








THE FLORI AN NAVY COMBAT LA BORA TORI ES

Located i n ware-
FACTORY ho use/ rae t ory

dist r i c t on ou t -
s kirts o f Capi t a l

T • Ci t y .
I Labo ra tor i es a r eT -

one s tory tal l .
I'; ' I Fac tor t i s two-I 2 s t or i es . No a c-- ce s s betwe en t heI I I- I- - -- - - - t wo.I- -I No exte r i or de -

l ! fences . Video- - cameras i n ever y:' . I I I- c or ner , monitor ed
I l- I I 1 fr om sec ur i t y

[3: - - r -I 1 a r ea.-I I - 2 Al l walls a re-- -T I reinforced con-
I I- -' 6 c r e t e (a r mor 15 ) •- Exter ior i s bul k-10 1

D< he ad equ i val ent- - ( a r mor 40) .

vacuums, and oth~r such low-tech
cleaning equipment fill this
locked room.

4. Security. 18 guards are on hand
at all times: 6 on call in this
rOOM, electronically monitoring
the cDmpl~xi 6 on patrol in the
complex; and 6 stationed one each
by the doors to the Mindbursl
Lab, the Extreme Heat Lab, and
the Black Globe Lab, one in the
Foyer. and two by the Deliveries
area.

5. Records. Backup holocrystals with
information on incomins and out
going parts are contained here,
including one concernins the de
velopment of the neural gun, its
mode of functioning , its plans,
and the e xact number produced up
until that day.

6. Conference Room.
7. Main Computer Room. If a charac

ter tries to access Mindburst re
cords, use the following task.

To transfer Mindburst information
to a holocrystal: Difficult,
Computer, Intellisence, 5 min .

Referee: A Destroyed result cau
ses the computer to shut down,
the telebooth to switch off,
and an alarm to sound. A major
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mishap merel y results in the
computer"s shutting down.

8-11 . Washrooms . There a re two sets,
one on either side of the com
plex.

12. Lab Animals. Cages conta in ing
many small creatures line the
sides of the room and sit on
tables in the centre. Almost all
of them are biologicall y similar
to Asian , with most native to
Kusyu.

13-20. Labs. Some two to five scien
tists, mainl y of non-Floriani
stock, are usuall y i n each lab.

13. Gauss Rifle Lab. Plans and models
for various Gauss rifle modifica
tions (greater range, hisher ma
gazine capacity, lighter weight)
are contai ned here.

14. Laser Lab. Research in this lab
focusses on upsrading power
packs ; those current Iv bei n9
worked on contain fewer shots but
are significantl y lighter.

15. Black Globe Lab . A Suard is sta
tioned outside the door to this
lab, in which sc ientists are at
tempting to construct a device to
break throush a black globe.
Judging from the number of per
fectl y split pieces of equipment



21 -23. Lab Storage. Several weapons,
bot h functional and e xperimental.
and many parts line the walls.

24. Mindbu rst S t o r a ge . Five finished
that is, u nt a mpe r e d - wi t h

neural guns s it on the shelves of
this r oom.

25. Deli veries. THO guards are sta
t ioned by the doo r into t he
building. Outside, two G-carriers
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are parked, with no occupants.

26- 37. Of fices. None of these holds
anythi ng of i nport to the Mi nd
bur s t proj ect •

~INDBURST

How the adventure is resol ved is up
to the players and referee. The es
cape f rom the complex, and later ac
ross the border can be acted out in
as much or as li ttle deta il as i s de
si red. When the characters f i nall y
retur n t o Va da da , Ftah ko will pay
t hem t he agreed-upon pr ice a nd try to
conv i nce them t o j oin h is clan 's for
ces . They ma y do so, they may deci de
i ns t e a d to help some other clan, or
they ma y simpl y go on the ir own way.

ESCAPE

The Mi ndburst weapon is actuall y a
neural r ifle (statistics in negaTrav
eller or T.l. "'s 3 and 7 ) , recentl y
developed by the League. In humans,
it usuall y causes unconsciousness,
although it can occas ionall y trigger
d isorientation, mind assault, or e ven
death. However, the Asian bra in chem
ist r y creates a different effect: On
a roll of 2d: 2 -4 = no effect; 5-1 0 =
i ns a ni t y ; and 11 -12 = death. Th is i s
t he weapon ~h ich ha s deva s t a t ed the
AsIan invas ion. The r e i s no kno wn de
fense .
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on the floor, they do not appear
to ha ve had much success y e t .

