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subsecription, you'll get more than just simple
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Paranocia Press. All in mint condition. All
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NOTES FROM THE CAPITAL

1'd like to apen up this issue with ingr? Write an article for T7Ti7fany
some unfortunate news: due to the re- Star, and let Marc know your views!
cent increases in paostal rates (in For more information, see the ad on
both the U.S. and Canada), we will be the facing page.

raising our subscription rates as of GDW is planning several supple-
next issue, Current subscriptions ments for the next two years. The
will be honoured at the old rate. Ca- t+irst of these, the Rebellion Saurce-

boot, should already be available

nadi ates are remaining the samej
b 4 ) when you read this. Coming this fall

US rates are increasing to $2.25 far

a single issue and $8.25 for a one- is the Referee’s Companion, contain-
year subsscription. ing everything that was left out of
I would, however, like to call MegaTraveller. Supplements for next
attention to a new fanzine with which year include the Cloat and Dagger
I am very impressed. 7if7any Star is Saurceboot, the Densb Sourcebookt (by
produced by Mike Mikesh (whose wark Digest Group), and a possible book
has appeared in 7hird Imperium) and written by yours truly -- but mare
Ed Edwards (editor of the now-defunct about this next issue,
Working Passage, and Traveller's num- This issue, we have a lot of spe-
ber one fan). It is devoted to his- cial teatures! part two of our Compu-
torical 1information and background ters series, more MegaTraveller adap-
details on the Rebellion, including tations, information on the Glorious
maps, diagrams, and in-depth essays. Empire, and a pull-out map of Charted
The magazine is also being supported Space. This is the first complete wap
by Marc Miller, who has contributed of Charted Space ever to be pub-
several articles. lished, including all sector names
But 7i77any Star is more than just and various supparting data. Indivi-
a fanzine. It is also a forum for fan dual copies are available for $1.00
discussions an the Rebellion, with (both U.S. and Canada).
the goal of presenting ideas to Marc
Miller for official Rebellion data. -Mike Jackson,

What do you want to happen to Dul- Fditor
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GLORIOUS EMPIRE

Consisting of some thirteen worlds,
the Glorious Empire is a small, inde-
pendent state in the Trojan Reach.
Created by a separatist Aglan clan tn
650, it is treated neutrally by the
Hierate, and coldiy by all other
nearby states,

The Glorious Empire expanded
pidly, congquering many worlds that
already had a human populaticn. The
Aslan Hierate grew alongside, hemming
it in, thus creating its unusual
shapge. Expansion slowed and then
stopped in the 900*'s due to insu¢-
ficient resources to support the war
etfort. The Empire currently trades
with various Aslan clana, and main-
tains government-run piracy opera-
tians against the Florian League and
agther nearby human worlds.

ra-

CULTURE

The inhabitants of
pire are &5% Aslan
lan form the upper
ses, while humans

the Glorious Em-
and 35% Human. As-
and wmiddle clas-
comprise the main
labour force, with status little bet-
ter than slaves. Some parallels can
be drawn with the South A¢rica of
20th-century Earth.

All citizens of the Empir e behave

as Aslan, and can be generated accor-
ding to Alien Module !. However,
they are extremely aggressive, nearly

three times as touchy and viaolent as
are narmal Aslan. TYolerance skill is
nonexistent. l

o

=L

Humans in the Empire behave in a
similar manner, though they are con-

stantly subservient to their Aslan
masters. They look down upon humans
outside the Empire, seeing them as
weak and dishonaurable. Human Impe-
rials can be generated as for Aslan,
replacing Dewclaw with Brawling
skill. They may not become otticers

and cannot receive property.
Citizens of the Glorious Ewmpire

are rarely encountered outside their
state.

GOVERNMENT

The Glorious Empire has a government

system based largely upon that of the
Hierate -- +families band together to
form prides, which bond together as a
clan. The Empire has only one clan,
however, so the entire state is under
one coherent government.

The supreme head of
Empire 1is the Grand Emperor. The
t+irst Enperor was the head of the
cian, and later Emperors have been
chosen in a unigque manner: terial by
combat, Combat is to the death, and
may only be attempted by a pride
head.

