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THE SECURITY LEAK FANZINE 
Discover the SEx:tJRITY I...EAK fanzine - this incredible new 

fanzine is packed with canpletelyoriginal mercenary 
tickets, illustrated starship floorolans, new characters, 
unique weapons never seen before, medical equipment and 
pharmaceuticals, and also special articles that detail 
the rapidly developing experience of espionage in Traveller, 
official news and occurences about the ever changing 
universe which dozens of races call hane, articles about 
unlimited topics ranging fran Zhodani. starports to Solcmani 
worlds, and even unrest within the upper circles of the 
mighty 'Ihird Imperium. 

The SEOJRI'IY LEAK f anzine is perfect for roth experienced 
and beginning players, and it also presents I:oth the players 
and the referee with i dea s and equipnent which can be easily 
integrated into any campaign. 

The SIDJRI'IY LEAK fanzine is filled with artwork, worlds, 
characters, and even adventure stories from many of the 
well-known Traveller authors and writers. So give in - cane visit our universe! 

'!he Security Leak Fanzine: Illustrated. O,larterly. 20 pages per issue. 8~ "xlL" format. 
Rates: (US, Canada, Fro & APO) $10 per year, $2.75 sing1e/back copies. All other addresses 
must follow the following rates: $12 per year, $3.25 single/back issues. 

Need news fran the world? Subscribe to the SECURITY LEAK NEWSlEITER. Every i s sue has 
official Traveller news, book.Let; releases, Traveller software and data-base information, 
and so much rrore. 'Ihe Security Leak Newsletter: Quarterly. 4 pages. 8~ "xl.L" format. Rates: 
(US, Canada, APO & Fro) $4 per year, $1.25 s ingle. 8oreign: $7 per year, $2 single. 

Make all checks and rroney orders to: GREX;G GILES, 1408 Shady In. 28, Bedford, TX 76021. 

: 

Fresh f r om the battle s o f the Fif th Fro n t e i r Wa r 
com e s the I. N.S . HA~lER , t he Impe rium's fie r cest 
ne w warshi p. Now you too can l earn e ve rything 
t here i s t o know a bou t the Gr and Admi ral ' s 
pri d e and joy . 

"LN . S . HA MMER" i s a c omp r e he ns ive 
e xa mi n a t i on o f the new 20 ,000 ton 
As s aul t Cr uise r , i nc ludin ~ d e c k 
pla ns , s ta t i s tics , illustrat ions , 
and s ce na r i os , plus a n 11"x1 7" 
f old-ou t map . 

Se nd $ 3 . 50 (Canad i a n ) to Mike J a cks o n , No . 5 12 , 4 6 7 6 
Yew s t . Va n couve r , B.C. Ca na da . v 6L 2J 6 

Pr in te d by THIRD I MPERI UM mag a z i ne . 

Ava i lab le August 1st 
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I NOTES FROM THE CAPITAL I
 
The Emperor i s dead! Long live the 
Emper-or ! 

In late Apr il we received a pack
age from GDW detailing this tremen
dous change in the history of the Im
perium . More details on this event, 
and its eff~cts on the TrOjan Reach
es, will be revealed in future is
sues. 

Starting this issue, we are set
ting an official U.S. price for Third 
I mp e r i um. As postage rates rose in 
Apri 1, it is sl ightly higher than be
fore: $2.00 U.S. for one issue, and 
$7 .50 U.S. for a one-year subscrip
tion. (We do accept U.S. cheques.) 
The Canadian cost remains at its usu
al price . 

Up till now, Third Imperium has 
published the first week of January, 
April, July, and October. This is 
about to change. Issue ~7 will COme 
out in September 1987, and subsequent 
issues will appear in December, 
March, and June of each year. 

I would now like to address a 
problem that has plagued us since our 
first issue: official contradiction 
of T.I. articles . Since our incep
tion, we have published several arti
cles that have later (or even simul
taneously) been contradicted by ap
proved-for-use-with-Traveller pro
ducts. 

Two articles are outstanding in 
this respect. In T.I. ~1 we printed 

an article on Terraforming. Since 
then it has been contradicted by both 
Grand Survey and Grand Census. How
ever, the article can be taken as 
concerning the process for TL 16 ter 
raforming. Information on corpora
tions can apply to small-scale terra
forming. The adventure, unfortunate
ly, doesn't work at all. 

In T.I. ~3, we presented the Grav 
Belt in Inside Equipment. The same 
week, Digest Group published their 
article on Grav Belts. On the whole, 
the 'official' article was consider
ably better than ours. However, their 
control system is ridiculously com
plex. I would suggest substituting it 
with ours (a microprocessor which 
responds to hip movements, flying the 
belt in the direction you point your 
body) • 

This issue is our special Blotch 
issue. Most of our articles deal with 
the Blotches, a new minor race that 
Dave and I have been working on since 
the fall. Hope you like them as much 
as we do! This issue also includes 
the Complete Imperial Timeline, a 
special pull-out supplement. All this 
material has taken up so much space 
that we have been forced to cut this 
issue's subsector. It will be back 
in September. 

EnjOy! 
-Mike Jackson, 

Ed i t or-

C'I b Q r 9s 11 Par- t 3 ••• «,.... ..................................... 4
 
Blotches " 6
 
Traveller's Hardware ..........•........... 9 
Acrid, Home of the Blotches 10 
Adventure: "Fun with Blotches· ....•...... 12 
Blotch Cruiser BXC~l •..... .•............. 14 
Traveller's Advice .... ...............••.. 16 
Ins ide Equipment ...•........•...•......•..17 

STAfF: Mikt Jac.SOI al' Oavi4 NeWj a"itioaal ~flp frDl Pill stOIflla. Dedicate. to CilfrOI Carrol, w~o Wilted a IOrt realistic aid cDiplel 
gm. 

Portioas of t~i5 ..,ali Ie are tat'l frDl ..terial5 p.bli5~e4 by 611 aad Digest 6ro~p Plblicatiol5, aid ite copyri9~t 1987 by t~e tespfCtive 
9toaps. Data fortS are usfi witk t~e perlissiol of 611. TRAVEllER is a registered tradelark Df 6DV. 

