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

by i ts rapid expansion and economic growth. The t ime was r ight
for a new empire; the human populat ions of the terr i tory wanted
and needed this vast interstel lar government. The Third lmperium
was an  express ion  o f  the  peop le  who popu la ted  i t :  s t rong,  v i ta l ,
ambi t ious .

A fUOUSATD years  la te r ,  the  s t rength  and v i ta l i t y  o f  the  hu-
man popu la t ions  were  miss ing ;  a l l  tha t  remained was the  ambi -
t ion, and that ambit ion was channeled inward. No longer did the
populat ion see expansion as the means to a better future; leaders
looked at redistr ibuting the wealth of the lmperium and at carv-
ing out petty duchies within the known boundaries of the empire.

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

lN THE founding days of the lmperium, great men dreamed
great  d reams. . .and ach ieved them.  In  the  las t  days  o f  the  lm-
per ium,  pe t ty  men dreamed pet ty  d reams. . .and ach ieved them
too.

"{t;Wf:in i*N
coAcc

a Flyers for MegaTraveller.
The army cont ro ls  the  ground!  The

navv controls spacel But the interface be
tween the  two be longs  to  COACC the
{ lyers .  A i rc ra f t  o f  a l l  t ypes- je ts ,  p rops ,
he l i cop ters .  d i r ig ib les-come under  the
Close Orb i t  and A i rspace Cont ro l  Com-
mand.  MegaTrave l le r  COACC prov ides
ru les  fo r  f l yers  in  the  Trave l le r  un iverse .
Coverage Inc ludes  charac ter  genera t ion ,
COACC organ iza t ion ,  a i rc ra f t  des ign  se-
quences ,  example  a i rc ra f t .  and bo th
s imp l i f ied  and de ta i led  vers ions  o f  a i r - to
a i r  and a i r - to -ground combat  ru les .

G O W :  0 2 1 6 .  I S B N 0 ' 9 4 3 5 8 O - 7 2 - 2 .  9 6
. . . . . . . . . . .  . . . . . . . . . . .  $ 1 0

What Happens When
A Thousand-Year Empire

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

techno log i ca l  i nnova t i on  i n  a  sea  o f  p r im i t i ve  s t a r  sys -
tems. l t  reached out  to eventual ly  take over more than
1O,OO0  sys tems .  I n  t he  cou rse  o f  a  t housand  yea rs ,  i t
fought count less wars and conquered count less races.
But af ter  that  thousand years,  the lmper ium is o ld,  t i red,

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

The  empero r ' s  assass in -  Du l i no r - c l a ims  t he
throne is  h ls by an obscure quirk of  lmper ia l  law.
The  empero r ' s  nephew  na tu ra l l y  c l a ims  d i f f e ren t
l y .  O the r  f ac t i ons  have  t he i r  own  op in rons .

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

to prepare for (and participate In) Traveller adventures. A reference for everv par
t i c ipant ,  i t  inc ludes  charac ter  genera t ion ,  sk i l l s ,  task  reso lu t ion ,  exper ience,  persona l
combat ,  and ps ion ics .

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

The MegaTraveller lmperial Encyclopedia is the basic reference to( everyf rcvelleJ
par t i c ipant .  l t  dea ls  w i th  l ib ra ry  da ta ,  maps,  wor ld  da ta ,  and equ ipment .  The En-
cyc loped ia  inc ludes  a l l  the  raw in fo rmat ion  necessary  to  learn  about  the  Shat te red
lmper rum and ro le  p lay  w i th in  i t .

The boxed MegaTrave l le r  se t  inc ludes  a l l  th ree  o f  these books ,  p lus  a  pos ter  s ize
map o f  the  Sp inward  Marches .  GDW: 021O.  ISBN 0-943580-49-8 .  Boxed. .S3O.

Each book is also available seoaratelv.
T h e  P l a y e r s '  M a n u a l .  G D W :  0 2 1 1 .  I S B N  0 - 9 4 3 5 8 0 - 3 8 - 2 .  1 0 4  p 9 . . . . . . . . . . . . $ 1 0 .
T h e  R e f e r e e ' s  M a n u a l .  G D W :  0 2 1 2 .  I S B N  O - 9 4 3 5 8 0 - 4 7 - ' l  .  1 0 4  p g - . . . . . . . . $ 1 0 .
The lmper ia l  Encyc loped ia .  GDW: 0213.  ISBN 0-943580-48-X.  96  p9 . . . . .S10.

FBEE!  Wr i te  lo r  your  own copy  o f  the  lmper ium Map showing the  borders  o f  the
Th i rd  In rper ium before  the  present  rebe l l ion  beqan.  Ouant i t ies  l im i ted .

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

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

The ru l ing  in te rs te l ld r  power  i s  the  lm
per ium,  a  la rge .  human-dominated  em
pi re  more  than 10OO years  o ld .  encom-
pass ing  1  1 ,OOO wor lds  in  a  reg ion  over
2OOO l igh t -years  across .

But  wh i le  the  lmper ium's  lhousand-
year  re ign  has  c rea ted  an  i l l us ion  o l
s t rength  and las t ing  power ,  con t tnued
expans ion  and in te rna l  p ressure  have
combined to  s t ra in  the  lmper ium's  ab i l i -
t y  to  govern  to  the  l im i t .  The th read tha t
he ld  the  vas t  lmper ium logether  has
a lways  been the  emperor ,  the  one in
d iv idua l  to  whom a l l  lmper ia l  c i t i zens
u l t i m a t e l y  o w e  t h e i r  l o y a l t y .

Now the  emperor  i s  dead a t  the  hands
of  an  assass in ,  w i th  no  i rnmed ia te  he i rs
and no  c lear  successors .  The emperor 's
nephew c la ims the  th rone;  so  does  h is
cous in .  Even h is  assass in  c la ims the
t h r o n e .  N o  o n e  k n o w s  w h o m  t o  f o l l o w ;
someone is  fo l low ing  each o f  the  c la im-
ants .  Severa l  border  reg ions  have los t
fa i th  in  the  lmper iu r r  and have dec la red
the i r  independence.  A  few ne ighbor ing
in te rs te l la r  powers ,  learn ing  o f  the  In r ,
per ium's  in te rna l  chaos ,  have begun to
a d v a n c e  i n t o  u n p r o t e c t e d  f r o n t t e r
prov inces .

The lmper ium has  shat te red . . .

MrcnInAwIrR
Agains t  th is  background o f  s ta r -span-

n i n g  r e b e l l i o n  a n d  s p l i n t e r  e m p l r e s
Trave l le r  i s  se l .  l t s  ro le -p lay ing  game
ru les  prov ide  an  en t i re  un iverse  to  be  ex ,
p lo red .  P layers  assume any  ro le  and any
mission in the universe of the future-

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

The s i tua t ion  is  s im i la r  to  Ear th  in  the
' l8 th  

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

Trave l le r  i s  the  name o f  the  overa l l
game. MegaTraveller is the name of this
ru les  se t ,  and is  used to  d i f fe ren t ia te  i t
f rom the  1O vears  o f  deve loDment  and
ear l ie r  ed i t ions  tha t  p receded i t .

S i n c e  1 9 7 3

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

p a g e s

REBELLION SOURCEBOOK
o Jo in  the  Rebe l l ion !

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

Rebe l l ion  Sourcebook covers  the
d iverse  fac t ions  o f  the  Rebe l l ion ,  the i r
equ ipment ,  the i r  goa ls  and s t ra teg ies ,
and (most  o f  a l l )  how p layers  can ge t  in -
vo lved in  the  grandest  adventures  the
s tars  have ever  seen.  Inc ludes  the  shor t
adventure :  "Na i l  M iss ion . "  GDW: 0214.
I S B N  0 - 9 4 3 5 8 0 - 6 3 ' 3 .  9 6  p a g e s . . . $ 1 0 .

REFEREE'S COMPANION
a Enhance MegaTrave l le r .

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

MegaTrave l le r  Referee 's  Compan ion
covers all the major alien races in the
Trave l le r  un iverse  ind iv idua l l y ,  dea l ing
\v i th  each one 's  homewor ld ,  phys ica l  ap-
pearance and ab i l i t ies ,  menta l  makeup,
and in te rs te l la r  te r r i to r ies .  The Compan-
ion  a lso  covers  la rge-sca le  comt la t ,
t imekeeping, communications, research,
mapp ing ,  in  sys tem opera t ions ,  mega-
corpora t ions ,  techno logy ,  and robots  fo r
M e g a T r a v e l l e r .  G D W :  0 2 1 5 .  I S B N

n HERE',S HOW TO ORDER
', 

VISA I For sale at your hobby or game store. Or order f rom GDW.

-l . ̂ :: fl *;Hl'ili;'J,1, :";ff ;l;3:ilT,"Hl;i,::u o'
Bv Phone.  da l l  us  a t  309-452-3632 be tween 9  a ,m.  and

_ 5  p . rn .  Cent ra l  T ime weekdays .  You can pay  by  V isa  or
i , ' - - - * ' - .  I  M a s l e r c a r d .

I i*""I"') i ",:lj}[ "i; ffi ilj I:': "'Jiil : :1,,1!: J#:iy a s, e r c a r d
,  \_  x ,  _  - , '  We are  commi l ted  to  p rompt  serv ice ;  we f i l l  o rders  w i th in

two work ing  days .  Wr i te  io r  our  f  ree  16 ,page ca ta log .

0 -943580 -71 '4 .  96  pages . $ 1 0 .



Probably the first thing you'll notice
about this issue is our modest cover price
increase (though I certainly hope you notice
more lhen that). We have worked our way
into the markst by oflering a low priced
magazine, but, like werylhing else, our
costs keep going up, especially as we
improve our publicalion quality. Though our
subscription rate is now $1O per year ($11
to Canada), I'd like to invite readers lo
subscribe or resubscribe at our previoue
rate of $9 ($10 to Caneda) through the
month of September.

Last issue we announced that'Exercise',
a fic{ion story set in the shattered lmperium,
would be in this issue. The author is
preparing a gaming support article to
coincide wiih the story, but we didnt get all
the material in time to include it. Instead, we
have printed 'Finders, Inc.', an entertaining
tale also inlluenced by Ttare//er This is
actually the first part of a novellete Jerry
Campbell is currently writing. I agreed with
him that it makes a fine tale all by ilself. Will
we se€ more of the story? We'll all have to
wail and see.

I'd like to otficially welcome Jerry
Campbell aboard as a contributing editor.

We think you'll enjoy his new fiction review
column, "Words To Game By'.

-James8. King

VOYAGES SF 1 1 SUFVEY RESULTS
Graphics & lllustration = 3.7
Silk Scorpion = 3.3
Commlink = 3.2
A Day At Tho Auction = 3.1
Red Sun Black Death Part 2 = 3.1
Reviews = 2.7

ls this issue better than our last? Yes
(unanimoue)

Including yourself, how many people
read this iseue? 2.0

How many gaming magazines do you
read regularly? 5.3

Rating in order of preference the most
recent issues of the gaming magazines you
read, al what number would you rate this
issue of VOYAGES SF (1 is high)? 2

MegaTraveller Stealth Aircraft
Optional Rules Adding Stealth Technology To The COACC
Supplement. GayA. Ka/th

10 Hide And Go Seek
Star Wars. Rebel heroes must recover a crashed cargo of
fighter parts from under the lmperials' noses. GlenA//pon

A ^ 5-16 Patrol Shuttlecraft / MK-l
I )( shr nek A sub-light spacecraft, complete with stats, deck
r \-, plans, and play sheet. GaryA. Kaln

n < Long Term Star Wars
.LJ Giving your campaign those elements that create long term

success. James 8. King

,r r A Guide To Blaster Weapons
t ?l Star hl/arc. Details on the manufacture and use of hand-held

Hr., bfasters. JamesE. King

23
Finders, Inc.
A fictionaltale of psionic sleuths.
Jeny Campfu/l

n rn Reviews
t 11 Morpheuq CYberpunt ArmoredAssaut, Galary Gude 5

H\, Betum Of he Jdi FOhtlrU Sh/pq SubsriThed/l'lerchant

5
5

Commlink
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In the future, roleplaying will be different.

Books and character sheets will go to the wayside
as real experience simulators take over. Vast com-
puters with the power to project a reality straight
into your mind will have the ability to make your
dreams come true. Literally.

Huge facilities will exist to give gamers access to
this power. It will be expensive. It will be worth
it.

It will happen. Until that time we have Morpheus.
The roleplaying system of the mind's eye.

The Garne:
The dream is of the future. A future where
roleplaying has been taken to its ultimate:
Actual experience. Step into gaming cen-
tral, lie in the couch, and dream a dream of
adventure.

Within a World:
The neural link promised many advantages
to mankind. Of them, few were realized as
fully as gaming. The Morpheus Mind
Park arose as the leader in mindgaming.
Gamers wait for as long as two years for a
few short hours in Gaming Central where
their dreams can come alive.

Within a Game:
Now you have access to the Mind Park.
Morpheus will take you where no other
game has gone before: the shadow reality
of the dream world. Heralded as the best
roleplaying system ever developed,
Morpheus will allow you the freedom to
play the kind of character that you have
always wanted. Characters from the future
walk side by side with figures from the
past and other dimensions. Players have
complete control over their characters, and
character modification is allowed at any
time, even in the middle of combat.

Playtested for over four years. The most
imaginative system to appear in years.
The future is available now.

If you can dream it, you can become it.

1031 E Battlefield, Suite 1148
Springfield, MO 65807

(4't7), 881-3046
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From 'fululanls Of The Yucatan',

Queslion mark indrba tes
re/easa date unknown.
Parentheses ndrbate
intendedre/ease date.
Da tes n o t in p a re n th es e s
indicate ftem avalab/e at
p repa ra lion of lh is c o /u m n.

Digest Group
MegaTraveller: Manhunt

$8.95; (Jun)

Ghessex
Skyrealms Of Jorune RPG

(3rd ed.) $2o; (Nov)

FASA
BattleTech: BattleTech

Begiments l l $15; ?
More Tales of the Black

Widow$8;?
Battle ForTwycross $8; ?
Technical Readout: 3050

$15; Apr
Star Trek: New Enterprise

Blueprints $15; ?
. Final Frontier Srcbk $10; ?
Shadowrun:The BPG

(softcover) $20; Jun
:ParanormalAnimals Of

NorthAmerica$12; ?
Seatlle Srcbook $1 5; Apr
lQueen Euphoria$8; ?
Bottled Demon $g; May
Grimoire Magic $1 2; (Jun)
Harlequin $12; (Jun)
Neo Anarchisl's Guide to

NorthAmerica; ?

GDW
lmperium boardgame$24

(Jun)
MegaTraveller: Robots

ForMegaTraveller$6; ?
Space 1889: lronclads &

Ether Flyere$12;Jun
Venue Srcbook $10: ?
Twlllght ZDO: The BPG

(2nd ed.) book$20;
(Jun)/boxed$24; (Jun)

2300AD: Botten To The
Core$8;(Jun)

lron Grown Enter.
Clberepace: CyberRo-

guee | $10; May

Body Bank $10; (Jun)
Death Valley Free Prison

$16; (Jun)
Star Strike: Silent Death

$40; Jun
Armored Assault:
Arm. Reserves $1 5; (Jun)

Leading Edge
PhoenixCmnd:

Mechanized Combat
$9.95;?

Aliens: Aliens Expansion
Kit$10.95; Mar

Aliens RPG:?

Palladium Books
Rifts RPG $24.95; (Aug);

224pp, soft. Combining
magic with technology;
cybernetics; monsters
and supernatural
creatures from the rifts.
Full-color interior olates
by Kevin Long.

TMNT: Mutants Of The
Yucatan $7.95; (Jul). 48
pp. Compatiblewith'Afterthe Bomb',24
new mutant animals,
crazy tribes, and horrid
insects ofthe Yucatan.