The Empire maintains a navy and
army, and each world is held under
tight control. Aslan 1listings give
most worlds type K governments. Impe-
riat listings give type & ({(captive
government) ar type 9 (impersonal
beaurocracy). Society 1is generally
eppressive and law levels are high.

The Glorious Empire is rated as an
Amber Zone by the Travetller’s Aid Sao-
ciety.

the Gloriaus

During the Rebellion, Aslan forces
capture worlds throughout the Traojan
Reach, completely encircling the £m-
pire. The Imperials object, and begin
raiding Aslan worlds. Minor clans be-
gin to peck at the state, capturing
three worlds from $1£7 to 1118,

In 1119, the major clans af the
sector turn to the Empire and begin a
full-fledged attack. By the end of
the year, the Glorious Empire has
been completely reabsorbed. Htaurlao
is in the hands of the human slaves,
and Sycakh, the Imperial capital, is
a bombed-out radicactive cinder.



TRAVELLER'S HARDWARE

SPEED LOADER

The speed loader allows $fast reload-
ing of revolvers and snub pistols
during combat., It {is basically a
round plastic block with slots for
six shellsy pushing it into the cyl-
inder of a revolver-type weapon lpads
all six shots stmultaneously. Indivi-
dual speed 1loaders must be loaded
ahead of time, and can then be car-
ried around until needed. Loading a
speed lpaded takes 30 seconds. Load-
ing a gun with one takes only one
combat round. TL 6, 1005, Crli3.

TRIGGER LOCK

Used with any firearm, trigger locks
are a special forn of key preventing
other people from using an indivi-
dual’s gun. At TL ?, the trigger lock
is a magnetic attachment which holds
the trigger out. A special ring neut-

ralizes the magnet and allows the
trigger to be pulled. At TL 2, the
trigger lock is a thin fingerprint

reader keyed toc the gun’s owner., In
either caze, only the correct person
can use the gun. TL 7 trigger lock:
Cr50, TL 9 trigger lock: Cr200,
Weight for either is negligible.

COMBAT SENTRY

Produced at TL 11, the combat sentry
iz a laser rifle with various sensaors
and motion mechanisms which can be
left unattended to guard a certain
position. Packed in a 1k9 carrying
case, the combat sentry consists of a
TL 9 laser rifle, a video camera with
optional passive IR functioning, a
motion mechanism for turning and
raising the gun, a heavy-duty tripod,
and a power pack.

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

MIKE TACKSON

size. (Naturally, a remote contral is
included to allow the person who set
it up to get away!) It will continue
to operate until the power pack runs
aut (100 shots)y alternately, it may
be plugged into any nearby electrical
gutlet for a near-intinite 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 any targets within its pre-

set range limit, and it may never
perform an interrupt. Weight: 15kg
(16kg with case). Volume: 20L (15 in
case). Cost: Cr8500.

VARIABLE OUTPUT LASER

The V/O0 laser i3 a refinement of
laser technology. Unlike earlier ver-
sions, the V/0 laser’s pawerpack is
built with a special energy capacitor

{esimilar to those in ships’ drives)
which allows it to store up large
amounts of energy and then release

them in a2 single burst.

The V/0 laser is the same size and
weight as a normat TL 9 laser ritle,
but its pack weighs 35000g. It has a
-1 DM on to hit tasks, but has adjus-
table damage and penetration. Damage
can be varied from { to 18 by chang-
ing the beam’s pouwer; the penetration
has a base value of 4, plus one per
damage point of the beam.

The V/0 laser has
points, and each damage point it
shoots cpsts one of these. When all
50 are used up, it must be recharged.

However, +firing high-power beams
can be dangerous to the system. When-
ever firing the V/0 laser, roll three
dice. 1f the resulting number is less
than the number of damage points of
the beam, the power pack explodes as
a TL 13 HE hand grenade. Changing the

S0 energy

firing setting takes no time, but
charging up for more than 10 damage
points takes a full combat round (ie,

the laser can only fire at such ener-
g9ies once every
Length:
8.8L.

weight:
Cr9000.

oM _==
Q

TL 10.
Volume:
pack
price:

two turns).