Third Ilperi~1 is publis~fd quarterly by Mike Jacksol. Seftd sDblissiols, letters, aad ads to No. 512, 4676 Yew St., VaDco,ver, Be, V6l 2J6. 
Rates: $1.50 silgle capy, $9.00 1 year subscriptiol ICaladal, $2.00 silgle copy, $7.50 1 year 51bscriptiol IU.S.1 
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/CYBORGS PART 31
 

f11kE j/llc.t<SO,.J 'n 
Androids, Clones, and Regeneration 
a~e ve ry important aspects of geneer
ing (g enetic en9ineer-ing) and are 
st rengl y li n~ed both to cyborgs and 
t c or.e ancther. 

REGENERATION 

Originally developed at TL 9, regene
ration is a special process that al
lows a person to regrow lost body 
parts. Regeneration requires a hookup 
to special equipment, and through ap
plication of electric current and 
special drugs, can regenerate any or
gan or limb over a period of 7 to 12 
weeks (ld+6l. Unfortunately, this 
length of time restricts its use to 
limbs, e yes, tongues, and other less 
necessary body parts. A person with
out a heart will not live long enough 
for it t o regenerate. 

Regene ration requires the charac
ter tc be bed-ridden in a hospital 
for ~tH? full period, at a cost of 
Crl00 000 per week. It i s for this 
reason that many people turn to cy
bernetics or cloning regeneration 
often takes too long and costs too 
mUCh. 

CLONING 

There are two basic types of clones, 
simple ones and true ones. Simple 
c l o ne s are created at TL 8. They are 
made from t he original's cells, and 
are placed in a human womb they 
then grow at the same rate as normal 
humans . 

Simple clones are physically iden
tical to the original -- the first 4 
digits of the UPP are the same. But 
that is the end of the similarity; 
personalit y and abilities are usually 
quite different , as the clone will 
have been brought up in a different 
environment from that of the origi
nal. 

At TL 13, geneering vats are in
vented a clone can be developed 
from creation to any age within them, 
without ever having to be removed. 
This, coupled with the use of Growth 
Quickening Techniques, allows a clone 
to be developed to age 30 in three 
months. Such a clone will be com
plet~l y mindless, since it has had no 
exposure to the outside world. 

Finally, at TL 16, true clones be
gin to be developed: these clones 
have their originals' mind patterns 
(personality, memories, etc.) im
printed on their brain, making them 
exact duplicates of the or iginals. 
UPP and all statistics will be iden
ti cal. 

Simple clones are largely a scien
tific curiosity. Costing erlO 000, 
they are only occasionall y used to 
allow sterile or mateless people to 
have children. Simple vat clones, 
cost ing Cr50 000, are used by the 
rich as an alternative to regenera
tion organs are removed from the 
clone for the original. Most rich 
people at these tech levels will have 
at least two or three back-up clones 
in lml berths. 

True clones are highly expensive, 
Cr550 000, and extremely rare. They 
can be used by politicians and other 
mega-rich figures as a back-up in 
case of death if Duke Attorn is 
killed, Duke Attorn 2 is dragged out 
of storage. If he is k i 11ed, Duke At
torn 3 i s hau I ed out. These tech
niques are just beginning to be dis
covered i n the Imperium, but could 
e~ter us e as saon as the 1:30's. 

Treatment of clones varies cansi
dera~l y throughou t the Imperium. On 
seme worlds they have all the rights 
of hu mans ! a nd on others they have 
~ o n e at all. Th is is based largel y on 
the r i c hne s s of the world - - i f peo
ple can afford clones, they will be 
legal. Often, even jf it i s not legal 



tD t<i!: them for their organs, it 
will be legal to use them for slave 
labour. 

Humans and Hivers are the only 
races to widely use clones AsIan 
fee! it is dishonourable, K'Kree fi nd 
any t rading in flesh distasteful, and 
Vargr just don't bother. 

ANDROIDS 

Androids are a combination of cloning 
and genetic en9i n~ering -- literally, 
they are a rtificially created organic 
beings. At TL 15, DNA chains are spe
=i~icall~ tailored to create the de
sired characteristics, and the being 
is then grown in a modified cloning 
v ~ t . 

At TL 15, most androids have a 
natural lifespan of 10-15 years. As 
technology advances, they gradually 
become less and less susceptible to 
b reakdown and aging. By TL 21, they 
ar~, for all intents and purposes, 
inmortal. 

~ndroids can take any form, from 
monster to midget to normal human, 
limited only by the natural con
straints of biology. However, they 
are almost always incapable of repro
duction this is limited not by 
technology but by Imperial law. Of
ten, they are identified by tattoos 
o r serial numbers. 

E ~amples of androids in science 
fiction include Friday from the book 
by Robert A. Heinlein, Ash and Bishop 
from the Alien films, and most of the 
characters in the film Blade Runner. 

Prices vary considerably for an
droids, but are rarely less than a 
megacredit. No specific design rules 
can be given but three examples of 
Imperial androids may be of help: 

A.G.E. (Android Genetic Engin
eering) Project type 2: ·Super-Hu
man." This type of android is al
most exactly like a normal human, 
with the only exception being that 
its first four statistics 
(strength, dexterity, endurance, 
and intelligence) are all level F. 
Available in both male and female 
configurations, about 100 have been 
made, 70 of which have been sold, 
leased, or set free. Crl500 000. 

A.G.E. Project type 3: MKobold." 
This android is a one-metre tall 
dwarf with stats of A7F5-- and IR 

vision. Created specifica11y for 
cheap mini~g labour, 1200 have been 
made, 900 of which have been bought 
mi n i ng compan ies. CraOO 000. 

A.G.E. Project type 5: ~Mon

ster.' anI) one of this type of an
droid was ever made , and its where
abouts or even continued exis
tence are completely unknown. 
Three metres tall, looking like a 
cross between a man and a machine, 
A.G.E. 5 has a UPP of KKKFAK, with 
the final statistic representing 
Psionic strength. Cr10 000 000. 

