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Security Leak Magazine
Disco v er the extroc rdinorq world 01 th4!'
Se curirq leak Moqoz ine. In (1 slnqte one-qeer
subscriptio n, 40u'lI qet more them just simple
rules ond new items. Even" issue is pocked
w ith useful information, for both the pi..,,,,'!!!,$.
nnd the referee. And the Securit.., Leak is
dedicated to the best sc ience- fic t io n ro le
p1cnlinq qome ever - T,ouelle,. Eoch issue
c o ntoins art ic le s on ('I v ori etl.,l 01 to pics trom
so m e 01 the be st minds in havelle'. So
co m e visit our universe! Subscrip tio ns ore
310.60 U.S. per '-,leo, . 12.75 sinqll.l in the U.S.•
Cnnodn. APO & FPO. All other oddresses ore
312 per ",eo(. .13.25 sinqly. Allow 96 dol.,ls for
first delivef(~. 24 poqes. Quofte:,h.,.

The SORAG Handbook
of Organization and
Equipment
Discover the rnqste rfe s nnd secr ets of the
Zhodoni Consulote's premiere intelliqence
network olonq the (imword renches ot its
mlqhtu empire. Included ote totoll~ new
weapons, spectone ed tools or the trnde ,

Influence
the FUTURE I

in HIWG

The History of the I.periua
Working Group is conducting
postal discuss ions of the
fu ture history of the
Imper ium and contr ib ut ing to
it s develop.ent. Annual
dues: '12. Includes t he
b l-Monthly newsletter
TIFFANY STAR, genera l HI~G

for ua support ing caapa lgns
in the Rebellion Era, Write
to Ed Edwards, 1410 E. Boyd,
Norman OK 73071,

un ique phcrm cceuncnts, ne w v ehicl es, nnd
even on SORAG oqent qenem non sustem . This
is the onr.., so urc e ot espionoqe mote t iol in
the entire T,avelle, universe. so don't miss
it! ,6 pp ., ra.ae U.S. Publi shed bl,j the
Paranoia press. All in mint condition. All
booklets OtE! shipped the ne xt dm~!

Coming Soon for 12Aa!
Ch,ono,-Down Sto,po,t Booklet

T,avelle, HiSlO,'J Sou...c:ebook

poqrnents c on be m ode in either U.S. pe rsonnl
O t bu siness check, O t bl.,! Conodion O t U.S.
Postal Servic e rnoneu orders, Send no c osh.

~mGCDoDIlQj l!.mCDl3 [jlCDGlDDGCDIlDmCDC
llJUClGl [jl:Dol3 [jlDCDGm Ullfi'0

UQjDmoo urn fi'i:lfi'Gl!J~lllilUUo [!]~(i).

Come Visit
Our Universe.

SLP.

TIFFANY STAR

Fanzlne

Newsletter supporting the
HISTORY OF THE IMPERIUM
~ORKING GROUP (HI~G) in
developing the future
setting of the I .per l ua.
S ix I s s ue s co ~e wi th a nn ua l
ae abersh lp to HIWG. Authors
and artists include Marc
Miller, Jeff Swycaffer , Ed
Edwards, J o hn Meyers, Gregg
Giles, Craig Sheeley, Tom
Peters, and Ph il Morrissey,
Mike Mikesh, ed itor.

Send $12 dues to :

Ed Edwards
1410 E. Boyd
Nor.an, OK
7 3 07 1- 265 0
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[NOTES FROM THE CAPITALI
I"d like to open up this issue with
some unfortunate news: due to the re
cent increases in postal rates ( i n
both the U.S . and Canada), we will be
raisi ng our subscription rates as of
ne xt issue. Current subscriptions
will be honoured at the old rate. Ca
nadian rates are remaining the same;
US rates are i nc r eas i ng to 52.25 for
a single issue and 58.25 for a one
year subsscription.

I would, however, 1ike to call
attention to a neH fanzine with which
I am ve r y impressed . Tiffany Star is
produced by Mike Mikesh (whose work
has appeared in 7hird Imperium) and
Ed Edwards (editor of the now-defunct
Working Passage, and Traveller"s num
ber one fan). It is devoted to his
tor ical information and background
details on the Reb@llion, including
maps, diagrams, and in-depth e55ay9.
The magazine is also being supported
by Marc Miller, who has contributed
several articles~

But Tiffany Star is more than just
a fanzine. It is also a forum for fan
discussions on the Rebellion, with
the goal of presenting ideas to Marc
Miller for official Rebellion data.
What do y o u want to happen to Dul-

inor? Write an article for Tiffan y
S t ar , and let Marc know your views !
For more information, see the ad on
the facing page.