Weight: 8.8kg.

Cri2 000. Pawer
Power pack

im.
Price:
Skg.




Starting next isaue,

TRAVELLER CRAFT

them, we are here reprinting the af- calculations.

Page 62, Step 3 (comection): The price column Is In thousands of credits on the Smafl Craft Hull Table.

Page 63, Stop 5 (comection): Configuration 1 should be labeled Noedia/Wedge. The Alrframe Column for
Configuration 8, Dome/Disk shouid be x3.0, not x0.5. The Price Mod column for Configuration 7, Imegular should be x
0.5 not x.0S.

Page 63, Step 6 (darification): The armor value mass facioris In fact the armor value mod (refers to the Mod
column on the Armor Table In step 9).

Page 64, Step 11 (correction): The second and third sertences should read: if the vehicle has a chassis UCP of
0.2 of leas, R cannot be enclosaed; accupants must ride on s outside. If the chassis UCP ts more than 0.2, the vehicle
Is enclosed unless selected otherwise.

Page 64, Step 1 (comections and darilications): The table heading is misleading. The Power Out, Weight, and
Price is per kiloliter of volume; thus the Power Out, Weight, and Price of each table entry Is for 1 kiloliter of power plant
volume. The volume column should be labsled Minimum Volume, this Is the amallest volume to which the power plant
may be buft .

The tech lavel 12 Fusion Power Plant KHour entry should be 0.003, not 0.005 as shown.

The tech fevel 17 Antimatier Power Plant Klyear eniry should be 250.0, not 25.0 a3 shown.

Also, further testing of vehicle desigrs using the hydrocarbon fualed power plants has revealed that they are too
ineflicient as given. More acceptable values are given below:

~———Per KiloRlor—— Minimum

L Description Power Out  Weight Price Volume  KiMHour Fuel Type
§  Intemat Combustion 025 1 1000 0.005 0.030 Hydrocarbons
8  Improved Internal Comb 0.40 1 - 2000 0.001 0.025 Hydrocarbons
7  Gas Turbine 0.80 1 5000 0.005 0.040 _Hydrocarbons
8  MHD Turbine 0.80 1 106000 0.001 0.035 Hydrocarbons

Antimatter power plams vse fuef pads: a spedial seli-contained {uel package that consists of a measured quantity
of antimatter enclosed in a strong arlificdal gravity “botile®, The boitle’s gravity flelds are malained by an array of
superbatteries. Fuel pods ere the heart of an antimatter power plant, and they typically provide fuel for up to a year
belors naading replaced. Fuel pods also have a minimum size fo which they may be but:

Minkmum
L  Volume (K))
17 2,000
18 0.800
19 0.200
20 0.050
21 0.005 .

Antimatter pawer plant output Increases dramatically as the sbillty to safely contain a progressively larger
snihiation mass occurs. This means that a given fuel pod s “dumed up” &t a progressively faster rate, however.

On the Fuel Calis table, the haadings lor the two rgitmostcolumns should be: Price, and Fuel LRers/Hour,

Page 64, Stap 2 (correction): On the Smafl Plants Efficlency Decreass Labie, the Volume column entry for
Turbines is missing. k shouid be 0.10-.

 Page 55, Step 5 (darication): An antl-grav unit requires s gravity wefl 1o push against, so an anti-grav maneuver
drive s less efficient st 10 diameters and beyond. The eflsctive maneuver numbser of the craft drops by 50% at 10
diameters and beyond; for example, & Manewver-2 drive drops 1o a maneuver-1, and a maneuver-1 drops 1o a
maneuver-0.5, Thruster units do not sufler these sffects.

Page 66, Step 7 (correction): The minimum volume percentages shouid be: Wheels: 1.5%, Tracks: 2.0%. Greatar
voiume reduces ground pressure, which in tum increases off-road speed.

