crushed by the 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 {rom a religious society that prophecies of a
“great and harmonious time to come”. For an exhorbitant
fee, the society places people in long-term cold sleep with
a promiswe to awaken them when the proper time comes.
In secrecy, this is what Cirandria intends 1o do, well aware
that her noble status within the peerage will be forfeit by
what she is planning. For this reason she has brought as
much cash as she could acquire from her family’s assets in
short time - about three million credits. After the costs of
the trip and adventurers are paid, the rest is to go to the
society. She is not likely to tell the adventurers of how
large ol a sum of money she is carrying (The assassination
of Strephon and the resulting war and fragmentation of the
Imperium may also have helped to prompt Cirandria to put
faith in a “great and harmoenious time to come.”)

After sharing her story with the advenwurers, Ciran-
dria’s spirits do seem to brighten, even if only a little.

DELIVERANCE

Cirandria, fearing that she might be intercepted
anywhere along the way. will not pay the adventurers until
they have actually delivered her inside the society complex
on the destination world. It is located about eighty
kilometers from the starport, in a rural area with no other
buildings close by.

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

You arrive ar 5 jarge one story building constructed of
cut stone. As you approach the enirance you see a farge
brass plaque attached 1o the wall that reads samply “The
Society of Hope ~ Your attention is suddenly drawn to the
doors as you watch a young wornan lirmily forced out
throuygh them by 1wo sky-blue robed figures. The woman is
lrantic and near-fiysterical When she sees the group. she
quickly runs to them.

Flease. you 've got to help me!” she pleads My father
came here to be put in1 cold steep--/ couldn i t1alk him our of
. so /[ came with him--so we could be together [ just
wanted to see fum one /ast time belore [ left for home
even i 1t had (o be wily him in cold sfeep. But these people
couldn i lind him--they say they have no record of fm We
only ammved yesterday--and they say he was never here!”

Before the conversation can progress any further, two
uniformed men show up. claiming 1o be officers of the
peace. No ID is shown and none is shown if it is asked for.
They tell the group that the woman suffers from a mental
illness, and must be returned to the mental hospital she
escaped from. Before ihey can successfully gag her, the
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woman screams they are lying--and that she saw them
earlier inside the complex wearing the robes of 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. (f necessary. Cirandria can tell the group that
their contract amount will be increased for their additional
services, or, on the other hand, she may refuse to pay them
if they don't help.)

Only one of the men is armed. with a handgun. Though
he will pull it. he will not fire it unless a player character
actually lires first. After the woman is rescued. the two
men back off and leave, threatening that there will be
retribution for the group’s interference.

The grateful woman introduces hersell as Tina Napier,
and then again pleads with the group to help her find her
missing father. Cirandria, now suspicious of the society's
activities, agrees to help her and, il necessary. influences
the player characters to do the same.

PLAN OF ACTION

Several options exist for the player characters as they
begin investigating the disappearance of Tina's lather.
Some that are likely to be conducted are outlined below.

Check Port Records

Passenger debarkation lists are filed in the administra-
tive area of the starport. Requests to see them are denied,
as this information is confidential. Successfully bribing a
clerk oblains them a computer hard copy of the appro-
priate passenger list. The name Tina Napier is on it, but
there is no Jerome Napier. This information will likely make
the players suspicious of Tina’s story.

Check Ship Records

The vessel Tina and her father arrived on is still in
port. The computer records on board the ship do include
the name Jerome Napier on its passenger lists. Bribery may
be required to obtain this information from the capiain.
This information should help greatly to alleviate any doubts
the players may have about whether or not Mr. Napier is
on planet. lf there are still doubts, have the group run into a
port entry clerk who remembers Tina and her father: 44
good alternoon Miss..ah, Mapier—yes Miss Mapier. How is
Your father feeling? He didnt seem to be feeling well when
the two of you arrived ”

Society Interview

If the group presses to see the sociely hierarchy, they
are allowed to speak with Seer Arthur Powers, a prophet of
a sort, who is the society's leading officer. He seems
entirely open, even sincerely desirous to be of help. But,
apologetically, he claims the society knows nothing of a

NON-PLAYER CHARACTERS

Baroness Cirandria Medreen (Noble)

7879C Age 26 2terms  Cr3,000,000
(Note: Cirandria is generated as from an
Average Stellar World. Her homeworld stats
should match those of the planet this adventure

begins on.)