16. Neural Shi e l d Lab. Here, scien
tists a re attempt i ng to construct
a defense for the neural gun,
whic h, while it decimates t he
Asian t roops, occas ionall y inca
pac i tates Floriani too. Their ef 
forts appear still to be in the
planning stages.

17. Missile Lab. This lab's focus is
on an ECM missile, which, upon
puncturing a ship's hull, would
short out all electrical systems
on the craft. Again, plans are
still at a very tentative level.

18. Tractor Beam Lab. In this lab,
researc h i s endeavouring to bu ild
a starship tractor beam. Plans
for a prototype a re in their fi 
nal stages.

19. Extreme Heat Lab. This lab a lso
ha s a guard outside its door. In
side, f us i o n and plasma gun tech
nology is being e xplored: e xten
ded range, higher accuracy (a
thinner jet oi plasma), increased
power, and smaller weapons are
four a venues unde r i nve s t i ga ti o n .

20. Mindburst Lab. Several partiall y
assembled neural guns lie around
this room, their insides in var
ing states oi disorder. Scien
tists a re tryi ng to ad just the
weapons to make t hem more speci
fic to AsIan, and to g i ve them an
even higher success rate than
they alread y have.

NE"uRP.L GUN
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IIMPERIAL GOVERNMENTI
Aspects of th~ Imper ia l s ystem of
gover nment have appeared i n a mu l ti 
t ude of a rt ic les, but no one descr ip
t ion has ever g i ven a s trai ght over
vi e w. But such a vi ew i s very i mpor
t ant , especiall y dur ing the tumult of
the Rebell i o n .

As has often been said , the Imper
ium owns ths space between the stars,
not the stars themselves; the onl y
land the Imper ium actuall y owns is
the world of Cap ital and the main
starport on each membe r world.

Starpcrts are r un b y the SPA
(St arPor t Aut ho r ity ) , a n Imper ial
bureau. The y al l have no l aw level to
f aci l i t ate tra nsiti on between worlds;
t heir tech leve l i s us ua l ly the same
as that of the i r world, but has a mi
n imum of TL 9. If the world's tech
level is lower than 9, it is illegal
to sell items from the starport to
the natives.

The main governmental s ystem i5
feudal. Each world can rule itself in
whatever way i t wishes . The planet's
ru l e r (o f t e n g iven the t itle of Mar
qu is for more i mportant worlds ) then
pledges fealt y t o the local count ,
who oversees several nearby worlds.
The count and his government collect
taxes, deal with inter-world prob
lems, and generally admin ister Imper
i a l multi-world policy.

The counts then take oaths of
fealt y to their subsector dukes, and
the most powerfUl of each si xteen
5ubsector du kes becomes sector duke.
He and his govern~ent collect taxes

f rom t he ma r qui s, deal wi t h prob l ems
betwee n s ubsec tors , and command the
I mper ia l mi l i t ary f orc e s of t heir
sector. In the latter , their control
is rather weak , i n that they make on
l y general military policy dec i s ion.

The dukes in turn p ledge the ir al
legiance to the Archdukes of the sev
en Domains. Unt i I 1114, the Doma in of
Deneb had no Archduke, but i n r eward
for h is courageous actions du ring the
Fift h Fron t ier Wa r, Emperor St r e pho n
bestowed the t itle upon Duke No r r is
of Regi na. The Archduke s c o l l ect tax
es f rom t he duke s a nd deal with wide
sc a l e prob l ems ( Imperial poli c y,
war s , e tc. ). An Archd uke can c r e a te
new nob l e s , a l t houg h hi s powers a re
severe l y li mi t ed i n t h is regard.

F inall y, the Archdukes pledge
fealt y to the Emperor, the supreme
head of the Imperial government. He
and his cabinet institute Imperium
wide pol i cy ; he invests new nobles,
and i s the top co~mander of the mili
tary. However, the sheer size of the
Imper i um limits the i r power, and mast
dec is ions are left to the lower lev
els of government. The E~peror's true
purpose i s to ser ve a s a f igure that
all c it izens can respect and rever.,
a glue stick ing the whole Impe rium
together. He prov ides the ceremony
and pomp, the charisma necessary to
tie together an interstellar govern 
ment.

Many other legislative and govern
mental bodies, and many government
run serv ices, also e xist . The best-

,("EMPEROij)IMOOT

( CABINEy

~
I 1 1 I

MI NI STRY ( ARC HDUKE]> A MARINES I ARMY IUSS I
o f IFLEETS 1JUSTICE ( DUKES").