Page 66, Step 9 (correction): The Avionics table haadings should be: Volume, Weight, and Power—not Power,
Velume, and Weight

Page 67, Step 4 (correction): The price note should say: I TL8, x2. ‘
. sgoaao;o“' Step 3 (correction): The prices for Radar should be: Waeight x Cr1,000,000. Al-weather Radar is Waight x

Page 68, Step 5 (clarlication): An EMM package does not mask the creft's amissions when R uses active
:::’r:n;:gnetb sensors. Also, an EMM package does not mask the craft from active sensor acans conducted by

Page 68, Step 7 (correction): The weights for tech level 10 and 11 regional Ladars are Incotrect. They should be
TL10, 0.016 and TL11, 0.006.
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we nill be pre- ficial MegaTraveller vehicle design
senting varjous Traveller cratt de- errata. If you have a design you
signed with the new MegaTraveller would like to share, send it to TAird
rules. In order to best make use of Imperium with a worksheet of your




Page 70, Step 15 (corection): The power requirement for the EMS Active Ammay should be: Weight it fons x 10.
Page 71, Step 3 (comection): The price column and hardpoints column lor the Meson Guns table are incomedt. The
coiTec! values are:

|

MESON GUNS (SPINAL MOUNT)
Hard-

3
5

10000
12000

-

SRR R L

NAXE<CHANWIOVZErXCITOMTMOOD>
83‘8838388388888388888888;

 MIKE JACKsoV 88

Page 72, Siep 8 (correction): The hardpoints for bays should be 10, not 100,

Page 72, Step 8 (comection): The TL 9 column shouid be empty for the Plasma Gun, Fusion Gun, and Repulsor.
Tha prices for these weapons are missing—the coirect values are; Plasma Gun, MCS; Fusion Gun, MCr8; and
Repuisor, MCrE. :

Page 73, Sep 13 (cormrection); Each Plasma Gun Tusret can have 1 or 2 weapons, not just 1.

Page 74, Step 14 (correction); Each Fusion Gun Turmel can have 1 or 2 weapons, not just 1.

Page 74, Step 17 (clarfication): Rate of fire applies in personal combad, not In space combat. Each space combat
round represents 20 minutes of elapsed thine—rate of fire s Inconsequential in this case.

Page 74, Step 18 (clarfication): 100-ion bays hold 100 missies; 50-lon bays hold SO missiles. The batiery-round
for one 100-1on missle bay is 100 missfies; The battery-round for one S0-ton miasile bay is 50 missiles. ROF only
applies during personal combat: in space combat, use the beftery+ound.

Page 75, Step 20 (darfication): The Indirect Fire range flsts a range band and & number in parenthesas. The
number in parentheses. is the actusl range in kiiometers. Wheve the range band indicatas a general range band for
*effect®, tha exact range in kilomaters ks much more accurate. We recommend you use efther the range band or the
exact range In kilometers In a given combat session—dont use both. Mixing and matching range methods can be
confusing. -

Page 77, Step 22 (cotrection): The indirect fire range In kilbmaeters for a 10cm bore is 20, nat 22 Likewise, the
indirect fire range in kAometers for a 24cm bore s 80, not 90.

Page 79, Step 33 (corection): Change the lasi sentence 1o read: I a vehicle is opan-lopped or smaller than a UCP
of 0.2, the weapon mount must be Fixed or Open; Turrets of Cupolas are not alowed.

Page 80, Step 2 (clarification): The price of Nuciear Dampers is given in MCx.

Page 80, Step 3 (correction): The Power column entriea for optimized Meson Screen Packs is Incomect. The
cofrect entries are: TL18, .135; TL17,.100: TL18, .0685; TL19, .035; TL29, .01S; TL.21, .010.

Page 80, Step 6 (clariication): The price ol While Globes is given In MCr.

0 um 81, Step 1 (correction): The volume and weight of Basic Life~-Support Is incormect. R should ba 0.005, not

Page 81, Slep 3 (clar¥lcation): The price of Computers ks given In MCr.

Page 82, Step 7 (corrections and clarifications): On the Engineering Crew formula (Ce): Lalocomotion CP. On the
Maintenance Crew formuta (Cm): A=Hull disptacement divided by 100, H=Hull CP.