Liaison-2
Handgun-2
Leader-1{
Medical- |

Ship’s Boat-1
Grav Vehicle-0
Computer-0
Laser Weapons-0
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Tina Napier (Bureaucrat-Clerk)

087775 Age 22 | term Cr1200

Starport B, Medium, Standard, Wet World, Mod

Pop, Mod Law, Early Stellar
-

Interview-2
Legal-1
Computer-|
Handgun-0
Wheel Vehicle-0

Tina has obtained extended leave from her job to
be with her [ather, 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 to the society of Hope. Tina's father. a man of
moderate means at best. lost his life savings to a
swindling investment broker, then lost his spouse 1o a
younger man of greater means, then lost his career job
of 20 years. In his current state of mind, the society's
tenets are most appealing 1o him; thus, he and Tina
have come to the complex of the Society of Hope.

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

The Society of Hope is a religious organization that
prophecies of “a great and harmonious time to come”.
It's missionaries portray the current intersteilar society
to be cruel, corrupt. and villainous, a portrayal made
easier to paint by the curremt state of upheaval within
the Imperium. These missionaries coerce the dissillu-
sioned (usually targeting 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 funding to support these poor unfor-
tunates, the society’s hierarchy goes on off-planet tours
to collect contributions {for which the hierarchy
receives appreciatively large compensations), which are
highly rewarding monetarily.

Iflegal Activities: Jerome Napier is one of the
poor unlortunates. Even more unfortunate. as he is a
man of good health, he has been selected as a victim
for the society's darker activities. On this world, the
transplanting of body organs from one person to
another. or the use of artificial organs. is strictly
forbidden (due to the doctrines of a religion that holds
great sway among the planet's people and their
government). Going ofl-planet for such an operation
would still result in the confiscation of all personal
assets and permanent exile from the planet. As is often
the case on most worlds, the needy wealthy can
covertly skirt around the forbiddance of such acts by
going to the society to secretly receive replacement
organs from chosen cold sleep victims who, thanks o
contacts in bureaucratic agencies, simply disappear
from all records. Jerome Napier is healthy. has few
refatives, and is an unknown. He and others like him are
prime victims.

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

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

Society Complex Tour

Should the group make a request to look around. they
are cordially invited to take a tour of the facility (with the
exception of the offices). On sub level 1. the first
subterrainian level containing cold berths, the group is

shown a room where cold berthers are prepared. Tina,
rather excited, iries to quietly point out a pile of discarded
clothing. In it, she recognizes a hand bag as belonging to
her [ather. Only the tour guide is with the group. so
acquiring it unnoticed should not be too difficult. Jerome
Napier's personal effects are inside, but no ID.

Computer Break-In

The group may try to examine the society's computer
files 10 determine for themselves whether or not there is a
record of Jerome Napier. This can be attemnpted 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
computer. To obtain any information in this way, the
adventurers must first break the computer’s secure codes.

To break computer secure codes:

Formidable, Computer. Int. Edu, 3 min.

Referee: A mishap indicates the unauthorized entry
attempt is detected by compnet monitors. If this occurs, the
person attempting the task is aware of the detection. If the
group stays at the computer station for even a few
minutes. security personnel show up to collect them. Treat
this situation as you wish. The group may be lectured at
length by local police, siernly warned, fined. jailed for one
day. or anything you consider appropriate.

Several subjecis of interest are discovered by sifting
through the society computer records. Use the computer
skill task roll from the Players’ Manua!l for each subject
below.

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

2) The society's honorary membership files include
many key personnel in government and law enforcement
agencies, and in starport administration. Positions held are
noted in the files.

3) The Society of Hope owns another building about
25km distant from the complex. away {rom the direction of
the city. It is listed as a storage facility.

4) There are currently 1128 people in long-term cold
sleep under the society's care. The society complex will
house 1296 cold berth units at capacity.

5) The Society of Hope holds assets in the billions of
credits. The soctety hierarchy receives extravagant com-
pensation for their fund raising efforts, primarily successful
due to large donations from wealthy families.

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

Interrupted by Thugs

Semeume during the group’s activities. they are
assaulted by a number of thugs (determined by the referee.
but their number should exceed that of the group, and they
should have surprise), including the two who tried to
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kidnap Tina. Armed with clubs, they try to injure and scare
the group off of the investigation they are involved in.
They are acting on Arthur Powers orders. Additional,
similar encounters are at the referee’s discretion.

Society Complex Intrusion

The players may attempt a night-time break-in of the
complex to search for Mr. Napier. After a lengihy search of
the 1128 occupied low berths, he is not found (he has
already been transferred (o the hospital). However, during
their search, Tina finds in a pile of discarded clothing a

THE COMPLEX

The complex is a lavish building of recent construc-
tion. Only one level rises above the ground, which is
used by the members involved in operating the facility.
Below this level are six larger, subterrainian levels
where the cold berths are housed, 216 per level.

The Ground Level

(1) Entrance and waiting area. Newcomers and
visitors await assistance here.