Androids are rare in the Imperium, 
and are generally regarded as proper
ty. However, they can be officially 
released, and then gain the rights of 
normal humans. Imperial androids have 
all been built by an Imperium-owned 
carportaion, Imperial GeneerinS1 LIC. 

The Hivers have experimented with 
a few androids, and the Ancients used 
them often. No other race either has 
the technology or has the desire to 
create them. 

This concludes our series on Cyborgs, 
Clones, and Androids. We hope you 
will find i t useful in your cam
paigns. 
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I BLOTCHES I
 
by Mike JacKson and David W. New 

musc ul a r skin 

EDITOR'S NOTE: Last September, Dave 
and I set out to create a truly 
"alien" alien race for Traveller. We 
wanted to make them as different as 
possible, both physically and men
tally, from any previous Traveller 
alien. After countless hours spent 
arguing about the race , we came up 
with the Blotches, and with them we 

neuro-fluid e l ec t ricalthink we have succeeded. 
ge n e r a t o r 

The Blotches are a unique minor alien 
r ac e native to Acrid (The Borderland 
0302), a large world in the Trojan 
Reaches. Though humans have shared 
their world for over 75 years, they 
were only discovered to be intelli
gent in 1073. Since then there have 
been several attempts at communica
tion, all of which have been only 
marginally successful. 

Blotches are chlorohydrocarbcn
based lifeforms, and thus one of only 
six sentient races ever contacted not 
based on simply carbon. They are also 
unique in that they have no fixed 
shape. They consist of a highly flex
ible, muscular ·skin" filled with a 
gelatinuous neuro-fluid in which 
floats all of their organs. Their 
mass is about 35kg. 

This physical construction allows 
Blotches to change shape at will, by 
stretching and contracting their skin 
to the desired form. They can take 
almost any outline, with a minimum 
contraction of a 1m diameter sphere, 
and a maximum extension of an 8m 
long, 10cm diameter cylinder. When 
dealing with humans, Blotches often 
take a vaguel y human form. 

Blotches move by a version of this 
process, stretching pseudopods for
ward and then flowing into them. The 
Blotch Woo z e " is very energy-effi
cient but rather slow; thus, they 
move at ha lf speed. 

Blotches "breathe" chlorine, by 
stead ily absorbing it through their 
skin. They digest liv ing matter in 
the same fashion, wrapping around and 
steadil y absorbing it. This process 
taken approximately 10 minutes per kg 
of food. (An average meal is about 
5kg.) Blotches feed mostl y on Rollers 

and TangIers, which they raise in 
their commun ities. 

The neuro-fluid of a Blotch gains 
its name from its primary function. 
Though it also serves to digest food 
and carry nutrients to all parts of 
the body, its main operation is to 
carry signals to and from the brain 
(much like the human nervous system). 

While Blotch neuro-fluid is much 
less susceptible to damage than human 
nerves, it has the one disadvantage 
of working quite slowly. Also, the 
farther a signal must travel within a 
Blotch, the weaker it becomes, until 
at 8m length they cannot feel the ir 
other end. 

Blotches have four senses, some 
quite strange. They have a sense of 
touch and a sense of sight both simi = 
lar to those of humans (although they 
see mostly in the IR wavelengths). 
They have a sense of -hearing" which 
works on the same principle of their 
sense of touch they feel the air 
vibrations that create sound. The 
fourth is an electrical sense, de
tecting the existence, location, and 
strength of electrical and magnetic 
fields within medium range (50m). No
one has yet determined how this 
works. 

Linked to the Blotches ' electrical 
sense is their main defense mechan
ism. Like Terran electric eels, they 
can generate short bursts of electri
city. Two hours are required to re
charge. (Informat i on on damage and 
roll to hit is included in Travel
ler's Hardware, this issue.) 

Blotches can also bleed small 
amounts of electricity in coded pul
ses; this serves as their main form 
of communication. 

r 
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The strangest Blotch phenomenon is 
probably the "group-melt." During 
emergencies or group discussions, all 
the individuals in a community will 
fuse together and form a signle or
ganism. They become one mind, sharing 
all knowledge and skills, and making 
important decisions. The entire pro
cess lasts anywhere from two to 12 
hours. 

Another version of the group-melt 
allows Blotches to reproduce. Each 
Blotch gives up one or two kilograms 
of its neuro-fluid, and over the 
course of a week, the group-mind 
shapes 
es. 

the material into new Blotch-

SOCIETY 

Blotches are intelligent, curious, 
and by Imperial standards quite na
ive. They rarely leave their world 
and care little for external affairs. 
They are quite calm, unhurried, and 
practical. They constantly investi
gate the universe through theory, but 
build only what they need. Ther@fore, 
although they have knowledge of sci
entific processes up to TL 15 (and 
occasionally beyond), most of their 
products do not rise above TL 7. 

Blotches live in communities of SO 
to 100 individuals. These consist of 
underground caverns and low surface 
domes, always open to the surface and 
atmosphere. Communities are totally 
self-sufficient, including farming, 
mining, and manufacturing facilities. 

Ambassadors are constantly tra
velling among various villages, 
group-melting with them, gaining the 
community's knowledge, and spreading 
it to ather villages. This process 
ensures that knowledge grows at a 
constant rate throughout Acrid, and 
as a side effect, all Blotches share 
all Blotch knowledge. There is no 
specialization in Blotch society; 
each i nd i v i dua l can do everything. 

When a matter of planet-wide scale 
is to be considered, as was the case 
when the Blotches decided to build 
the BXC-l, first the individual com
munities all group-melt to decide on 
the matter, and then each community 
sends out one Blotch to meet and 
group-melt with representatives of 
all ather communities. In this fash
ion, every Blotch on Acrid gets a say 
in the decision. 

Blotches are great philosophers 
and researchers and value knowledge 
very highly: they will sacrifice doz
ens of individuals in order to gain 
new knowledge for the community. 
Blotches place little warth on the 
individual, concentrating on the 
group as a whole. A perfect example 
of this is the fact that individual 
Blotches do not have names, but com
munities do. 