GDW is planning several supple
ments for the next two ye a r s . The
first of these, the Rebellion Source
booA, should already be available
when you read this. Coming this fall
is the Referee's Co"panion, contain
ing e verything that was left out of
MegaTraveller. Supplements for next
ye a r include the Cloak and Dagger
Sourcebook, the Deneb Sourcebook (by
Digest Group ), and a possible book
written by you r s trul y but more
about this next issue.

This issue, we have a lot of spe
cial featu res: part tHO of our Compu
ters series, more MegaTraveller adap
tations, information on the Glorious
Empire, and a pull-out map of Charted
Space. This is the first complete map
of Charted Space ever to be pub
I ished, i nc l Ud i ng all sector names
and various supporting data . Indivi
dual copies are ava ilable for $1 .00
(both U.S. and Canada).

-Mi ke Jackson,
Editor

Glorious Empire •..•... •• •••••••••••.••••••.•• • •••••••• 4
Traveller's Hardware •••••••.•••.•••••• ••••••••.••••••. 5
Traveller Craft • • • . • • ~ • • •• . ••• • • . • • • • • • • • • ••• • • . • • . • • • 6
Goertel Subsector~••••••••••••••• ~ •••••••••• ~ .••••••.• 8
Feature Adventure: Vendetta ••• • •• •..••••••.••••••.•••. 10
Customized WeapDns ••••• ••• •••••••••••••••••• ~ ••••.•• • • 13
Computers Part 2 ••.••••••••••••• •• •••••.•••••••.••.••. 14
Inside Equipment: Air/raft •••••••••.•.••••••••• • •••••• 17

STAFF: Rite hetSlll, IavU U. Itt•• DHintd tD CiIff'lII wrol.

PartiOIS of lUs IalJi1iae au tlto trOi utrrials ,.blisM4 by iIII n. Ii,est 6r1llp hIllintiots. ad are rop1ri,U 1988 b1 Ue rfS9Ktive
"OIps. 'ib fom 1ft ISd .m Ue per,iniOi of iN. TlAVEU.EI is a re,isterH trdflUt of &IV.

Thir. Jsperill is p.blh". IIIIIterl1 b1 RUe Jachol. Suf wbiissiolS, letters. id i.S bID. $12. 4616 Tn St•• VUl:llIYft. It. V61 2J4.
btu: $2.50 siI,le rDll1. 19.00 1,m susrriptilll ICiU'il, $2.25 sil,le r1lp1•••75 I,Nr SlbscliptiOl IU.S.I
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IGLORIOUS EMPIREI

Empire
their

Consisti ng of some thirteen worlds,
the Glorious Empire is a small, i nde 
pe ndent state in the Trojan Reach.
Cr e a t e d b y a separat ist AsIan clan in
650, it is treated neutrall y by the
Hierate, and coldl y by all other
nearby states.

The Glorious Empire e xpanded ra
pidl y, conquering many worlds that
already had a human population. The
AsIan Hierate grew alongside, hemming
it in, thus creating its unusual
shape. Expansion slowed and then
stopped in the 900'5 due to insuf
fic ient resources to support the war
effort. The Empire currently trades
with various AsIan clans, and main
tains government-run piracy opera
tions against the Florian 'League and
other nearby human Horlds.

CULTURE

The inhabitants of th~ Glorious E~

pire are 65~ Asian and 3~~ Human. As
Ian form the upper and .iddl~ clas
ses, while huaans comprise the main
labour force , with statu5 l ittle bet
te r than slaves. Som~ parall~ls can
be drawn with the South Africa of
20th-century Earth.

All citizens of the Empir e behave
as Asian, and can b~ generat~d accor
ding to A1i~n ~odu1~ 1. However,
they are e xtremely a99ressiv~, nearly
three times as touchy and violent as
are normal Asian. Tolerance ski II is
nonexistent.

_4_

Humans i n the Empire behave in a
similar manner, though they are con
stantl y s ubservient to their Asian
ma s t e r s . They look down upon humans
outside the Emp ire, seeing them as
weak and dishonourable. Human Impe
rials can be generated as for Asian,
replacing Dewclaw with Brawling
skill. They may not become officers
and cannot receive property.