(2) Security office.

(3) Administration area. The outer room contains
two clerk’'s desks. Two private offices are entered from
here.

(4) Computer room.

(S) Head administrator’s office. This is the office of
Arthur Powers.

(6) Monitor room. Someone is always on duty here,
monitoring the operating cold berths below.

(7) Lounge. This room is available to society
members and also to families 1o say good-bye to those
who have come for berthing.

(8) Kitchen.

(9-14) Staterooms. These rooms are available to
society members when responsibilities keep them late or
over-night.

(15) Storagelireight room. A large elevalor capable
of carrying a cold berth unit is focated here.

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

(17) Garage. It will hold three vehicles of displace-
ment size 2.

THE HOSPITAL

This building was previously a storage [acility
owned by the Society of Hope. It has recently been
transformed into a small hospital for the society
hierarchy’s illegal use.

The Hospital
(1) Front entrance lobby.
(2) Operating room.
(3) Supply room. Utilities are located here, including
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cleaning and sterilizing equipment.

(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 tour of the
facility). His personal effects are inside, but no ID.

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 berihs. The remaining four
patrol the building and grounds on loot. The guards carry
communication devices. If any trouble is delected, law
enforcers are called.

Society Complex Surveillance

The players may choose to keep a concealed vigil to
acquire some evidence or clues that will lead them to Mr.
Napier.

To set up an unobserved serveillance post:

Difficult, Stealth, Int, Edu, 1 min.

Referee: [f the task lails. the characters have been
detected by someone in the complex. who calls the police.
Enforcers arrive to question the group about their purpose
for being where they are. Obviously, nothing can be gained.

Il this 1ask is successful, it pays ofl. In the late hours
of the night a freight vehicle arrives at the complex's
freight door. Auentive characlers see a cold berth,
powered by an attached portable generator. loaded into the
vehicle. which then leaves.

Stop or Follow

The characters likely follow the vehicle. but they may
even choose to stop it (not to difficult if a ground vehicle.
much more so if grav).

To stop a moving vehicle:

Difficult, (Vehicle skill), Dex. 30 sec. (unskitled OK).

Referee: If the target vehicle is a ground vehicle, use
the task rolf above. If it is a grav vehicle, the task becomes
Impossible. In this case, the player vehicle must also be
grav powered.

If the group follows the vehicle it goes to the storage
facility {hospital), where the cold berth is unioaded. It they
succeed in stopping the freight vehicle, a firefight ensues
with the driver and his two passengers. lf the characters
defeat the vehicle crew. they find that the cold berth does
not contain Tina's father.

What course of action the players choose from here is
up to them. As the vehicle was going in the
direction of the society's storage facility, they should
choose to check it out. When they arrive at the building,
they find several vehicles already parked near its entrance.

Go to the Police
If the players decide 1o go (o the police, it is entirely in

vain, unless they do so after seeing the late night removal
of the cold berth from the society complex. The police do
not agree to do anything until the characters have turned
over any and all evidence they have gathered and have
admitted to all misdeeds committed to get it. After signing
sworn slatements. the group is held while the police
investigate. (f your players are a particularly cautious
group, you may choose to allow the police to rescue Tina's
father, thus ending the adventure.)

REVELATION

If the group chooses to investigate the goings on in the
storage facility, there are two armed guards located at the
entrance that must first 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 flee. Those who may be captured are a
surgeon, (wo medical assistants. and an officer from the
Society ol Hope. While these people attempt to flee. two
more armed men come to the ait of their comrades
outside. or begin firing at the group from windows.

Once inside. the characters discover that the building
has been iransformed into a small hospital of sorts: this is
especially apparent to those with medical skill They also
discover a patient who was apparently being prepared for
surgery. On another bed, next to the patient. is Jjerome
Napier. Interrogation of captured suspects may reveal that
an organ from Tina's father was to be transplanted to the
patient, after which Mr. Napier was to be allowed to die.

If the group chooses 1o check out the storage facility
before the possible actions outlined (such as surveillance).
they happen to arrive as a cold berth comaining Jerome
Napier is being unloaded from a freight vehicle. Events
from here should transpire similar to those above.

WRAPPING IT UP

When the proper authorities become aware of the
society’s operation, a massive, multi-agency investigation is
immediately initiated. 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, will oversee the society's functions.

The government recognizes the value of 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 tearned
much on this excursion, and realizes the folly in her
decision to come here in the first 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 course, she
realizes that this could be a dangerous task. and that she
may have need of skilled. capable, adventurous people to
help her. Perhaps the player characters haven't finished
their adventures with the baroness quite just yet @
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HULL DAMAGE

Specified hull hits in 772 veller
by James B. King

The pilot tensed nervously on the edge of his chair,
waiting to see if the rapidly approaching vessel would fire
on them. “Laser fire shoots toward you from the suspect
vessel”, the referee’s voice rang out.