This point is worth dwelling on 
and is integral to Blotch psychology. 
They will under no circumstances harm 
a being of any kind which is alone, 
in case it has knowledge unshared by 
anyone else. But when confronted by a 
group, they feel no qualms about 
killing all but one of the assemblage 
if they need to. The mentality of the 
group-melt dictates that all groups 
share the same knowledge, and if one 
individual is spared, the knowledge 
will remain. This instinct affects 
all creatures, whether they actually 
possess intelligence or not. 

Blotches will occasionally have 
·wars" over specific mineral resour
ces, but these are on a very small 
scale. The victorious village will 
wipe out all but one Blotch from the 
defeated village, and then integrate 
that Blotch into its awn community, 
sharing the knowledge of the group. 

BLOTCHES AND OTHER RACES 

Blotches and humans largely ignore 
each other, apart from the occasional 
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scientific party. Neither race inter
feres with the actions of the other, 
thus keeping the peace. 

Blotches find humans tremendously 
funny, and will make constant (inde
cipherable) jokes about them. Inter
racial communication is rather diffi 
cult as humans cannot detect the 
Blotches' electrical signals. Recent
ly, Blotch-human translators have 
been developed (as detailed in Tra
veller's Hardware, this issue) but 
many concepts of one race do not make 
sense to the other, and phrases such 
as, nThe Trappers twelve to phosgene 
purple,· can sometimes occur. 

The strange physical attributes of 
the Blotches earned them their common 
name, along with several nicknames, 
inclUding ·Slimies,· "Snots,· ·Bags,· 
and "Jello's." 

During the Rebell ion (1116-1125), 
AsIan forces invade and capture Ac
rid. Finding the world very unpleas
ant, they leave only a minimal gov
erning task-force. They are convinced 
that the Blotches are unintelligent, 
and after destroying the Blotches' 
only ship (the BXC-l), leave them 
largely alone. 

PLAYING BLOTCHES 

Dcn't. 

REFEREEING BLOTCHES 

That's better. Ser iously, Blotches 
cannot be properly played by an yone 
but the referee. When using Blotch 
NPC's, keep in mind the ir strange 
mentality and communication difficul
ties. 

Blotches outside their community 
ack ver y similar to children, inves
tigating ever ything with almost total 
disregard for danger, and generally 
getting in the way. They can be a 
great source of comic relief, espe 
cially in extremely serious adven
tures. But whatever you do, don't 
overplay them as bumbling children! 
Blotches may be funny, but they're 
not stupid. 

Blotches can be best treated as 
Animal encounters with 30 damage 
points. They cannot be knocked uncon
scious. Blotches are immune to blunt 
weapons (CUdgels) and take only 1/4 
damage from slashing weapons (swords) 
due to their soft, flexible nature. 
Puncture weapons (daggers, spears) do 
1/2 damage ., as do most slug throwers. : 

Energy weapons and explosives (inclu
ding HE and HEAP ammo) do full dam
age, as they literally scramble a 
Blotch's insides, or even blow them 
apart. As has already been mentioned, 
they will never attack a lone indivi
dual, but they will freely go after a 
group. 

All Blotches can be treated as 
having the follOWing skills: 

Agriculture - 2 
Herding - 2 
Biology - 2 
Chemistry - 2 
Communications - 1 
Computer - 2 z 
Electronics - 4
 
Engineering - 1
 
Gambling - 1
 
Gravi tics - 3
 
Jack-of-all-Trades - 4
 
Lab Tech - 2
 
Liaison - 1
 
Lightning Rod - 2
 
Li ngu i sti cs - 1
 
Mechanical - 4
 
Medical (Blotch) - 3
 
Physics - 2
 
Prospecting - 2
 
Reconnaissance - 1
 
Research - 4
 
Survival - 4
 
Vacc Suit - 1
 
Vehicles, Grav - 2
 
Vehicles, tracked - 2
 

They have no robots, wheeled vehi
cles, or heav y weapons, so have no 
corresponding skills. 

Ccnt i nued on page 16 



ITRAVELLER'S · HARDWAREI
 
BLOTCH EQUIPMENT 

The following are items which may be 
of use in an adventuring situation. 
Prices are not listed as Blotches 
have no currency. All unspecified in
formation can be assumed to be the 
same as in similar Imperial equip
ment. 

LIGHTNING ROD: 

This pole is one metre long and 
weighs 1200g. Built of superconduc
ting material, the lightning rod con
ducts a Blotch's electrical shock. 
The electricity is amplified and 
hurled from the end of the rod like a 
bolt of lightning. The lightning rod 
has very limited range, reaching no 
farther than five metres. TL 6. 

CIDU A11llt RtflK IIttll! IIDII! Jid IItsk 
C 5 C 5 C S C 5 C 5 C S C 5 
7 4 lightnilg Ro~ (3DI 7 4 10 7 9 6 9 6 7 4 16 13 

9 9 Blotrk Shock 1211 6 6 6 6 8 8 6 6 8 8 15 15 

ELECTRO-CARBINE: 

Similar to the human Gauss rifle, the 
elctro-carbine uses a Blotch's elec
trical charge to power electromag
nets, hurling an explosive round. It 
holds a magazine of 40 rounds, and 
can fire one, four, or ten shots per 
round . 

Weight: 3500g (loaded magazine: 
400g.) Length: aOOmm. TL 13. 4D dam
age, hits as Gauss rifle -2. 

BLOTCH COMMUNICATOR: 

This small electronic device trans
lates a Blotch's communication pulses 
into radio waves and beams them to 
another communicator, which then 
translates them back. It is usually 
carried inside a Blotch's body and 
has a range of 50km. 100g, TL 6. 

BLOTCH TRANSLATOR: 

This machine translates the signals 
from a Blotch communicator into stan
dard Galanglic, and vice versa. 
Translations are still imperfect, due 
to the comparative newness of the in
vention and the great disparity be
tween basic concepts of the lan
guages. Proper use of the Blotch com
municator is a DIFFICULT task. 
Cr1000, 1.5kg, TL 12. 