TMNTG.M. Shield Pack
$11,95;  (Ju l ) .  Com-
patible with entire line
olTMNTseries.2
tri{old screens and 24
pp bookletwith 2
adventures in the
Yucatan.

Turtles Go Hollywood
$7.95; Mar

Beyond/Supernatural:
Nostrodom:Agents
Against the Darkness
$7.95;(AuS)

Rapport Games
Morpheus: Operation:

Hitler$9;(Jul)
Hired HandE$12;(Jul)
AttackOf TheHumans:

BPG $5; (Jul)

R. Talsorian
Cyberpunk: RPG (2nd

ed.)$35; (Jul)

Night City Srcbook $12; ?

Seeker
MegaTravel ler: Empress

Marava $1 1 .95; (Jun)
SDB & Shutt le $1 1.95; ?
Sub. Merchant $1 1.95;

May. Deck plans in
25mm scale based on
Marc Mil ler 's original
plans. With profile
drawings and f ict ion.

Steve Jackson
GURPS: Space (2nd ed.)

$16.95; Apr
GM Pack $6.95; May
Beastiary $14.95; Apr
Aliens $16.95; Jun
Cyberpunk$16.95; May

Task Force Games
Starfleet Battles: Basic

Set boxed $29; (Jul)
Captain's Rulebook in

binder$49; (Jul)

Timeline
Morrow Project: Bullets/

Bluegrass$7.95; (Jun)

TSR
Buck Rogers)O(Vc:

RPG $24.95; Jun
Buck Bogers $9.95; (Jun)
Mars Access. $9.95; (Jul)

Waterford Pub.
High Colonies: Dogs of

War: Merc Units; (Jul)
Seraglio Station; (Oct)

West End Games
StarWars: Game

Chambers of Questal
$10;Apr i l

Galary Guide 5 $13; April
SW Miniatures Rules $15:

(June)
Jedi's Honor (solo) $13;

(June)
lmperial Troopers (miniat.)

$12;(July)
Torg: Poesibility Wars:

BPG boxed$30; May
Living Land Srcbook $18;

May
Desliny May/GM Screen

$12;May
Storm Knights (novel)

$4.95;May
Poss. Chalice $10; (June)
New Empire Of The Nile

Srcbook; (July)
Dark Realm (novel); (July)

Paranoia: VuhureWar-
riors$15; (Jun)

Whit Prod.
Mutazoids: BPG (2nd

ed.) $15; (July)
New England Knights $7; ?
Chicago2050: rulebook

$20;(July)
Manhunter: RPG (2nd

ed.) $15; (July)
GM Screen Pack $10; (Jul)
lnto Bloodhood $10; (July)

3W
23OOAD: Starship$10; ?
Space 1889: Wild West

Show/Mars01O: ?
Twilight 2fiD: Warriors/

Everglades$8; ?

Wotan Games
V.l.P.E.R. board game $1 5;

June

FUTURE VOYAGES
Our Next lssue:
Rails In The Astusaocc

Space 1889. The Great Martian
Northern Baitway is begun. But
someon€ is trying to stop it.

Twinkle, Twinklc Little Star,
How I Wonder Whcrc Wc Are
Lieting of planets, G6ctor6, from
all Star Wars sources, with map

Operatlng A Starehip
Star Ware. Details and optional
rules providing added rcelism.
'Somebody'e out to got us.

They've hircd Bounty
Huntcre'

Special lllustratlve Prcsentatlon.

Exercirc
Traveller fiction aboard the K.
C. Buchanan. Includes stats,
deck plan, class & ship history.

Sanity In Space
Applying the Sanity trait to
Traveller and olher SF BPGs.

Plus commlink, game & fiction
revlgvvs-nolil isguel
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:'TEALTH
AncRAFT

Optional Rules Adding
Stealth Technology To

The COAGG Supplement

GaryA. Kalin

WHAT IS STEALTH
TECHNOLOGY?

Stealth technology can render airc-
raft almost invisible to most radar and
infrared tracking and scanning equip-
ment. Stealth aircraft have special,
radar absorbing skins and heat-dissip-
ating engine nozzles that allow such
aircraft to operate highly undetectable
to both flying and land based radar
and infrared detection equipment.
Other types of sensors and tracking
equipment are unaffected. Only con-
ventional aircraft can use stealth tech-
nology.

BUILDING AND FLYING
STEALTH AIRCRAFT

Stealth technology is possible at
tech level 8. Stealth aircraft are 25o/"
more expensive to build and operate
than conventional aircraft. RAM
(Radar-Absorbing-Material) airframes
can be of any type, but are 10 times
heavier than other airframes.

A major drawback of stealth aircraft
is that they should not travel faster
than the speed of sound (mach 1)
because the radar absorbing skin
cannot withstand the stresses asso-
ciated with faster-than-sound speeds.
The speed of sound varies with the
temperature of the atmosphere. For
example: when the air temperature is 0
degrees Celcius, mach 1 is 1,186 kph.

At -40 C, mach 1 is only 1,112 kph.
For gaming purposes, mach 1 is
1,200 kph.

Stealth aircraft can be burlt lo tly
faster than mach 1, but flying at mach
1 or greater causes damage to the
airframe. For each turn a steahh
aircraft flies at mach 1 or greater, roll 5
D6 and subtract the result from the
airframe's damage rating,

steahh aircraft cannot carry any
externalordnance or stores on pylons
or hardpoints. This is because the
shape of pylons, hardpoints, ord-
nance, and stores reflect too much
radar. All ordnance and stores must
be carried in internalbomb bays.

DETECTION IN COMBAT
Use the optional rules below for

combat involving stealth aircraft and
conventional aircraft.

1. Spotting
The radarabsorbing skin on steafth

aircraft is llat black due to its chemical
composition, and is easier to spot
under most conditions.

CONDITION
NIGHT

CLEAR SKY
CLOUDY SKY

RAINY SKY

+3
+1
-1

2. Lockon
lmprovements in radar and infrared

detection technology can render
stealth less effective. Use the Tech
Level Modifier Table for the amount of
negative DM when attempting to
lockon to a steahh aircraft with either
radar or infrared.

TECH LEVEL OF
DETECTION GEAR
TL-g AND LOWER

TL.1O
TL.11

TL-12 AND GREATER

3. To Break A Lockon
stealth aircraft can attempt to

break a radar or infrared lockon with a
DM of +6.

F.II?B FIGHTER
BOMBER

DEVELOPMENT
The F-1178 was the first aircraft

built using stealth technology. Built in
the late 2oth century on Earth, the
F-1178 design is typical for a stealth
fighter bomber. As with all stealth
aircraft, it was intended to make
undetected first strikes to disrupt high
threat areas.

DM
-14
-10
4

+/-o

DM
-8

lnternally-Mounted Dispenser
Electronic countermeasures

flarelchaff dispensers can be built
into the hull of an aircraft, normally
mounted on the underside of a fixed
wing aircraft or helicopter and is
flush with the skin so there is no
drag. They are available at tech level
7. One dispenser weighs 0.03 tons,
and is identicalto the external ECM
dispenser pod.

Optional ECM Dispenser Rules
ECM dispensers using flares and

chaff cartridges are a main defense
against missiles. Extremely hot and
long lasting flares confuse the infr-
ared seeker assembly on IRH mis-
siles by being brighter lR sources
than the target. A chaff cartridge is a
bundle of metal strips that explodes
into a radar-reflective cloud. The
rada r  t r ack ing  compu te r

of SARH and ARH missiles are
confused by it.

Typical ECM dispensers have 40'shots'of any combination of flares or
chaff cartridges. The dispenser load
type and number is set and arranged
by the players before the game
starts. Any number desired may be
dispensed in a game turn. Each flare
or chatf cartridge dispensed counts
as a +1 toward the total DM when
attempting to break a missile lockon
of the related missile type-radar or
infrared.

Game Notes
The ECM dispenser is a limited

resource. Gare must be taken not to
use them all up in one encounter. On
the other hand, if you're dealing with
a limited threat, it's betterto use your
resources to successfully complete a
mission.
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BASIC DATA:
Tech Level: 8
Maximum Weight: 21 tons
Volume: 1,140 Cubic Meters
Airframe: Transonic RAM
Engine: (2) Basic Turbofan fiL-7)
Controls: Computer Enhanced

Fly-by-wire
Grew: (1) Advanced EjeAion Seat
Cabin:

Complex Cockpit
Cockpit Armor
Basic Life Support

Weapons:
(2) lnternal Bomb Bays
2 Tons (907 kg) of Stores
NOTE: No externalordnance or
stores allowed.

Electronics:
Advanced Active lR Sensors
RegionalRadio
TL-8 Computer - 2/bis
Heads-Up Display
ECM Flare/Chaff Disp. - 40 shots

Fuel:
10 Tons (10,000 Litersl
Refueling Probe

Cargo: None

PERFORMANCE:
G-Rating: Unloaded - 1.84

Loaded - 1.66
Speed: Minimum - 176 kph

Maximum - 1,100 kph
Cruise - 825 kph

Agility: 8
Fuef Use: 3,292.8 Liters Per Hour
INTERNAL FUEL:

Endurance: 3 Hours+1 Minute
Flange: 2,499.8 km

INTERNAL FUEL PLUS 2,OOO LITERS
Endurance: 3 Hours+37 Minutes
Range: 2,994.8 km

INTERNAL FUEL PLUS 1,OOO LITERS
Endurance: 3 Hours+19 Minutes
Range: 2,749.8km

DAMAGE POINTS:
Hull l :  76 i  190
Engines: 4 / 10 each

LOADOUTS:
A: Two 1,000 liter drop tanks-907 kg
B: One 1,000 liter drop tank-453.5 kg

lFour lRHMaO0 kg
C: One 1,0C0 liter drop tank-453.5 kg

/ One laser guided bomb-350 kg

D: One 1,000liter drop tank-453.5 kg
/ Two lR homing missiles-4OO kg

E: Eight IRHM-800 kg
F: Two laser guided bombs-700 kg /

Two IRHM-200 kg
G: Three lR homing missiles-600 kg /

Three IRHM-300 kg
H: Four lR homing missiles-80O kg

B-zC BOMBER
DEVELOPMENT:

The B-2C was the first bomber buih
using stealth technology. Built in the
late 20th century on Earth, the B-2C

design is typicalfor a steahh bomber.
As with all stealth aircraft, it was
intended to make undetected first
strikes in high threat areas.

BASIC DATA:
Tech Level: 8
Maximum Weight: 200 tons
Volume: 12,000 cubic meters I
Airframe: Supersonic RAM
Engine: (4) Basic Turbofan OL-fl
Controls: Computer Enhanced

Fly-By-Wire
Crew: (2) Advanced Ejection Seat

,:lr:l 1l':i1
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Cabin:
Complex Cockpit
Cockpit Armor
Basic Life Support

Weapons:
InternalBomb Bay
35 Tons of Stores (No external
stores or ordnance allowed)

Electronics:
Advanced Active lR Sensors
RegionalRadio
(2) TL-8 Computer-2/bis
Heads-Up Display
Radar lVery Distant
Radar Direction Finders
Laser Sensors

lmage Enhancement
ECM Flare/Chaff Disp. - 40 shots

Fuel:
82 Tons (82,000 Liters)
Refueling Probe

Cargo: None

PERFORMANCE:
G-Rating: Unloaded - 0.45

Loaded - 0.37
Speed:

Minimum - 280 kph
Maximum Loaded - 420 kph
Maximum Unloaded - 540 kph
Cruise Loaded - 315 kph
Cruise Unloaded - 405 kph

Agility: 6.6
FuelUse: 6,585.6 Liters Per Hour
Endurance: 12 Hours+30 Minutes
Range Loaded: 3,937.5 Kilometers
Bange Unloaded: 5,062.5 Kilometers

DAMAGE POINTS:
Hull: 800 I2OOO
Eng ines :4 /10each

LOADOUTS:
The bomb bay may carry 35 tons of

bombs only. No other type of ord-
nance can be carried. No extra fuel
can be carried. *
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Voyages SF *7 $1.00
MegaTraveller: Bird Of Prey-Part
1; The Shattered lmperium. Star
Wars: Anatra Dora (plans); Carrier
Assignment (adven.); Modified
Space Combat (rules). Space-
M aster: Lin guistic Ties. Other Slar
Battles (overview).

rt4"pif'
/frfu\s*

Voyages SF #8 $1.50
Star Wars: Rebel Justice (adven.);
Star  Maps.  MegaTravel ler :
Kfangu Fighter; Cryogenic Surren-
der (adven.); Hull Damage (rules);
Ancient Science Of Shrinking.
Space 1889: Americans In The
Ether (plans); Military Dress. Other
Beyond The Looking Glass.

Voyages SF ng $2.50
23OO AD: The Kafer Connection
(adven.). MegaTraveller: Bird Of
Prey-Part 2; Petersburg (fict.).
Cyberpunk/Gurps Space: Vam-
pires In Space?! Star Wars: A
World ln Revolt (adven.). Other:3D
Distance Calculations.

Voyages SF l0 $2.50
Gurps Space: Red Sun Black
Death-Part 1. MegaTraveller:
lmages Of The Shattered lmperium
(art); Zidhaedz Close Escort
(plans). SpaceMaster: Spacial
Delivery. Star Wars: 3400 Police
Vest. Reviews: Albedo RPG: SW
lmperial Sourcebook; Legacy Of
The Ancients (SpaceMaster).

Voyages SF tt I I $2.50
Star Wars: A Day At The Auction
(adven.). Star Trek: Ships Of The
Fleets (art). SpaceMaster: Silk
Scorpion (plans), Gurps Space:
Red Sun Black Death-Part 2.
Reviews: Worlds Beyond RPG;
High Colonies RPG; Star Wars
Galaxy Guide series,

Include $1.50 with
each order for postage

and handling.
Washington residents include
7.57o state sales tax.

IUMPSPACE
BaCk ISSUeS - $t each or $3

for all four!
Voyages SF evolved from this
low print run, amateur 'zine
devoted to GDW's Trave//er
We ' ve  d i scoun ted  t he
$2.50 cover price to clear our
inventory!

Jumpspace#3: The Human
Spirit (fiction); Hornet 23E Main
Battle Tank; Modified Scout
Courier; Smuggler's Wish List.

Jumpspace #4: A Moment
With Naval Architect Tyler Pur-
cell; Small Craft For System
Defense; Sentry Class SDB; Mk
XIV Liquid Explosive.

Jumpspace #5: VARGR
SPECIAL! Combat Vehicles;
Scout & Courier; Tracked AW;
Psi-staff Of The Ancients.

Jumpspace #6: A Story
(fiction); Solomani Fleet Courier;
Solomani Combat Vehicles;
Robot Mart; Quantaire Acceler-
ator.



Ior several years, rebels have been operating from a

] hidden base on Friazel T in the Galpos sector. Using all
t the resources available to them, they have managed to
sting the Empire into a response against lhem, tying up
Imperial troops and materials needed elsewhere. Within the
last six months, activity by the Imperials in this sector has
increased tremendously and the rebels are desperate for
replacement parts for their fighters.

Recent Events
The rebel freighter Dreamweauer, carrying a cargo of stage

ion pumps, navigational frequenry resistors, and reflective
pressure coils that are desperately needed for X and A-Wing
fighters, has been attacked in the Pfertiuin system, not far
from Galpos in the same sector. Marla Drew, Dreamweaueris
pilot and captain, managed to crash land the ship on Pfertiuin
4, but was the sole survivor. Drew eventually worked her way
back to Friazel 7 and reported the crash.

