














PORTABLE MESON GUN

This weapon 1is actually a heavy
(20kg) backpack which 1s somewhat
wider and more bulbous at its lower
end. It consists of three main com-
ponents: a meson projector, an
antimatter fuel pod, and a compu-
ter/robot brain.

The meson projector {3 actual-
ly an advancement on the meson com-
municator. Belng free of mechanics,
it can maintain many links at one
time by qulickly cycling the beam
among the different stations in a
"time-sharing” fashlon. Generally,
the beam i3 kept at a low, communli-
catlion intensity. However, it can
{ntensify the beam to do damage, up
to 40 hits per round. All forty
hits may be dellvered to one tar-
get, or dlstributed to as many as
ten targets of four hits each 1in
the same round. Penetratlion is ig-
nored.

One meson gun is found in a
Droyne squad. It is usually carried
by a Droyne worker who s nearby
but always out of the flghting. The
rest of the squad are warriors car-
rylng sensors for the meson gun.
Each sensor is linked to the gun by
meson communlication. In combat, the
warrior selects a target by aiming

the sensor like a rifle, and
"filres." A meson attack 1Is then
made on the target by the meson
gun.

There is effectively no limlt
to the number of rounds which may
be fired. The meson gun can shoot
at full intensity for a year be-
fore reguiring a new fuel pod of
antimatter. The weapon lgnores ar-
mour. There {3 no attenuation, but
it does have a maxlmum range of 400
metres (very 1long). It has a 1low
signature and low recoil,

The portable meson gun Is
treated as having weapon flre con-
trol. All attacks are Simple. Al-
though the sensors have the appear-
ance of rlfles, the weapon skills
of the warriors are not important.
It 1s only necessary for them to
aim well enough that the weapon can
distinguish its intended target.

Each sensor is 4kg and
equipped with optics and maser
range findlng. Although it does
have some energy storage, 1its pri-

mary power source ls the meson beam

from the beson gun {tself. Without
this, it i{s not possible to send a

return meson signal. This meson
link i3 also used by the Ancient
Droyne for communicatlon. A com-

munication cable 1links the sensor
to their battle dress.

The computer for the meson gun
is actually a robot brain. For this
reason, 1t can be treated as a ro-
bot rather than as a mere weapon.
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Meson Sun/Comsunicator

2 Visual Sensors (LI, IR)

Audio Sensor

Electronic circuit protection

Meson 6un-1, Cosmo-1, Infantry 6&round Cosbat-{,
Tactics=4
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The brain functions as a bat-
tle computer and can contribute its
Tactics skill to the tactlcs pool
of the Anclient Droyne. It will not
take the role of leader, however.
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COMPUTERS parr 3

In the last two 1ssues, we have dis-
cussed computer hardware and soft-
ware, and how to use it, This lssue,
we finish up with Information on some
other notable aspects of computing.

COMPUTER NETS

Many of the actlivities we have de-
scribed are based on the availablilty
of computer nets, which allow easy
access to other computers. With an

acting high-tech computer net, a hand
computer can act as a 1library, a
phone, a navigator, and an emergency

beacon. Contact with any other com-
puter in the world is only moments
away.

At TL 6, computer nets are non-
existent. Communication between com-
puters Is 1limited to physical ex-
change of software, ox wire con-

nection between a mainframe and |ts
terminals.

Starting at TL 7,
computer-to-computer
over telephone lines.

modems allow
communications
At TL 7 {tself,

only the largest business, govern-
ment, and universlity computers use
modems, but by TL 8, some 20% of
computer owners have them; and by
TL 9, phone computer nets are quite
extenslive, allowlng communication
with almost any business or indivi-
duval on the planet (although 1long

distance charges may be quite steep).

At TL 10, the Model/0 hand com-
puter comes into exlstence, along
with the handcomp radlo, for long
distance communicatlons. At this
point, only very few individuals are
equipped with hand computers, usually
on-the-move employees needing to keep
in touch with the office. At TL 11,
computer radio nets, using satellites

for around-the-world communicatlions,
begin to supplant phone nets, and by
TL 12 they are the norm.