BLOTCH VACC SUIT: 

Made of an extremely elastic, trans
parent material, this suit acts just 
like a TL 14+ human vacc suit. It can 
stretch and flow with a Blotch's bo
dy, and can supply chlorine for 8 
hours of breathing. The Blotch vacc 
suit includes a communicator and 
self-seal modification. TL 14. 

- 9



HOME OF(ACRID:	 I
 
THE BLOTCHES 

Acrid	 0302 AACI388-D MoI-il~lstriil. 

PriIlrY: trite., 5pectr~1 tyPf K7 III. Kiss 8.13 staliard. Stellar dialfter 297 st3~~a rd. l••ilosity 2410 staliar~. 

Plaartary Syst!l: 5 lijor boiies. Oa. iftblbited »arli (Acrid, 1001 of III, lar9t 915 gilltl. 3915 gialts, 10 plal.tDi~ bflts, 3 ~ty 
orbits 115,8,91 il syst!l. 

III T\ict: ~al orbital raiil5 11.548 billiol k. 177.2 AU). Peti04 1845.193 y.ars. Sev.Isat.llit.s. 
Acri~:	 P.ri04 (arouli Tbick): 124 days. liilft.r: 16 320 ta. D'lsity: 1.04. Kiss: 2.03 stiliard. ",al 51rfac. gravity: 3.17 G. Rotatiol 

p!riD~: 34 boars, 421inltes, 27.8 seeolis. Alial ile)ilatiDI: 29-54'27". Albeto: 0.93. S.rfac! atlOSpterie prP5slr.: 2.2 atl. 
AtlOSP~ric cOlpositiol: Ctloril.-aitrogel Ii Ii Sial) IIOIlts of .y~rD9tl iii earbol ~iolii!. Protective 'qliplflt necessary. 
Hy4rograptics: 87' Idlrilg ~t s.a501 ollyl. Hy~rogrlptic cOIpDsitiol: hydrochlDric acid. ReaD 51rfac. tetpffatur.: 80.45-(. 

The home of the Blotches, a chlorohydrocarbon-based al ien race , Acrid is a 
strange and dangerous world. 

PHYSICAL th rough most organic materials and 
even some metals and plastics.

Acrid i s a large world with an insi  Acrid is an extremely hot world, 
dious atmosphere. It has a molten 80QC.with an average temperature of 
core and is moderately active geo Because of this immense heat, human 
logically, with 8 major tectonic habitation is extremely limited. Only
plates and 4 major mountain ranges. within its no~thern A~ctic Circle, 
It orbits Briten, a large gas giant, which currently faces away from the 
which in turn orbits a red giant system's sun, are tempe~atu~es close 
star. to a comfortable 30°. Because of 

Acrid's atmosphere is composed Thick's long o~bit (1845 yea~s), this 
largel y of chlorine, nitrogen, and condition can be expected to continue 
carbon dioxide, with trace amounts of for another 300 y e a r s . 
hydrogen and other gases. At most Acrid requires approximately four 
times the atmosphere is merely months to orbit Thick. For one month 
slightly corrosive, but under certain each orbit Thick blocks the light and 
conditions (most notably the winter heat from Briten. Th is , Acrid's win
season) it becomes insidious, eating ter-, is a special period. During this 

ACRID	 Hu ma n Ha bi t a b l e Zone 
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TRAPPER
 

PIERCER
 

ROLLER
 

WORM
 

time the average temperature drops to 
lO°C, and hydrochloric acid begins to 
precipitate out of the air. It col
lects in cracks and joints in vacc 
suits and other equipment, gradually 
eating through. It is during this 
time that Acrid's 7% hydrographics 
appear, in the form of many acid 
lakes dotted across the surface. 

Winter is also the time when most 
of Acrid's lifeforms meet and repro
duce. They gather around the lakes to 
drink, mate, and prepare for the next 
t hree months. 

NATIVE LIFE 

Acrid has a large variety of native 
lifeforms, all based on cholorohydro
carbons (WChlorine·-based life). They 
are loosely divided into two groups 

"plants," those creatures which 
cannot move by themselves; and ·ani
mals," those which can. 

In the winter, all Acrid's life
forms come out onto the surface. Dur
ing the other seasons, the "animals· 
live in huge underground tunnel net
works (dug out over the millenia by 
hydr-och f ort c acid), and the "p l ant s " 
curl up into little balls, hibernat
ing. 

Several of Acrid's lifeforms de
serve special note. 

PIERCER:	 MAnimal.· Lives off other 
animals, especially Blotch
es. Uses its long forelimbs 
to grab	 prey, then inserts 
its needle-like mouth and 
sucks out neuro-fluid. 

CARPET: "Plant.· Lives off animals. 
Appears as large transparent 

TA NGLER
 

FLIGHTI'JING
 

film. When stepped on, it en
gulfs its prey, stuns it with 
naturally-produced chloro
form, and begins to devour 
it. 

ROLLER:	 "Animal.· Feeds on plants. 
Herds animals. Blotches' ma
jor food source. 

TANGLER:	 ·Plant." Lives on HCI and 
sunlight. Major food source 
of Rollers and Blotches. 
Grows in huge patches, se
veral kilometres across. 

WORM:	 "Animal." Feeds on other ani
mals . Burrows its way into 
prey, gradually devouring en
ti re body. 