Citizens of the Glorious
are rarel y encountered outside
state.

GOVERNMENT
The Glorious Empire has a government
s ystem based largely upon that of the
Hie"ate -- families band together to
form prides, which bond together as a
clan. The Empire has onl y one clan,
however, so the entire state is under
one coherent government.

The supreme head of the Glorious
Empire is the Grand Emperor. The
first Emperor was the head of the
clan, and later Emperors have been
chosen i n a unique manner: trial by
combat. Combat is to the death, and
may onl y be attempted by a pride
head.

The Emp ire maintains a navy and
army, and each world i s held under
tight control. A-dan listings give
most worlds type K governments. Impe
rial listings give type 6 (captive
government) or type 9 (impersonal
beaurocracy). Societ y is generall y
oppressive and law levels are high.

The Glorious Empire is rat~d as an
A~ber Zone by the Traveller·s Aid So
ciety.

During the Rebellion, Asian forces
captur~ worlds throughout the TrOjan
Reach, completel y encircling the Em
pire. The Imperials object, and be9in
raiding Asian worlds. Minor clans be
gin to peck at the state, capturing
three worlds from li17 to 1119.

In 1119, the major clans of the
sector turn to the Empire and begin a
+ull-fledged attack. By the end of
the ye a r , the Glorious Empire has
been co~pletely reabsorbed. Htourlao
is in the hands of the human slaves,
and Syoakh, the ITlper ial capital, is
a bombed-out radioact ive cinder.



I TRAVELLER'S HARDWARE I
SPEED LOADER

The speed loader allows fast reload
ing of r~volvers and snub pistols
during combat. It is basicall y a
round plastic block with slots for
si x shells; pushing it into the cyl
inder of a r e vo l ve r - type weapon loads
all si x shots simultaneousl y. Indivi
dual speed loaders must be loaded
ahead of time, and can then be car
ried around until needed . Loading a
speed loaded lakes 30 seconds. Load
ing a gun with one lakes only one
combat round. Tl 6, lOOS. Cr15.

s ize. tNat.ut-e l Iy , a remote cont~ol is
included to allow the person who set
it up to get away !) It will continue
to operate until the power pack runs
out (l00 shots); alternatel y, it may
be plugged into any nearby electrical
outlet for a near-infinite lifetime.

Due to its low-level programming,
the combat sentry has a -2 DM on com
bat tasks. It will always fire if
there are an y targets within its p~e

set range limit, and it may neve~

per-s ot-m an interrupt. Weight: 15kg
(16kg with eaee r , Volume: 20l (15 in
case). Cost: Cr8S00.

TRIGGER LOCK VARIABLE OUTPUT LASER

COMBAT SENTRY

111/1

The vIa laser is a refinement of
laser technology. Unlike earlier ver
sions, the V/O laser's powerpack is
built with a special energy capacitor
(similar to those in ships' drives)
which allows it to store up large
amounts of energy and then release
them in a single burst.

The vIa laser is the same size and
weight as a normal TL 9 laser rifle,
but its pack weighs 5000g. It has a
-1 DM on to hit tasks, but has adjUS
table damage and penetration. Damage
can be va~ied from 1 to 18 by chang
ing the beam's power; the penetration
has a base value of 6, plus one per
damage point of the beam.

The V/D laser has SO energy
points, and each damage point it
shoots costs one of these. When all
SO are used up, it must be recharged.

However, firing high-power beams
can be dange~ous to the s ystem. When
ever firing the V/O laser, roll three
dice. If the resulting numbe~ is less
than the nUMber of damage points of
the beam, the po~e~ pack explodes as
a Tl 13 HE hand grenade. Changing the
firing setting takes no time, but
charging up for more than 10 damage
points takes a full combat round (ie,
the lase~ can onl y fire at such ener
gies once e very two turns). TlI0.
length: 1m. Weight: S.8kg. Volume:
8.8l . Price: C~12 000. Power pack
weight: 5kg. Power pack price:

Cr5000. ~;;;;~~~~~~,__~~.f '"

II/I ==
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Used with an y firearm, trigger locks
are a special form of key preventing
other people from using an indivi
dual's gun. At TL 7, the trigger lock
is a magnetic attachment which holds
the trigger out. A special ring neut
ralizes the magnet and allows th.
t~igge~ to be pulled. At TL 9, the
t~igger lack is a thin fingerp~int

reader keyed to the gun's owner. In
either case, only the correct person
can us e the gun. TL 7 trigger lock:
Cr50. TL 9 trigger lack: Cr200 .
Weight for either is negligible.