Page 82, Step 8 (comection): The exampie incorrectly specilies a 43-person crew—the correct vaiue bs &
45-person crew.

Page 83, Step 3 (Clar¥ication): Tha fisted prica of the fuel purification plants is in credits,
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GOERTEL sussector

The Goertel subsector, like many others of the Trojan Reach, is named atter the
first world colonized there, an outpost of the ancient Sindalian Empire. 1t is
one of only two human worlds in the subsector: the rest are either Aslan or of
the Glorious Empire.

During the Rebellion, all of the worlds of the Goertel subsector fall to the
invading Aslan ihatei (second sons).

SYOAKH (0207} is the capital of the Glorious Empire. It was initially colo-
nized in the early 400’s, and split off from the rest of the Hierate in &50. It
soon conquered halt a dozen nearby waorlds and established the Empire.

HTOURLAO (0208) has a population of S billion, 3.9 of whom are human. It is
the main industrial centre of the Empire.

COLOMY SIX (0401) is the last of six worlds colonized by Solomani sublight
vessels launched in -2445. The ships were smaller versions of the ones used to
colgnize the lslands subsectors (Reft Sector). Colony Six was established in
=200, and the remaining ships continued on. Course predictions place them cur-
rently in Ziafrplians sector.

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

A’EQUYA (0710) has almost no useful respources of any sort, and has never been
colonized. A minar clan constructed the starport in 988, but soon ran out of
resgurces to supply it -- it is now abandoned.

Alr 0109 A?79348-B Non~industerial. G
Ehrafou 0110 BOOO7KA-E Asteraid Belt. Non-agricultural. G
Ftulrois 0202 B448&AA-?7 Agricultural. Non-industrial. Rich.

-

Oatre 0203 BS32334-C F Low populatian. Non-industrial. Poor. G
Hea’a 0205 E84026A-4 Low population. Non-ind. Desert worid. Poar. G
Eiaihiy 0204 BS00ii1-A F tow population. Vacuum world. Non-industrial.
Syoakh 0207 A&968BC-E F Blarious Empire capital.

Htourlao 0208 B311948-E F Ice-capped. Non-agr. Ind. High population. G
Keawoaw 0210 B430433-9 Desert world. Poor. Non-industrial. 6
Asyuh 0301 B8C3235-9 F Low population. Fluid hydrographics. Non-ind. G
Yero’ilra 0304 DS00847-B Vacuum world. Non-agriculturatl, G
Oihu 0306 B300444-7 F Vacuum world. Non-industrial. G
Eikhaaw 0308 C88979E-9 Rich. G
Colany 8ix 0401 A4BAS41-D Water world. Non-industrial. G
Goertel 0402 B&488DC-6 G
Hteakya 0403 B223434-E Non-industrial. Poaor. G
Khau 0404 C4373N8-C Agricultural. Non-industrial. G
Erasaso 0410 B4BAI1GA-C T Water warld. Low population. G
Hrahraiu 0502 B420&4LC-D T Desert world. Non-agricultural. Poor.

Hliyh 0503 B200AK?-E R Vacuum world. Nan-agr. Ind. High population. G
Eilaeah 0504 BB8&32G7-C Low population. Non-industrial. G
Yestahwye 04604 BAAQ&MA-C Desert world. G
Fiyleakh 0609 B4138MA-D R Non-agricultural. G
Tryaoke 0704 D5547HB-S High population. G
A’esDuya 0710 B950000-0 Desert world. Barren. G
Akhwohkyal 0801 BA99D4J8-9 Agricultural. Non-industrial. G
Ftiys 0806 C76A3K5-7 R Low papulation. Water world. Non-industrial. G
Eauhti 0810 B35404H9-D R Desert world. Nan-industrial. Poor. G

The Goertel subsector contains 28 worlds with a total population ot 24.48f bil-
lion. The highest population is A, at Hliiyh} the highest tech level is E, at
Ehratou, Syocakh, Htourlao, Hteakya and Hliyh.
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MAP LEGEND
WORLD CHARACTERISTICS