All of Acrid's lifeforms see in 
the infrared spectrum and have an 
electrical sense. Piercers and Car
pets have been known to attack hu
mans. C~ntinued on page 16 

Clear	 Terrain 

Dit Crutur, lI,ight Hits Ar..r IIottI~S l U!ilPDlS 
2 1 POIle,r (YoI'll 1 kg 2/1 lack 5 tHth+1 AO F9 51 
3 2 Flyiag Iat,rlitt,.t Og 2/6 Nol! 1 tnth AB F6 53 
4 1 Trap~er ICarp,t) 200 kg 20110 NoI' 4 truq A2 F6 53 
5 6 ChastI'S IPi,rctrs) 100 kg 12/8 Clot~ 10 stiagfr Ail F7 52 
6 106raztrs (1011'1'5) 25 kg 7/5 lack 2 club F4 AS 52 
7 20 Graztrs IRoll'rs) 25 kg 7/5 liCk 2 clab F4 AS 52 
8 6 Chasers (Pittc,rsl 100 kg 1218 Clot. 10 stia9tr A6 F7 52 
9 10 Graztrs IRolltrsl 25 kg 7/5 liCk 2 club F4 AS 52 

10 1 Trap~,r (Carpet) ZOO kS 20110 NOlie 4 tmq A2 F9 5112 
11 2 FlyiaS Iattrlitttllt 09 3/6 No.e 1 htth AS F6 53 
12 2 Pouacers IVorls) 1 kg 2/1 lack 5 tntb flO F9 51 

Mountain Terrain i ncr-eases chance of 
Flyer-s, decreases chance of Grazers 
and Tr·apper-s. Underground Terrain in
c~eases chance of Worms, el iminates 
chance of Flyers. 
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FEATURE ADVENTURE:
 
FUN WITH BLOTCHES
 

This adventu~e is actually close~ to 
a campaign, with a series of scena
rios all dealing with Blotches and 
their fight with a mining corpora
tion. The scenarios should be played 
in o rder, as each is based upon the 
activities of the last. 

BACKGROUND INFORMATION 

One year ago, Minetech, a sector-wide 
mining and processing firm, began op
erations on Acrid. It is taking ad
vantage of the world's natural chlor
ine atmosphere, removing gases from 
it directly and refining them for va
rious industrial uses the com
pounds floating around Acrid can be 
used for everything from anaesthetics 
to detergents. 

However, the by-products of these 
operat ions include various gases and 
sludges that are killing the Rollers, 
the major food source of many of Ac
rid's lifeforms. If it continues, the 
Blotches and the rest of Acrid's eco
logy could die . 

Various scientists on the world 
have appealed to Minetech to withdraw 
its activities, but it has pointedly 
igno~ed them. They would take more 
decisive action, but their numbe~s 

a~e too few. 

Scenario 1: MEET THE BLOTCHES 

The adventure~s have been hi~ed by 
Dr. Judy Ganamarku, a major supporter 
of the Blotches. She has been trying 
to communicate with them and explain 
the gravity of the situation, but 
they do not seem to unde~stand. 

Last week she was transferred from 
Acrid's surface to the high port, and 
she is quite sure Minetech pulled 
some strings to get her out of the 
picture. Not willing to give up, she 
and her confederates have raised 
Cr30 000, and will give it to the 
players if they can contact the 
Blotches and make them understand the 
situation. 

This scenario involves trekking 
across Acrid, contacting a Blotch 

community near the processing sta
tion, learning to understand them, 
and explaining the situation to them. 
The last part will be e xtremel y dif 
ficult, as the Blotches's naivete 
makes them quite unreceptive. They 
wi 11 insist there is no pr-oblem. 

If the players show th~ Blotches 
the results of Minetec h'= operations, 
the Blotches wi li begin to under
stand. Tiley liill join i n a group
melt, and after a few hours decide 
that action must be taken. 

This scenario is largely an intro
duction to Acrid and the Blotches, 
and should be an intellectual exer
cise for the players. 

--~.. -. . ... • 
-~-=-

Scenario 2: BLOTCHES IN SPACE 

Since the last scenario, the Blotches 
have begun fighting Minetech . The 
company then moved i n their own secu
rit y t roops, and began a campaign to 
exterminate the Blotches. 

The Blotches have formed a world
wide council , a group-melt with a 
memb e r from e ach communit y. A year 
ago, they commissioned a starship 
from the starpo r t, pa ying for i t with 
Blotch -made 5upe rcond uct i ng com
pou nds. Ori g i nall y i t was to be an 
e xp lor a ti on ve s s e l , allowi ng them to 
s e e oth e r wor l ds , but i t now has a 
~-, Eo I'j use. 

The player s are hired by the 
- 12



Blotches to crew the ship. The aliens 
gr~w to like them during the contact 
phase, and so have turned to them; 
the j will pay Cr160 000 in compounds. 

The Blotches wish to travel to To
bia ~ where they will have the players 
help them try to get aid from the Im
perium, and then return to Acrid. 

Unfortunatel y, the government will 
u l ~i mat e ! y refuse to help, as the 
matt~r is "out of their jurisdic
t i on . " The Blotches will then form a 
group-melt, and decide to hire a mer
~ e n a r j troop. 

This scenario i nvo l ve s carrying 
t he Blotches to Tobia and back. There 
wil l be ma~y stops on the way, and at 
these times the players must try to 
kee~ the B10tches from getting into 
trouble (a very difficult task). Pos
sible situations include losing them 
all at the starport as they go off 
e xploring, having them commandeer an 
air - raft, or even having the ship at 
tacked by pirates. 

Scenario 3 - BATTLE OF THE BLOTCHES 

Upon returning to Acrid, the players 
must advise the Mercenary troop on 
the situation, and act as liaison be
tween them and the Blotches. 

As the military campaign begins, 
Minetech is immediately pushed back. 
I n a series of decisive battles, the 
mercenar ies force the Minetech troops 
r ight back to the processing station. 

But as the mercenaries begin their 
final attack, a nuclear-tipped TAC 
missile detonates above them. The 
playe rs and troop command team, who 
~ ad held back, survive, and must trek 
ac ~css Acrid back to civilization. 

This scenario is basically a mili 

\ . 
, ., ~ 

- - . - ~ 

/ 

Scenario 4:	 NOW YOU BLOTCH IT, NOW
 
YOU DON'T
 

Minetech has brought in more troops 
and resumed its extinction campaign 
with added fervour. The remaining 
mercenaries have left. There seems 
little hope. 

The Blotches have decided to build 
their own weapon to finall y defeat 
Minetech. After two weeks of repeated 
group-melt deliberation, they have 
designed and built a weapon no t seen 
in this area of space in three hun
dred thousand years -- an anti-matter 
bomb. 