Produced at TL II, the combat sentry
is a laser rifle with various sensors
and motion mechanisms which can be
left unattended to guard a certain
position . Packed in a lkg carrying
case, the combat sentry consists of a
Tl 9 laser rifle, a videa camera with
optional passive IR functioning, a
motion mechanism for turning and
raising the gu n, a heavy-duty tripod,
and a power pack .

Setting up the combat sentry takes
two minutes, after which the machine
will fire at an ything of a preset



ITRAVELL ER CRAFT I
Starl ing next issue. ~e Hill be pre
~.nt in9 var ious TrAve l le,. craft de
Signed Mith the neH MegaTraveller
rules . In o rder to bl'sl Ilake use of
them, He are here reprlnt ln9 the of-

f ic ial MegaTrave lle,. veh icle deslg"
errata. If you have a design you
Mould 11kI' to share. send it to Th ird
1.p~r;u~ Hith a worksheet of your
ca lculat ions.

p.". 62, Step 3 (t:OIr'«:tJon): The price c:oIWM II In thousands of cndb on the Small Craft Hu' Table.
P~ 63. $l9p5 (CUO,Pdlon):Conf'9uration 1 should be Iabe'-d Need1eJWedge. T'tHt Nrfram. CoNmn for

Configurlllione. Dom..oisk.-be "'.0. noI XO.5. 1110 Prico Mod_mn lor ConfigunoIIon 7, Inogu"" should be ,
0.5 noc x.05.

P4J863. Sf." 6 (d.tkalIon):1he armorvaJue mass f8ICttX1s In'.:I th81lnT1Ot Yaluemod (r.'.rs 10ttHt Mod
columnon the ArrrtoITable Instep 9).p. fU, Step 11(~): Thti s.cond and ttmI NrlI81lCft; should r.m: ., the vehlcMi has • chassis UCP of
0.2 or.so • cannot be encbsed; occupants must rid. on Is outside. I the c:hau1s UCP 11 more than 0.2, the vehicle
Is .nclosed unless selected otherwise.

PII(J8 64, Step 1 {cotreetJon. and darl1catJons}: The IabIeheading Is mlsl.ading. The PowerOut. Weight, and
Priot is pMkilolit.,of volume: thu, the Pow.,. Out. Weight, and Price 01 each tabfe entry Is for 1 kiloUterot power plant
vofume. The volume mlumn .houkt be labeled Mnlmum VolIme, this is the ,manest volume to which the power plant
may be buiL

Thetec:h level 12 FusOn Power Plant KIIHour entry .hould be0.003. not 0.005 as shown.
The tech kwet 17 An!:mlltter Power Plant Klfyear entry should be 250.0. not 25 .0 a! shown.
Also.further testing of vehicle designs using the hydrocarbon fueled power plants has reveaJed that they are too

nel'flcient as given. More .ccapt... value. aN given below:

O.lXlO
0.025
0.040
0.lXl5

o.oos
0.001
0.005
0.001

--P.,1G1oIl«-~
_CM W./gIlt Prb

0.25 1 1000
O.~ 1 2000
0.60 t 5000
0.80 t 10000

Dflctj:>tlon
lnt.matCombustion
Improved "'Iernal Comb
Gas Turbine
t.HJT-.o

lL
5
S
7
S

Antimaner pow.r plart, UH /ufH pod$'. a sp«:IaI .el<antalned fuel pac:bg. that consists of a measured quantity
of antlmaner endosed In a etrong artrlClai gravity "bonle-. The bonSa·. gravity fields are maitalned by an May 01
.uperbatteries. Fuel pods .ethe heart 01 an antimatter pow. plant, and they typically provl&t fuel for up to a year
befor. needing replaced. Fuel pods aiso have a minimum slz. to which they may be buill:

/.Wnum
lL V...... (KI)
17 2.000
18 0.800
19 0.200
20 0.050
21 0.005

Antimarter power platt output naeaset cntnaIicaIIy as the~ 10"aly contain a prograssivaly larger
ani'lialion mass oc::o.n. Thbi meant 1\811 a g fu.t pod II"tuned up. III a progrnsJwly test. ma. howev....