~ lRESERV~1 II MPERIALI
( COUN'Bl FLEETS GUARD

PLANETARY MARQU I S ' and oth~ PLANETARY
lane tar y ruler s,.....< SYSTEM 51 ARM IES

'ISQUADRONS including
We t Na vi es
and Air
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kn own body is the Moot, which is a
democratic ho use consisting of all
t he nob l e s of the Imper ium. As most
no b l e s ca~not come to Capital to
vo t e , it is run by 40 0 to 600 non
land-own ing nobles carrying proxy
vo t e s for t he thousands of others.
The Moot has l i ttle power, and seldom
uses it: i t s two ma i n pOMers are to
p revent an unsuitable individual from
becoming Emperor, and, in worst-case
scenarios, to dissolve the Imperium.

The Imperial Ministry of Justice
runs Imperial courts, the jUdiciaries
for high justice crimes (treason,
v i o l a t i o n of the rules of war, geno
c ide, etc.), and has a courthouse on
eac h subsector capital. Other, lesser
c r i me s are dealt with at the plane
t a r y level, depending o n t he law lev
e l of t he worl d . The Ministry also
has a Spe c i a l Branch , the 3SB, a co
ve r t security agency in the rimward
end of the Imper ium. It falls under
the jurisdiction of the Imperium-wide
judiciary, the bod y on Capital that
makes the laws and runs the Ministry
of J ustice.

The Impe r ial Se rv i c e s are set out
simi l ar a r l y t o the Imperial gover n
m~n t , with a s i ngl e controlling bod y
o n Cap i t al but t he r ea l Se rv i c e indi
v i dua l l y c c ntrcll ed at t he sector
l~ve l. The I mper ial Na val Force Com
ma~d (I~IFC I. The Navy's lowest di vi
s ions a re squadrons, u s e d for pat rol
a nd p i r ac y s uppression. These a re
grouped i nto fleets under the sector
gov~rnment, or reserve fleets under
subs e ctor command, their numbe r va r y 
i ng considerabl y ba~ed o n the vo l a
t ilit y o f the sector. The Imperial
Flee t command , o n Capital, con t rols
3e~era l pol icy and F lee t deployme nt
by sector .

The I mper ial Marine Fo rce Command
( I MFC) i s a parallel service to the
Navy. It is a utonomous as far as po 
l icy and de p l o yme nt go, but at t he
sector level it comes underneath t he
Navy.

The Scouts ( I I SS I also have both
sector and Imperial command, a nd a re
put under Naval command during wars.
The Empe ro r is the supreme commander
0+ the Sc o u t s , as with e very service ,
alt hough he onl y e ver uses his power
in a l imit e d fashion (b y estab lish i ng
a Su r veyor new program, for i n 
s tance l.

The I mpe r ial A~my Force Command
( r AFC) fu nctions in the same fashion

as do the Marines, but it is not t he
onl y such fo rce. Ar mies, as wit h nau
t i c a l a nd aerospacp +o r c e s , and c ulo 
n i a l navi e s, a re par t 0+ wor l <: de 
fe nse forces. Genera ll y , a il fall u n
de r their worlds ' c ompl e t e aut hority,
bu t dur i ng ",a l"' ti me , the I mp er ial Navy
takes c on t r- o L ,

No rrea l l y , th is s ystem is a very
stable one, but onl y while t he Emper
or is strong. Being the onl y uniting
+actor in the Imperium, the post of
Emperor can never be va c a n t or filled
by a poor leader, or the government
i s s eriousl y weakened. All it takes
then is a good s hove to send the Im
perium i nt o to t al chaos.

- ~ "to-i:'~11, - ' ._ • • '., - .
- - • .:. M7" ' 6 ' "

Conti nued fro. page 8
33 . Power Plant Mid-Level.
34. Manoeuvre Drive LOMer Level.
35 . - 42 . Passenge r Staterooms.
43. Delu xe Passenger S t a t e r oom

Anteroom .
44. Del uxe Passenger Stateroom.
45 . Triple Laser Turret.
46. Triple Missile Turret.
47. Triple Sandcaster Turret.
48. Ca rgo Bay. Open to D-deck.
49.-60. Crew Staterooms.
61. Exec's Stateroom.
62. Captain's Office.
63. Captain's Stateroom.
64 . Alcove. Use varies depending on

Captain 's tastes. On some ships
it contai ns a I ibrary , a mini
g ym, or a n entertainmen t console.

