






-killed our brothe~,- and declares
Vendetta: one of the grop must die to
make up for the death of Dartanion.
He then attacks.

If one of the characters is
killed, he will then tu~n and leave.
If he is killed (a far more likely
proposition), then two days later,
the playe~s will again be conf~onted.

This time it will be tHO Wahteilakh,
who will e xplain that now two of the
characters must die.

This w111 continue until (a) the
requisite number of characters are
dead, or (b) the group runs far
enough away. CTen parsecs might do
it. I

A JUNCTURE OF VENDETTAS

When they go to Lao to give him the
crystals, they discover that both he
and Bantook are gone. The crystals
contain nothing scandalous, and it
should become quite obvious that the
councillor is quite clean, haVing
probabl y done nothing wrong in her
ent t r-e life.

The next day, Bantook reappears,
telling the media that she has just
returned fran a short holiday. Lao i5
later fOund in a hospital recovering
from an -accidental- fall from Ether
home. He is in intensive care and
cannot be contacted.

At this point, the players should
realize that their greatest priority
lies in getting away fom the steadily
increasing numbers of Wahteilakh. How
this is all eventually resolved is a
problem for the referee.

THE WAHTEILAKH

The Wahteilakh is a war~ior cult from
the Glorious Empire. Formed in the
earl y 900's exclusively for human
members of the Empire, it holds a
philosophy of honour, loyalty, and
combat. Wahteilakh are the only human
Imperials viewed as equals by the As
Ian major·ity.

The Wahteilakh can easil y be iden
tified by their topknots and intri
cate tattooing. They wear only the
barest minimum of clothing, and speak
only when absolutel y necessary. In
most other ways, they behave as
Asian.

Wahteilakh are always strong, dex
trous, and intelligent. They usuall y
have the following skills: Brawl-

ing-2f Grav Vehicle-I; Hunting-2f
Syaorl-3; Stealth-2f and Tactics-1.
(The s yaorl, a special weapon avail
able onl y to Wahteilakh, is described
below. )

Two interesting customs are common
to the Wahteilakh. The first is the
so-called - Wa r r i o r · s End:- upon
reaching the age of 40, a cult member
is officially too old to fight, and
must commit ritual suicide. The sec
ond is called -Vendetta,- and states
that any killing of cult members must
be avenged on a one-to-one basis.
They will pursue Vendetta tirelessl y,
until either the balance is reached,
Dr it is physicall y impossible to do
so (eg, the target escapes, dies of
other causes, kills the last Wahteil
akh, e t c , !

SYAORL

The Wahteilakh use onl y one weapon -
the s yaorl. It consists of a tubular
handle with a bonded superdense rot
ating spool inside. Wound about the
spool is a five-metre length of ul
trawire, a filament onl y a few mole
cules thick, capable of cutting
through almost anything. At its end
is a small lead weight.

Offensively, the syaorl is used in
a manner very similar to a fishing
rod. The user casts the wire out,
swinging it across with the weight.
Anything between the handle and the
weight is attacked (and usuall y cut
cleanl y in half). Pressing a stud on
the grip then rewinds the ultrawire.

To block in hand-to-hand combat,
the s yaorl is whirled in front of the
user li ke a shield. If the attacker
rolls a mishap, his weapon is sliced
in two.

Continued on pa9~ 16
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ICUSTOMIZED WEAPONS I
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Weapon designs come in all forms.
There are hundreds of varieties of
blades and guns, each with its own
distinct capabilities. MegaTraveller
lists the basic models of the more
common weapon t ypes, but many possi
bilities exist for adjustments and
enhancements to individual weapons.

CUSTOMIZATION: Any weapon, blade
or firearm, can be customized -- that
is, specifically tailored to fit the
user. A customized weapon is care
fully weighted, its handgrip moulded
to the exact shape of the user's
hand, its mechanisms designed to per
fectl y compensate for any aiming,
firing, or throwing peculiarities the
user may have.

Customized weapons must be made
from scratch by an expert smith (an
individual with weapon skill 4 or
sreater). Each costs 2.5 times the
normal price, and takes 1D weeks to
construct. The resultins weapon will
have a +2 DM on all to hit tasks for
its 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 consider
abl y sharper, i ncreasi ns penetrat ion
by one.