“Then they were pirates!” the pilot declared. He flexed
his fingers apprehensively when he heard the impact of the
dice on the table surface.

“You feel a slight shudder through your ship”, the
releree continued. Again the dice rolled. “laternal sensors
indicate the hull has been hit. holing it. and your ship is
now fully depressurized.”

“Whew!” the pilot exclaimed. “Good thing we got into
vacc suits. even il we didn't get the ship depressurized
quick enough!” Then a sudden thought struck him. “Wait a
minute. The entire ship is now totally decompressed?” he
questioned. "There are bulkheads between all the major
areas of the ship. One laser hit couldnt possibly
decompress the entire hull..”

| must agree with the competent pilot above in
questioning the damage definition for a hull hit from the
Jraveller Space Combat rules, which states, “A hull hit de-
compresses the ship’'s hull. Further hull hits have no effect.”
Actually. m the section “Special Situations”, [rom the basic
Traveller rules, the possibility of depressurizing individual
ship sections is discussed. However, it still leaves referees

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 will
require the use of two dice (no interior walls or details are
shown other than bulkheads).

When using this method, you will 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 hull plan shown. markers
indicate that sections 7 and 10-11 have been holed. The
markers can be used to indicate other damage as well, such
as the power plant or jump drive. In fact, the hull would
first have to be penetrated before a beam or missile
detonation could strike internal mechanisms or destroy
cargo or ship's vehicles. which would also leave those
sections depressurized.

Players using Mega 7raveller rules would simply have
to use logic and common sense to determine 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 it
hasn't been done 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
thernselves or at a port (the cost of which | can only guess.
as | have seen no data to indicate the cost of such repairs).

By using this quick and easy method of specifying hull
damage you can provide just a bit more realism and visual
play to your gaming, both of which are enjoyed by most all
gamers.

with a vague idea of how to handle this
action during combat. Players using the
Megalravelfer 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 in
large-scale campaigns using large vessels. |
believe 1t has merit where the player group
owns andlor operates a smaller vessel for
which they are entirely responsible for all
costs and repairs. So, using the starship
hull illustrated as an example, | will suggest
what [ believe 10 a realistic and reasonable
way to more precisely handle hull damage.

The added mechanics are quite simple,
as they involve only rolling a number of
dice and adding the numbers 1o determine
which bulkheaded section is holed. This is
done for each Hull Hit damage result
(basic 7raveller rules). It will first be
necessary to identify and number each
bulkheaded section for the vessel in ques-
tion. Keep in mind that all numbers that
can be rolled must appear on the plan.
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THE ANCIENT SCIENCE OF SHRINKING

Shrunken solar systems in 77a veller
by Allan Hopkins

“Early this year. | was working with local assathin and
aydin on an archaeological dig on I'hefya which we had
determined to be an Ancients site. After eakhau of
gathering data about the site, my Aslan colleague, Fieali,
and I were planning to close 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 Thefya system (2013 Ftaciyekyu
A4656H6-8) 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 Zasia/es) if we agreed, which we
did.

“On the day we left (51-3644) | participated in a
ceremony involving coyns with the priestly leader and
drones of the Othniss oytrip. Apparently. | got a coyn with
a starship moving through space. Nisloth, a priestly drone,
explained to me that it was the Voyages coyn Well |
actually was going on a voyage. Now | wouldn't say that
I'm superstitious, but ['ve seen a lot of coincidences with
coyns.

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

“It was beautiful. a huge. cut sapphire {loating in space.
The object's dimensions were 2 kilometers in height by
1.47 kilometers in width and length. The ship's spectr-
ometers couldnt tell us what substances made up the
object’'s composition. However, the densitometers 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 [irst suggested that the mysterious object could be
the work of Grandfather. | recall that | 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 1n we discovered an area on one
facet that had no density at all, which we theorized could
have been an opening that was protected either by a
hologram or some sort of force shield To find out
Styosei. the dumbol’s operator, instructed the dumbot to
fire a low-intensity laser at the area. It went through and
even gave us the distance from the dumbot 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 floaling
bubbles at different levels, each with a light inside.

“Later. Fieali’ and | eniered the octohedron wearing
vacc suits. As we studied the bubbles with our equipment,
we came 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 ol the tiny objects
inside was beyond the ability of our densitometers to get a
reading!

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

-from "The Shrunken Systems of I'hefya”
by RltaiftoHeali' Raifeil okhtafSalei. Aslan archaeologist
201-3644, Galactic Honor Chest Magazine

THE TECHNOLOGY OF SHRINKING

The shrinking of matter without reducing its mass
is an outgrowth of matter transport and (ractor beam
technology. This process begins at experimental stages
at TL 27.