The players must sneak this 10kg 
device into the processing station, 
set it, and get out before it goes 
off. They must avoid Minetech guards, 
find their way through the station 
and its defenses, and so forth. 

This scenario is a standard action 
ene, wit h as much or as little combat 
as the players desire. The referee 
mus t create maps of the processing 
station and its environs. 

AFTERMATH 

Afte r the detonation of the bomb, no 
thing is left of the Minetech station 
b ~t an i mme ns e crater. The company 
representatives at the downport and 
in orbit decide that this operation 
i s toe costly and pull c ut. Acrid, 
~nd the Blot=hes, are safe. 

-1 3



Configuration:Dispersed structure. 
Unstreamlined.iBXC-11------ Capacity:	 20 Blotch passengers. 7 

Blotch Exploration Cruiser 

The BXC-l was designed and paid for 
by several Blotch communities, and 
built at the Acrid starport. Used 
both as a courier and for Blotch ex
ploration of the outside universe, 
it is the only Blotch ship in exis
tence. 

The BXC-l has a very strange con
figuration. Its structure is extreme
ly dispersed; the rooms and corridors 
extend in all directions seemingly at 
random. The ship is intended to be 
flown by a human crew and so is divi
ded into two separate areas: the 
Blotch section, with a chlorine at 
mosphere, dirt floors, and red light
ing; and the human section, with nor
mal life-support. A single airlock 
connects the two areas. The Ship's 
Boat is similarly divided. 

Areas 11,12,13,14,15,16, 17, 
23, 24, 25, and 26 are Blotch-condi
tioned. 

STATISTICS 

Tonnage:	 200 tons. 2800m~. 

Crew:	 4 humans (Pilot/Naviga
tor, Engineer, Gunner, 
Scientist/Steward.) 

Dimensions: 40.5L x 25.5w x 39h.
 
Acceleration: 2-G constant.
 
Jump: 2.
 
PO~ler Plant: 3 • 6 EP. Agiii t Y - 2.
 
Engineering: 2 unspecified Blotch
 

fusion power plants 
driving one Blotch jump 
drive and one Blotch 
gravitic manoeuvre 
drive. 

Gravities:	 Standard inertial com
pensators. 1 G floor 
field in human section, 
3 G floor field in 
Blotch section. 

Electronics:	 Naasirka Model/2 compu
ter with several 
Blotch-designed prog
rams. 

Armament :	 1 triple turret mount
ing 1 beam laser, 1 
missile launcher and 1 
sandcaster. 

Screens:	 None. 

tons cargo.
 
Vehicles: One specially outfitted
 

30 ton Ship's boat.
 

DECK PLAN LOCATIONS 

1.	 Bridge. Position for Pilot/Navi

gator.
 

2.	 Computer. 
3.	 Avionics. Access through remov

able wall panel. 
4.	 Human Common Area. Iris valve up 

to Bridge section. Iris valve 
down to Ship's boat section. 

5 •	 Galley. 
6.	 Ship's Locker (Human). 

::7.	 Stateroom. 
8.	 Stateroom. 
9.	 Stateroom. 
10.	 Stater·oom. : 

11.	 Blotch Common Area. Iris valve up 
to observation. Iris valve down 
to Ship's boat section. 

12.	 Ship's Locker (Blotch). 
13.	 Observation Lounge. 
14.	 Garden/Galley. Contains various 

flora and fauna from Acrid. 
Blotches feed on them and then 
relax here. 

15.	 Blotch Lab. 
16.	 Blotch Living A~ea. Contains liv

ing space for 10 Blotches. 
17.	 Blotch Living Area. Contains liv

ing space for 10 Blotches. 
18.	 Cargo Bay. 
19.	 Ship's Boat Bridge. 
20.	 Fr·esher. 
21.	 Air 1cc I< • 
22.	 Human or Cargo Transport Area. 

Acceleration couches fold out of 
floor. 

23.	 Airlocl<. 
24.	 Airlock. Connects Blotch and hu

man areas. 
25.	 Blotch Fresher. 
26.	 Blotch Transport Area. 
27.	 Ship's Boat Fuel. 
28.	 Ship's Boat Drives. 
29.	 Fuel Tanks. 
30.	 Turret. 
31.	 Power Plant. 
32.	 Jump Drive. 
33. Manoeuvre	 Drive. 

BXe-! VlI-Z72232l-OJOOOO-20002-0 MCr!25 200 tOfts. 
batteries btarift9 1 ! 1 Crew=4 
batteries 1 1 1 Tl=lJ 

PaSSeftgers=20 lOM=O Car90=7 Fuel=46 EP=6	 :: 



BXC-l 
BLOTCH EXPLORATION CRUISER 

1 5 meIer SQua," 
r~r use w,'h Snapshol 
0 ' Azhanl' High Ugh, n,ng 

Ty p,cal Human< 
li <>

~ ramp 

I iris valve 
up 

c ~~ ,W
'~aI iris valve
I 1'1 down 

~ iris valve 

~'> slidi ng 
~ door 

maintenance<5> hatch 

~V control couch 
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Continued from page 3 

Blotches heal at a rate of 2 
points per day, 4 with medical treat
ment. They cannot use any drugs or 
low berths. 

Blotches always have +6 on the re
action table, unless attacked, in 
which case they drop down to +2. 

Continued from page 11 

SETTLEMENTS 

There are two types of settlements on 
Acrid human and Blotch. Blotch 
settlements are tunnel/dome complex
es, and are scattered about the pla
net, avoiding both the equatorial and 
Arctic zones. The total Blotch popu
lation is around 35 000. 

Humans settled on Acrid in 1037 in 
order to exploit its abundant resour
ces (Hydrochroric acid, Silver, Lan
thanum, etc.). The orbital high port, 
including the starship construction 
yard and facilities for the AsIan-Im
perial Tradelane, supports a popula
tion of 500. The low port, Acrid's 
only true city, contains approximate
ly 300 humans, most of which are in
dependent miners. Finally, there is a 
mining facility of 400 individuals 
owned by Minetech, a sector-wide pro
cessing firm. 