The Impcrial buildup in the Galpos sector has only now
been centered in the Pfertiuin system, which is whv Drew

A Star Wars Adventure

Hide AilD
Go $eek

"....We11, that's it, the last stage
ion pump," the mechanic wearily
states as he closes the access
hatch in the outer skin of the
A-Wing fighter. 'There's nothing
else we can do. Without those
parts, this is the last fighter we
can put back into space...."

Glen Allison
cncountcrcd such hcavy patrols in thc arca. Intpcrial Flcett
Hcadquartcrs has otdcrcd a new base tt-t bc built oll
Pfcrtiuin 4. And lhc sitc is almost within vicw of thc hiddcll
frcightcr--practically on top of it. In the niea: time, the
Imperial presence continues to strengthen and ihe rebels
remain in dire need of the missing parts.

Episode One: Pfertiuin Bound
Event l: First Fight

Summary: The rebels are on board a small starship just
leaving Friazel7. They are almost ready to make the jump to
hyperspace, but must first break through or elude new palrols
in the Friazel system.

Start the adventure
Assign the parts of the Adventure script to the playen so

that all parts are read. Read the box marked "Dreamweavern
first to set the scene, then proceed with the Adventure Script.

When the players finish the script, read aloud:

Light glints off the glassteel cockpits of five TIE
fighters as they veer toward your ship on an intercept
corrse. Green fire lashes out from them as they movc
in. Suddenly, they split in a timed mancuver as lwo
loop upwards to divc down from abovc wbile two m(tf,e
strite at lhe belly of your ship. The fifth fighter holds
back in reservc-

When an opening presents itself, the fifth fightcr will move
in to disable the ship. If at least three fight€rs are disabled or
destroyed, the remnining fighten will disengage and flee.

Dreamweaver

Read aloud:
A long time ago, in a galary far, far away....
EXTERIOR: SPACECRAF-T IN SPACE. A Fon-

dorra n fre tglt te r i.s a / ta cked a n d lt il ly a TIE figlt t er Sta t ro /.
INTERIOR: FREIGHTER BRIDGE. Warning

klarons h/are a.s .smoke 177/s the hrrd-ge illumtnated hy
.;parks /ha/ shool from oyerkndcd control Stane/.;. A
stngle figure ^etra.g-q/es with lhc oonlro/1 ilte resl o/'the
hrtdge crew /aying pronc and unmorzng on ilte deck A
TIE fighter llasltes ac'ro.ss thc hrtn, q)iftWgreen rthe., a.s a
dazedcrcwtnan .s/ru-g-g/cs to ltis lirt and /unge; fora charT
nVorka!" lhepilot cnb.;, "Cct thc shields stabilized."

nAye, aye, captain, but they won't hold long", Vorka
rep/t'es wt'lh a slilledgroan.

"I know lhal', the Sl/ol .naps, nbut we have to try.
Someone has to get these parts to Friazel 7-and we're itn.

7he shtp lurches from ewsrhe /acil'6, lhe shtl7? qalems
whnng n protest as green fire danrcs across tlte nose,
ur.stble through lhe rtbwTtort. "Hold on, we'rc going down
lo the surface to see if we can hide!' tlte pilotye//s, sweat
glts ten lng on h er fo reh ea d

EXTERIOR: FONDORIAN FREIGHTER. WtTh a
lone TIE fighter n punu4 the fretghter sltps through a
cloud bank, ^sstnnng partially out of antrol tnilng
smoke and streamu:s of lIame. A bunt of blue ltght
reaches out from ilte .etnTken fretghter and the TIE
fighter b loscoms n a beauttful plrctechnrc drptay of
expandtngdehns.

7he surface rtses npilly and the frctgltter plons
lretween lwo vc'rl ta// trees and neatly slbes the tops off
.scvera/ rillten .ymltng lrt,c frond.t from lhc ning
surfac'es', TIte shlt lutns ,ac/eu'4tv nnd narntu,l-y sltdes thc
entrznce to a small ca4wn, lhen caRums offthc anyon
walJ bouncc; cncc, and burtbs ftself at thc wallb ltase.
Near-.silepcc '7urc*/y fal/s oter thc:ccne, and all that an
be heard ic tte cryc*le of moltng metal and thc steady
drtp of llt r rd a,e ten dnk of .cm o ke rise from the sreck



Event 2: Customs Inspection
Summary: After an uneventful trip, the players' ship

drops from hyperspacc and enters the Pfertiuin system. When
they do, an Imperial Customs frigate hails them, and their
vessel is inspected for contraband goods. The frigate's captain,
Commander lrndra, is an afficient and effectivc officer. He
wants to see the ship's manifest, crew list, information on the
last inspection and anything else he can rhink of. lrndra is
bucking for promotion and figures that the best way to
achieve this is to make a name for himself as an eflicient
Cusloms inspector. He is not out to get anyone, but if he finds
something out of the ordinary, he will conduct a complete
search and will confiscate anything unacceptable as well as
arrest the offending person(s)--unless, of course, someone
offers a bribe. Irndra is interested in cash or other salable
items and will allow bribes as long as they are worthy of him.

Read aloud:

As your ship enters the Pfertiuin system, the comm
board begins beeping at you. When you respond, a
cold, crisp voice announces, 'UntVenfified ressel thtls
is Commander Lendre eboard the Castons frigatc
Maracot's Revenge- Yoa yill lare to and preparc to
bc boarded for czstoms tbspeclion- " Your sensors
show that a medium sized vessel is approaching. Even
now, it is visible through the viewports and will be in
tractor beam range within minutes-

The rebels might attempt to run away from the frigate. Even
ifthey succeed, il could create severe difficulties in landing at
the spaceport. Attacking the frigate would likely be futile, but
if the rebels choose to. Iet them.

Adventure Script
GM: EXTERIOR: SPACE. The camera pans from right to

left, showing a view of (players' ship) accelerating to
light speed as it leaves the atmosphere of Friaz.el 7.

lst Rebel: Well, that lift-off was easy. I hope the rest of the
mission goes as well.

2nd Rebel: Of course it will. No one knows where the
Dreamweaver is except for Alliance Command, Marla
Drew, and us.

3rd Rebcl: We had better find it fast! We need those parts
for the fighters back at the base and--

4th Rebel: And if we don't, we can't hold off the Imperials
for than a couple of weeks.

5th Rebel: I don't understand why we have to go all the way
across the sector to retrieve the parts. I thought there
was a small base on Ptertiuin 3. Why couldn't thcy
handle i t?

6rh Rcbcl: They probably could, but I heard the "white suitsn
raidcd them a couple ofwccks ago and nobody knows if
anyone is stil l alivc.

4rh Rebcl: Wait a minute. Where did you hcar that?

6th Rebcl: I have a friend in Communications who told me
just before we left. I wondcr how the Imperials found out
about the base?

5lh Rebel: Probably someone got careless. We'd better be
careful. I heard that the Imperials are building up
supplies and troops in the Pfertiuin system.

4rh Rcbel: Wait a minute. Who told you that? I hadn't heard
anything likc that!

5th Rebel: Well, I have a cousin who did a supply run to the
Pfertiuin base just before it was raided. She told me.

4th Rebel: Gee, nobody ever tells me anything.

2nd Rebel: What exactly is the plan once we get there?
Nobody ever tells me anyihing, either.

lst Rcbel: The plan is to find the Dramweave4 get rhe
cargo ofparts, and bring it back to Friazel 7 Base.

3rd Rebel: That's all? We have no more direction than that?
Why don't we have someone along who has at least been
there? Why isn't this Marla Drewwith us? Why don't--

2nd Rebel: Lighten up! We do have a plan and we do know
what we're doing, don't we?

6th Rebel: Certainly we do. We have coordinates and a
rough map of the site as well as contacts who--

lst Rebel:Contacts who are probably dead. But don'l worry
about it. We'll work out a solution if problems come--

GM: A buzzer interrupts the conversation as a console light
blinks a rapid red warning.

4th Rebel: Oh, oh! The screen shows five blips approaching
at a high rate of speed. Battle stations everyone!

5th Rebel: Oh, no. I've got a bad feeling about this . . . .
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Cut-Away to Friazel 7 Base

INTERIOR: HANGER BAY. Damaged A and
X-Wing fighters fill roughly one-third of the bay.

CAMERA SLOWLY PANS 180 DEGREES, CEN-
TERS ON TWO FIGURES AMONG THE FIGHTERS.

CLOSE-UP OF THE TWO FIGURES. One of them,
a rebel commander, speaks, T can't helreve ft! 7bo
,Y-Wngs and four A-lVtngs destroyed yesterday alone!"
The second rebel shakes his head and replies, And don't
trorget the etght llghten tltat were so hadly sltot up that
tlteycan't //y. We'uegot toget more shrps--orat leastget
some resilacement parts for old uates we do ltaue. "

CAMERA PANS ACROSS THE SHOT UP FIGH-
TERS AS IT FADES TO BLACK.

Episode Two: Off To The City
Event 1: Going Through Customs

Summary: In this scene, the players get to do a littlc
exploring while they are looking for their contacts and for
transportation to get to the Dreamweavet The starport is
crawling with Imperials. There are stormtroopers everywhere,
checking shops, interrogating passersby in the streets, looking
at pcrsonal ID documents, and searching vehicles.

The starport has a variety of detection scanners at the
gates, and every third being gets a luggage inspcction as well
as any others who look nervous or shifty-eyed. When anything
suspicious is found, that being is hauled off to detention for
furthcr intcrrogation. At least one of the rebels will bc the
subiect ofa luggage search and cvcn ifthcre is nothing to find,
the inspectors willquestion alnrosr cvcryrhing in thc luggage.

Read aloud:

The line up to the customs stalion inches along-
Suddenly, there is a commotion up at the front. 'What
do you mean t7's impoanded? Thet's perfectlr good
Protecion toolhpeste- Yoz can'I jast lake tha--'Yoa
hear a mufflcd thud as the limp body hits the floor,
followed by the clacking of stormtrooper boots on the
tiles as the unmoving form is dragged away- After
what seems like hours of standing in line watching
every third or fourth person undergo a luggage search,
the inspector glares at you- ?lllright, nert! Come o4
tr zrty it ap. Ve haven't g,ot aII day, " he snaps.

Event 2: New To The City
Summary: Pfertiuin City is bustling with activity. With a

normal population of roughly 15,000 beings, the city is now
packed with 25,000 or more. When the Empire decided to
build a base here, it sent ahead many administration types to
prepare the way. To these people has now been added the
main body of troops. On top of these, a large number of
farmers and hard-rock miners are in town for a festival
beginning tomorrow to celebrate the end of a good growing
season. The stormtroopers are being their usual obnoxious
selves (ust following orders, they say) and the local police are
relaxing in the background while the stormtroopers are out in
force. The locals are a lifile put out that the troopers have
taken over and are making littlc effort to be obliging.

Read aloud:

The sleepy little town of Pfertiuin City has been
transformed into a teening, noisy netropolis. No
matter where you look, at least one stormtrooper is in
sight and the streets are crowded with farmers,
miners, and Greshka herders who have come into
town fof the festival thai starts tomorrow. Vendors
selling their goods havc booths in the square and
along the walls of several streets. In the square,
several pedal cabs for hire are lined up- Most of thc
cabs are rented on a'do-it-yourself basis, and several
richly dressed people are loudly complaining about
the lack of nrcaln cabs. And, as you watch, four
stormtroopers drag two cteatures in manacles past
you and down the street, struggling to keep them
under control, as a being looking much like a rag doll
with green hair sidlcs up to you carrying a large,
purple, plastic bag. "rVaps to thc cittforsale! To vant
to b zt do to z ? Good pnce, g,ood pricc- To cha rg,e fo ur
credits only- To not clleat tour noble sekes, I
vozldn't To vant to bzlr?"hevhines.

If the players purchase a map, it should show certain
locations like government buildings, speeder and grav sled
rentals and purchases, as well as the standard expedition
supply stores. The GM needs to create a map for the players
before the game session begins. Without a map, the players
will have to ask someone where to find such places. If the
rebels do buy a map, other vendors will suddenly crowd

Event 3: The Chase
Summary: The players have several options at this point.

They can cxplore on foot or they can rent a pedalcab for their
stay in the city. At 10 credits per day, rental priccs are cheap
enough that most people will rent one. Though not fast,
they're certainly quicker and more comfortable than walking.

I[ the rebels go to find thcir contacts, they find the rooms
unoccupied and very messy. ISB agents are lurking close by
and will follow the rebels in a pedalcab to see who they are
and where they are going. If the rebels do not go to their
contacts' dwelling, the agents are from customs and were
assigned to trail the rebels and report on their doings. After
the rebels have been on the move for a while. someone will
notice that they are being followed.

Read aloud:

The festival appears to have attracted eyery
small-timc merchant in the region as well as tourists
and farm hands from every cropholding wirhin 100
kilometers- Tte noise is tremendous and the crowds
ofvendors and prospective buycrs fill the streets- Tlte
temperature is rising rapidly as the green-yellow sun
rises higher in the sky. A short time later, you realize
that a certain light blue pedalcab has been trailing you
for quite a while about 5O meters back. It never stops,
except when you do, and never gains or loses ground.
A few experimental direction changes indicate that
the blue pedalcab's four passengers are bent on
following you no matter where you go. Suddenly, the
trailing pedalcab lurches forward, rapidly gaining
speed as it comes straight foryou.



The New

T$TILIGIIT:
2000TM
War has raged on foryears. The front lines sweep back

and forth across the ravaged face of Europe. The high-
tech ammunition is dwindling. The high{ech equipment
is failing, piece by piece, as spare parts and mainte-
nance time evaporate before the march of an endless
campaign. The front lines are now held by a few grim and
desperate soldiers.

The U.S. Fifth Division has tenaciously held the l ine in
central Poland. Now, a Soviet encirclement has cut it off
in a region ruled by ambitious warlords, local militias,
and bands of marauding deserters. Headquarters is 200
kilometers to the rear and helpless. Your last order sets
you free...

Good luck.
You're on your own.

Twilight: 2000-the roleplaying game of World War
ilt.

Characters: Nationalities, new career types, skills,
characteristics, military and nonmilitary backgrounds.

Combat: Revised, realistic, easy{o-learn system.
Travel: Types of travel, time scales, vehicles, encoun-

ters, maintenance, fuel, repairs.
Encounters : Dangerous e nviron ments, radiation, dis-

ease, contaminants, reasons for encounters, typical ad-
ventures.

Equlpment: Weapons, supplies, vehicles, munitions,
costs, availability.

Danger: Places to go and reasons to go there. Plus
reasons to wish you hadn't.

Twillght: 2000: Roleplaying in the devastation of
wwilt.

2nd Edltlon Twillght: 2000.
The boxed set includes a 288-page baslc rule book,

20x28" map of Europe, and blank forms.

s t N c E  1 9 7 3)wr-{
-I

GDW:2001.
Boxed.
$24.00.

At your hobby
or game slore
July 28, 1990.

"WHAT FOOLS WE WERE to al-
low ourselves to be lulled into a
warm sense of security by the
events of the late '80s and early'90s. How childlike we were in our
trumpeting of the new age of peace,
prosperity, and good wilf. Democ-
racy had come to Europe, and that
meant that peace had come to
Europe, for democracies never
made war on other democracies.

"What utter rot!
"How could we have believed

such naive rubbish with the lessons
of history so plainly before us? De-
mocracies have always made war
on other democracies; it has been
a fact of life since the earliest de-
mocracies flourished in Greece, and
warred continuously upon each
other.

"How could we have forgotten
that in the War of 1 81 2 the two great
western democracies made enthu-
siastic, aggressive war on each
other?

"How could we have forgotten
that democracies represent the will
of the people, and that the will of the
people is often lor war?

"How could we have forgotten
that Hitler was elected?"

