











CUSTOMIZED WEAPONS

Weapon designs come in all forms.
There are hundreds of varieties of
blades and guns, each with its awn
distinct capabilities. MegaTraveller
lists the basic models of the mare
common weapon types, but many possi-
bilities exist +for adjustments and
enhancements to individual weapons.
CUSTOMIZATION: Any weapon, blade
or ¢irearm, can be customized -- that
is, specifically tailored tn fit the

user. A customized weapor is care-
fully weighted, 1its handgrip moulded
to the exact scshape of the user’s

hand, its mechanisms designed tc per-
fectly compensate +for any aiming,
¢iring, or throwing peculiarities the
user may have,

Customized weapons must be made
fraon scratch by an expert smith (an
individual with weapon skill 4 or
greater). Each costs 2.5 times the
normal price, and takes {D weeks to
construct. The resulting weapon will
have a +2 DM on all to hit tasks faor
ita owner, but a -2 DM for everyone
else.

BLADE CONSTRUCTION: Blade weapons
can be improved by better manufactur-
ing techniques. At TL 4, +{for twice

the price, they can be made caonsider-

ably sharper, increasing penetration
by one.

At TL ?, new alloys make blades
stronger and lighter -- cost gaoes up
S50%, penetratijon increases by one,
and weight drops 20%. 14 these new
technigues are combined, penetration
is only increased by one (not two).

SWITCHBLADES: Daggers can be built
30 as to f1lip out of their handle,
simplifying carrying. Cost is Cr20.
Switchblades are outlawed at law
level S.

COLLAPSIBLE BLADES: Swords, axes,
and polearms can be built bout of se-
veral smaller sections at TL 4 and
up. They can thus be carried in small
bags or cases, and then snapped taoge-
ther when the need arises. Such wea-
pons are slightly weaker than normal,
=0 have -1i1 penetration. Cost is 150%
of normal., Assembly and disassembly
o¢ the vieapon each take 30 seconds.

COLLAPSIBLE FIREARMS: Guns, las-
ers, and crossbhows can alsa be made
collapsible. Cost is the same as ¢or
blades. Penetration remains as nor-
matl, but there iz a -1 DM to hit. As-
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sembly and dissassembly each take ane
minute,

SCOPES AND GYROS: MegaTraveller
listas to hit adjustments for tele-
scopic and electronic scopes and gy-
roscopic stabilization. Any weapan of
TL 10 and up may be gyrostabilized.
The gyro costs Cr200 and weighs 3009.
Costs for sights are listed in 7he
Imperial fnecyclopedia.

LASER SIGHT: The laser sight fires
a low-energy beam at its target. This
serves two purposes: first, it puts a
small, bright dot on the target at
the point where the buliet would im-
pact; and second, a microcomputer can
use it to gauge distance. The com-
bined system dramatically improves
targeting.

The laser sight gives +1{ to hit at
all ranges from short to wvery long
(range-+inding). It also gives an ad-
ditional +1 to hit at short and medi-
um range (target painting). It 1is
TL 8, costs C€Cr200, and weighs ikg.

XENON TARGETER: The xenon target-
er, a target painter for night use,
emits a bright visible-light beam,
giving +1 to hit at close, short, and
medium ranges, It is TL 7, costs
Cr100, and weighs 500g.

ELECTRONIC BATTLEFIELD SIGHT: The
EBS uses a viden 1imaging system to
combine telescopic, IR, 1light inten-
sifier, magnification, and laser
sight capabilities. It is automatic-
ally built into the ACR, the qgqauss
rifle, the ARL, al! TL 13+ laser wea-
pons, and all high-energy weapons.
For others, it provides +2 to hit at
all ranges, and allows use oaof the
Electronic Sight task difficulties.
Cr1000, 500g, TL 10.

EXTENDED BARREL: Usable only with
pistols, the extended barrel increas-
es weapon length by Scm, weighs 80g,
and costs CrB80, giving +1 to hit at
medium and long ranges.