At TL 7, new alloys make blades
stronger and lighter -- cost goes up
50%, penetration increases by one,
and weight drops 20%. If these new
techniques are combined, penetration
is onl y increased by one (not two).

SWITCHBLADES: Daggers can be built
so as to flip out of their handle,
simplifying carrying. Cost is Cr20.
Switchblades are outlawed at law
level 5.

COLLAPSIBLE BLADES: Swords, axes,
and polearms can be built out of se
veral smaller sections at TL 4 and
up. They can thus be carried in small
bags or cases, and then snapped toge
ther when the need arises. Such wea
pons are slishtly weaker than normal,
so have -1 penetration. Cost is 150%
of normal. Assembl y and disassembly
of the weapon each take 30 seconds.

COLLAPSIBLE FIREARMS: Guns, las
ers, and crossbows can also be made
collapsible. Cost is the same as for
blades. Penetration remains as nor
mal, but there is a -1 DM to hit. As-

sembl y and dissassembl y each take one
minute.

SCOPES AND GYROS: MegaTraveller
lists to hit adjustments for tele
scopic and electronic scopes and gy
roscopic stabilization. Any weapon of
TL 10 and up may be gyrostabilized.
The 9yro costs Cr200 and weighs 3009.
Costs for sights are listed in The
Imperial Encyclopedia.

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 bullet 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 very long
(range-finding). It also gives an ad
ditional +1 to hit at short and medi
um range (target painting). It is
TL 8, costs Cr200, and weighs 1kg.

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 video imaging system to
combine telescopic, IR, light inten
sifier, magnification, and laser
sight capabilities. It is automatic
aJJ y buiJt into the ACR, the gauss
rifle, the ARL, all TL 13+ laser wea
pons, and all high -energy weapons.
For others, it provides +2 to hit at
all ranges, and allows use of the
Electronic Sight task difficulties.
CrlOOO, 500g, TL 10.

EXTENDED BARREL: Usable onl y with
p istols, the extended barrel increas
es weapon length by 5cm, weighs 80g,
and costs Cr80, giving +1 to hit at
medium and Ions ranges.

RAPID FIRE CRANK: This is a small
mechanical crank which can be quickl y
fitted onto the trigger of a semiau
tomatic weapon. When the crank is
turned, it repeatedl y pulls the triS
ger, aiioHin9 automatic fire with an
autotire target rating of 2. It can
be used on the auto snub p istol, the
autopistol, the gauss rifle, the car
bine, the rifle, the autoshotgun, the
assault rifle, the accelerator rifle,

Continued on page 16



ICOMPUTERS PART 21

USING PROGRAMS

The first skill is mandatory not
having the ski II increases difficulty
by one level. The second ski 11 (if
an yl is optional.

programs is
some require

most
but

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 quality of the
copy program, designated by the
referee), and a TL DM, formed by
5ubtracting the TL of the target
program from the TL of the copy
program. The combined DM cannot
e xceed +6.

Viruses are small programs which ,
once loaded i nt o a compute~ s ystem,
replicate themselves and g~adually

'infect' the entire s ystem. Viruses
can perform a va r i e ty of tasks, from
i nterrupti ng the program to play,
-Row, ROH, ROH Your Boat,· to alter
ing or eras ing an y programs or data
the s ystem has available, tagg ing
specific programs to ease data track 
i ng, or s impl y crashing the s ystem.

The operation of
self-explanatory,
extra information.

Copy programs do just that they
copy other programs to which the com
puter has access, either through com
puter link or actual physical poses
sian of the data_ Successfull y copy
ing a program requires the following
task:

La5t issue, we discussed basic ccmpu
te~ hardware and software in MegaTra
veller. Now, in this art icle, we exa
mine programming and hacking_

Tr~veller's Digest 11 mentioned
some aepee t e of programming, includ
ing computer anal ysis tscrutinizing
data to find patterns Dr other de
sired infor''IIalionl and simulation
programs. Also ment ioned were pro
gramming languags -- to recap, binary
i ns t ruc t i ons at TL 6, artificial lan
guages f rom TL 7 to TL 9, and stan
dard spoken languages eeg, Galanglic}
at TL 10 and up. Writ ing programs for
TL 7 to 9 computers increases diffi
culty by one level, for TL 6 compu
ters b y two levels.

Professional software is generally
e xpens ive, 50 individuals may wish to
writ~ thei r own. Writing a program
uses the following task:

To wr ite a computer program:
(Difficulty), Computer, (Skill),

CTim~J.