To begin, the orbits of all subatomic particles are
comracted. The superstring coils are tightened and
compacted 1o the smallest size possible (superstrings in
atoms are coiled like a ball of yarn). As the spaces
between the molecules expand due to this process, the
particies are matter transported and set back in the
same pattern but in a much smaller area.

Av TL 34, where entire systems could be shrunk,
the Ancients used a series of program-linked, matter
transportitracter beam modules that were emplaced to
surround a solar sysiem. The process described above
would then commence. Some of these octohedronal
modules still exist in the Great Rift.

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

Several adventure possibilities exist involving the
octohedron. Most likely, the players would accompany the
Aslan archaeologists on a return expedition to study the
object. The expedition might find the sull operational
shrinking apparatus somewhere in the object, and. after
trying to determine what it is or how it works. end up
inside one of the miniature. enclosed systems. (Escape
would require that a similar device be somewhere in the
mini solar system.) Exploring the worlds inside could
present many adventuring opportunities. Perhaps an
Ancient city exists in the system, inhabited by Droyne. The
expedition could be confronted by Ancient vessels enlar-
ged from within one of the tiny systems, sent to fight off
the expedition’s ship, which is perceived as a threat.

The Aslan archaeologists are presented below, as they
might be desired as NPCs,

Rhtaifto Heali’ Raifei Lokhtaf Salai
697BF9 Age 56 (fiahea) 5 terms

(Scientist)
Cr200,000

Archaeology-7. Linguistics-4 (Galanglic. Oynprith, Zhdant.
Krayl'luk) Tolerance-3, Communications-2, Vacc Suit-2,
Computer-1, Liaison-1, JOT-1. Artisan-1, Sensor Ops-1.
Survival-1, Trolikhaihte (laser pistol)-1, Carousing-1, Small
Watercraft-0, Grav Vehicle-0

Rlailto is an eccentric archaeologist who has conduc-
ted research in the Afawahisa. Flaoiyekyu, and Hilakhoi
Galactic MHonor Chest Magazine She  is
co-owner, along with Fieali. her long time friend and
colleague, of the 7asia/esr; a 400-10n Htjyrerao class
researcher.

The romantic Aslan is a good artist. and she uses this
skill in her field work 1o depict the activities of the culture
being studied. With some instruction and training, Rltaifto
often invites the locals to participate in her excavations.
She is a “people person”, which is one of the reasons she
became an archaeologist - 1o learn how thinking beings
lived throughout the ages. Besides writing articles for
archaeological journals, Rltaifto also wriles science fiction.
For appearance’s sake. Rltaifllo is a chubby Fieirle with
golden fur and green eyes. She weighs 130kg and measures
1.72m in height. She tends to dress gaudily.

Ritaifto has a pet named Kharl'it (Rascal in Trokh) The
animal is a hiasloatyialei’, a bat-like creature native to
Tlaistole’. Rascal has an intelligence equal to a small
monkey, and can say several phrases in Trokh, Galanglic,
Oyanprith, and Kraylluk. It can do a few tricks. such as
retrieving things. but Rltaifto and her companions often
have to chase alter the little brown and white creature
because 1 likes to collect shiny objects like coins. hand
computers, waiches. holo arvstals, etc, for its “nest”
{a Inter box).

sectors for

Fteali’ Khuhi Yulif Tahe Ehtowi
9ABDF7 Age 56 (l1ahea) 5 terms

{Scientist)
Cr130.000

Archaeology-7. Computer-2, Vacc Suit-2, Sophontology-2.
Crav Vehicle-2.  Tolerance-2, Physics-1. Chemistry-1,
Gravitics-1, Psychology-1, Survey-1, Trolitakheal-1, JOT-1,
Survival-1, Medical-1. Electronics-1.  Linguistics-1
{Galanglic)

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

Fieali enjoys checking up on and maintaining the
lasidaless G-carries and grav cycles. She even uses her
technical stills to play practical jokes. She is also an artist.
The G-carrier aboard the research vessel boasts a mural of
the crew of the 7asia/er! painted by Fieali’ and Ritaifto.

For appearance’s sake, Fieali' is a tall, slender Aslan
weighing 99kg and measuring 2.2 meters in height. She has
a grey mane, grey fur and blue eyes. @
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MILITARY DRESS IN 1889

For Space:/88% A look at the uniforms of off-Earth forces of world powers
by Glen Allison and James B. King

GREAT BRITAIN

The military dress of the British soldier is undergoing
tradition-breaking change in 1889. as are the methods of
warfare itself. due to the increased accuracy. range, and
deadliness of modern weaponry. On Earth, the red coat and
white helmet are on their way out, save for parade and
ceremony, replaced by the khaki dress of a modernizing
army.