RAPID FIRE CRANK: This is a small
mechanical crank which can be guickly
fitted onto the trigger of a semiau-
tomatic weapon. When the crank is
turned, it repeatedly pulls the trig-
ger, allowing automatic fire with an
actofire target rating of 2, It can
be used on the auto snub pistel, the
autopistol, the q9auss rifle, the car-
bine, the rifle, the autoshotgun, the
assault rifle, the accelerator rifle,

Cantinued on page I8



COMPUTERS earr 2

Last issue, we discussed basic compu-
ter hardware and software in MegaTra-
veller. Now, in this article, we exa-
mine programming and hacking,

Traveller's Digeast !! wentioned
some aspects of programming, includ-
ing computer analysis f(scrutinizing
data to find patterns or other de-
sired i{nformation) and simulation
programs. Also mentioned were gpro-
gramming languags -- to recap, binary
instructions at TL &, artifticial lan-
quages from YL ? to TL 9, and stan-
dard spoken languages (e9, Galanglic)
at TL 10 and up. Writing programs for
TL 7? to 9 computers increases diffi-
culty by one level, for TL 6 compu-
ters by two levels.,

Prafessional software is generally
expensive, 8o individuals may wish to
write their ownn. Writing a program
uses the following task:

To write a computer program:

(Ditficulty), Computer,
{Time).

Referee: Difficulty and skills are
listed in the table below. Time is
two hoursa per program space.

(Skill),

A superficial mishap represents a
flaw which does not impede program
tenction, but which may slaw oper-
ation. Other mishaps must be diag-
nosed and corrected using the
tasks provided in 7raveller’s Dr-
gest L1,

Progran Ditficulty Task Bkills

Artillery Roatine FA Gamnery, Fud Obs

Battle Mamageseat Difticult  Tactics, Recon

feg Roatine Electronics, Commo

{opy Méticalt  Int,

Befense Ditt-form Int.®

Diagenstic fioetine Electroaics, Ein.

Eaviroanental ditticult  Vehicle type e Pilnt, Engineering

Ferret Bftiit  Int.®

Fire foatrol fontine Guanery, Int.

Inforgation/Files Sisple Int.

Intrasion fitf-fors Int.®

Junp Poating Exginerring, Kavigatina

Lazach Routise Gaanery, Edu.

Library Data R/2 M/a

B Sinple Recoa, Seasor Dps

Kavigate fratine Kavigatioa, Piiot

Secueity Simple Electromics, Tactics

Starship 1) va e/a

Servey fata ala va

Pires Diftimlt  hit.®

*Requires minimum computer-2.
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The first skill is mandatory -- nat
having the skill increases difficulty
by one level. The second skill (if

any) is optional.

USING PROGRAMS

of most programs is
but s=ome require

The ocperation
se]l¢~-explanatory,
extra information.

Copy programs do just that -- they
copy other programs to which the com-
puter has accesa, either through com-
puter link or actual physical poses-
s{on of the data. Successfully copy-
ing a program requires the +focllowing
task:

To copy a program:

Routine, Computer, program DM, one
minute/space
Referee: The program DM consists of

two parts: a general DM from -2 to
+2 (based on the guatity of the
copy program, designated by the
referee), and a TL DM, formed by
subtracting the TL ot the target
program from the TL of the copy
program. The combined DM cannot
exceed +6,

which,
systen,
gradually
Viruses
from

play,
to alter-

Viruses are small
once loaded into a
replicate themselves and

"infect’ the entire system.
can perform a variety of tasks,
interrupting the program to
"Row, Row, Row Your Bonat,”
ing or erasing any praograms ar data
the system has available, tagging
specific programs to ease data track-
ing, or simply crashing the system.

programs
computer



To infect a computer s=system wWith a
virus program.
Routine, Computer, Int., 30 sec.

To discover a virus praogram:

Difficult, Computer, Electronics, 15
set., uncertain.

Referee: Redure difficulty by two
levels if the virus’ actiocns are
easily observed {eg, system crash-
es, programs keep 4going blank,
songs persistently play, etc.).

To remove a virus from an infected
system:

Ditficult, Computer, Electronrics, 30
minutes, uncertain.

Referee: A minor or greater mwmishap
means that all programs currently
running anywhere on the system are
erased. A major mishap means that
the computer will need to be re-
paired.

Four other programs deal with hacking
-- that is, 1illegally infiltrating
foreign computer gsystems. They are
pften used in concert with virus and
copy programs,.

Intrusion programs allow the user
to bypass passwords and thus break
into computer systems and/or +€iles.
Detense programs act to prevent these
actions,

To break into a file or computer sys-
tem:

Difficult, Computer, program DM, 30
sec.