Janosz Skrivkin
Chancellor of Croatia

| 999

P.O. 8or 1646
Sloorninglon, lt 617m.1646



l4

Pedalcab

A pedalcab carries four normal-sized beings (two facing
front and two facing back) in the cab section and one
driver/operator. Six moderate-sized pieces of luggage can
be stowed on the roof rack. Pedalcabs normally travel at
walking pace but can, with a strong driver, move at slightly
faster than running speed for a short time.

Craft: Darsheth Super 7 Pedalcab
Crew: 1 Passengers:4
Cargo Capacity:8 kg
Speed Code: [as operator's Staminal
Maneuverability: [3Dl
BodyStrength: [1Dl

Event 4: Identity Check
Summary: It is assumed that the retlels got away during

the pedalcab chase (or the pursuing agents lose them or are
defeated in a chasc/combat). [-ater, the rebels are stopped by
stormtroopers in the street to check identity papers. This
happens after the rebels pick up a cargo skiff (either rented or
stolen) but bcfrlre they leave town. The only vehicle availablc
either for rent or for theft is a l0 mcler, open-top cargo skiff.
Everything else has bcen rented, or is too difficult to steal.

The troopers are keycd up and alcrt bccausc a bumb was
just detonatcd four blocks away and lhcy havc bccn warncd to
watch for suspicious characlers wandcring around with no
apparent reason for being whcre they are.

Read aloud:

The strect is fairly crowdcd as you slowly makc your
way out of town, wcaving in and out of traffic-
Suddenly, a loud but muffled cxplosion rattles thc
windows of ncarby buildings- A sign falls to the
ground and shattcrs on impact right in front of you,
scattering dust and debris. A look around revcals that
thc strect is now empty cxcept for you and your cargo
skiff" and thc faint hum of the skifPs powcrplant
cchoes loudly off ncarby walls in thc sudden silcnce
that follows thc blast- A clattcring noisc is heard
behind you, followcd by the sound of blastcrs bcing
taken off safety- You turn to look and see several
stormtroopers positioning themselves behind cover-
One of them steps forward and speaks, 'Idenlification

plase . . - - and yo ar reh icle regrs tra trbn as ycll o

Episode Three: Over The River
And Through The Woods....
Event 1: Crested Thrittles

Summary: In lhis scene, the rebels encounter an
indiginous carniverous animal known as the crested thrittlew-
hile enroute to the hidden freighter. This event occurs after
the rebels have entered the forested zone surrounding the
settled area of Pfertiuin Citv.

Read aloud:

Things have gone rather wcll and you are now

outside the city. In the distance, a large ridgc looms
over thc forest- According to your information, lhc
ridge is one of thc landmarks for f inding rhe hidden
Drcamvcavcn A trickle of vehiclcs and people on
foot are sti l l  hcaded into thc city for Lhe fcstival, and
scvcral cargo skiffs loadcd with supplics for the
Impcrial basc arc on the road far ahcad of you- Whcn
thcy passcd you carlier, their occupants had lookcd
quite glum at thc prospcct of missing thc fcstival-

Just ahead, thc forest appcars as a wall at thc edgc
of the cultivatcd arcas. After you movc into shadows
of the vcgetalion, lhc tcmpcrature bcgins to drop and
is soon rathcr plcasant- Thc trccs towcr ovcr your
cargo skiff and sunlight f i l ters down through the
leavcs, providing a dapplcd, ecrie l ight-

Suddcnly, a cracking branch ovcrhcad signals that
something is arniss- Looking up, you sce a largc brown
bcast with forepaws outstretched as it leaps down
onto your skiff, and a suddcn thought occurs to you.
All the other skiffs hcaded your way had at lcast a
minimal roof covcring-

Crested Thrittle

The crested thrittle, roughly 2-3 meters long, is a feline
carnivore that looks like a lion but it has no mane.
Instead, it has a large boney crest on its head. From its
mouth protrude two pair of fangs. Its hide, a glossy
brownish green, is prized in the sector's high society as
trim for gowns. Thrittles hunt in pairs (the rebels may run
into more than one). It prefers to drop from trees or other
high objects onto prey, trying to break the neck with the
bite of its large jaws (4D damage). If unsuccessful, it will
attempt to disembowel its prey. (5D damage).

DEXTERITY:4D PERCEPTION:5D
STRENGTH:3D Speed Code:4D
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Event 2: Routine Patrol
Summary: The rebels encounter a routine Imperial

patrol. The troopers are not looking for anyone in particular
but anyone getting too close to the base is turned back, unless
they have proper documents and/or a cargo for the new base.

lncal crews are bringing supplies to the base and if the
players have thought of it ahead of time, they can take their
ncargon right to the site of the base, which is in the area they
ate headed for. However, getting away from the site to find
the ship might not be so easy.

Read aloud:

The forest is thinning a little, and you feel the
temperature begin to climb- Every once in a while, you
see the escarpment ahead, much closer than before.
The hum of insects in the undergrowth forms a
monolonous background drone. Gradually, another
sound impinges on your conciousness, and, iust as you
break into a clearing, you realize that the sound is thar
of anothcr repulsodift engine-

Ahead, you sec a six-place land speeder and two
spcedcr bikes- Standing around in poses that srggest
sheer borcdom arc eight troopcrs- But thcrc is
nothing boring about the blasters they hold- Thrce of
them step toward you, and the center one motions for
you to stop, then spcaks, 'Alright, IeI's.seeyosr fDs-
And yoaA befier shoy us Jroar cargo manifcsf roo-'
He looks at yoo for a momcnt thcn says, "DoD'l yoa
folts frnow eny bcffcr lhan to come ozt herc tV en
sncovcred skt-ff? Yoz musl bc ncw hcrc. " He rubs his
helmet and repositions it firr a morc comfirrtablc fit,
tben says, '7balb fanryr. f dctn't rcmembcr anlr
im m tira n t sh tps co m ng, tn reccn t Iy-'

Event 3: Behold, A Mighty Fortress
Summary: The rebcls must sncak past construction

workers and othcr Imperial personncl at thc cncampmcnt to
try to find the canyon that hides the Dreamweaper,

Read aloud:

The directions for finding the Dreamyceycr
indicatc that you should proceed left from the basc of
the escarpment about twelve kilometcrs to a narrow
canyon in the cliff face. But as you come out of the
straggling forest, you see before you a large construc-
tion proiecr and workers ever5mhere- Four platoons
of troopers are practicing closc order drill in an open
area near the forest while lwo other platoons are at
tErget practice just beyond them-

Obviously, this is the new Irrperial base- Skiffs are
unloading just up ahead and someone is motioning to
you, indicating that you should movc to an emptydock
nearby- At another dock, a skiff pulls away and
proceeds left down a slope toward a city of temporary
shelters built at the base of the escarpment. The man
motioning to you becomes very insistant.

Event 4: Up The Canyon
Summary: The rebels have found the mouth of the

canyon and are now looking for the hidden ship. But there is
one complication. Sevcral people appear to be prospecting in
the canyon for inlercsting rocks and gems during thcir
off-duty time, and they're in plain sighl of the rubble. These

people will have to conned, distracted, or otherwise diverted
in order to find and recover lhe cargo ofsorely needed parts.

Read aloud:

You'ye finally made it to the canyon entrance- Irt's
see. 4.5 tlicks up the clnyon to a group of twisted
trees--check. Then another 0.5 klicts up a side canyon
to a large pile of rubble along the right canyon wall.
That shouldn't be so hard to find. As you continue up
lhe canyon, lhe floor gradually rises as tbe canyon
twists and turns. There, just ahead, are the twisted
trees. And there is the side canyon. How Marla Drew
got the ship in thcre is hard to say, but she has to be
one of the hottest pilots around. Slowly you twist and
turn up the side canyon- Finally, you catch sight of
what must be the rubble hiding the DrcamycavenBtl
you notiae movement along the left canyon wall.
Several people arc pounding at clumps of rock at thc
base of the cliff. Suddenly, one of the figures stands
and turns to look in your direction.

Episode Four: Back To Port
Event 1: A Perturbed Patrol

Summary: The rcbels encounter the same patrol they ran
across on the way in. If the patrol was outfought or eluded, the
troopers have a real reason to come after and nail the rebels
now. If the rebe ls bluffed and/or conned their way through last
time, someone has figured out the probable reason the rebels
arc here and notified the patrol. If the patrol suffered
casualties in thc first encountcr. thcv have been reinforccd.

Rcad aloud:

Now that you have the cargo, you relex a little. The
forest seems to be relarcd too. The sound of insects at
work and the calming hum of thc repulsorlift drivc
only help to calm thc spirit- Already, you've passed
thc spot wherc the nasty beast attacked, and it won't
bc long before you reach the cultivated fields.
Suddenly, a speeder bike swoops around a curvc just
ahead, narrowly missing your skiff as it swooshes by-
Not far behind it come a land speeder and a second
biker. Right in your path, they open fire.

Event 2: Baclc To The City
Sumrnary: The rebels must either bluff their way in or

sneak into the city and into the starport, and must develop a
plan. The Imperials have been warned that something strange
has been going on. Along thc way, at least one patrol has
reported questionable (or even hostile) activities.

After the rebels have entered the city, read aloud:

Pfertiuin City seems busier than it had been before,
and people seem to be everywhere. Vendors still sell
their wares, and people are dancing in the streets,
often grabbing passersby to join in with them. But
everyone leaves the "whitc suits' alone to amusc
themselves as only they can, as they check IDs and
harrass citizens- Close to you, they confront a man
who shouts, "No! Pleasc lare me alonc! " He turns to
flee and runs into bystanders, trips, and falls right in
front of you. With a pleading look, he tosses a wallet
at your feet- "Please, tete t7!" he gasps as troopers
rush to apprehend him-
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If the rebels pick up the wallet and get away, they find it
contains five very good false ID documents.

Episode Five: Ready Or Not
Event 1: Red Tape

Summary: This event has the rebels dealing with Imperial
bureaucracy when a minor official feels the need to flex some
authority, aided by stormtroopers. The rebels must to choose
to cooperate, or fight.

Everything is going smoothly in port, and your
cergo skiff is now parked by your ship- With a sigh, the
main cargo ramp drops- Inside, the comm board
begins to beep. It can only be bad news, but you'd
better answer it. 'EIeIIo, hello? Thtis rb Janon T
Ilarg,ath, 2nd assistant to Portnestcr tVagnzs. Oar
office Das detected a discrepengr in yoar doczmcnt-
etion pcrttiilbg to periodic mzinlenence of men
drt-re coaplets ezd yc necd to inspccl thc sDtp and Der
Iog beforeyoa dcclarc z fltght plen. somconc lztTI bc
therc shortly to cxpedite the procedarc. TDantyoz.'
As you strugglc to load the crates, a squad of
stormtroopers approach- 'Ilold on thcrc", onc yells as
they approach, alnost brealing into a trot.

The troopers have indeed been sent by the Port Authority.
But the lieutenant leading them knows that they are getting a
lot of bad press on the planet and is hoping to improve
relations with the citizens by being more helpful, in this case,
helping to load the rest of the rebels' cargo. If the troopers are
not fired upon, they begin wrestling crales onto the ship.
There is a chance they will identiff the cargo unless the crates
have been disguised in some way (GM's discretion).

If the players decide to wait and put up with the
inspection, Jarson T. Margath and a technician do finally
show up. Margath points out the so-called discrepancy and
suggests lhat perhaps oiling the wheels of bureaucracy to the
tune of 500 credits will speed up the inspection and aid the
proper filing of records. If the rebels refuse to pay, the
inspection will be very complete and will take at least two
da1n, and the rebels will be tormented with all sorts of things.

If the troopers are fired upon, they find cover and report
the hostile action. Trylng to ncold starl" the ship in a short
time is possible bur tire bifRcutty number shouid be 15-20.
The rebels should get out of port and off the planet.

Event 2: Circus In Space
Summary: Though the rebels got off planet, the patrol

vessels in near space have been warned and are waiting, and
the rebels have to burn their way through these craft. The ship
is heavily damaged and, without some repairs, there is little
chance of escape. Just when it looks really bad, the rebels
make the last repairs and jump just as the TIEs strike again.

Read aloud:

As your ship arcs s\nrard, bolts of orange fire from
the port defenses streak by your bow then criss-cross
behind you- The sky blackens as the atmosphere is left
behind and the stars become visible. Suddenly your
sensor board flashes red showing five marks approac-
hing fast from the right at Mark Point Two-Five--five
TIE fighters closing fast. One bores srraight at
you--head on, while the other four divide into pairs

and veer at you from either side. They're fast--so fast
that you can't seem ro hir them. A flare of green
outside indicates a near miss, but panel gauges
indicate a hit. Bridge lights dim and warning claxons
blare behind you, indicaring damage to the drivcs.

A TIE finally takes a hit from your guns, and waves
of bright blue and yellow fire wash over your ship as
another TIE lires on you from below. The ship's
interior lighrs flare and dim, and switch to EmertencJ
Red as the ship rocks violenrly. Gauges show that the
landing gear is down and danaged, though it hardly
matters in deep space.

The remaining TIEs veer off and seem to be
holding station imt outside your gun range- But
sensors show fivc more fighters clearing the rim of the
planet, and your ship is no longer accelerating. Not
only that, but the naycomputer shows damage and
must be repaired as well before a jump can be made.

The rebels now have a chance to attempt repairs and
reprogram the navcom. The TIEs should get in a few good
licks but no serious damage should be inflicted at this point.

Readaloud:

The remaining TIE fighters disappear as your ship
lurches forvard and the stenr turn to streaks of light
as the hyperdrive engines engage.

Cut-away to Friazel ?

Read aloud:
EXTERIOR: SPACECRAFT IN SPACE. ThE

(playen'ship) drops into normal space and streaks across
the screen, heading for a tiny planet in the Friazel system.

CUT TO: A large hangar bay, filled with dismantled
fighters. In a cleared space in the center, sits a battered
freighter. The ramp lowers slowly and several figures
emerge as a roar from the waiting crowd wells up and
echos off the walls.

ROLL CREDITS. *
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FaTFASA? STAH TBEK: THE4PG

S-16 PATROL
SHUTTLECRAFT

/MK. I

United Federation Of Planets
Spacecraft ldentification Class
1 / Sublight Spacecraft

GaryA- Kaltirt

GENERAL DATA:
MASS: 2.060 mt
CONSTRUCTED: 15,200
lN SERVICE:14,408
LOST lN THE LINEOF DUTY: 651
DATE ENTERED SERVICE: 210604

NOTE: The S-16 Patrol Shuttlecraft
may take off from and land on all
planetary surfaces with the exception
of planetary classification: A, B, and
N. lt may operate from any starship,
spacecraft, or space station with a
flight/hangar deck or Star Fleet stan-
dard docking hatch.

HULL:
SUPERSTRUCTURE POINTS: (One)

1
CREW EGRESS: (One) Starfleet stan-

dard docking hatch, (One) Starfleet
std. 4 person airlock

CARGO: 50 mt or 1 SCU

WEAPONS:
PHASER TYPE: (ONE) FH-1
FIRING CHART: F
FIRING ARCS: Forward
MAXIMUM POWER: 2

SUPPORT:
COMPUTER WPE: L-12
MISSION DURATION: 4 standard

months at full power with standard
crew compliment

CREW: Pilot/Commander, Co-pilot/
Engineer; Passengers: 5 standard,
21 in emergency; Federation/Starf-
leet standard life support, 35
environmental suits
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NOTE
EACH SQUARE

IS EQUAL TO
1.5  METERS

MAIN COMPUTER. SENSORS
AND INSTRUMENTATION

FORWARD
co-PrLoT /

EER

PILOT I
COMMANDER

LIBRARY
COMPUTER

STATION

STANDARD 4
PERSON AIRLOCK

REINFORCE
AIRLOCK
DOORS

cHArR (5)

STORAGE
BATHROOM

LAB / WORK
TABLE

FOOD
SERVICE

FOLDING
TABLE

(TYPTCAL)

IMPULSE
ENGINE

DOCKING
HATCH

SHIELDS:
SHIELD GENERATOR: FSA
MAXIMUM SHIELD POWER: 12
SHIELD POINT RATIO: 1/1

ENGINES:
IMPULSE ENGINE WPE: (One) FIA-3
TOTAL POWER UNITS: 3
MOVEMENT POINT RATIO: 2/1
MAXIMUM SPEED: 0.94"/" of the

speed of light

COMBAT EFFICIENCY DATA:
WDF: O.5
D:2O.8
CE: 10.2

MISSION PROFILE:
The 3-16 functions as a typical

Starfleet shuttlecraft. The increased
size and mission duration makes it
an excellent patrol or exploration
craft. Most starships will carry at least
one S-16, but individual captains can
choose the number and type of
shuttlecraft carried.