@® Water present
O No water present
4% Asteroid belt

BASES

** Clan military base
® Tlaukhu military
base
Imperial scout base
Scout way station
Research station

JePp

TRAVEL ZONES

/\ Amber zone

A Red zone

POPULATION

Secundus under one billion
PRIMUS over one billion

starport
type
bases gas
giant
woTld
type x-boat
route

world name

travel zone code

border

7

TROJAN REACHES SECTOR

Vi VION

A: Menorial
B: Egyrn

C: Pax Ruiin
D: Gazulin
E: Yggdrasil
F: Dpres

G: Sindal

H: Tobia

0807

0510

Fiyleakh g »

SILRAAIHE

JoZX G H

0804
TRYAOKE

TLATIOWAHA

C) 707

Yestahwye°

2710

Nora'a

Goertel
Tlaiowaha

The Borderland
Ranib
Silraaihe
Hkea'as

Binary



FEATURE ADVENTURE:
VENDETTA

Atter a laong trade missiaon in the As-
tan Hierate, the players have stopped
to reat at Colony Six (Goertel 0401,
A46BAS41-D). Their ship is undergoing
annual maintenance, which looks as
though it will take two or three
weeks.

Colony Six is a comfortable warld
wwith a dense, breathable atmosphere
and a population of 300 000. It is a
romplete water-world, with absoslute-
iy no land massea. 1Its government is
a representative democracy, with the
populace voting on the members of the
thirty-seat governament council.

Colony Six has two distinct socie-
ties: the sea-riders, who live in
huge, +floating boat-cities several
kilometres acrass, and the wind-
riders, 1living in small, non-mobile
gravitic cities. Two-thirds of the
population are sea-riders. They are
the industrial farce af the world, as
well as the collectors and growers of
food -- mostly various type= pf fish.
The world’s type A starport is built
on a sea-rider city. On the other
hand, the wind-riders run the beauro-
cracy, universities, and research in-
stitutionas. The two societies coexist
in a2 mutually beneficial, symbiotic
relationship.

A SMALL PROPOSITION

While relaxing at an underwater hotel
near the starport, the players are
approached by a small man who identi-
fies himsel¢ a= Sven Lao. He would
like to hire the group for a short,
well-paying job which he guarantees
will cause them np trouble at all.

If the players express {nterest,
Lac will explain. Unti! recently, he
was a high official in the world’s
goverrmental beaurocracy. But twO
monthe ago, after the last election,
a wmajor governmental reform toak
place, and he lost his job. He now
wants revenge, and will pay the play-
ers Cri100 000 if they will kRelp.

The Councitlor who rearranged his
department is named Daphne Bantook.
He would like the players to kidnap
her 30 he can force her to give hinm
back his job. They will not have to
keep her, simply kidnap her and give

-10-

her to Lan. They will have no prob-

lems with the pol

ice,

as the world’'s

law level of 1 prevents most legal

interference.

ETHERHOME

Bantook lives at

Etherhome, one of

Colony Six's twelve
ties. It is both the seat ot govern-
ment and the planet’s anly major re-
sort, with facilities for up to 3000
tourists at any ane time.

Etherhome {3 basically a large

grav generator

tached in any place

and gardens and

complexes on the

with

wind-rider ci-

buildings at-

they will #it,

parks everywhere
else, It has a population of 23 000,
most of whom live in large apartment

citi

es’ underside.

The top side is dominated- by parks,

hotels, casinos, pubs, and theatres.
ETHERHOME Government/
Resort City
T?e Population:
Villa 25 000
Offices
gports Offices
ome Hotel
Residential Theatre
\
Mall Mall
~.I ’/
| ol /’|
,// \\ | Hotel
Casinos, \ d
Stores, 1" \\
Theatres / \\‘
[~ Residential