Refere~: Difficulty and skills are
listed in the table below_ Time is
two hours per program space.

A superficial mishap represents a
flaw which does not impede program
function, but which may slow oper
ation. Other mishaps must be diag
nosed and corrected using the
tasks provided in Traveller's Di
gest 11.

Pra,.U1 1i/f1nlty Tnt Still!

Artllttr7 boU.. FA 6l11fr1, Fltf Ob!
bttlt hll9t1ut IUflni/ TleUn, Itcal

'" bUn ElttttOlin, e-
CIlIIY Illfiult lit.
Itftl!lt JUHaf1l Ill.'
IilgusUc bUll EIKtNlliu. Eft.
EnirDnntll lilfiatt Miel. t}'Pt Dr PUIt, E"lltfril,
Ftrt.t liflialt ht.'
fjrt Caltral bUll 611""', lit.
Ilfatlltiaa/Fi ttl 51,,1. Ill.
htluiDI lifHlll'1 ht.'
I", bUIt &,i,",i". IlYi~tiOl

laIC' bdilt lil11ft7. £II.
UbtU1Jd. I:. ,"
iii Si"lt ItcDI, SrHDr lip!
li'fi91tt btilt b"igitiDl, 'ilat
SKvitl Si.,lt Eltch_iu, TKtitJ
stusUp II .1. .1.
Sen.,. btl ,,, .1.
' it IS IiIflalt ht.'
~equires miniWlullo computer-2 .
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Failure without a mishap allows
the character to try again. A su
perficial mishap means the target
s ystem will not allow the cha~ac

ter an y access whatsoever. A minor
mishap is as above, but the char
acter's location is traced. In a
major mishap or wo~se, the defense
program accesses any nearby compu
ters and shuts off power to the
character's locat ion, locks compu
ter-controlled doo~s until securi
ty forces can arrive, or opens the
room to vacuum.

To find a specific file/program in a
foreign system:

Difficult, Computer , model DM, one
minute.

Referee: The model DM is the Model of
the target computer, multiplied by
-0 .5, and ~ounded up . (That is,
modellO and model/I computers have
a DM of 0, model/2 and model/3
computers one of -1, model/4's and
model/5's one of -2, etc.)

On a major mishap, the intru
sion is discovered by either a de
fense program or someone using the
compute~.

Once the desi~~d information is
found, it may be copied, erased, or
altered. It is then a simple matter
to leave the computer s ystem.

On worlds with massive satellite

While invading a computer s ystem, it
is common to ~un a bug prograM, which
will inform the characte~ if at an y
time the console or system he is us
ing is being monitored, O~ if his own
computer is being invaded. If it is
run simultaneousl y with an intrusion
p~ogram, the referee may tell the
player what the total program DM is.
(Otherwise, the player may onl y know
his own computer's quality DM.)

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

To remove a v i r us from an infected
s ystem:

Difficult, Computer, Electronics, 30
minutes, uncertain.

Refe~ee: A minor Dr greater mishap
means that all programs currently
running anyHhere on the s ystem are
erased. A major mishap means that
the computer will need to be re
paired.

Four other programs deal Hith hacking
that is, illegally infiltrating

foreign computer 5ystems. They are
often used in concert with virus and
cop y programs.

Intrus ion programs allow the user
to bypass passHords and thus break
into compute~ s ystems and/o~ files.
Defense programs act to prevent these
actions.

To inf~ct a comput.~ syst~m Hith a
v i r us prog~am:

Routine, Computer, Int., 30 sec.

To break into a file or computer sys
tem:

Difficult, Computer, prog~am DM, 30
sec.

Referee: The program OM consists of a
combination of three separate
OM's. The fi~st is the quality DM
of the Intrusion program (-2 to
+2), the second is the Defense
pro9~am qual i ty (-2 to +2), and
the third is the Intrusion program
TL minus the Defense pro9~am TL.
The first DM minus the second,
plus the third constitutes the
total DM which may not exceed +7.

To discover a virus program:
Difficult, Computer, Electronics, 15

sec., uncertain.
R~feree: Reduce difficulty by tHO

levels if the virus' act ions are
easil y ob5erv~d (~g, s ystem crash
es, programs k~ep going blank,
songs persistentl y play, etc.).