The S-16 Patrol Shuttlecraft's
primary mission is to perform many
of the patrol functions of a starship.
Their larger size, range, and crew
allow them to operate independently
from their base or mother ship for
longer periods.

A starship will typically spend
anywhere from two days to tvvo
weeks in star systems with major
bases,  outposts ,  co lon ies,  or
stations. While in orbit the crew will
provide regular medical, supply, and
equipment inspections. The S-16
shuttlecraft can provide most of the
remote site inspections, freeing the
starship to either move on to another
area in the system or to leave the
system altogether and return at a
prearranged time.

The secondary mission of the
5-16 is as an exploration craft. Typi-
cally, a starship will launch several
shuttlecraft to investigate different
locations in newly discovered star
systems. This allows for several on-
site investigations to be going on at
one time and provides better protec-
tion for landing parties. The S-16
combat systems are designed to
defend and deter more than attack
hostile forces. The S-16 should never
be used in a high threat environment.
*
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FEDERATION SPACECRAFT
S-16 PATROL SHUTTLECRAFT / MK 1
Vessel  Name:
Captain 's Ski l l  Rat ing:_Crew Ski l l  Rat ing:
Movement Ratio - 2/1
Shield Rat io -  1/1 Maximun Shield Power -  12
Stress Columns: /  Damage Chart :  C
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SWORD & STARSHIP ENTERPRISES
WE ALWAYS HAVEzs% OFF ALL GAMES

lf we don't list a game you are looking for in our ad or our catalog, please let us
know-we do specialorders, too! Let us know what you are looking for.

GDW
Space 1889 RPG . . . . .$22.50
1889 Beleree Screen . . . .$7.5O
Soldier's Companion . . . .$11.25
MegaTraveller Boxed Set 922.50
Fighting Ships . $7.5O
lronclads & Ether Flyers . $S.OO
FASA
Shadowrun RPG (softcvr) 915.0O
Shadowrun GM Screen. . . $7.5O
Demon / Bottle (Shdwrn) . $6.00
Sprawl Sites (Shadowrun) 99.0O
r.c.E.
SpaceMaster . . $22.50
S t a r S t r i k e  . . . $ 2 2 . 5 0
Vessel Compendium #1 .. $9.00
Vessel Compendium #2. . $9.00
Vessel Compendium #3 . . $9.0O
S i l en tDea th  . . $30 .00
Armored Assauh. $26.25

SWORD & STARSHIP ENTERPRISES, P. O. BOX 3373, TRI-CITIES WA 99302.3373
Forafree catalog,.send aS.A.S.E. * * * lf orderingfromthis ad, include$2shipping and handling.* * * No COD

orders and no defivery outside continental USAlfor specialarrangements, s66 caalog). We ac"cept personal
checks (not shipped untilcheck clears) and money orders. Do not send cash. Ordeis shipped Up'S. wa

residents add7.B/" sales ta(.

Buff Leather Dice Bag . . $3.0O
25mmHex BtrlMar(26:€3) . $7.50
Water-based Pen Set (4) . $S.gS
GemDice (/) clr, yhr, red . $3.0O
GemDice(/) smoke, purpl 93.00
Rapport Gamee
Morpheus RPG . . . . . . $9.00
Stuff Dreams/Made Ol . $6.75
Timeline LTD.
Morrow Project RPG . . . . $9.00
Bullets/Bluegrass (Morrow) $6.00
T.S.R.
ADD2 Player's Handbk . $15.00
ADD2 DM Guide . . . . S13.5O
Monstrous Compend.#1 $15.00
Monstrous Compend.#2 $'l 1.25
Monstrous Compend. #3 . 97.50
Monstrous Compend.#4 $15.0O
Monstrous Compend. #5 . $7.50
DMGBz Castle Guide . . $1 1.25

Cyc. Tal: Easl. Lands. . . $7.5O
Waterlord Publishing
High Colonies BPG . . . $11.25
Thoughts & lmages
Albedo RPG. .  .  .  .  .  .  .  $15.00
R. Taleorian Games
C)berpunk HPG . . . . . $15.00
R o c k e r b o y  . . . $ 7 . 5 O
H a r d w i r e d  , . . . $ 9 . 0 0

.  $ 9 . 7 5  N e a r O r b i t  . . . .  $ 7 . 5 0

. $3.75 West End Games
SlarWars RPG . . . . . . $13.50

. . $9.00 SlarWars Sourcebook . . $13.50
ad) $10.50 lmperial Sourcebook . . . $13.50
. . . $9.00 Galaxy Guide 5 . . . . . . $9.75

Scoundrel's Luck (solo) . . $9.75
Torg: Possibility Wars . $22.50
Living Land Srcbook $13.50
The Destiny Map . . . . . $9.0O
Chessex

Prepablicatioa
SaIe!

This prized collection contains 90
high quality fantasy cartoons by

recognized artists who know well the
art of humor--Darin Davis, Jerry Fuchs,
J_grgph Pillsbury and Richard Tomasic.
This book is bound to be a treasure to

fans of fantasy. And you can order
your coPy early and save!

Until September 12,1990, you can purchase your copy for
only $5.95--that's 25Vo off list price! We'll even waive the normal P & H

charge, saying you another $1.50! Send your order to Starl-ance, Dept. E,
50 Basin Drive, Mesa WA 99343. Your book will be mailed in October.

Washington residents must include 45 cents state sales tax.
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ravel by starship is greal. h gets you
across ridiculous distances in good
time, and, as a rul€, is so dull that you

end up wrth /ot9 of iime to indulge in
lree-association thinking. At least, that's what
I told the purser/'lst male/cook of this tramp
lreighter I'm aboard when he asked why I
spent so much time holed up in what passee
lor a cabin. He lell me alone after that.

Actually, what lwas doing was attsmpting
to stop th€'cr€eps'thal jumpspace gives me,
by getting thoroughly plowed on flavored
ethanol. I don't care what the 'experts' say,
jumpspace isn tempty. There's something--or
things-out lhere and it (they?) scralch on my
mind each time I travel interslellar, which is
why I dont do it ioo often.

I was at that stage ol drunkenness wh€re
on€ starts to rehash the past while irying to
reconcile the present. My mind drifted back to
my interview with the man I've only known as
'the Elder', som€ twenty years ago....

. . . .1n a plushly appointed otf ice, several
hundred melers above the city of New
Glasgow, there sal two m€n. One was
well-dressed, relaxed, and giving the appe-
arance of both youthlulness and antiquity. He
put a small pile of stat sheets on the low table
beside him, then took up a cup ol some
steaming beverage. Leaning back sl ightly in
the plush seat, he turned his piercing gaze
upon the man seated opposite him and spoke.

'Relax, lad! '  his voice boomed. 'The job's
yours, alr ight? I 'd decided on hir ing you while
you were stilltrying to gei past Alexis, out front
lhere, to interview lor this job. Now, other than,'What's the owner ol a major detective agency
doing interviewing applicants, when he pro-
bably has dozens of junior execs to do that for
him', what questions do you have, any at al l?'

lwas in my late teens then, and, trying hard
to sound intelligent, I began, 'Yes, sir. I've
been an amateur sleuth for almost as many
years as lcan remember, f inding things olhers
had lost, stutf  l ikethat.. . . '

'You were, l 'm guessing, also good at'reading' people?' the Elder interrupted.'Knew what their real feel ings and emotions
were? Probably did good on tests and such in
school loo, right? The answers just sorta
popped inlo your head, even il you hadn't
studied?" He paused and reddened. 'Um,

sorry, didn't mean to cut you off. Old men like
myself are like that, need to blurt out thoughts
before lhey fade.'

I didn't believe that last part lor a second.
The eyes of the Elder were as clear and sharp
as a hawk's, with intel l igence shining behind
them that appeared in no wise of being in
danger of dulling. I passed it off as some
interview game. "Not at all, sir. And you're right
about my dealings with mosl folks and school.
Used to get the crap beat or"rt ol me alot until I
learned to cover it uo. But what I wanted to
ask, sir, is, how did you get started? See, I've
always loved a good mystery, and reading
about cases solved by yoursell and others.
When other kids were playing fighter pilot or
stel lar marines, lwas playing sleuth or reading
about it. But, everghing I've read on your
background is, shallwe say, skimpy al best?"

Putting down his drink, the Elder smiled
and, gazing off to a high poinl on th6 wall
opposite him, said, 'How'd I rea/f get started
in the 'search and rescue'trade? Well ,  what I
tell folks who don't have the Talent is that I was

an orphan who got lucky enough to get
caught by the right fella whilst trying to lift his
wallet. Then l'll wax poetic about how I was
taken into his home, given an education and,
most importantly, training for this particular
line of work.

"You, on the other hand, are talented,
something we knew when you enlered the
building. Thus, you get the ful l iale, which may
help to explain why you were hired and
accepted for further training. See, l, like
yoursell if you didn't already know, am
talented psionically,

'Ah, good. The flow of your thoughts tells
me you al leasl suspected. So, srt back, re/ax,
close your eyes, and let an old man tell a story.

"l really was orphaned, before I was six.
Some Duke's rebellious son and the lmperials
decided that this'd be a good world to fighl

over. The young Lordling lost, but not before
most of the chies and a good portion of their
surrounding countrysides were ruined. Wea-
pons fire and bombs, both deliberate and
accidental, and impact of ship's parts that
tailed to burn uo in the atmosohere are hard
on any biosphere.

'Most essential services, power, water, and
the like, wenl out in what was l€tt of the cities.
Those who hadn't died or fled to the country
struggled to get by as best lhey could in the
rubble. This was before the s€ctor gov6rn-
ment got around to sending in some relief.

"l was lucky enough to get accepted by a
roving pack of kids. We lived mainly by
scavenging, sinc€ most of us were really too
little io hold our own against anyone bigger.
Being even smaller than the rest, I  could
wriggle through places that others couldn't .  I
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had a knack for finding caches of food that
were either buried or hidden, so they kept
me on as their 'luck'. They took to calling me'coney' th€n, that being an old word for
rabbit, a Terran animal that could duck down
a hole almost as fast as mysetf.'One day, lfound what had been a pawn
shop, buried in the rubble of a shopping mall.
With the guns I lound and brought out, we
were able to wipe out a rival gang of older kids
that'd been trying to mov€ into whal we
considered 'our' territory. They never really
stood a chance. While I didn't know how at the
time, I knew where every one of those other
people were hiding (yes, there were girls in
both gangs). We were able to ambush them
all, usually on€ at a time. We left the bodies
around the border of our territory, as a
warning we were not to be messed with.
Worked pretty well, too.

'All this came to an end six or seven years
later, when the civil wars that sprang up finally
ended. That was when Berke Hobbes, the
so-called 'Hero of New Albion' set about
restoring order. Guess I shouldn't  complain.
He real ly did reslore order and get things
running again, though i t  took pounding
everyon€ down under an iron list to do it. But
lhat's anothertale in itself.

"When the clean-up teams, those mil i tary
police stormtroops, entered our area, lwas the
only one that escaped. We had no warning. lt
was a cloudy, stormy night, and everyone was
beat lrom a bit of a mix-up we'd had with a rival
gang earl ier that day. I  woke up thinking I 'd
heard unfamil iar voices, but laying there in the
old basement ihat served as our headquar-
lers, I  couldn't  hear anything but the wind. My
talents were spotty then, and basically unt-
rained. l 'd no sooner laid back down and
started to drift off to sleep when the wall near
me exploded. Most of us were too stunned to
react quickly, not that it would've mattered.
Right after the wall blew, stormlroops came
pouring in, yel l ing through ampli f iers for al l  of
us to freeze and l ighting the place up with cold
f lares and spotl ights mounted onto their
armor. Scariest thing I've ever seen.'l tried to make myself real small at that
point and was wishing mightily that I could
lurn invisible. You know, i t  worked, tool One of
those troopers had his spotl ight r ight on me,
lookin' me r ight in the eye, but i t  was l ike he
wasn't seeing me at al l !

"They rounded up those that were left. See,
not everybody froze and them stormtroopers
weren't  into taking chances. They just shot
anything that moved (ever see what a gauss
carbine does lo an unarmored body? Ain't
pretty), and marched the survivors out the
hole inthewall  r ight past me.

"l never saw any of those kids again, though
I heard tell of one who went fairly far in the
army few years back. Me, I stayed put until it
got light out. Gathered up what I could lind of
food, bedding and weapons that were over-
looked and left  through some tunnels.

'The government razed that whole section
ol town the next day. Scraped it clean,
scooped out the basements, and started
rebuilding everything from scratch.'Somewhere along the way, I found out I
could move things by thinking at i t  real hard.
That saved my bacon in a couple fights when
the other guy'd have me pinned, or worse. I
was always carefulto put some body motion in
whenever l'd 'throw'an opponent, and gained

a bil of a rep as a dynamo. Of course, whai I
could push away, lcould pull in. Kept mysell
fed that way, lifting fruh and things, as long
as they were small. I had to be desperate to
movo anything big.

'My real break came about by accident. I'd
found a wallet--no, really, found it on the
ground-quit with the smug grin and listen.
Anyway, it had some money inside, maybe 20
credhs. Now, that was more money than I'd
seen in my entire life. Not that thal'd ever kept
me from knowing what money was for, and
that I wanted the stuff. Up until then I'd never
known wheremoney was kept on a person. A
defect in my upbringing, I suppose, that I soon
remedied. I'd hang around bars, theaters, and
the like, someplace relatively dark, crowded,
or both, and try and pick up on the thoughts of
those carrying large amounts of cash.

'My best trick was to do a clumsy job ol
lifting a wallet, so that the mark could feel it
moving. Usually, he'd end up accusing
someone nearby and, when they'd get to
shouting, or sometimes fighting, the distrac-
t ion would be enough that I 'd be able to make
ofl with several wallets.

'Now, my line of 'work' at the time was such
that I had to keep moving alot, a vagabond kid
with lots of money tends to atlract suspicion,
especially where there's been a wave of
pickpocket jobs. About the only safe way then
to move from town to town was by rail. The
lrains were all armed and armor€d then, with
regular forts and patrols along the lines. Hard
as anything to bust into. And, if you were a
passenger, you were lefi alone. Now, abod
the only folks that could afford to ride trains
were rich, or right well off, so I got on with the
Argyle Pacific as a porter and gofer. Paid
something l ike two credits a week, plus t ips.

"l grew fat on those 'tips', by not gettin'
greedy. I'd litt alot of wallets each trip, sure, bul
I'd only take one or two bills from whatever
wad the mark had been carrying. sometimes
I'd then float his wallet back under a seat
nearby where it could be found, and some-
times I'd 'find' it myself. Danged il most of the
time I'd end up getting a reward for being so
honestl Truel You gotta realize lhat most ol tho
folks wer partying themselves bl ind, spending
money like it was water. Nobody really got
suspicious when things got 'misplaced'.