On ... Fuel ColIs_ . ... hoadngs _ rtg~ .houId be : Prb. ond FuoIU.....-
P~ 64. 51",2 (COI'7WidJotI}: On the Smd P\ants Etrdancy Dac:rauets:M. the VobM cokJmn ..-.try for

T~ Is missng. hhouldbaO.1G-.
1'090 65. Slip 5 (d" eatbn): An~ ..... roqvfts. O'ovtr _'" push og........ an anIl-grw m_

driwl " lass affldant c 10 dlatMt.,. and beyond. The a1t~ tMneWer number 01the (laft dn:lps by 50"4. 10
diameters and beyond; lorel~. a~·2driwdrtlpl toamanlUV«·t,1nd a maneuv..1 drops to.
manaU'l8r.().5. Thruster unb do not lUll... these effects..

P.,. 66, 51",7(~}:The minimum 't'OIume prarc::entagn shoUd be:~:t.5"'" Tracb:2.0"4.Graa1W
vobna reduces ground",attn. which In tum h:nas.. oft-f08d IP"d.

Page 66, Step 9 (aJI.8Cthn):TM Avbnles bible hMdngs IhotAd be: Votume. Weight, and Power-not POMf,
Vobne, and Weight

Page 67. SI.". ("""""""'1:1110 pr1co noI. _lOy: Ina. Jl2. .
P;ttge 68. 51", 3 (a:w1*.1IonJ; The pbs lorRadar thould be: Weightx Cl1,OOO,OOO. AI-wea:tha1 Radar is Weigtt x

Cl1,500,OOO.
P~ 68. 51." 5 (dMficatJon): Art EMM pec::bg. doet noc mask thecraft 's emission. wh.... I us.. active

eladromagnetic ••~.. Abo. an EMM pckage does nocmask ~e craft from adiv. sanSOt IC8i1S conduded by
otMrcraft.

PBlJe 68, Step 7 (ClJfTfK:llon): The weights tot tech Ia~l 10 n1' 11 r8Qional LadaB are nccnect. TMy shoutd be
rue, 0.018 ww:J n,11 0.008.
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"-1070. Sl." 15 l""'""*"'I:Tho powerroqul_ let lho ElASkl" Nrwy. houlllbe: W.lght ,, _ , 10.
PII(lO 71. S!op3 ICMOCti>lI:Tho pri:o column lindhotdpoiU cobM let Iho 101""", Guns tablo or. """ocl.Tho

COITC .........:

IIESON GlM (SI'1NALIIOUKT)-lICP IJCt PoInts

" 10000 50
8 12000 80
C 3000 20
0 5000 50
E lOll 10
F 1000 20
G .000 10
H see 20
J .000 10
K 10000 80
L 3000 50
101 lOll 40
N eoo 20
p 5000 80
Q 1000 70
R lOll 50
S 2000 eo
T 1000 70
U 2000 80
V 1200 70
W 1000 50
X 2000 80
Y 1200 70 ...
Z eee 50 f'l/ li'<E jAC.k.sc:N '88

P"flO~ 51.",1""'""*"'1:Tho 1Io"'pok", b beyuhoulll be 10. "'" 100.
PII(lO~ Sl",' I_""""I:Thon _ooMnnshouldbeOOWblho Plasm. Gun. Fuooo Gun. and Ropu"".

Tho pri:os b!hoM__..~ ""'"" _ oro:PIams Gun. MCf5: F..OO Gun. MCr8: andRopubot.--
PII(lO 13, Sl." 13 I""'""*"'I: EochPIama Gun T canIIrto 1 or2 weapons. "'" Just 1.
PII(lO 74. Sl." ' 4 1""'""*"'1: Eodl fusion GunT con IIrto 1 or2 woapons. "'"~ 1.
P"flO 74, 51." I7~I: Rot. 01 1Ir.sppIn "".....,.......t>oI. "'" " space oombal. Each opaco oomba!

round r.preMnlS 20 mlnutu of tllpled~.~ fn illflconI«1uenti- In this cas•.
P.74. St." " (cItJtf"lCIIbn): 10Q.\0n baya hoIcI100 mis. ...; !5O-tCWI bays hold 50 missiles. Th. ban.ry-round

tor one 1Cl1:)..tl)n mfts..Ny lit 100 milt...; Theb.n.,.,~ lor one 5O-ton missile bay" 50 missiles. ROf onty
sppIn dtmll ".....,. oombo< " SPOCO......t>ol. UN Iho bolI...,......,.j.