,
ACCESS DENIED

PAS,5WORO NOT ACC£PTE'p.
ILLEGAL SYSTEM ENTRy. Tl4E
AUTHORITIES ARE !lEING NO-
TIFIED. STAY WHERE YOU AR E.
LEAVING VILL BE CONSTRUED
AS F'LE'£/NG ARR':5T.

COMMEN( lN6 1ERMINAT ION.

D~~DD~60 0 DOD 0 0
00 a Il

r-rr '88
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Can t inued fro" pag~ J2
The s y ao r l i s e xtremel y d i f f icult

to use. To attac k. use the simp li fi ed
hand-ta-hand task CTraveller"s Digest
J J, ~eg.Travel ler Er ra ta ), but c hange
di f fi cu lty to -d i f f icu lt- a nd rep l a c e
st rengh wit h dexter ity o n DM ' s. On
a ny mi sha p more ser ious than s uper
f ic ial , the u s e r has acc identall y h it
h imself ; cal culat e penetration and
damage at ha lf normal va l u e .

Can t inued frail page J3
and the AC R. F i r es 5 round s Cor
bursts ) eac h t urn. TL 7 , 75g, Cr 35 .

WEAPON ATTACHMENTS: Guns can often
have secondary we a pons attac hed be low
the barrel, a ffo r d i ng e xt ra fl e x ib i
l ity in c ombat . The mos t common at 
t a chment i s t he grenade launcher (4cm
GL-7 , 4cm RAM GL-8 , and 4cm RAM
GL-91 , whose ad vantage over rifle
grenades is that i t need not be re
loaded after every shot . Other fre
quentl y attached weapons include the
shotgun, l aser p istol (wi t h a 20-shot
power pack : see T. 1. #9), and gauss
r i f le (usuall y on ly on hi gh- e ner9Y
weap ons, to alloH c loser r ange o r
mor e a ccu rate s n i p i ng ). All cost a nd
perfor m as norma l, but we igh 25~

l e s s . Add itiona l weapons can onl y be
attached t o guns of 0 .7m or greater
length. The base we a po n a nd the at 
tachment ma y not both be fi red i n the
same r ound .

LARGE MAGAZINES: Extra capac ity
magazines are available for most Hea
pons. (Double cost, weight. and num
ber of shots.) For SMG "s and a s sault
ri f les , th is requ ires a bar r el-shaped
~agazi ne . Not ava ilab le for revol
vers , s nub r evol vers. or hunti ng ri f
l e s .

OTHER AMMO: HE and HEAP a mmo can
be pu rchased for weapons whi ch do no t
normall y mention t hem i n t he ir l ist
i ngs. (Doub l e cost. Not a va ilab le for
shotgu ns. ) For HE , i nc r e a s e damage by
1. For HEAP , double penetrat ion. Rub
ber bullets cost the same as normal
ammo, but have a penetrat ion of 0 and
do 1 damage.

Pen Bloc k Damage

computer netHor ks (TL 11 +), 1t 15
possible t o a ccess any computer on
t he wor l d f rom anywhere else on the
world (a s sumi ng t he us er has sub 
scr ibed to the planetary data ne t work

see Trave l ler~ s Di ges t S ). On
" or l ds of TL 7 and u p, i t i s always
pos si b l e to l ink up " it h another com
puter, assuming both ha ve modems. In
all other s ituat ions, it i s necessary
to actuall y physicall y operate a ter
minal directl y linked to the des ired
computer.

Er rata: The En v ironmental p rogram
l isted last i s s ue s hou ld vary in si ze
de pending on the s ize of the craft
be i ng cont ro lled:

Craft s ize Program
(di s p l ac e men t) Spaces

Under 100 tons 0.5
100- 300 lons 1
301 - 600 tons 2
601- 1000 tons 3

1001 - 5000 tons 4
5001 - 10 000 tons 5

10 001- 20 000 tons 6
20 00 1- 30 000 tons 7
30 001- 50 000 tons 8
50 001-100 000 tons 9

100 001 - 200 000 tons 10
Ove r 200 000 tons II

The F ire Control program is s im ilar,
tak ing up 0 .1 spaces per ~OO Weapon
Control Points, with a min imum size
of O.~ spaces.