'l slayed on the A.P. for a few years. Worked
my way up to junior conduclor, before I ran
into difficulties. A fellow by the name of Waller
Faire-oh, you've heard of him then? Mr, Faire
was on my train and l'd chosen him as a'mark'. I lifted his wallet one evening from in
the bar car, floated it out and inlo my cabin (l'd
worked up to getting one by then), and was
separating a tew of the weightier notes from it
when. al l  the sudden. there hewasl

'He told me the wallet had a small
transceiver in it for jusl such an occasion (he
l ied). Well ,  I  f igured my end was near r ight
about then. I  handed over the wallet.  and,
when he kept his hand out, the money l 'd lust
relieved it of. Thought for sure he'd report me
to the conductor or the train detective (such as
he was), or possibly beat hell out of me.
Instead, he shul the door to the cabin, sat
down in the chair by my bunk, and started
talking to me, asking me about myself and all,
and pretty soon lwas spilling out my whole life
to him. He had that way about him, you see,
that'd make you both trust him and want to be
on his side, without him seeming to do

anything at all. After a bit, he asked m€
straight od if I had the Talent.

'Up to then, I'd tried to pretty much cover
up just how I did what I did, and was about to
deny ii when it dawned on me that he hadn't
op6n6d his mouth to ask m€ thal question.
Well, I sat there all slack-jawed and he broke
oul into this big ol' laugh. Ofiered to take me in
and help develop my tal€nts. First, though, he
made me re-pick the pockots of everybody I'd
done on that run, and return their money.

'He showed me a Talentthat evening l'd not
dreamed of until then. With some of those
wallets I couldn'i recall how much I'd taken. so.
he simply held them and 'read'how much had
been in each one before I'd gotten to them.
There's a big, fancy word for it, but I don't
recall whai il is. Ask the folks in Training when
you gelthere.

'Anyway, shorlly thereafter we opened up
Finders, Inc., not too lar from where we're
sitting right now. I've been in this line ot work
for over 85 years. Built up the business and
investments with a lot of hard 'head work'.
Beckon that 'd be considered using ' insider

information' on some worlds. Built or bought
lots of fancy detection apparatus and compu-
ter gear, but that's mostly facade. Some 987o
of our work's done psionically, with none but
the special op€ratives like yourself knowing
how we really go about doing our locating.
That includesthe ollice help, too.

'So, that 's the true tale ol Finder's, Inc., and
myself. The real purpose of this company,
though, isn't detective work. That's just a
ready source of income and a good front. No,
what we really do is train psionically talented
people like yourself to be able to make the
most out of their particular Talents. We don't
charge lor lhis, in most cases. We just put the
students to work. Then they, like Mr. Faire did
with me, recruit and scre6n other Talenls.'

When he paused, I opened my eyes and
saw him regarding my frowning countenance.

"Oh,'  he said at last. "You thought, when I 'd
mentioned talent earlier, that I was alluding to
skill? ls that what's been bothering you? My
boy, I have skilled, un-Talented operatives
running out my earsl l f  al l  you had going lor
you was skill at detection, you wouldn't have
made it past th€ lobby receptionist! Not that
skill hurts, mind you. Even a first-class Talent
has lo be able to do some deductive
reasoning. See,'  he pausad to sip from his
now cold cup, 'we've a device in the lobby that
screens everyone entering for psionic ability. lt
can't determine a p6rson's strength, or speci-
fic ability, just presence o{ Talent. Everything
else, including psi phobia (a condit ion, I 'm
pleased to say, you don't suffer from or we'd
have never had this chat) is tested for while or
after an applicant applies for work, and in turn,
training here.

Rising up from his chair,  the Elder reached
out his right hand towards me, so I leaned
across and took it. To my surprise, lwas swifily
pulled up out of my seat and onto my feet.

'Never underestimate a fellow. son',
laughed the Elder. "Now, as much as l 'd l ike to
sit around all day and reminisce lo a captive
audience, I have a foundation and a business
to run. And you have training to begin, both
psi and sl€uth, as soon as you walk out that
door, soyou'd best get about it.'

As the door closed behind me, it dawned
on me that the Elder had never once opened
his mouth once he had begun his tale.f
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I.OIIE
TERM
STAR WARS

James B- l(rngt

As a Star Wats fan, I found the
RPG from West End Games a truly
fascinating piece of game design....for a
while. It isn't with rhe game rules that
I have any squabble (well, maybe with
a few rules. but that's about the best
that a game designer can hope for), but
with the premise. Being numbered
among the rebels who fight for the
Rebel Alliance was fun for a while, but
in the long term, continually going off
to battle the evil Empire every first
and third Tuesday night of each month
becomes a little stifl ing. In the long
run, for many gamers, the focus of Star
Wan becomes too narrow in scope.

So just what does it takc to create a
successful long tcrm campaign? For an
example, let's look at GDW's Tnyel-
/et; a game that is twelve years old yet
has continually remained among the
most popular SF games, even with the
stream of SF RPGs that followed it.

So what does Trarel/er have that
madc it such a hit? Putting rules aside,
what this game has is rarfut/. Interstel-
lar war and small scale mercenary ops;
sleuth and mystery; exploration; trying
your hand as a small trader; diverse
planetary systems and diverse aliens;
earning megacredits or struggling to
make ends meet.

Obviously, creating adventures with
such variety will help your campaign.
But another thing you might consider
is forming your campaign where the
players are not rebels and have no
contact with the Rebel Alliance. This
doesn't mean that the characters won't
be ar odds wirh rhe Empire (rhe
players should still be impressed to
play heroes, champions of good). It
does mean that they will be free to
choose their own direction. For ins-
tance, a nsmugglern will be free to
smuggle contraband goods or run guns
to guerrillas fighting their own little
wars against Imperial occupation
forces, much as Han Solo did in Brian
Daley's novels. In fact, such a cam-
paign would work very well set in the
years before various rebellious factions
united to create the Rebel Alliance. Of
course, at some future time your
characters should run into the Rebel
Alliance. But not until after they have
earned some notoriety and have gained
a highcr degree of skills and abilities.
Then thcy can become acquainted with
thc rcbcls thc way Solo did, as an
cxtremely valuable ally with an imme-
diate commission--should they accept
it. Your heroes just may choose to
work for the Alliance now and then,
when they can fit them in--only when
the rebels most desperately need them.

The other thing that Star Wan
needs is more realism. Though a lot of
grcat sourcc matcrial exisls in the Slar
Wan novcls by Brian Daley and L.

Neil Smith as well as in the various
supplemcnts produced by West End,
much is stil l lacking to successfully
attempt a broader, more realistic cam-
paign. For instance, there are no rules
for buying and selling trade goods, no
information on port fees, nothing on
registering a vessel, ship maintenance

costs, fuel costs and how long such fuel
lasts (or even what the fuel is, though
there is reference to fuel a number of
times). Though the game was written
with the intention that such mundane
concerns would not be bothered with,
there are many gamers who simply
want more realism than this. For some,
such things will be necessary to make a
long term campaign satisrying.

A very good source for ideas to
develop these elements iS, again,
GDW's Tnreller (the classic edition)
and the original Journal Of The
Traveller's Aid Society. Much of
this game system and these early wri-
tings can be easily adapted to fill in
missing pieces. But if you don't have
access to these materials, don't panic.
ln fulure articles, Voyages SF will
present the ways that I generated these
missing pieces in my Star lltan cam-
paign to answer questions I thought
needed answers.

Here's to the wonders of. Star Wan.
In the long term. *

Voyages SF 12 Reader Survey
Readers are encouraged to complete lhe
survey below. Either photocopy this form
or list the article numbers, with appropriate
ratings, on a post card. Rate articles:
Excelf ent =4, Good =3, F air =2, Poor= 1.
Mark articles not read with X.

1 _ Commlink

2 _ MegaTraveller Stealth Aircraft

3 _ Hide And Go Seek

4 _ S-16 Patrol Shuttlecraft / Mk 1

5 _ Finders, Inc.

6 _ Long Term Star Wars

7 _A Guide To Blaster Weapons

Beviews

9 _ Words To Game By

10 _ Graphics & lllustration

Q1 _ ls this issue better than our last
(Yes or No)?

02 _ Including yourself, how many
people read this issue?

03 _ Rating in order of preference the
most recent issues of the gaming
magazines you read, where would you
rate this issue of VOYAGES SF (1 is high)?

Q4 _ Would you like to see coverag€
in VOYAGES SF expanded to contempor-
arylespionage games (Yes or No)?

Please feel free to include additional
comments. Mail completed survey before
September 15, 1990.

*ADJTJTANT
a newszine devoted to lmperialArmy,
Marine & Mercenary Characters. Equip-
ment, Weapons, Rules Variants & More.
Sample issue $1.50, subscription $9.00
(for 6 issues)

c/o M.S. Graphics
l2l North First St.

Salinas, CA 93906-3225
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A GUIDE TO
BTASTER WEAPONS
Using Blasters In Star Wars

James B- Krngt

fhe Star Wars rule book presents blaster
weapons as having virtually an unlimited
power supply (one of those 'movie effects'; lhe
heroes just blast away and never have to
reload). Putting 'movie magic' aside, unlimi-
ted power in such a tiny power pack--even
with high tech--is hard to swallow. After all, a
single bolt of energy would require an imense
amount ol energy. For the sake ol added
realism, below are optional rules and appli-
cable notes of interest concerning blasters.

Blaster Power Packs
Hold-out blasters, sport ing blasters, and

hunting blasiers use miniature power packs
that provide 25 shots. All other hand-held
blasters use 50 shot packs. In these weapons.
a digital readout displays remaining power-
shots, and most manufacturers include a
warning device in the hand grip thal tingles
with each shot beginning with the sixth from
the last (not effective through more than thin
gloves), indicating only five shots remaining.

Power packs ar6 not standardized, but are
manufactured to fit a specilic weapon model,
though similar models lrom the same manu-
facturers often use the same packs. New
power packs (uncharged) can be purchased
at 5olo of the weapon's purchase price, but the
appropriate permit and/or license must be

shown to buy packs lor weapons requiring
the same. Packs tor illegal blaslers are
unavailable except for on the black market.

The Charge Plug
Virtually all blasters manufactured in the

Empire include a standardized, combination
male/female charge plug which extends from
the bottom of the power pack. The pack does
not have to be removed trom the weapon for
recharging. Packs can be recharged at a
power booth for a standard lee, usually 2
credits per pack. Power booths are common
on higher tech worlds and in all starpods, and
are usually credit-chip operated. Mosl stars-
hips have a similar charge port, usually
located in the engineering section.

Any hand-held weapon can be coupled to
another (or raiher, pack{o-pack) for the
purpose of transferring power from one to the
other (a small switch on the extended plug is
sei on either 'draw" or 'drain'), a process
which takes only a few seconds (Derternlt 3
combat rounds=Very Easy; 2 combat
rounds= Easy, Fai lure indicates improper con-
nection or damage to the plug). Nole that a
weapon with a higher damage rating requires
more power. This should be considered when
transferring power between blasters. For
example, draining a blasler pistol showing 10
shots remaining (4D damage) into a healy
blasier pistol (5D damage) will result in an
increase ol I shots. When weapons are picked
up and/or drained in combat situations, roll
1D6'x10-10 for 50 shot and 1D6x5-5 for 25 shot
blasters to determine the aclual number of
shots in the power pack.

(Note: When using the template below,
black out 25 squares for hold-out, sporting,
and hunting blasters.)

SVB-16 Blaster Pistol
Manufacfurer: Men- Sonn Munitions
Bange: Standard Damage: Standard

SVH-17 Heavy Blaster Pistol
Manufacturor; Merr- Sonn Munitions
Bange: Standard Damage: Standard

The SV series of side arms is available only to
lmperial military procurement, though retiring
caresr porsonnel are often allowed to rotain
possession of SVB pistols (tt6 Army and Nary
appsar to bo phasing this boneft out, horwver).
SV series pistols regularly show up on black
markots, ofton in large lots. Procurement prices
are comparable to standard prices.

BTASTER TEMPTATE RANGE IN METERS:

SHORT:

MEDIUM:

LONG:
Photocopy and paste illustr-
ation of desired blaster here. DAMAGE GODE:

POWER.SHOT USAGE RECORD
(Each square r€presenis one shot.)

POWER PACKS USED:
Mark off as each pack is inserted into blaster. ntrtr
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"Hide-away" Hold-out Blaster
Manuf acturer: BlasTech InduEties
Range: Standard Damage: Standard
Price: Standard

ORlOttl 7O Blaster Carbine
Manufacturer: BlasTech lndustries
Range: Standard Damage: Standard
Price: Standard

"Accuro" Blaster Pastol
Manufactrerl BlasTech lndusfies
Range: Short=3-10 Med=l1-zl0 Long=41-'150
Damage:3D+1
Price: 750 crcdib

The 'Accuro" is a precision-worked, match
quality blaster r$th long rangc accuracy. Hitting
porver is sacrificcd to obtain a more tigh$
focused energy botl.

Accuro AP2 Blasrer Pistol
The Accuro AP2 is an up-porvcred wrsion ol
lhe Accuro sold onty to mllitary and cMlian
security forces procuromont,
Range: same as abovc
Damage:30+2
Comparable Price: 850 crcdits

In a future article rve'll prosont more w€apons to
use with the blastertemptate. fJnt(nn

TRAVDLLERS;
The MEGATRAVELLERTn Players Survival Kit!

Lost  in  a  ted ious  t ime warp?
Th is  k i t  i s  guaranteed to  reduce
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space for notes during game pIay. The
resu l t  o f  years  o f  ro le -p1ay ing ,  these
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As  an  added FREE BONUS,  we have
included our Special  Cargo Log Forms to
sinpl i fy the chore of keeping track of
cargo bought and sold throughout your
t rave ls .

To take advantage of
th is  Spec ia l  o f fe r ,
S e n d  9 S . S S  +  $ 1 . 0 0  f o r
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P.O. Box 14616 Portland, Or 97214
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MORPHEUS
The Roleplaying System of the
Mind's Eye!
87 pg perfectbound book, 4 game sheets. $12.
Game Desrgn.' Devin Durham; Addrtiona/
Destptn.' W es Forti n ; Desrgn Contnbutrbns.' J oh n
Macdonnell, Eric Rossetter, Craig Sheely, C'ur
A'fduin; Cover Artrst.' Bob McFatei /ntenbr
A rttsts.' P hil M orrissey, M arty Salsman, Scott
Sauer.

Pub/sher.'Rapport Games, 1031 E. Battlefield
#1148, Springfield, MO 6s807

BACKGROUND
According to Websler's 7th New Col-

l€giate Dictionary, Morpheus is the god
ol dreams in Greek mythology. Encyclo-
pedia Brittanica stat€s thai Morpheus is
one of the sons of Chronos, the god of
sleep, who calls up diflerent human
shapes of al l  kinds to the dreamer.
Morpheus does the same thing lor the
player in a technical sort of way through
a "neural l ink" that connects the player
character's nervous system to a "mind
park' computer cal led Gaming Central
located on an imaginary world in the
near future. Here, players can lace all
sorts of fantastic beings and do extraor-
dinary things that would be impossible
in real life, such as fighl dragons, fly
WWI biplanes, or face a gunsl inger in
lhe slreets of the Old West. To quote
Devin Durham,'.... L/orpheus is actually

a game within a world within a game.
We are playing a game in which lhe
inhabitants ol an imaginary world play a
game with lheir minds.'