65. Power P lant Lowe r Le vel.
66. J ump Dri ve.
67. Cargo Ba y .
68. Forward Cargo Doors. Extend up to

C- I e ve l .
69 . Side Cargo Doors.
70 . O+ficers' Lounge.
71. Crew Mess.
72 . Crew Lounge.
73 . -77 . Cr e w S t a t e r ooms .
78 . Gym. Used onl y by Feskals on most

ships.
79 . S t a r board Cargo Ba y. Can be u s e d

as +uel tankage.
80. Port Cargo Bay. Can be us e d as

fuel tankage.

- 17-



FLORIAN STARSHIPS I

StrUt Crlim FCS·lllmJ3·i\07140·oom-e. 1IC,31 600. 34 000 loIS.
hthrirs bmhg 919 n:15.

hittPl'in l1A C1ft:3U.
h.sSU9frs:a. l.DI:O. eu,,:20. h,I:I330. £P:lS2. "Uit,:!. Troops:O.

The Florian Strike Cruiser is the
backbone of the League Fleet. It car
ries 200 tons of small craft inside
a nd can s upport tHO 2000-ton ships on
i t s bac k. Like many Florian ships, it
i s standard configuration. Designed
by Ed Edwards.

COlIr itr 1f·1lC1441-000000-000!3D-O. IICrZJ40. 2000 ton.
PiSWlgfl'5:0. LUI:O. C1r90:I . Ful:J680. £P:80. Agility:4. Tl:15. [,n:10.

The Florian Cour ier, also known as
-long legs ,· carr ies enough fuel for
tHO jum p- 4 "s, and i s used for long or
fast courier miss ions where refuel
Jing may be d iff icult. It is of stan
dard configuration and is often car
ri e d by FJorian Strike Cruisers. Th is
s h ip de s i g n is in g reat demand during
the Re be l J i o n . Designed by Ed
Edwa rds.

- - 1. ' \ltllJ1Jt .. '/'l.. _ - -

-~~ -" ~ ~-~ .

another
often
car

low
to

Troop Curirr FtHI366EI-000400~-o. JlCrmS.4. 2000 tn,.
httrrits lfUh, 1 I nus,

bdtrril1 I I Cra:3J.
PiSWI,rf!l:O. lDl:450. CM,.:!Jl. F"I:800. EP:I20. Aljility:O. lrOlll":450.

FSJ.-tll6llJ2-f0994I-oom-e. 1Kt3158.15. 2000 \DK.
b.1ttttin bwh9 II n 15.

~tttrin JI Cm:42.
Pmfl9Hs:O. lDI:40. eu,o:O. htl:340. EP:340. a,ility:O. TMlDIIs:6.

The Flor ian snB i s one of several
ships that can be car ried by the
FJorian Strike Cruiser. Like man y
Florian ships, it has bays rather The FJorian Troop Carrier is
than t urrets, and is of standard con- standard configurat ion ship
figuration. It carries a 50-ton cut- carried by Stri ke Cruisers. It
ter and has a back-up bridge and ries a bat tal ion of troops in
modeJ/4+fib computer, as well as a berths and uses its cargo bay
frozen watch. Designed by Ed Edwards. transport their equipment.
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httlm,ip FI.-fIJ3W·I777OHOI.,.... 1Er53 no. $4 000 tillS.
utltf'in btui., I UI Tl:I$.

bltttrin • 111 Cm:600.
PISSflgrn:20. lDI:600. tlI1D:120. fltl:22480. £1:5400• .,il l1r:3. l....s:12O.

grav mining vehicle (High PdSsdge No.
4 . Treat as a G-carrier with a pulse
laser, a c rane, mini ng gear, four
passengers, and ' tons cargo).

The League contains onl y four ships
of this model, the largest Florian
warship design. A standard configura
tion vessel, it has the folloHing
backup s ystems: Jump-2, tHO model/3
fib computers, a meson screen (model
7 ) , two nuclear dampers (model 7 ) ,
and an emergency bridge. Also carries
two 95-ton shuttles. Designed by Ed
Edwards.

~
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..... --.....-", f"lf.(,E :k<~\,'"

l iatt FAJ-321IJSI-GOOOOO·1OOOO-o. 111'196.4. JOe lIDS.
balhrin btuiJ, Z n:IO.

bltttrin Z Crtw:6.
Pilmlgm:O. 1.01:0. Cuga:90. htl:". [1:9. Agilitr:l. 1toops:0.

One of the most common Florian ships,
the Miner was originally intended as
a prospector, but is now often en
countered acting as a Far Trader or
Sc out.