We have received several comments
si nce last issue regard ing the enor
mous size of the programs l isted i n
Part I . This was due to certain fac
tor s : fi rs t , He had to conform
(va gue l y) t o older Traveller r ules
whi ch def i ned t he numbe r of spaces
a computer ha s l second, He ha d to
conform to the i n f o r ma ti o n i n Trav~l

ler~ s Digest as to how much informa
t ion a holocr ystal can store. If we
followed r eal ity more close l y, o ne
cou ld f it the e nt ire program library
on two holocrystals not a very
playable situation. ( - Oh no ! You j us t
dropped my tHO mill ion credits " Horth
o f progr ams dOHn a seHer !- )

Sy aor 1 16 5

TL Le ng t h Volume We ight
Ne xt i s sue, He wi ll d iscuss more e xo
ti c a s pe ct s o f p rogrammi ng , incl ud ing
b ra i n i n t erf ac e s, a nd the r e l a ti o n
ship bet ween compu ters and t he la" .
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TRAVELLER'S ADVICE
AO\IENTVRItJe,
IIIJ TRAVEl.J.€ R
NEED NOT BE
SE RIOU S ••

PR.....cTlCA.l
"'Ol( '~ LlET'-JEE:'"
PL.,,'( €~ s. u,w

O F TEN U Vc l'J

u P,." v .... ,.,E' •••

~

OTHER Gp,SES CAN STA.T1if1'OOI"I "" u.s
BE F\.1T" I'" OJ(Y~fJ CAN 9E" fI:(Jrt.Ill. t.J6 ED

T...~KS •. .

o

GuNSC"N BE" ex{~6EO
FOR F....KES•••

ORG.~ f'UI~£S CAN B'
FEloCATE D• ••

INSIDE EQUIPMENT: AIR/RAFT

Modul e

Fue l Tank

Grav Cont rol
Pa ckage

Module

Fusion Powe r Plant
Heat
Vent

Pass i ve EMS
sensor

S t or age
Space

Attachment
Point f or
Pi n t e l Mount j,~:::::::::1-___
or Seat

Avion i c s
Compu te r sHeadlight

Plexi gl a s s
Windscreen

LI NG- STANDARD PRODUCTS
Cutlas s 21 Open- t op Air/raft

TL 15 Cr275 000 1.6 t ons , 7 .2 loaded~

1 ~ 5Mw Fusion Power pl an t .
3 .3Kl Hydr oge n Fuel . 60 days ope r a t ion .
Grav Locomotion, 8 .0 t ons thr us t .
Comfortable Sea ting for four . 5 .4Kl Car go .
50 OOOkm r ange r a di o . Ac t i ve and Pas sive EMS .
Two model / O c ontr ol Compu t e r s .
Attac hment poi n t f or op t i ona l s ea t or weapons

mount .
120kph maximum. 90k ph cruising . 120kp h NOE.

NEXT ISSUE:
Fe atur e Adventure - Oyt r ip i n

Men ori al Subs ector
Po isons

Plus: Computer s Part I II , Assass i n
char acters, an d ~uch more ! On s ale in

Septembe r -- Hat ch f or it !
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SENTRY BOX WEST
No. 1 IN TRAVELLER LITERATUREl

WE ST OCK TIlE
FOLLOWING LINES
OF FIGURES:
Ral Partha
Citadel
RAFM
Mini f i gs
Martian Me tals
As gard
Gr e nadi e r
Frei-korps
Stone Mountai n
Heroi cs a nd ROB
Sky t r ex
GHQ
Naismith
Da r k Horse
Or f t he Wall

WE SPECIALI ZE IN ROLE PLAYING GAMES,

EQARDGAMES AND LEAD FIGURES •••

ESPECIALLY LEAD FIGU RESl

We s tock all the l atest TRAVELLER sup pl ements a t rea s onable price s!
We a lso have back i s sues of J ournal and hard t o ge t TRAVELLER fi gs.

I F YOU NEED SOMETHING J UST ASK~

SENTRY BOX WEST HOBBIES
3309 West 4 t h Ave.

Vanc ouver B.C .
Ca nada

(604) 734-1 933

NOW ON SALE:

HIVERCARD acc ept ed

[83
Don ' t leave your homeworld

without i t !

MegaTravel l er
Rebellion Sourcebook

Challenge 32
Traveller' s Diges t 12

COMING SOON: 101 Vehicles, Ref er e e 's Compa nion