Referee: The program DM consists ot a
combination of three separate
DM*s., The +irst is the guality DM
af the Intrusion program (-2 tao
+2), the second is the Detense
program quality (-2 to +2), and
the third is the Intrusion program
TL minus the Defense program TL.
The first DM minus the second,
plus the ¢third constitutes the
total DM, which may not exceed +7.

Failure without a mishap allows
the character to try again. A su-
perficial mishap means the target
system will not allow the charac-
ter any access whatsocever. A minaor
mishap is as above, but the char-
acter’s location is traced. In a
major mishap or worse, the defense
program accesses any nearby compu-
ters and shuts off power to the
character’'s location, locks compu-
ter-controlled doors unti! securi-
ty forces can arrive, or opens the
room to vacuum.

While invading a computer system, it
is common to run a bug program, which
will inform the character {f at any
time the console or system he is us-~
ing is being monitored, or if his awn
computer is being invaded. If it is
run simuttaneously with an intrusion
program, the referee may tell the
player what the tatal program DM is.
(Otherwise, the player may only know
his own computer’s guality DM.)

Once inside a system, it is neces-
sary to find the desired information.

To ¢ind a specific file/program in a
foreign system:

Dif4icult, Computer, model DM, ane
minute.

Reteree: The model DM is the model of
the target computer, multiplied by
-0.5, and rounded up. (That Iis,
model /0O and model/t computers have
a DM of O, mwodel/2 and model/3
computers one of -1, model/4’'s and
model /5’s one of -2, etc.)

Orn a major mishap, the intru-
sion is discovered by either a de-
fense program or someone using the
computer.

Once the desired information is
found, it may be copied, erased, or
altered. It is then 2 simple wmatter
to leave the computer system.

On worlds with wmassive satellite

ACCESS DENIED

PASSWORD NOT ACCEPTED,
ILLEGAL SYSTEM ENTRY. THE
AUTHORITIES ARE BEING NO-

TIFIED. STAY WHERE YOu ARE.

|:“J:[H|:|D[”ED OO00O0O0Oodg |

LEAVING WVILL BE CONSTRUED
AS FLEEING ARREST.
COMMENCING TERMINATION.

PPN

M3 ‘88
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computer networks (TL tl+¢), it is=s
possible to access any computer on
the world from anywhere else on the
world (assuming the user has sub-
scribed toc the planetary data network
see 7raveller’s Digest 8). On
worlds of TL 7 and up, it is always
possible to link up with another com-
puter, assuming bath have modems. In
all other situations, it is necessary
to actually physically operate a ter-

minal directly linked to the desired
computer,
Errata: The Environmental program
listed last issue should vary in size
depending on the size o+ the craft
being contralled:
Cratt size Program
(displacement) Spaces
Under 100 tons 0.5
100- 300 tons i
301~ 400 tons 2
601 - 1000 tons 3
1001 - 35000 tons 4
5001- 10 000 tans S
10 004- 20 000 tons é
20 001- 30 000 tans 7
30 001- SO0 000 tons 8
S0 001-100 000 tans 9
100 001-200 000 tons 10
Over 200 000 tons i1
The Fire Control program is aimilar,
taking up 0.1 spaces per 500 Weapon
Control Points, with a minimum sjze
of 0.5 spaces.
We have received several comments
since last issue regarding the enor-
mous size af the programs liated i{n

This was due to certain fac-
tors: first, we had teo conforn
(vaguely) to older Traveller rules
which defined the number of spaces
a computer hasy second, we had to
conform ta the information in 7rave!l-
ler’s Digest as to how much informa-
tion a holocrystal can store. I+ we
followed reality mare closely, ane
could tit the entire program library
on two holocrystals not a very
playable sftuation, (*0h no! You just
dropped my two million credits’® warth
ocf programs down a sewer!")

Part 1.

we Will discuss mare exo-
tic aspects of programming, including
brain interfaces, and the relation-
ship between computers and the taw.

Next issue,

Continued fron page (3

and the ACR. Fires S rounds (or

bursts) each turn. TL 7, 73gq, Cr3S5.
WEAPON ATTACHMENTS: Guns ran often

have secondary weapons attached below

the barrel, attording extra flexibi-

lity in combat. The most common at-
tachment is the grenade launcher {(4cm
GL-7, 4cm RAM GL-8, and 4cm RAM
GL-9), whose advantage over rifle
grenades is that it need not be re-
loaded atter every shot. Other fre-
quently attached weapons include the

shotgun, laser pistol (with a 20-shot
power pack: see 7.1. H9), and gauss
rifle (usually only on high-energy
weapons, to allow closer range or
more accurate sniping). All cost and
perform as narmal, but weigh 23%
less. Additional weapons can only be
attached to guns of 0.7m or greater
length, The base weapon and the at-
tachment may not both be fired in the
same round.