// ))(

Residential —

Sensor Tower

Vehicle Bays

Grav

Generators

\‘Powerplant
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riKE TJACKsoN
At the very centre {s the *"Villa,"® group’s help ance more. He can only
the location of all government of- pay Cr25 000 this time, but then the
fices and the council chambers them- job is much simpler,
selves. Lao hopes to find some scandalous
Etherhome is located 150km north material about her past so he can
of the starport. Access is by grav more effectively blackmail her. He
vehicle only, as there are no facil- needs the players to break inta the
fties large enough for spacecratft, government computer files and search
and it is very difficult for any for anything *dirty.® He would do it
cther vehicles to climb the half- himsel$, but he is not very good with
kilometre to the city. computers, and all of the access
codes have been changed since he
*EXCUSE ME, Mi1SS..." vorked there.
Rules for these computer activi-
Bantook has a luxurious apartment at ties are dealt with in this issue’s
the very edge of the city. The build- Computers article. The "Villa” uses a

ing has a heavy security system, {in-
cluding video cameras and retinal
scanner locks, Breaking in looks like
a difficult proposition at best. How-
ever, Bantook is commonly found re-
laxing {n various -nightclubsa, in
which security is nonexistent.

The Councillor is relatively easy
to ¢ind, but unfortunately, she is
usually i{n the company of Dartanion,
her bodyguard. Dartanion is from the
Glorious Empire, and a member of the
Wahteilakh {described below). During
the kidnapping, the players should be
farced to kill him.

Bantook will come along guietly.
They will hand her over to Lao and he
will pay them. Job completed.

A SLIGHT PROBLEM

the players are again
He is extrewmely upset,
as Bantook will not give in, no mat-
ter what he threatens to do. He has
hit upon another plan, and needs the

Six days later,
found by Laa.
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model /S mainframe with separate ter-
minals throughout the building, and a
Defense pragram (+1 program DM). It
is alsp part of the world data net-
work, and can be accessed from any
computer with a radio link.

Searching through Bantook’s
reveals a spotless record,
frustrates Lao no end. He suggests
that all her *dirty laundry® 1is in
separate holocrystals, so will pay
€ri10 000 if the players break into
her office in the Villa and bring him
any holocrystals they can find.

files
which

*"DID YOU SEE SOMETHING?*"

Starting about four days after the
kidnapping, the players start noti-
cing other Wahteilakh cbserving them.
They gquickly disappear whenever spot-
ted, and are never closer than 30m
away.

Some time later, late at
one of the Wahteilakh confronts
players. He explains that the

night,
the
group




"killed cur brother,” and declares
Vendetta: one o+ the grop must die to
make up for the death bpf Dartanion.
He then attacks.

I+ one o4 the characters is
killed, he will then turn and leave.
I+ he is killed t(a far more likely
propasition), then two days later,
the players will again be confronted.
This time it will be two Wahteilakh,

who will explain that now two ot the
characters must die.

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

A JUNCTURE OF VENDETTAS
When they go to Lao to give him the

ceystals, they discover that both he
and Bantook are gone. The crystals
contain nothing scandalous, and it

should become guite obvious that the

councillor is quite clean, having
probably done nathing wrong in her
entire litfe,

The next day, Bantook reappears,
telling the media that she has just
returned ¢rom a short holiday. Lao is

later found in a hospital recovering
from an "accidental® fall from Ether-
home. He {8 in intensive care and
cannot be contacted.

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

THE MAHTEILAKH

The Wahteilakh is a warrior cult fecom
the Glorious Empire. Faormed in the
early 900’s exclusively +or 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 A=-
lan majority.

The Wahteilakh can easily be iden-
tified by their topknots and intri-
cate tattooing. They wear only the
barest minimum of¢ clathing, and speak
only when absolutely necessary. In
most other ways, they behave as
Aslan.

Wahteilakh are always strong, dex-
trous, and intelligent. They usually
have the foltowing skills; Brawl-
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ing-2§ Grav Vehicle-tj Hunting-21
Syaorl1-33 Stealth-2§ and Tactics-{.
(The syaorl, a special weapon avail-
able only to Wahteilakh, is described
below. )

Two interesting customs are common
to the Wahteilakh. The first 1is the
so-called “Warrior’s End:"® upan
reaching the age af 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 tirelessly,
until either the balance is reached,
or it is physically impaossible to do
so {(eg, the target escapes, die= of
other causes, kills the last Wahteil-
akh, etc.)