Psge 75. Step 20 (~): The ndwKt Fie range IIstJ • ,at'lQ' band #rd ' nu~r in par. nth',.,. Th.
numbe r In parenthes•• It the ectu.~ In kJome1et'1. Whet'the tang' bencl inda ts • o~er.1 rang. band for
-effkt·, the I ud tang. In1dIomet, 1"I ill much more -.::curate. W. recommend }'OU us. , il.Mr the rang. band Of lh,
I ud rang . In kbMten In . gHM combIII ....Ion-don, \1M k:lloh. Utring and matd'lir9 ranoe mett-odt; can brI

-~~ .
Pagfl n .Sf."22 (COt'rI/lC1bt): Th. k'ldlrtld ftr, rq l In klDNlers for • , Dtm bore ill 20. nc1 22.. l..il: 'wisa. the

hfifed r.. rang. In kbnet, ,. Jot • 24a'n ben II so. notgo.
p.;, 79. Sl~ 33 (com/IC1i)n): Change the last ..ntsnce to ,..d: •• v."ide Is opt'n-topped Of small., !han _ UCP

of0.2, the weapon mot.Wlt mustbltFIxed Of Open; Turrets 01~ are not allowed.
Pog. so. 51." 2 l_ btll: Th. pri:o 01 Nucloor Dornpon it gtvon " MC<.
p. so. 51", 3 {~):Th. Power m1umn antrln foroptimizedMeton Set.., Pac:*s Is lnconed. The

conCld entn.s ar.: Tlt8, .135; Tl17•.100; n t• • .065 ; Tl19• .035 ; n.2O• .015; ru t • .010.
Pog.lJO. 5Iop 6 (dad"-o.I: Thopri:o d Whlo Globosit gtvon " lAC..p. 81. 51." , (COfTVidbn): The ¥Obm. and w.QhI 01 Basic Ufa-Supp:M1 Is lnconact. • should be 0.005. not

0.050.
PIIQ. 8', 51",3 (clatfJc:1ttJon): 1he price cI ComplIers Is g;y" In Met.
Pog. 82. 51." 7 1_ odlom anddarifiea.....I: On .... Eng_ring c.owlormula (Co):~ cPoOn ....

MalntenanceCrew"'nnvls (Cmt. "-Nul dOp/acsmontdMdod by 100. H.NuI cPo
Page 82, St", 8 {OOfI"eCtbtJ): The namp. R::ctrectfy apdIn a 43-person erew--the coned VUl. is a

451»l3On crew.
Pogo 13, Slop 3 Idrilcolk>nl:Th. Ils'od pri:o 01"'. fuol puriflca1lon plants it " "ocf....
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GOERTEL SUBSECTOR
The Goe r t e l subsector, like many others of the Trojan Reach, is named after the
fi rst world colon ized there, an outpost of the ancient Sindalian Empire. It is
one of onl y two human worlds in the subsector: the rest are either AsIan or of
the Glorious Empire.

Durin9 the Rebellion, all of the worlds of the Goertel subsector fall to the
invading AsIan thatei (second sons).

SYOAKH (0207) i s the capital of the Glorious Empire. It was initiall y colo
nized in the earl y 400'9, and split off from the rest of the Hierate in 650. It
soon conquered half a dozen nearby worlds and established the Empire.

HTOURLAO (0208) has a population of 5 billion, 3.5 of whom are human. It is
the main industrial centre of the Empire.

COLONY SIX (0401) is th@ last of six worlds coloniz@d by Solomani sublight
vessels launched in -2445. The ships were smaller versions of the ones used to
colonize the Islands subsectors (Reft Sector). Colony Six was established in
-200, and the remaining ships continued on. Course predictions place them cur
rentl y in Ziafrplians sector.

GOERTEL (0402) is run by a religious dictatorship, the Church of Nom (Univer 
sal Religion Profile: 440202-8).

A"EOUYA (0710) has almost no useful resources of any sort, and has never been
colonized. A minor clan constructed the starport in 988, but soon ran out of
resources to suppl y it - - it is now abandoned.