I.AYOUT
Morpheus has three sections: Basic

Rules (31 pp), Scenario Section that
provides inlormation for creating and
running th€ scenarios (28 pp), and 'ln

Defense of Emerson News', a scenario
tor lhe referee to start with (28 pp,7 ol
which are maps and supplementary
material for the advenlure), and an addi-
tional 4 pages ol Playing Sheets and a
'Cheat Sheel' that includee the order of
combat and all the costs lor building a
characler. Including the supplementary
materials, llorpheus averages one
illustralion on €very other page,

GAME MECHANICS
There are three character types in

the game: the Alterationist who changes
his/her body lo use powers, ihe Invoc-
alionist who calls on powers from the
mind or from outside the body, and the
Gadgeteer who uses gadgets.

ln Mopheus characters are built with
'dream poinls' and start oul with 1OO0 of
them. As a matter of fact, everything is
either built with or related to these
dream points. To create a character, all
you have to do is rol l  2D10 for lmagin-
ation and rol l  D%+50 lor Ego. Then you
spend dream points (DP) to build the
rest ol your character. Hit Points are
based on DPs and each character has
Hit Points that are exactly one hatt of the
unused DPs at any time. This means
that Hit Points can and will vary cons-
tantly through the entire game. Two
other importanl slats are lhe Feat Roll
and the Chance to Hit. These are both
percentile rolls and are derived from the
other stats and certain skills such as
Accuracy, Beality Control, and Defense.

Confidence and Reputation can be
purchased at any iime for 50 DPs for
each level to flesh out the characler's
stats. ll you die in the game (and that
can certainly happen), you are dead for
that game only. All you lose is Confi-
dence and Feputation, which must be
buil t  back up again.

Nexi you croate the powers and/or
gadgets lor your character. These are
also built with DPs. Each power or gad-
get may nol cost more than 10O DPs x
character level, so a 1st level characier
could only have 100 DP powers while a
4th level character could have 40O DP
powers. Once a power or gadget is
created, you have to buy either Charges
or Uses Per Day (UPD) to power them.
Charges cost less than UPD but can run
out at inconvenient times.

Character generation is not difficuh to
do, bul does take time because the
imagination has to be exercised. But,

l ike any BPG, the more t ime you spend
creating your character, the more
interesting he/she will be. And in Morp-
heus, you cannot just roll the numbers
and find out whal kind of a character
you happen to get. YOur imagination is
what makes the character and without a
lot of thinking, your character will con-
sist ol two numbers and a bunch ol
nothing. Fortunately, the rule book does
include a number of examples to get
you started.

/l'lopheushas three basic skills men-
t ioned above. They are Accuracy,
Defense, and Reali ty Control.  Each
character receives one level of an app-
ropriate skill at the beginning and all
other levels must be ourchased. The
only one that really needs an explan-
alion is Beality Control. This skill is used
to alter your surroundings. ft can be
used to create a wall, a doorway or gate
through a wall, pull something out of

Excellent 3: Good
Fair 1 : Poor
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thin air, increase attacks, slow things
down or change someone's mind for
them. Reality Control is subjecl to the
referee's approval.

Movement is based on one inch
equals 15 feet. This might seem a
slrange arrangement until you realize
that one inch per lurn is 10 MPll,  which
works oul rather neatly. In the game,
each character siarts out with a Speed
of 2 (inches per turn) and more Speed
can be bought.

Combat has several types of attacks.
The first is the Material Attack (i.e. laser
gun, sword, Lightning Str ike, etc.),

modifier to the damage given. The
second attack is the Defense Based
Attack (i.e. kicking, biting, trampling an
oppon€nt, etc.). Here, lhere are two
types: Full Body, where the attacker's
Material Defense becomes the Attack
Value and the the Material Defense/1O
becomes the Damage Value; and Partial
Contaci, where you are directing a force
or striking with only a part of the body.
The third type of attack is the Ego
Attack, where the defender's total of
Ego and Fleputation plus any Ego

wheretheMaterial Defenseof thedefen- ging powers, Hit Poinls, eic.,  wi l l  -

:i1i:':,?:'&j:'"l;.'1*1"ffi;:,'fl': ljl'""lY" ,1::" H:-"'J"ffi"lr';i"H: CYBERSPACE

Defense is subtracted from lhe attac-
ker's total of Ego and Reputation and
the pow€r's Ego attack. The result ie
applied to a chart.

WHAT I LIKED
The first thing many people notice in

a module or game is the artwork, and it
is well done here. The rule book is clear
and readable, and provides many
examples  to  i l l us l ra te  the  ru les .
Throughout, there are examples of
powers and gadgets to give players
some ideas. The seclion for creating
scenarios and running them is helpful.
(Not every RPG includes enough of this
sort of thing.)

The adventure is aboul one third ol
the book, and is enjoyable and well
written. Without giving any details, you'll
find il challenging and a lot of lun.

One ol the things thal will inlrigue
players about this game is the ability to
use DPs to modify your pow€rs or gad-
gets, increase Hit Points, or build new
powers-not only at the beginning of a
game-but also in the middle of combat
if needed, which can save a character.

WHAT I DIDN'T LIKE
This game will probably require a lot

ol record keeping because of the ability
to change stats and powers in th€
middle of the game. Conslantly chan-

some ol the liille pieces. Ahhough u6lng
one example characler lo ehow how
slats aro generated is good, the book
doesn't lollow through with the same
characl€r for creating powere, lhough
the example character is later shown
with his/her powers al Sth level.

There is a typo on the Becord Sheet
runder Chance to Hho/o. The parentheses
in the lormula aro not placed correctly
and can cause a bit ol confuslon. One
thing readers might wonder about is the
way the record sheets are included.
They were received folded in half and
stuck between the pages ol the book.
Many people would probably prefer
them not folded (l admit I am being
picky). The question l, as a raviewer,
have about them is this: How will those
loose sheets stay in the book while lt ls
being examined, eold, carried home
and shown around? They might goi loet
quite easily and there is no really good
place to keep the master copies. Maybe
the Record Sheets could be fastened in
the book when it is printed again.
(NOTE The publbherstates the book is
so/d undershnnk wnp - Ed)

SO....WHAT ABOUT THE
GA}?E, THEN?

I you have the $12, I say BUY lT. lt is
well done and, for the price, a bargain. I

cannot se€ this game becoming the
'game of choice'for many players, but it
will make a delightful diversion for any
SF roleplayers who need a chang€ once
in a while. Also, it can be incorporaled
into any SF RPG so that a plaYer's
character could play a game too. In this
way, il would be a game inslde a game
inside an imaginary world Inside a
game inside a.... well, I hope you get the
idea. Enjoy h. I know lwil l.

- GlenAlLSson

2O7 pg softbound book. $18.

A uthor/Dest?ner Tod Foley. A dditbna/ Oesgn :
Terry K. Amthor, Leo LaDell, S. Coleman
Charlton, Kevin Barrett. Coven'Rick Vietch.
/ntenbr A rtbts.' R ick Lowry, An gela Bostick, Del
Harris, Karl Martin.

Pubfisher:lron Crown Enterprises, P.O. Box
1 605, Charlottesville, V A 22902

BACKGROUND
Cybcnpaccla set a long 100 yoare in

the future. To quote the author, '....1n the
dark luture world of 6lbcrspace, whera
the ultra-powerful MegaOorpe have all
but enelaved mankind and doomed life
on planet Earth to a dismal ehadowY
exiglanc€; where human beings have
mastered the incredible interface of
mind and machine; where lully one-third
ol the general population Posoeso
cybernetic implants or enhancements;
and tene of thousands have escaped to
the orbital and lunar space colonies.'
This BPG is baaed on ihe worke of euch
authors as William Gibeon, Walter Wil-
liame, K. W. J€t€r, and others,

LAYOUT
Cybecpace coneistg of eeven eec-

tions. The 'Preface' (9 pagee) covere 29



EVlElft
ver a point-blank shot to yourself .

Death can occur in combat in three
waysr lnstant Death (from critical hits),
Death afier a number of rounds (crhical
hits), or Excessive Hits (losing hits equal
to the character's Hit Points + Constitu-
tion). Characters can also be harmed by
disease, drugs, and poison, but charac-
ters have Besistance that represents
their ability to resist these things.

Actions follow a cerlain sequence in
combal. The basic time period is the 10
second 'round', which is broken down
into five 'phases': 1) Non-melee attack
and dodging/parrying; 2) Moving
maneuvers and vehicle movement; 3)
Melee attack and parrying; 4) Character
movement; 5) Static maneuvers (non-

attack actions) and special maneuvers.
Character generation is straightfor-

ward but lengthy, with charts and tables
ranging from ldiosyncracies and Social
Class to Professions and Skill Develop-
ment. Players can choose lrom six pro-
fessions (Sleaze, Sneak, Killer, Net Jun-
kie, Jockey, or Tech Rat) and 58 skills
grouped in nine diflerent typ€s.
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definitions, abbrevialions, and game
terms as well as dice rolling conventions
and a brief explanation of what C/berc-
pace is. 'The System' (50 pp) includes
character generation, resolving charac-
ter actions, and combat resolution.
'Running the World" (44 pp) goes into
detail about the 21st century, the world
of cyberspace, the MegaCorps, and
lmportant NPCs. 'Technology' (68 pp)
details equipment, vehicles, and wea-
pons. 'Cyberspace- ('12 pp) explains the
intricacies of the computer networks
and interfacing with them. "Adventure'
(5 pp) is an introductory adventure, "Hot
On The Heels O,f Love'. "Appendices"
(21 pp) contains game charls and
tables as well as an index. Cybeppace
averag€s roughly one illustration per
four pages.

GAME MECHANICS
Cybercpace uses percentile dice just

like all ol lron Crown's games. The sys-
tem works as follows. First, a skill roll is
made using percenlile dice. ll the roll is
greater than 95, an additional roll is
made and the two numbers are added
togelher. Addilional rolls are allowed
until a roll less than 96 is made. Next,
the dice result is added to a ski l l  bonus.
With this total, the appropriate chart is
consult€d lrom 11 pages of charts at the
back of the book and the results are
applied: a miss, a hit ,  or a cri t ical hit .  A
cr i t i ca l  h i t  resu l ts  in  ca tas t roph ic
damage. Roughly hatf of the results on
a chart involve criticals that are graded
from A to H, with H as the worst. Critical
hits require another percentile roll and
reference to the appropriate chart,
determined by the type of weapon
attack. Criticals range from 'Glancing

Blow. No extra damage. +0 hits.' to
'Charge disrupts cell structure. Entire
body turned lo dust,' or 'A pile of metal
is all that remains.' [f you roll poorly
enough, cataslrophic failure (or Fumble)
charts tell you what you've done lo
yourself. Fumbles range from 'Poor

grip. Try again next round" to You art-
ful ly spin the weapon around and del i-

WORDS TO
GAME BY
Jerry Campbe// Manifest

Destiny
T h e  p u b l i s h e r  h a s  g r a c i o u s l y

requesled that l 'put up or shut up", i f
you will, with all my past references,
both in correspondence and articles,
to books that have inspired my
gaming endeavors. Fair enough.
What l'll try to do here, as long as I
can get away with it, is lo review two
to three books, most of which will be
science-fiction, that I have personally
enjoyed and that have slick ideas for
gamers lo adapt to their favori te
gaming systems. The amouni of new
SF that fits within this criteria are, in
my opinion, limited. So, one or two
books will most likely be older, pos-
sibly out of print works that might take
hunting around to f ind. So, with that in
mind, here goes!

There Will Be War, Vol- 9
Edited by Jerry Pournelle
404 pg., 1990 TOR Books

Once again, Jerry Pournelle has
compiled a superb array of short and
long fiction (some of which have
grown into serials), all tied into a com-
mon theme. Players of GDW's Twi-
lfut'm will find both 'Collector's

Piece' and 'The Contract'of particular
interest. The former is one ol those
serials, and deals'with the practical
application of what to do with a tank,
after the war is over. The latter tale

After
Armageddon Survivability

fealures WW lll Russians (for you folks
that're tired of being NATO types).
Available at most bookchains and
other outlets.

by Barry B- Longyear
245 pg., 1980, Berkley SF

This is one of those true classics
that no serious SF reader or gamer
should be without! lf you saw the
movie Enemy Mine, here is where the
story came from, in a slightly different
torm. I've read my copy of this book a/
/east lifteen tt/nes, without the enjoy-
ment diminishing one iota! l f  you want
to put together a solid alien race
background, or like clear descriptions
of how high-tech ( Tnue//er equivalent
TL 12 and up) weapons and gear
work, /nd this book I sure hope
somebody reprints this one, my copy
is starting to show it's usage.

FM s-103
248 p9.,1985, US Govt.

A non-fiction work for all the SF
military types. lf you have access lo
Army manuals, get lhis one. A couple
of legitimate outlets would be surplus
stores or the US Government Printing
Office. Olhenpise, maybe a friend in
the Service could 'requisition' one.
Inside, you'll lind an array of bunkers
and other defensive position designs,
as well as lhe stats on just whai will
defeat them. Your tax dollars were
well spent here. f

30
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Based upon th€ character's social
class, he/she automatically has cerlain
levels of development (or skill ranks) in
certain skills. Depending on chosen pro-
fession, the character has a certain
number of 'development points' to
spend to improve skill ranks. To indivi-
dualize the characler a bit, a section
l a b e l e d  C h a r a c t e r  B a c k g r o u n d
(optional) can be consulted. This sec-
tion covers special skills, status, weafth,

The information provided allows the
characters to be individualized. and the
referee has a lot of mderial to help
describe the world they live in. However,
players pay for this because characier
generalion can take quite a while, bd
so does everything else in this system.
The time needed to do the job right is
worth it, though. Combal can take two
or thre€ dice rolls just to determine the
resuhs of an attack. lf you roll really well,

change d pace withotrt having to learn
a new game system. lf you plry one of
the other cyber games, you might like to
get this one for additional material-and
you migtrt very well want io corveil
werything wer to Clbepgacc. I like
this game and if you dont mind or if
you enjoy complexity, you'll like it to.

- GlenAllBon

criticals arg a two-way street. lf the
referee follows the rules blindly, an
oppolrent can just as easily destroy a
finely crafted player character using
only two rolls ag well. But I like that.
Combat should be deadly. Players will
guickly learn to think before they leap
into the fray.

The book is well put together and
everything flows logically. The index is
really for finding the little things. The
charts are all in one place (at the back
of the book), making th€m oasily acce6-
sible. The artwork is well done and use-
ful lor showing what things look like and
setting the scene tor adventures.

WHAT I DIDN'T LIKE
Well, golly. I cant really think of anyt-

hing I didn't  l ike that much. Well ,
actually I wish the adventuro had a little
more to it. I liked it but I wish it was a
little longer. Or, perhaps, a second
adventure of equal lengrth (alter all, frve
pages isnl much) that was relaied to
the first one. Bul that isn't much to
complain about, is it?

SO....WHAT ABOUT THE
GAUE, THEN?

lf you like the books written by the
'Cybed euthors and you wanl to start a
SF RPG campaign, this would be a
good one to get. lf you already play
s@c€filaste4 this would be a nice

144 pg rule book, 48 pg tables & forms book, 4
14'x17'maps, 3 counter sheets, 2 dice. $35.
Oapner: Kanin Banett. Deuelopr: S. Coleman
Charfton. AftHs:Wa\ter Velez, Danell Midgette,
PaulYeh, Ellisa Martin, David Martin.

Publbher:lron Crown Enterprises, P.O. Box
1 6O5, Charlottesville V A 22902

BACKGROUND
Armorcd Assauft is the third part of

lhe Space/Aasbrtrilogy which includes
SpaceMaster Fft, Star Stnke (starship
combai), and now Armoed AssutI
(planetside combat). Armod Assult
provides players with the ability to
create powered armor troopers, hover-
tanks, aerocraft, grav sleds robots,
submarines and watercraft .