LARGE MAGAZINES: Extra capacity
magazines are available for most wea-
pons, {Dauble cost, weight, and num-
ber of shots.) For SMG’s and assault
rifles, this requires a barrel-shaped
magazine. Not available +for revol-
vers, snub revolvers, or hunting rif-
les.

OTHER AMMO: HE and HEAP ammo can
be purchased for weapons which do not
normally mention them in their list-
ings. (Double cost. Not available far
shotguns.) For HE, increase damage by
1. Faor HEAP, double penetration. Rub-
ber bullets cost the same as normal
amma, but have a penetration of O and
do t damage.

Continued from page 12

The syaor] is extremely difticult
to use. To attack, use the simplified
hand-to-hand task {(7raveller’s Digest
11, MegaTraveller frrata), but change
difticulty to "di¢ficult" and replace
strengh with dexterity on DM's. On
any mishap more serious than super-

¢icial, the user has accidentally hit
himself) calculate penetration and
damage at half narmal value.

Pen Block Damage
Syaorl t6 3 S

TL Length Volume Weight Price

Syaorl 14 {Scm 0.135L 3009 Cr3000
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TRAVELLER'’S ADVICE

OTHER GASES N | [sTATaRoOn waLs GUNS (AN BE EXCHANGED | |ORGRAY PLATES (AN BE
aso\fr:‘:\fma BEI-I"UT N OXYoeN | [eaM BE REARAANGED | | FoR FAKES... /— |
NEED NOT BE v -
SERIOUS .. [j
PRACTICAL ‘\\,’
JOKES BETWEEN > |
PLAYERS Caw D
OF TEN UIVEN (1o
Ll

UP A GAHE. . \némlm"

RED THE

R BOOR G5 )

INSIDE EQUIPMENT: AIR/RAFT

LING-STANDARD PRODUCTS

Cutlass 21 Open-top Air/raft Storage
Space
Heat
Attachment Vent Fusion Power Plant
Point for
Pintel Mount
or Seat

Seat

Plexiglass Controls

Windscreen 4

Airspeed
Sensor

Package

'/ Grav Module
y Door
. _ / Grav Module
No Ay 7/ ‘ Passive EMS
Active ‘
EMS Sensors ’

sensor

Avionics
Headlight Computers
TL 15 Cr275 000 1.6 toms, 7.2 loaded. .
1.5Mw Fusion Power plant. NEXT ISSUE .
3.3K1 Hydrogen Fuel. 60 days operation. Feature Adventure - Oytripin
Grav Locomotion, 8.0 tons thrust. Menorial Subsector
Comfortable Seating for four. 5.4K1 Cargo. Poisons
50 OOCkm range radio. Active and Passive EMS.
Two model/O control Computers. Plus: Computers Part 1III, Assassin
Attachment point for optional seat or weapons | characters, and wmuch more! On sale in
mount. September -- watch for it!

120kph maximum. 90kph cruising. 120kph NOE.
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SENTRY BOX WEST

No.1 IN TRAVELLER LITERATURE!

WE STOCK THE
FOLLOWING LINES
OF FIGURES:

Ral Partha
Citadel

RAFM

Minifigs
Martian Metals
Asgard
Grenadier
Frei-korps
Stone Mountain
Heroics and Ros
Skytrex

GHQ

Naismith

Dark Horse

Off the Wall

A..

'\l

WE SPECIALIZE IN ROLE PLAYING GAMES,
BOARDGAMES AND LEAD FIGURES...
ESPECIALLY LEAD FIGURES!

We stock all the latest TRAVELLER supplements at reasonable prices!
We also have back issues of Journal and hard to get TRAVELLER figs.
IF YOU NEED SOMETHING JUST ASK!

SENTRY BOX WEST HOBBIES
3309 West 4th Ave.
Vancouver B.C.
Canada
(604) 734-1933

HIVERCARD accepted

Don't leave your homeworld
without it!

NOW ON SALE:
MegaTraveller Challenge 32
Rebellion Sourcebook Traveller's Digest 12

COMING SOON: 101 Vehicles, Referee's Companion
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