Determining whether or not a

world has a phone net can be done as
follows: Add world TL and population
together and divide by two (round
fractions down). Then roll that num-
ber or lower on 2D for a worldwide
computer net to exist on that planet.
Individual computer-to-computer com-
munications 1s always possible. If
the world's TL {s 6 or lower, it can-
not have a computer net,.
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NAVIGATION
wWorldwide satellite computer  nets
often have a navigation feature. For

a few credits, they can 1locate any
computer wlth an active radio -link.
At TL 10 and 11, these locations are
to within a few dozen metres. At TL

12, they are to within 1 to S metres.
Locating oneself can always be
accomplished (unless the individual

cannot or does not contact the com-
puter net). Locating others usually
regulres that the computer net £filrst
ask them if they wish to be located.

COMPUTERS AND THE LAW

With the advent of the computer comes

an entlrely new region of criminal
law. The courts, however, finally
begin to take it seriously only at
around TL 8.

Computer crime 1s usually dealt
with wunder the areas of Trade or

Criminal Law (Grand Census,
The referee must determine whether
any particular action is illegal, but
such chances generally increase with
Tech Level and Law Level. Below TL 8,
computer crime can only be punished

page 26).

i£ it 1s linked to another crime (eg,
breaking into a computer to stead
cash could only be prosecuted as

theft or embezzlement).

Some examples of computer crime
Include: 1illegltimate entry to ano-
ther computer system (hacking); ad-
justing, altering, or erasing prog-
rams or flles wlthout their owner's
consent; copying programs or flles
without the consent of the writer/
manufacturer; creating and/or using
vizus programs; and deliberately

crashing an active computer net.

Crimes committed through a com-
puter net can often be detected, and
the authorities notified. At TL 7 and
8, this has 1llittle effect, as the
modemmed calls must be successfully
traced In order for the offender to
be located. By TL 9 many computer de-
fense programs (see T.I. #9) may
themselves trace the offendexr, and
then pass the information on to the
police. With the wuse of computer
navigation, any computer crimlinal not
also Jamming the navigation system
can be detected and the police dis-



patched to hls location.

Punishments for computer crimes
can range from light flnes and con-
fiscation of equipment for minor of-
fences (for llnstance, obtaining but
not using an 4illegitimate ID on a
busliness®' computer) to 10- to 1l5-year
jail terms for major crimes and re-
peat offendexs.

PSEUDC-REALITY COMPUTERS

At TL 15, computer technology results
in pseudo-reality communications. 1In
this a3ystem, an 1individual's opin-
ions, 1information, and orders are
transferred to a computer program de-
slgned to Imitate him. This allows a
form of communicatlions which lets the
individval "be" In any locatlon with-
out actually going there.
Pseudo-reallty communications
take the form of a 1life-sized,
computer-generated holographic 1mage
which behaves and communicates in the
same manner as its sender. At TL 15,
it 1is programmed in only a slngle
area of discussion, such as the com-
mlssioning of a specific starship de-
sign, through the use of extenslive
questioning and reaction analysis. A
speclfic program is required for this
(5 spaces, Cr20 000), and the com-
puter must be linked to a pocket Med-

ical Scanner (for reading the sub-
ject's reactions to wvarious ques-
tions), a voder, and a holocamera.

The questioning takes 10-60 minutes,
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depending on the complexlty of the
topic. The final result {s a 0.1 data

space program which can be run on any

computer wlth an actlve PR recorder
program.
The computer then extrapolates

from the acquired data and simulates
the 1individual's bebhaviour. For all
intents and purposes it is as though
the subject were actually present.
Most Type A starports on X-boat
routes have pseudo-reality facili-
ties, with message costs double that
for X-boat messages. At TL 16, neural
probes allow the direct copying of an
individual's behaviour and memory
patterns. Such data programs can be-
have exactly as the original in all
areas, and take up 3 program spaces.

REMOTE CONTROL

It is possible for a person with a
computer to break Into and take con-
trol of another system: for example,
someone on a scout/courlier could
attempt to break into a nearby subsi-
dized merchant's ship's computer and
take control of that ship.

Remote control uses the follow-
ing task:

To take control of another com-

puter:

Formidable, Off:Computer, rela-
tive computer size; Def:
Defense program DM, rela-
tive TL (confrontation)

Referee: If the task succeeds,

the target computer and all
its affiliated systems may
be controlled from the 1in-
vading computer, but treat
all tasks involving the
target computer as Dbelng
one leavel more dlfficult.