(XN

\ N

-L%

SYAORL

The Wahteilakh use only one weapon --
the syaorl. 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 only a few mole-
cules thick, capable of cutting
through almast anything. At its end

is a small lead weight.
Cffensively, 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 usually cut
cleanly in half). Pressing a stud on
the grip then rewinds the ultrawire.
Te block in hand-to-hand combat,
the syaorl is whirled in front ot the
user like a shield. 1f the attacker
rolls a mishap, his weapon is sliced
in two.
Continued on page 16



CUSTOMIZED WEAPONS

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

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

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

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

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

the price, they can be made caonsider-

ably sharper, increasing penetration
by one.

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

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

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

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

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

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

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

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

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

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

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

Cantinued on page I8



COMPUTERS earr 2

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

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

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

To write a computer program:

(Ditficulty), Computer,
{Time).

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

(Skill),

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

Progran Ditficulty Task Bkills

Artillery Roatine FA Gamnery, Fud Obs

Battle Mamageseat Difticult  Tactics, Recon

feg Roatine Electronics, Commo

{opy Méticalt  Int,

Befense Ditt-form Int.®

Diagenstic fioetine Electroaics, Ein.

Eaviroanental ditticult  Vehicle type e Pilnt, Engineering

Ferret Bftiit  Int.®

Fire foatrol fontine Guanery, Int.

Inforgation/Files Sisple Int.

Intrasion fitf-fors Int.®

Junp Poating Exginerring, Kavigatina

Lazach Routise Gaanery, Edu.

Library Data R/2 M/a

B Sinple Recoa, Seasor Dps

Kavigate fratine Kavigatioa, Piiot

Secueity Simple Electromics, Tactics

Starship 1) va e/a

Servey fata ala va

Pires Diftimlt  hit.®

*Requires minimum computer-2.

=14

The first skill is mandatory -- nat
having the skill increases difficulty
by one level. The second skill (if

any) is optional.

USING PROGRAMS

of most programs is
but s=ome require

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

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

To copy a program:

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

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

which,
systen,
gradually
Viruses
from

play,
to alter-

Viruses are small
once loaded into a
replicate themselves and

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

programs
computer



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

To discover a virus praogram:

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

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

To remove a virus from an infected
system:

Ditficult, Computer, Electronrics, 30
minutes, uncertain.

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

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

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

To break into a file or computer sys-
tem:

Difficult, Computer, program DM, 30
sec.

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

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

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

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

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

Dif4icult, Computer, model DM, ane
minute.

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

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

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

On worlds with wmassive satellite

ACCESS DENIED

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

TIFIED. STAY WHERE YOu ARE.

|:“J:[H|:|D[”ED OO00O0O0Oodg |

LEAVING WVILL BE CONSTRUED
AS FLEEING ARREST.
COMMENCING TERMINATION.

PPN

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

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

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

Part 1.

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

Next issue,

Continued fron page (3

and the ACR. Fires S rounds (or

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

have secondary weapons attached below

the barrel, attording extra flexibi-

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

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

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

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

Continued from page 12

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

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

Pen Block Damage
Syaorl t6 3 S

TL Length Volume Weight Price

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

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

UP A GAHE. . \némlm"

RED THE

R BOOR G5 )

INSIDE EQUIPMENT: AIR/RAFT

LING-STANDARD PRODUCTS

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

Seat

Plexiglass Controls

Windscreen 4

Airspeed
Sensor

Package

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

sensor

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

120kph maximum. 90kph cruising. 120kph NOE.
=17-
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SENTRY BOX WEST

No.1 IN TRAVELLER LITERATURE!

WE STOCK THE
FOLLOWING LINES
OF FIGURES:

Ral Partha
Citadel

RAFM

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

GHQ

Naismith

Dark Horse

Off the Wall

A..

'\l

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

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

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

HIVERCARD accepted

Don't leave your homeworld
without it!

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

COMING SOON: 101 Vehicles, Referee's Companion
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