I.AYOUT AND COIIPON ENTS
The rulebook is divided into several

sections. 'Combat Rules' (/7 pp),
covers map scale and dice use as w€ll
ss the Easic Game, Standard Game,
Advanced Game and Optional Rules.
Also included arg seven combat scen-
arios and a s€ction on designing your
own balanced scenarios.'Construction
Systems' (39 pp), provides procedur€s
and formulas for creating a broad
variely of planetary craft. The last sec-
lion contains suggestions for incorpor-

ril:"ifl"' #1'ff:l:T:::';,ffi ff[fl*"l"* s;:"':#1s.",::""J: SPAGEMASTER:
&ff#i,'"?;'#1""1" #,..ff::::1 il?: T::f ;"?".T,l3l,ri"i"i* ARMORED ASSAU LT
WHAT I LIKED

One ol the really nice things about
Cybercpace is the compatabilily factor.
All ol lron Crown's ganles use the same
basic game mechanics. Therefore,
Cybercpace and SpaceMaster charac-
ters are easily interchanged and charac-
ters and elements of one game can
readily be incorporated into the other. lf
the referee wants to, Bo/e/Aasbr and
Middle Eafth Bo/e Playng characters
can even be added to CybeBpacelo
cr€ale som€ really different adventures.

The detail given to the background
rnd to character generation is great.
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Orientation in which
vehicles and troops
a t temp t  damage
conlrol, repairs, com-
municltions, 6tc. It
morc than two or
three vehicles are
Invofued, it can lake a
half hour or more to
rosolvc all sevgn
phases*so donl start
a batlle unless you
have all evening.

Creating lnfantry
Teams, Vehicles, and
Artillery is a complic-
ated process. A trac-
ked AFV requires 44
steps involv ing a
continual monitoring
of availabfe volume
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aling Amolad,tlssut into the Sp@_
lVastbr ffi system, and includes eighl
pages of sample vehicfes.

The map shgds ere in color and
show a varisty of voget€fion, terrain,
water, roads, and buildings. One coun_
ter sho€t is in color, deprcthg a veriety
d tanks and vehicles. The other two
c-ounter she€ts aro black and white.
showing Intantry Team and porered
Armor markers, airplanee, artillery, tor-
podo€s, and min€s. Also included are
markers fo,r Initiatiw and Movement,
Trench ard Vehhb pils, Banicde. Bun-
ker and Bubble, and Smoke (MASR.

GATE SYSTEI TECHATTIICS
Annqd Asut uses percentite dice

just like att d hon Crown's other ganres.
(See 'Game ilectranics. n lha Clfuts_
Nc revieer fior a general d€cridbn of
skilt use procsdure and Crilical Hits
results.) Each combat tum repres€nls
one minute. The tum in the gandard
Garne is divk od into 7 .phases.. phase
1 consiste d latnching missites and tor-
peOoes. Phase 2 is determining Direct
Line Of Fire llbsilo reeufts. phee 3
covors Movcmcnt of vehiclee and
troopo. Phase 4 irwofuee fuirp lorg
ran99 waaponry from vehicfec and
troopd. Phe$ E is lndirecl Uno Ol Fire
Mio{lc rcautle. Phaca 6 coneids ot
lvlelee wtpre vetricles ard troope fire
clce rang€ woaponry. phaso b Final

and cosl. A calculalor
is a must if you want to got the iob done
in less than haff a day. Obviously, the
more steps lhere are, lhe more complic_
ated the procoss b and the more lime
required, moo{ of it spent doing calcul-
ations. Whenever a change is made,
everything must be recalculated. lf you
ha\ro a computor and a reasonable
spreadsheel program, you can write lhe
lormulas into il and let the computer do
the calculations. This way, a vehicle that
took three hours to design on paper can
take as little as 1G2O minutes (program-
ming the spreadshea can take 1O-2O
hours-still worth il il you ptan to cr€ate
marry vehiclee).

WHAT I UKED
The rule book b nicely deeigned.

Everything ie laid orn bsically and it is
reldively esy to ffnd whal you are look-
ing for. A twopage index and a one.
page charts indu help in thb reepccl.
Even a gbeeary of torms is included.
The fwel ct d€tail in Armopd,&sult
allows plryers to do just aboul anything
desired. The game can b€ incorporated
irto fuceil,leter ard Sbr Sttnke *en-
arioc or it can be played alcne, and can
b€ rrsod wrfh Cybtrywaswell.

The many illu$dions of vehicles and
bsttle sceneo are nicely done and
a\rerq€ one per every three pagee. The
scanarioo are cleat and nd too complic-
at€d. And the construction systgms are
fleribh enolgh to alkry creating almost
arry rohble d6irod. I aleo likc the fact
lhat prcd€sign€d intantry toarns and
vehiclcr are irrcluded. ff you eee somst-
hiqg you flkc, you don't hanc to spcnd
thctlmc ch{;nlng your own.

W}IAT I DIDNT UKE
Thero ic nothing hcre that I realty

dtrltkcd. But whcn I lirst lookcd at the
game, I had a leeling of belng ovcrwheh
tnad W ll afl, I waenl rure whdher I wss
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ev€r going to comprehend the sheer
magnitude of the game. The feeling did
wear off, but it took a while. Don't let the
size of ihe gam6 throw you oft.

SO....WHAT ABOUT THE
GAME, THEN?

I have mixed leelings about this
gam€. I like it, brrt not everyone will.
Armored Assauft costs a lot ol money
and you might be able to get away with
just using lhe SpaceMasler 4ft. tt you
bought Star Stnke and like il, you
should buy this game. lt does for planet-
ary craft whal Star Stnke did for star
ships. lf you don't mind complexrty, you
would probably like this game. On lhe
other hand, if you donl like complicated
games you'd betler not even look at
Armorcd Assaut because you'll pro-
bably laint dead away upon opening the
box. This game does have a simplified
Basic Game, bU $35 is quite expensive
for th6 16 pages d€voted to il.

- GlenAllison

Return Of The Jedi
Star Wars Galaxy Guide 5
80 pg perfect bound book. $'13.

8y.' Michael Stern. Addrfubna/ Llatenial:
David Avaflona. Ad' Lucasfilm, Ltd., Al
Williamson, Ralph McQuarrie, Rosaria J.
Baldari.

Publbher: West End Games, RD 3 Box
2345, Honesdale PA 18431

Personal proliles and stals are provi-
ded for every major character in the the
film, including updated information and
stats tor the'heroes of Yavin'.

As in the other movie Galaxy Guides,
this one is much more than just a pre'
sontation ol slats and personal data. An
illustration of each character is included,
and we learn much information, some of
it very surprising, about the characters.
Tales of past doings and heroic ac'ls
that occured behind the scenes during
the movie saga spice things uP and
make the book a truly entertaining
volume, as do the truly exceptional
illustrations ol Balph McQuarrie.

Even though this book covers the
events ol the final film, h provides inv-
afuable data for Star WaP tPG cam'
paigns lhat are sel in an earlier time of
ih€ sega. Information on the various
alien races, Jabba the Hutt's star span-
ning crime organization, a detailed side
view of the Ubrikkian Luxury sail barge,
etc. A useful book to fans and gamors
alike.

-James8. King

Fighting Ships
Of The Shanered lmperium
96 pg perfect bound book. $10.

Design.' Marc W. Miller. Additional
Desrgn:Joe Fugate, The History Ol The
lmperium Working Group. Covez' Kevin
Ellis. lnterbr lllustntions.' Roger Baupp.

Pub/isher GDW, Inc., P.O. Box 1646,
Bloomingrton lL 61 702- 1 646

Subsidized Merchant
25mm deck plans for llegaTraveller
Booklet, 6-1 1x17 & 1€.5x1 1 deck plan sheets. $1 1.95

CorerWilliam H. Keith, Jr. Prollb r/lustntions.'P. T. Shozi.
fuckp/an dnwt;ngs: S. H. Greene. Ongrha/plans"Marc
W. Mifler. Fbtion:P. T. Shozi.

Publishen'Seeker, P.O. Box 519, Mtn. Home lD 83dt7
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In this, the fifth (and possibly the last)
book in the Galary Guide series, Voren
Na'al, Assistant Historian to the Bebel
Alliance, completes his documentalion
concerning lhe 'heroes of Yavin' and
the defeat of the evil Empire.

For tVryaTnue/br players who are
into the far-flung naval actions of the
Bebellion, Fighting Ships is a welcome
and long awaited supplement. The book
is a compendium of 59 naval vessels ol
lech levels 11-15 that are in use by the
lmperial factions, divided into live types:
2'l battleships, 1O cruisers, 8 carriers, 10
escorts, and '10 auxiliaries. Many of the
examples are actually the same vessel,
variated by tech level and design speci-
alization. No craft of other interstellar
governments are includec.

The book begins wilh a descriPtion
of the ship types and describes lmperial
squadron organ iza t ion  dur ing  the
Rebellion. The development through the
tech levels of each ship type is also
explained.

The book includes 18 excellently ren-
dered, full-page illustraiions which, lor
the most part, maintain both the blocky
and angular look and'feel' of Trave//er
ships as eslablished in earlier materials,
though lhe vessel depicted on the cover
deviates greatly from this look.

-James8. Klng

This is the latest in Seeker's line of
deck pfans lor GDW's tLlqraTravel/ar
and 2WADgames. The TYPe R Subsi-
dized Merchant deck plans are done in
25mm scale, which has two results: the
plans are easily readable and quhe
detailed, but setting out tho whole ship
(a 400 ton displacement starship) takes
a fair amount of space (33' x 33', not
counting the ship's boat, which is anot'
her 8.5' x 11'). tf your grouP uses 25mm
miniatures, ihis is probably something
you're used to already, however.

The plans on the inside lront cover
show the whole ship, in a much smaller
scale, so the referee can plot the moves
ol opposing parties unknown to the
players. The cutaway and side views on
the inside back cover are very good.

The ship description at the front of
the book is taken, word lor word, from
The Traveller Adventure, which dealt
whh a ship of this type. The latter half ol
the te)d is a story set in the Rebellion
about a ship of this type, and could
easily be adapted inlo an adventure.

- Scott Olson
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HAVE ANY FRI ENDS LIKE THESE ?
Mohammed If

They'lt Love 'T0RID CONQIIEST'
A BETITR SIRATE1GICages 12+ BOARD GAI}IEI

. d colorful 20" x 20" board

2-6
players

ln order to win, players.m.ust skillfully plan and execute the conquest of neighboring nations. Each con-quered country adds a'di f ferent economic strength to the conquering empire,-enabl ing rhat player to raiseadditional divisions. Land, sea and air combat is resolved by'dice rolls, which take into account the reall ight ing strengths of the units involved. For example, el i te Ai iborne and Marine units wi i l  l ight better thanreserve units or conscripts.

M
mercenari

'"Y(

er'\l
--t-__\

Z\
it!QgnSl $19.9s + $3 shipping: Dunning Ltd.

PO Box zo49z, Bellevue WE 98007 " 
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trAmE5,t5mm FltrURE5, trAPER |TEffiS

REVIRESCO manufactures the
l argest and rnst corprehensi ve I i ne
of 25rm scale science f ict ion war
garne mi ni atures i n the worl d. tli th
over three hundred designs
ava i lab le ,  inc lud ing  e igh t  human and
e igh t  a l ien  races ;  f i f teen  d is t inc t
robot types, s ixteen starships,  and
twenty three di f ferent vehic les and
heavy weapons, you wi l l  be
sure to f ind usefuJ i tems, no matter
what gane system you employ,

H|'IV-I5 Robot (Tracked)

T r l - v u l c a n  P o w c r  G u n  $ 6 . 5 0

z <  
' . r ' - 4 .

H l l V - 1 4  D e c a - P i  I  l a r  $ 5 . 5 0

l{e provi de ful I support for
our own garns, STARGUARD, STARI{AR
2250, and |{ARBOTS & DEATH }'fACHINES.
f{e have even designed cut and fold
paper  bu i ld ings  and veh ic les  spec i f -
i ca l l y  fo r  sc ience f i c t ion  gaming.

There just  isn ' t  space enough
in  th is  ad  to  te l l  you  about  a l l  our
products, so we have presented a few
representat ive sanples.  Send $1.00
for  our  i l l us t ra ted  Cata log ,  to
Revi  resco, 5293 Leprechaun Ln.,
Kearns,  Utah 84118.

Frg;Cler'.tticJn

CONTAINS:  Tvo comple te  cu+ and to ld  k t ts ;  p r ln ted
on h lghes+ quEl  l+y  co lo red  br ls to l  c r rd  s tock .
Each shuf t l€  c ra f t  has  op€n lng  6ors ,  ln t€ r lo r
de fa l  l ,  ond  c lear  ace ta fe  y lndors .

Fertrieva.U lilsat

Fantastir Futuristic Fortress

Eortness lial

Euntainsr
FOUR CORNER TOSERS '  EIGHT CORNEF
'JALL SECTIONS, T'IIO CENTER WALL

sEcTloNs, T\, lo GATE HOUSES '  Tl lO

SLAVE BARRACKS, AND FOUR MEDIUH

P O g E R  C U N S .

PRINTED ON HICHEST QUALITY COLORED

BRISTOL CARD STOCK. EASY CUT ANO
F O L D  A S S E H B L Y .

P- l  FORTRESS RAL l /72nd scE l€  20r  x  20 '  112.50

P- la  FoRTRESS RAL 
' l l l 44 th  sca l€  10r r  x  l0 r r  $  6 .50

F2 Shut t le  K l t  l , /72nd sca tc  9 '
P-26  Shu# le  K l+  l / ' l 44 th  sca16 4 .5 i

lon9

I ong
36 .00
t1.00

Reviresco 5?,93 Leprechartn Ln.

lilafnai
F  n - 1 '

Kearns. IJtah 841 1B 801-969-36 46



Share the Adventure!

li G,
The Science-Fiction Role-Playing Game

"ln 2188,
you are
the last,
besf
hope for
mankind..."

Two hunclred years in the futurc, Earth is a clcadly wastclancl, r 'avagcr:l
by  r tuc lcar ,  chc tn ica l  and b io log ica l  wcapons.  I lu rnan i ty  l i vcs  in  cx i l c ,
c l ing ing  to  l i fe  ou  a  tnu l t i tudc  o f  spacc  s ta t ions  in  l l t c  So la rSys tcnr .  ' l ' l i us r :

stat ions are lhe l l igh Cokrnics,  thc last ,  bcsl  hclpc of  mankincl .

I l i ghCo l< ln ies isx l l ) lL : -p lay inggamcsct in2 l l l8 .  l ' l ayersassurnethero lcso l 'n rc r r
i t t td women struggl ing to succeed in a cl i l f icul t  and clangcrous society.  I t  won't  be easy.'I 'hey 

face threats froltr alien crcuturcs, bio-enginecrccl renegacle solclicrs, f:rnatic:al tynlnts
and desperate pirates. Only thc bold wi l l  survivc.

I I igh Ctt l t l l t ics is an ctsy to lcarn, playable and real ist ic gi lnre systcn).  Everything
frorn character gcncratiort to nrlcs ftrr rolxrts is designctl tcl nraxirnize ease of play without
sacr i f ic ing rcal isnr.

I l igh Colonics i l rc ludes extcnsive background nrater ial  and a detai led future
history. This provides a fascinating cnvironment for players to explore, and gameurasters
can bc sure that t l rey are deal i rrg with an intcl l igent ly plannecl science-fantasy world.

The I l igh Ct l lonics gatt tetrook includes " l lard Tirnes at Lyr ic 3",  a reAdy to run
adventure scertar io that enables you to begin playing I I igh Colonies alnrost immediately.

$15.00 (u.s.)
Waterford Publishing House Ltd.

Box 3742, Main Post Office, Vancouver, 8.C., Canada, VOB 321
(604) 2s3-42e3