The 1nvadlng computer must have equi-
valent abilltles to the target compu-
ter. For example, a starshlp computer
may be remote controlled by another
starship computer, but not by a hand
computer.

Breaklng remote control uses the

same task, only the 'Defender' {3 now
the 'Offender.'
This completes our serles on Compu-
ters. Next {asue’s Traveller's
Hardware will deal with the Computer-
Braln interface, a special new compu-
terized implant.



TRAVELLER CRAFT

HAMMER CLASS ASSAULT CRUISER

Craft ID: Assault Cruiser, Type CI,
TL 15, MCr 28 495.
Hull: 45 0007112 800,
Disp = 50 000, Config = 3 SL,
Armour = 40G.
Power: 5500/7334,
Fusion = 8390 O00OMW,
Duration = 19/57.
Loco: 5400/7200, Manoeuvre = 3,
3375/4500, Jump = 4,
NOE = 190kph, Cruise = 750kph,
Top = 1000kph,
Vacuum = 2850kph, Agility = 1.
Commo: Radio = System x 3,
LaserComm = Systeam x 3,
MaserComm = System x 3,
Meson Comm = Planetary.
Sensors: Active EMS = Far Orbit x2,
Passive EMS = Interstellar x2,
Densitometer = Hi Pen/lkm x2,
NeutrinoDetect = 10kW =2,
ActObjScan = Routine,
ActObjPin = Routine,
PassObjScan = Routine,
PassObjPin = Routine,
PassEngScan = Simnple,
PassEngPin = Routine.
Off: Meson Gun = NOx,
Batt 1
Bear 1 .
ParticleAccelerator = 090
Batt 5
Bear 4
Missile = x90
Batt 10
Bear 8
BeamLaser = xx9
Batt 12
Bear 10
FusionGun = x09
Batt 7
Bear 6
Def: DefDM = +9, NucDamper = 9,
Meson Screen = 9,
BlackGlobe = 4.
Sandcaster = xx5
Batt 60
Bear 48
Repulsor = x9x
Batt 2
Bear 2
Control: Computer = 9/fib x 3,
Panel = Hololink x 23279,
Special = LgHoloDisplay x 20.
Environ = BasEnv, BaslS,
ExtLS, GravPlates, Inertial-~
Comp.
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Accom: Crew = 20 x 50. (Bridge =
15, Engineering = 67, Mainte-
nance = 3, Gunners = 344,
Fltight = 208, Troops = 100,
Command = 123, Stewards = 30).
Staterooms = 512, “
SubCraft = shuttle x 4, Ram-
part Fighter « 100.

Other: Cargo = 9651kL, Fuel =
394 470kL, Fuel Scoops, Rapid
Lavnch = 135kL % 2.

ObjSize = Large, EM Level =
Strong.

Ccmments: Electronic Circuit Pro-
tection. EMS Jammer = Far
Orbit.

The Hammer is one of the most for-
midable Imperial warships currently
in service. It has been known to
defeat ships up to twice its size,
and is well-equipped for a wide va-
riety of situvations. The Hammer's
extensive cargo bay (714 displace-
ment ¢tons) and 802 extra control
panel units allow easy installation

of extra systems, including spare
sensors, low berths for extra
troops or a frozen watch, bays for
jump-capable fleet couriers or
other ships, or EMM.
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CRAFT ERRATA
Fusion Gun Turrets: Thea table in
MegaTraveller is incorrect. Replace

it with the table below:

------- UCP Factop---=-=---
TL Type Power 8t, Price 12345 6 7 8 9 A
12 Fusion-12 500 S5 2 ---14101620 - -
{4 Fosion-14 3500 4 2 ---- 1 4101620 -
1?7 Fusion-t7 S00 3 2 ----- { 41016 20



TRAVELLER'S HARDWARE

A poison is any chemical substance
which incapacitates its victim
through biochemical reactions.
Quite common, poisons are one of
the major stocks in trade of the
assassin.

There are many varieties of
poison, far too many to be indivi-
dually covered. To ‘design' a poi-
son (determine its nature), use the
tables below.