But on Mars. the bright scarlet coat continues to enjoy
its glory and colorful splendor, as well as the stirring effect
it has on both humans and Martians. For the time being, the
new realities of modern warfare, as painfully impressed
upon the mind of the soldier in such campaigns as the Boer
War, do not vet apply on Mars. as Martian adversaries have
a lower technological capability. Tradition itself may play a
part in the survival of the red coat. While observing Her
Majesty's troops drilling in the field, Lord Dundas, the
Governor ol Syrtis Lapis. is recorded as saving, “The
scarlet coat looks more at home on the red soil of Mars
than it does on the soil of our beloved Britain.”

Though this may be, the new khaki service dress has
been issued to some units of the Queen’s {orces on Mars.
The khaki uniform is the standard service dress worn by
the Queen’s troops stationed at the British Enctave on the
Victona Plateau on Venus,

The unilorm with the scarlet coat includes dark blue
trousers. black boots and short leggings. white leather belts
and accoutremenis. and white helmet.

BELGIUM

The milwary dress of King Leopolds forces on Mars
reflects the ancestoral ties the Belgians have with the
French. as their
uniform is quite
similar to their
European neigh-
bor.

Control of the
Great  Coprates
Rift  Valley cur-
rently lies firmly in
the hands of Bel-
gian soldiers, who
maintain that con-
trol with an iron
fist. The Belgians
have managed 1o
make the long blue
coat of the Belgian
colonial soldier the
most feared and
hated sight in the
region.

The Belgian uniform includes a double-breasted. dark
blue long coat. light blue trousers with red piping, black
belts and accoutrements. black boots, and narrow-visored
black cap topped with a red pompon.

KHAKI

RED COAT [

Field service equipment
consists of a belt and
hamass which supports,

on the back, a leather valise
containing the field kit and
20 rounds of ammunition.
Below this is the mess tin
and rolled greatcoat.
Suspended on the waist belt
in the front are two 40 round
ammunition pouches. On the
sides, supported by cross-
belts, are a haversack on the
left hip and a water canteen
on the right. The bayonet
scabbard is siung from the
beit on the left side.
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FRANCE

French soldiers are
found in force only in the
Idaeus Fons region on Mars,

French dress conststs of
a Jark blue, double-breasted
long coat. red trousers (some
colonial troops wear white
trousers), red cap with gold
pping and black visor, and
black boots. belts, and
accoutrements.

GERMANY

Though the German pre-
sence on Mars s meager
compared 1o that ol Grea
Briain. limited mainly 10 a
few trade stations, soldiers
are still stationed in the Wes-
tern  Dioscunia  region  lor
their  protection.  However,
the greatest bult of German
toices ofl Earth are stationed
in the German [enus Kolonre,
located largely in and around
the capital of Venusstadt

German dress consists
of medium blue unform with
red piping. black belts and
boots, and spited, reinforced
leather helmet.

AMERICA

Unlike other FEarth
powers, America has not
stationed troops on Mars to
establish control of colonial
regions on those planets.
Rather, small contingents of
marines are stationed with
the  numerous  diplomatic
legations to protect Ameri-
can citizens. The largest such
contigent is stationed with
the legation at Syrtis Major.
Though Americans are quite
numerous  on  \Yenus. no
trovps are stationed rthere.

American marines wear
a dark blue coant and cap
{othoers’ coats have  black
Rerrental stnpes soross the
front}  skyv-hlue 1rousers
black boots, and whie belts.

AMERICAN

RUSSIAN

JAPAN

A small contingent of
Japanese soldiers  is
stationed in the Euxinus
Lacus region on Mars [t
waould appear that the sol-
diers are present, more
than any other reason. to
simply have a visible pre-
sence along with other in-
fluential powers ol Earth.

Japanese dress con-
sists of a dark blue unform
with white leggings. and is
modeled alter European
uniforms.

RUSSIA

Russian troops  are
present in force in the
Hecatus Lacus region on
Mars. Considering the
success of the British coi-
ony on the red planet and
the competetive ambitions
of these (wo powers. ol is
likely that Russian soldiers
will become more nutier-
OUS.