Air
Ehrafou
Ftulrois
Oatre
Hea "a
Eialhl y
S)'oakh
Htourlao
Keawoaw
Asyuh
Yero 'ilra
Oihu
Eikhaaw
Colony Six
Goertel
Hteakya
Khau
Erasaso
Hrahraiu
Hli yh
Eilaeah
Yestahwye
Fi yleakh
Tr yaoke
A'eouya
Akhwohkyal
Fti ys
Eauhti

0109 A779568-B
0110 B0007KA-E R
0202 B4686AA-7
0203 B532336-C F
0205 E84026A-4
0206 B500111-A F
0207 A6968BC-E F
0208 B311968-E F
0210 B430433-9
0301 B8C3235-9 F
0304 D500867-B
0306 B300464-7 F
0308 C88979E-9
0401 A68A541-D
0402 B6688DC-6
0403 B2234J6-E
0406 C6875N8-C
0410 B68AIG6-C T
0502 B4206LC-D T
0503 B200AK7-E R
0504 B8632G7-C
0606 BAA06M6-C
0609 B4138MA-D R
0704 D5569H8-5
0710 B950000-0
0801 BA956J8-9
0806 C76A3K5- 7 R
0810 B5404H9-D R

Non-industrial.
Asteroid B@lt. Non-agricultural.
AgriCUltural, Non-industrial. Rich .
Law population. Nan-industrial. PoOr.
Low popUlation. Non-ind. Des@rt world. Poor.
Low population. Vacuum world. Non-industrial.
Glorious Empir@ capital.
Ice-capped. Non-agr. Ind. High population.
Desert world. Poor. Non-industrial .
Low population. Fluid h)'drographics. Non-ind.
Vacuum world. Non-agricultural.
Vacuum world. Non-industrial.
Rich.
Wat@r world. Non-industrial.

Non-industrial. Poor.
Agricultural. Non-industrial.
Water world. Low population.
Desert world. Non-agricultural. Poor.
Vacuum world. Non-agr. Ind. High population.
Low population. Non-industrial.
Desert world.
Non-agricultural.
High population.
D@sert world. Barren.
Agricultural. Non-industrial.
Low population. Water world. Non-industrial.
Desert world. Non-industrial. Poor.

G
G

G
G

G
G
G
G
G
G
G
G
G
G
G

G
G
G
G
G
G
G
G
G

The Goertel subsector contains 28 worlds with a
I ion. The highest population is A, at HI iyhf
Ehrafou, Syoakh, Htourlao, Hteakya and Hli yh.
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total population
the highest tech

of 24.481 b t t
level is E, at
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BASES

WORLD CHARACTERISTICS DPRES

SI LRAA I HE

gas
giant

under one billion
over one billion

x-boat
route

world name

s t a r por t
type

bases

worlCL........
type

travel zone c od e

) abo~r

•• Clan military base
* Tlaukhu mil!tar,.

base
• Imperial scout ba se
• Scout way station
, Research. s t a t i on

• Water presento No water pres en t
~fi Asteroid belt

TRAVEL ZONES

f'\Amber zone

.& Red zone

Secundus
PRIII1IS

POPULATION
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FEATURE ADVENTURE:
VENDETTA

ETHERHOME Governme nt/
Resort Ci ty

Th e Popula t d. on :n\ 25 00 0

Spor t s
offi, \ s

Of/ i ces

Dome " ~o tel
Res ident i a l yv:a t r e

.....
}/

Mal~ t- }la ll

/

} \/ /
v Hotel

C • ' I ,
as~nos.

Stores , - ~ \ l\Theat re s ,

iJ J, 1'-:Residential

Resi den t i a l :::::: ~ Vehic le Bay s~

Sens or Tower~
t\Gra v

IJ-Y Genera tor s

Powerplant

After a long trade mission in the As
Ian Hierate, the players have stopped
to rest at Colony Six (Goertel 0401,
A6SA~41-D). Their ship 15 undergoing
annual maintenance, which looks as
though it will lake tHO Dr three
weeks.

Colony Si x is a comfortable world
with a dense, breathable atmosphere
and a population of 300 000. It is a
complete water-world , with abBaslute
I y no 1and eaesee , Its governmeont i 5
a representative democracy, with the
populace voting on the Ill.mbers of the
th irty-seat 90vern~ent cDuncil.

Colony S i x has two distinct socie
ties: the sea-riders, who live in
huge , floating boat-cities several
k t lomet,..es across, and the Hind
riders, living in 5mall, non-mobile
gravilic cities. Two-thirds of the
population are sea-riders. They are
the industrial force of the world, as
well as the collectors and 9roHer5 of
food -- mostl y various types of fish.
The world's type A 5tarport is built
on a sea-rider city. On the other
hand. the wind-riders run the beauro
cracy, universities, and research in
stitutions. The two societies coexist
in a mutuall y beneficial, symbiotic
relationship.