TYPE Price mod
Poison %2
Trang -
Paralysis x1.5
Special %3
FORM Price mod Onset time mod
Ingested - -2 levels
Insinuative %2 -
Gas - -1 levsal
Contact x4 +2 levels
Multi-part x6 -5 levels
Level Onset time Price
1 1-6 days Cr200
2 1 day Cri0QO
3 2-12 hours Cr 50
4 1=6 hours Cr 10
5 1 hour Cr 10
5] 2~12 minutes Cr 10
7 1-6 minutes Cr 15
8 2-12 rounds Cr 15
9 1-6 rounds Cr 20
10 1 round Cr 20
11 instant Cr 25
12 instant Cr 30
Level Run time Price
1 1-6 days Cr100
2 1 day Cr 50
3 12 hours Cr 40
4 € hours Cr 30
5 12 minutes Cr 20
6 6 minutes Cr 10
7 12 rounds Cr b
8 6 rounds Cr 5
9 4 rounds Cr 65
10 3 rounds Cr 10
14 2 rounds Cr 20
12 1 round CriGO

Damage Price
Cr 2
Cr 5
Cr 10
Cr 15
Cr 20
Cc 30
Cr 40

. Cr 50
Crio00

10 Cr200

11 Cr300

12 Cr500

COJOh N WK -

SURVIVAL task Price mod

Cost of poisont (Onget price + Run

price + Damage price) x Type mod
X Form mod x Survival mod = Final
price.
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Simple ®x0.5
Routine -
Difficult x1.5
Formidable x3
Impossible x5
Poiscns are listed as: Ingested

poison, SDP, 1-6 rounds/4 rounds,
Routine, Cr30. Price is per dose.

POISON: Does damage as normal.

TRANQ: Does damage as normal, but
damage heals at 1 point/10
minutes.

PARALYSIS: Doces damage as normal,
plus the target cannot move
for the entire run time of the
poison.

SPECIAL: Damage is done to intelli-
gence, education, or social
standing, and heals at 1
point/30 minutes. For example,
a Duke might take a Social
poison and suddenly begin act-
ing like a taxi driver. If in-
telligence or education is re-
duced to zero through poison,
the individual is catatonic.

FORMS

INGESTED: The poison 1is swallowad
while eating or dArinking.
INSINUATIVE: The poison 15 placed
directly in the bloodstream by
a weapon (poison dart, dag-

ger).

GAS: The poison is breathed in
through the nose or mouth.
CONTACT: The poison takes effect

uwpon contact with the skin.



MULTI-PART: The poison uses two or o
more diztinct elements which
combine in the victim to form
a poison. Each element is com-
pletely harmleas whan taken
alone.,

Note: Gas and Cantact forms may be
combined to make contact gas-
es, poisons 1Iin gas which do
damage upon c¢ontact with the
skin. Price mod is x5.

ONSET TIME i

Onset time indicates how long it
takes for the paison to begin tak- . -4 =
ing effect.

i
RUN TIME
Run time indicates how long it MAKING POISONS
takes for the poison to do its da-
mage. Eg, a damage-4 poison with a Ta make a polson:
run time of four will do 1! point of (Difficulty), Poisan, Edu, 30 min
damage per round for four rounds. A (uncertain).
damage-10 poison with a run time of Referea: Time 1is for creating a
12 hours will do roughly 1t point of single batch of any size. Dif-
damage every hour. ficulty is determined from the
table below. If the task re-
SURVIVAL TASK sult is TOTAL TRUTH, the poi-
son works; if SOME TRUTH, one
To reduce the effects of a poison effect is reduced or increased
which has been taken: by half, eg, 1/2 damage, dou-
(Difficulty), End, Instant ble onset time, etc; if NO
Referee: Difficulty is determined TRUTH, poison has no effect.
by the poison. Upon success,
damage is reduced by  half Poison price Difficulty
(round fractions up). Upon ex- Crl1-+50 Routine
ceptional =success, damage {is Crb1-100 Difficult
reduced to 1/4 (round frac- Crl101-200 Formidable
tions down). Cr201+ Impossible
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SENTRY BOX WEST

No.1 IN TRAVELLER ILITERATURE!

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

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

We stock all the latest TRAVELLER supplements at reasonablie prices!
We also have back issues of Journal and hard to get TRAVELLER figs.
IF YOU NEED SOMETHING JUST A3K!

SENTRY BOX WEST HOBBIES
2309 West 4tn Ave.
Vancouver B.C.
Canada

(604) 734-1933
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Don't leave your homeworld
without it!