As the two races usually avoid 
each other's settlements because of 
climate, there is little contact be
tween the two, except for the occa
sional scientific mission. However, 
there has recently been considerable 
friction near the Minetech station, 
as the processing operations are pro
ving detrimental to the environment. 

TRAVELLER'S ADVICE
 

An exciting newsletter for Game Designers'
Workshop'S scienc~ fiction role-playing game

l.raw: II(!r t ... : 

CONTINUUM Is full of discussions on Crow:llC!r 
related topics, vifNPotnts of CrCt~II(!r fans. 
CrCl\ll! lIC!r f let ion, and var i ant CrCM!ll<!r arti c Ies 
(ie. time travel or new jump space laws), and a 
multttude of other article types. ~nd of 
course news! 

CONTINUUM appears as often as it is needed. but 
never less than quarterly. The page count is 
variable, but average~ five or six 8.5' by Il" 
double-sided sheets each issue (10 to 12 
pa~s). [The first issue appeared in March of 
1987. ) 

SUbscription *U.S and Canada - '3 for 4 issues* elsewhere - $5 for 4 issues (airmail) 
Sample Issue * anywhere - 11 

Write to: Herb M. Petro 
P.O. Box 1515 
Belmont, He 28012 

US funds only (checks payable to Herb Petro) 

TRAVELLER STARSHIP COUNTERS
 

Each set contains 140 2cm X 2em counters.
 

LAUNG II A • 

S 
Send $3.00 Canadian per s e t to Mike 
Jackson, No.51 2, 4676 Yew St. Vancouver 
B.C. Canada. V6L 2J6. 

'. 
A 

: 

BU'(\N6 EQuIP
ME"NT 15 AN 
IMPOR'Tt>-.NT PART 
OF TRA\lEU£R.
 
THE DtSC£!ZNI N6
 

PLA,{E"t< ~\10\jLD
 

AL'NAYS 'WAT(.!-\
 
FOR Bf'.D OEf'.U
 
AND FAV,E-" 
AD\lERT\ S lN0 . . . 

(p.,..-t '1.) 

C H A M b:L6.o N COM!)"'TRMI A,I 0 N R{; PE"LlEN"T 
"'Rt"I O R. 

h)A,u RAllY. iH 1.$ 

CA lV ONl'( OE USeD 
ON A PLANET, ,..,tJl> 
T~U~ ISf.J'r Vr;R,'f 
IJS£FVL . . . 
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INSIDE EQUIPMENT 
controls s hower emer gency kit microwave 

desk, stora ge t able 

Al l components ope n/activated: 

c_ 

Chai r r emoved for c l ari t y. Con t ent s of 
emergency ki t on floor . 

: 

..
 

holo- screen 

chairs f ridge 

VCR, s t e re o i nte r c om 

TL 13+ STATEROOM 
Also known as the c olla psibl e 

stat eroom. All facilities fol d up 
into the wal ls except the de sk 
and cooking center. Thr ee c hairs 
a r e i nc l uded with t he room, t wo 
i n special wall compartments. All 
are foldab l e and magnetic. 

The carpet can be easi l y re
moved to faci l i tate cleaning. The 
floor stora ge compartmen t cannot 
be fo l ded up when f illed. The sh
ower has a bui l t- i n hea t e r , bo th 
to evaporate any remainin g wa t e r , 
a nd f or us e as a sauna. 

The emer gency ki t may be open
ed e i ther f r om the bridge or ma n
ually during power failure . It in 
c l udes a r esc ue ball a nd a hos ti le 
environment ki t ( J TAS 5) . 

Sugges ted by Ed Zdwa r ds . 

Back Issues NEXT ISSUE: 

.. 

Iss ue 1* 1. r ep r i nt s available 
Issue #2 r ep r i nt s available 
Issue ** 3 ...... ..... ... .....•. sold out 
Issue **4 sold aut 
ISSUE? #5 sold aut 

Feature Advent ure - The Gabri el Pro ject 
Hive E~bassy Ship 

Dpres Subs ec t or 
Plus stats for Recoilless Rifles, th e 

Prefab starport, and much more! 
On sale in September~ 
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SENTRY BOX WEST 
No. 1 I N TRAVELLER LITERATURE! 

WE STOCK THE 
FOLLOvliNG LINES 
OF FIGURES: 
Ral Partha 
Citadel 
RAFM 
Hinifigs 
Martian t-!etals 
As gard 
Gr ena di er 
Frei-kor ps 
Stone Mountain 
Her oi c s and KOs 
Skyt r ex 
GHO, 
Naismith 
Da r k Hor s e 
Off the \o,Ja l l 

WE SPECIALIZE I N ROLE PLAYING GAMES , 

BOARDGAMES AND LEAD FIGURES ... 

ESPECIALLY LEAD FI GURES~ 

We s t ock all the latest TRAVELLER supplements at reas ona ble pr i ces ! 
We also have back issues of J ournal and hard t o ge t TRA VELLER fi gs. 

IF YOU NEED SOMET HING JUST ASK: 

SENTRY BOX WEST HOBBIES HIVERC ARD ac cepte d 
3309 ·.Je s t 4th Ave . 

Vancouver B.C . 
Ca nad a [ffi

(604 ) 7 34 -1 9 3:'~ 

Don ' t	 l eave your homeworld 
wi t hou t i t ! 

COMI NG SOON: 
FOR TRA VELLER:	 Cha lle nge 29 FOR 2300 : The Aur or a Sour c e book
 

Travelle r 's Di ges t 9 Fen t ap ods
 
The Darr i ans Shi ps of the Fr e nc h Ar mm
 
Rega t t a	 sta rc ruiser ..: 

.. 


















	Cover
	Notes from the Capital
	Table of Contents
	Cyborgs, Part 3
	Blotches
	Traveller's Hardware
	Acrid: Home of the Blotches
	Feature Adventure: Fun With Blotches
	BCX-1 Blotch Exploration Cruiser
	Traveller's Advice
	Inside Equipment: TL 13+ Stateroom
	Insert: Traveller Chronology