Russian dress consists
of gizen lovse titing caf-
tain wiith  councealed  but-
tons, rather like a doubie-
breasted tunic
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BEYOND THE
LOOKING GLASS

Alternate universes in RPG campaigns
by Jerry Campbell

Aliernate universes: places “just next door” of unlimi-
ted possibility. Worlds where history is changed a little,
where history is changed a lot. Heaven, Hell, Wonderland,
Oz, Barsoom:; the list could go on almost endlessly. The
idea of parallel or alternate universes or timelines is older
than science fiction and at least as old as fantasy. It is a
plot staple in science fiction that, off the top of my head,
more than a hall-dozen top writers have used to good
advantage. In the genre. the idea of travelling o an
alternate reality for a plot gimmick is at least as prevalent
as space ships. Yet science fiction gaming seems lo have,
with one minor exception | know of, passed it by. This is
not all that hard to understand, as the sheer wealth of
various ideas and theories can be quite intimidating 1o
someone seeking to codily them for gaming use.

So how does the enterprising referee send his or her
unsuspecting players outside of an “official” universe as it
1s presented by the game's publisher, while still being able
to say that they're playing that particular game? The basic
methed isnt all that different from setting up a game or
campaign within the “real” universe. First off. you as
referee should have the initial destination at least semi-
fleshed out. The niftiest crossover gimmicks will probably
be wasted if the players don't knew any more about their
surroundings than what the referee can busily create as
they go. More on this subject later. The second order of
business should be devising a plausible method ol getting
your players “next door”. This step is actually a two-parter.
First is the actual method used for the crossover. Second is
how the players managed to become interactive with it In
other words. what got them there and how did they get
involved with it in the lirst place. Let's take a look at this in
more detail.

THE GIMMICKS

In science fiction (and fantasy) there seems to be
about five basic ways of geuing [rom one universe to
another. These gimmicks are noted below. along with a few
authors and books that deal with them.

1) Machine: Robert A. Heinlein; 7mme Erough for
Love and most later works. H. Beam Piper; Zord Katvan of
Crherwhen. various “paratime” stories. Poul Anderson;
“Phoenix Inn” stories.

2) Beams: Christopher Siashell: 7%#e Warlock in Sprre
of Himself series. Anne McCallrey, Decision ar Doona
{(actually, this book used a VERY long range transporter).

3) Psionics: The "Warlock” series mentioned above.

4) Magic: Alce i Wonderfand L. Sprague DeCamp;
7he Unbeheaded Kigy Brian Daley. Starfolfowers of
Coramonde.

S) Oops: (I've given this name to any of several
non-techno/magical means of being sent “next door”
unintentionally.) Robert Heinlein, Farmams Freehold
L. Sprague DeCamp: Lest Darfness Fall

*=ALlL ABOARD®*

What are some gimmicks 10 use on vour players? We
now have some basics, here's a few ideas for specifics you
might try:

Lucky(?) Shot: Anything goes here. It can be as
sensible sounding as, say. two scientists. working on
seperate theories, swap notes and hit upon a way to “go
next door”. They might use the players as unwitling (or
maybe even willing) test travellers. Or, it can be as
tar-fetched as getting sent via a tornado.

Ancient Artifact: Usuallv best done using machine
transport (possibly a 4WD. Transuniversal ATV) or a beam
("1 only touched that button and, POOF, there went Bob!”)

Magic Spells, Pontals., Etc: Okayv, so “magic” is
often a matter of sophistication or perception. Be that as it
may, the name does worl well for psionics. It is just
possible that it could be good old tashioned - magic.

Recruited: The players run nto someone else who
has the ability to "go next door”. This person wishes themn
to accompany him. Now, whether or not the players waw
1o go along may or may not be open 1o debate.

“NOW THAT WE'RE HERE..WHERE ARE WE?~

Your intrepid adventurers are now on their way--but to
where? What is so different about this alternate universe?
Any referee worth his or her dice bag will have dene at
/east a moderate amount of detailing to the new universe,
with the particulars focused on the actual location the
players will arrive at. What ever you do. make swre you
have your {acts in order. This is particularly so il you are
intending to run your game in any well known flictional
setting (such as Barsoom, Oz The Foundation eic) or
pseudo-historical (the Confederates won, the Axis won,
Reme vs. Rome, etc.) backgrounds.

Mating changes to a game’'s “official” baclground
universe with ils copious amount ol material can also be
quite entertaining. This is particularly true when the referee
doesn’t present the crossing to the players as anything
unusual, at the outset, leaving it to the players to figure it
out through their adventures. This gimmick works best with
those players that are familiar with that background
universe. Otherwise, they might never caich on that
something's not right. which. eventually. is the whole idea.

Using the universe of CDW's 7raveler. some examples
for small changes are: Strephon hasn't been assassinated
(avtempt foiled or not 1ried) The lmperium lost the Sth
Frontier War: Terra is long dead. prior to jumpspace travel
developing there; The "Ancients” didn't die off entirely or
revert to low-tech Droyne; "Where's my ___ {pants.
wallet. .. . starship ... )?"