A SMALL PROPOSITION

While relaxin9 at an underwater hotel
near the starport. the. players are
approached by a small man who identi
fies himself as Sven Lao. He would
like to hire the 9rouP for a short,
well-payin9 Job which he 9uarantees
Hill cause them no trouble at all.

If the players e xpress interest,
Lao will expla in. Until recently. he
Has a hi9h official in the world's
governmental beaurocracy. But two
months a90, after the last election.
a major 90vernmental reform took
place, and he lost h is job. He now
wa nt s revenge. and will pay the play
ers CriOO 000 i f they will help.

The Councillor who rearranged his
department is named Daphne Bantook.
He would like the players to kidnap
her so he can force her to give him
bac k his job. They w111 not have to
keep her. simpl y kidnap her and 9ive
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her to Lao. They will have no prob
lems with the pol ice, as the world's
law level of 1 prevents most legal
interference.

ETHERHOME

Bantook l ives at Etherhome, one of
Colony Si x's twelve wind-rider ci
t t es , It is both the seat of govern
ment and the planet"s onl y major re
sort, with fac11ities for up to 3000
tourists at anyone time.

EtherhD.e is basicall y a large
grav generator with bUildings at
tached in any place they will fit,
and gardens and parks everywhere
else. It has a populat iDn of 2~ 000,
_ost of whom Itve in large apartment
complexes Dn the cities" underside.
The top side 15 dominated - by parks,
hotels, casinos, pubs, and theatres.



('1"'$ .::r....4CSoN

He can onl y
but then the

•
•

.' '

At the v~ry c@nlre 15 the ·Villa,
the locat ion of all govern.ent of
fices and the council chambers them
selves .

Ether home 15 located 150k» north
of the starporl. AcceS5 is by gray
vehicle onl y, as there are no facil
ities large enough for spacecraft,
and it 15 very difficult for an y
other vehicles to cl imb the half
ki l omet r e to the city.

'EXCUSE ME, MiSS••• •

Bantook has a luxurious apart~ent at
the very edge of the city. The build
ing has a heavy security s ystem, in
clUding video cameras and retinal
scanner locks. Breaking in looks like
a difficult proposition at best. How
ever, Bantook is commonl y found re
laxing in various . nightclubs, in
which securit y is nonexistent.

The Councillor is relativel y easy
to find, but unfortunately, she is
us ua l ly in the company of Dartanion,
he r bodyguard. Dartanion is from the
Glorious Empire , and a member of the
Wahteilakh (descr ibed belo~). During
the k i dn appi ng , the players should be
forced t o ki l l him.

Bantook wi l l come along qu ietl y.
They ~ ill hand he r over to Lao a nd he
wi ll pay them. Job completed .

A SLIGHT PROBLEM

Si x days later , t he p laye rs are aga in
found by Lao. He i s e xt remel y ups e t,
as Bantook wi ll not g ive in, no ma t 
ter what he t hreatens to do. He has
h i t upon a not he r plan, and needs the
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group·s hel p once mor e .
pay Cr2~ 000 t h is t i me,
j ob is much s impler.

Lao hopes to find some scandalous
material about her past 50 he can
mare effect i vel y blackmail her. He
needs the players to break into the
go ver nment computer f iles a nd search
for anythi ng -d irty.· He ~ould do i t
h imself, but he is not very good with
computers , and all of the access
codes have been changed since he
worked there.

Rules for these computer activi
t i es are dealt with i n th is issue 's
Computers article. The ·Villa- uses a
model/5 mainframe with separate ter
minals throughout the building, and a
Defense program (+1 pr09ram DM). It
is also part of the world data net
wor k, and can be accessed from an y
computer with a radio link.

Search ing throu9h Bantook's files
reveal s a spotless record, which
f rustrates Lao no end. He s u9gests
that all her ·d irty laundry· is in
separate holocrystals, 50 will pay
erlO 000 i f t he players break i nt o
he r off ice i n t he Villa and bri ng h im
an y holocrystals they can f ind.

'DID YOU SEE SOMETHING?'

Start ing about four days after the
k i dnapp i ng , the p layers start not i
c i ng othe r Wahte ilakh ob5erv i n9 t he m.
The y qu ick l y d isappear whenever s po t 
ted , an d a re never c loser t han 30m
a~ay .

Some time later, l a t e at night,
on e of t he Wahteilakh conf ronts the
p l aye r s. He e xplai ns that the group



-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
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