The crew consists of a pilot, an
eng ineer, and a me d i c, plus three
belters. The ship carries a 10-ton
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Rtstu[~ Cnistr Fl·5431:m-ooooo·OOOO-o. 1IC,J84.6. 500 hI!.
Pustl"rs:l0. L",,:O. C"'9O:20. Fltl:I65. EP:15. "i1itr:l. Tl12. CrtI:6.

The Florian Research Cruiser is a
popular design for research both in
side and outside the League. It has
60 tons of lab space and carries a
cutter outfitted with a model/2 com
puter. It has two modules: a standard
fuel s k im module and a lab module
with an air/raft, two staterooms, a
raodel/3 computer, 5 tons of cargo,
and a 10-ton lab CMCr20.61.

bil "'t fIV-1l4l4ll-ol1lOllHllOOH. 1ICt61.I. 100 t,...
PilSSflgtrs:l. 1.01:0. Cuga:IO. htl:44. EP:4. Agilitr:4. Tl:13. Crn:l.

Florian Mai 1 Boats travel to all the
League worlds carrying electronic
mai 1, parcels, and the occcasional
VIP. They are similar to Imperial
X- boa t s , e xcept that they have man
oeuvre dri ves and cargo space.

Mail Boats are r un by the Lea9ue
90vernment, and are built and pi loted
by the Florian Navy. They cannot
land , so are cared for by Naval
sh ip5.
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DUA L USE S.PAC.ES

HYP£I\ - C.OMP,c.,C.T
QUARTERS . ..

INSIDE EQUIPMENT: Tl 15 VACC SUIT

Outer Insulating
Fabrie

Se l f - seal Je l l y

I nne r
Body Pr essur e
Suit ( s ki n- t i ght ,
per r ous )

NEXT ISSUE:

The TL 15 Vacc - suit i s the ultimate
r e fineme n t of Vacc - suit technology .
Onl y three milimeters thick, it can
be com fortably worn in any envir on
me n t f or extended pe riod s o f time .

The TL 15 Vacc - s uit haa t hre e
l ayers ; the i nner most i s a body
pressure s u i t , a s ki n- t igh t , pe r r ous
body- st ocking that reinforces the
s kin a gainst vac uume and a c t s as a
temper ature r e gu l a t or . The middle
l ayer cons i s t s o f a j e l l y that har 
de ns when the suit i s breached ,
s ea l ing the hole . The ou t e r laye r
i s a plastic insula ting fabric ,
pr ovi di ng armour a nd envi r onmental
pro t ec t i on .

SUI T FABRIC CROSS-SECTI ON

Oxygen
Port

Control s and
Readou t s

Glove
'Ol.iIt'" La tc h

Infla t able
Bubble
Helmet
( polar i zes
with light )

bt::::y
~C02 Sc r ubbe r ,--'-----------------....,

\ J ~ I

Mic rophone
(folds ou t - ....>." C
o f wa y ) Jr';;;~

Ai rtight
Zi ppe r 1 -ff- - _ -1

Glove

Pockets

Soft Boo ts

F@ature Adve nture - After the Fac t
So lomani Cr u iser
Nora' a Subs ector

Magne t ic/ sole5 P l us Skin Dye, Cel l Dye ,
a nd the f i r st in a seri e s of
art icles on Me9a Tr aveller !

On s al e in Marc h !
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SENTRY BOX WEST
No .1 IN TRAVELLER LITERATURE~

WE STOCK TIlE
FOLLOWING LINES
OF FIGURES:
Ral Partha
Citadel
RAFM
Mi ni f igs
Ma r tia n Me t als
Asga rd
Gr enadi e r
Frei- korps
S tone Moun tai n
Her oi c s a nd Hos
Skyt r ex
GHQ
Nai smith
Da r k Horse
o r r the ti a ll

WE SPECI ALIZE IN ROLE PLAYING GAMES ,

BOARDGAMES AND LEAD FIGURES • • .

ESPECIALLY LEAD FIGURES!

We s t ock all the l atest TRAVELLER s up pl ements at rea s onable prices:
We als o have ba ck i s sues of J ournal and bard to get TRAVELLER fi gs .

I F YOU NEED SOMETHING JUST ASK:

SENTRY BOX WEST HOBBIES
3309 Wes t 4 th Ave.

Vanc ouve r B. C.
Ca nada

(604) 734- 1933

Na-l ON SALE:
FOR TRAVELLER : MegaTrave l ler

Playe r 's Manual
COMING SOON: 101 Vehicles

Tr aveller ' s Digest 11

HIVERCARD ac cepted

[EE
Don ' t leave your homeworld

without i t :

FOR 2300 : Star c r uise r
Shi ps of t he Frenc h Ar m
The Aurora Sour ce book