If vour players are to acquire “next door” travel ability
that will allow them to more or less freely change
universes, set up some definite limits on wherelwhen they
can get to. Decide, in advance, whether or not theyll be
able to move freely between geographic andlor stellar
points. In 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 option is to
allow travel to other universes s7J non-corresponding
planets. What ever you decide, allow the players to
discover it through the normal means (patron. experiment,
etc.), not by “edicts from the ref”. o
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Tired of spending hours designing 8 ship- only to find that
it needs changas-  and youl! havs to go through it agein-
with & calculetor and pencil? Try SHIP BUILDERS.

SHIP BUILDERS

Aseries of AppleYorks spreadsheets for bulding ships
in a variety of game systems

C

ohip_Construction Spreadsheets
Apple tl series AppleWorks Templates

1) MegaTraveller Craft Design
2) Sky Galleon/Space 1889 Ship Design
3) 2300 A.D./Star Cruiser Starship Design
4) Space Master Starship Design
Send $2 for each system spreadsheet and either
$3 for a disk(3.5/5.25) and postage OR a disk
(3.5/5.25) and SASE to:
SWORD AND STARSHIP ENTERPRISES
1306 West Pearl Street
Pasco, Washington 99301

Influence
the FUTURE!

Join HIWG

The History of the Imperium
Working Group is conducting
postal discussions of the
future history of the
Imperium and contributing to
its development. Annual
dues: $12. Includes the
bi-monthly newsletter
TIFFANY STAR, general HIWG
forum supporting campaigns
in the Rebellion Era. Write
to E4 Edwards, 1410 E. Boyd,
Norman OK 73071.

VOYAGES NO. 7

Did you miss it?

I so. here's what you
missed:
s BIRD OF PREY. An alien
race in detail for Megarra-
veler

s THE ANATRA DORA.

A starlighter carrier  for
Star Wars
a CARRIER ASSICGN-

MENT, Advenwure aboard
the Anatra Dora

s MODIFIED SPACE COMBAT. Additional rules for
Space Combat in Star Wars
s ADVENTURING IN THE SHATTERED [MPERIUM.

Sources of subsector maps and daa for Mega 7raveller
a PROVINCIAL LLANCUAGES, Linguistic ties in Spvce
Master

« STARBATTLES (MAINLINE). An overview

Copies arc still available, so order soon!
SENDC JUST $2.501!

JUMPSPACE BACK ISSUES
S

Jumpspace was the forerunner 1o Voyages As
such, it was an amateur magazine supporting GDW's /ra-
vefler’ RPG We'd lire to clear these back issues from
our inventory, so we've discounted the cover price! There
is a limited availability. so order soon.

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

NO. 3 The Human Spirit Hornet 23E Main Battle
Tank: Modified Scout Courier; Smuggler's Wish List.

NO. 4 Naval Architect Tyler Purcell: Small Craft
)} for System Defense; Sern-
v Class SDB: MK XIV
Liquid Explosive.

NO. S [argr Special
Vargr Combat Vehicles;
Vargr Scout and Courier;
Vargr Tracked ATVY; Psi-
staff of the Ancients.

NO. 6 A Story:
Solomani Fleet Courier:
Solomani Combat Vehi-
cles; Robot Mart; Quan-
taire Accelerator.

e

NUMBER &
$2.50

| JUMPSPACE
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A LOOK AT WHAT'S INSIDE OUR NEXT ISSUE.

BIRD OF PREY-PART I
FOR MEGATRAVELLER™: Kirk Kading and John Fernandes complete their Aesr
feature, which includes Aesr character generation and details on the Azgar
"Foundation for the Advancement of Ancients Knowledge", plus an adventure for
Aesr characters. For real this time!

A WORLD IN REVOLT
AN ADVENTURE FOR S$74/7 WARST™- A small group of rebels is assigned the small
task of smuggling a load of blaster weapons onto a world that is preparing to rise
against their Imperial masters, but the rebels quickly find themselves facing a
much greater task! Includes compiete information on two new grav vehicles.

ZIDHAEDZ CLASS CLOSE ESCORT
FOR MEGATRAVELLER™- A Vargr starship complete with stats and deck plans.
Subcraftincludes the K7angu Class space fighter presented in Voyages #8.

VAMPIRES IN SPACE?!
FOR CFBERPUNKTM AND GURPS SPACET™- Are they really some sort of astro-
vampira or not? Find out for yourseif next issue!

THREE-DIMENSIONAL STAR MAPS
A computer program that will allow you to determine 3-D distance calculations
using X-Y-2Z coordinates.

PETERSBURG

A short work of fiction set in the war-torn shattered Imperium of Maga raveler™

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






