








The charac ters won't alwa ys be
under gua rd , although t hey will be
denied communica t ion beyond t he
s h Ip . I f they wer e t o s omehow dee ­
t roy the ship's ma noeuvre d rive or
power plant , their ship wou l d be
use les s to t he Anc ients . I f they
do n't t h i nk of t h is, you may ha ve
a n NPC t r y i t afte r they re t ur n to
t he Lebo r s ite . Let the adve nture rs
catch t he NPC, so as to a l l ow t he
de c i s i on to bLow the d r i vee t o be
their own.

I f t he characters stay on­
planet t o help, s e ve r a l a c t i v i t i es
are possible:

1) Collect i ng in tel l i gence on
the warr iors. Learning the na t ur e
of the Ancient weapon and t he ob­
ject of the warr Icr s ' search would
be most useful.

2) Entering the Ancient s i t e
while the warri ors; are away . The
characters can retr ieve more pe r ­
sonal me son screens . However, the
referee might not want to le t t he
s t orage device be switcha b le to
anyt h i ng e lse, es pec i a l l y i f the
memory core is gone. The cha r act e rs;
ca n a lso set a tra p In t he si t e,
f or e xampl e p l aci ng a radi o-tr ig­
ger ed cha rge agains t t he antimatte r
pod and waiti ng f or the Ancients to
r e t urn . But f or the characters t o
f ind the si te , it would be best f or
the m t o ha ve t he coop e ra t ion o f
Aummo. Ot he r wise , t he y might lea r n
o f the l ocati on thr ough a ha nd com­
puter l eft in t he wreck ed Andor ian
ai r /raft.

3) Communicating with the war­
r I oze . They will, of course, want
the memory cor e . The second thi ng
t he y wa nt i s a s pacec r a f t , whi c h
need not be jump-capable . But they
cannot ba r gain f or these things .
Without a l eader , they do not know
ho.... t o we i gh terms and grant con­
cessi ons. They .... ill s i mply adhe r e
to thei r or de rs and t raining to t he
best of thei r abilities .

4) Sea rching fo r Ruc ker Har ­
old . He may have ac tually cont a cted
some one in t he pa r ty , practica lly
begging f or a way out of th e s ys­
te m. Later, when the y catch up t o
hi m aga i n, t he y might fi nd him i n a
drunk en s t upo r , having l os t t he
c r ys ta l thr ough gambling .

S) Fighti ng t he Anci e nt warri­
ors . Thi s I s pr obably su i c i da l
wi t hout s pecial pr e par a t i ons. The

wa r r l ot e. ' pr Inc I pa l vea xne ss i s
that the meson gun Is t he ir on l y
r ang ed wea pon . Characters c ould t r y
to knock ou t t he worker' s backpa c k ,
bu t there i s a da nger of destroying
t he powe r s ource (a ntima t te r ).

The personal me s on s cree n pr o­
v ides f ul l protect ion . Howe ver, if
the c har a c t e r s cannot gacquir e
enough of them, t he PI ince Hos e l l e
o f f e r s a possibili t y . The Rega l
class batt lecr u i s er was desi gned
.... ith a meson screen, which was
never rem oved. 1£ it i s ad jus t ed
and restored to ope r a t i on , the war­
r iOIS' meson gun can be made us e ­
less without warning if they were
t o enter the hulk. They would be
forced, thereafter, to fight hand­
to-hand.

The warri ors are highly mo­
bile, whi ch mak e . them very diffi ­
cult t o attack. One po•• ibi lity i.
to assault t he Ancie nt s i t e, whic h
the y wi l l defend t o t he death. How­
ever , s i nce i t i s thei r own envi ­
r onment, this i s pa r t i c ul a rly da n­
ge rous. An ambush s omeplace e lse
wou l d be better. If t he Anc ient s
wer e t o lea rn wher e t he c rys tal wa s
(e ven i f i t wer e on l y a r us e ), they
wou ld at tac k the re .

CONCLUSI ON

It · pr oba bl y won' t desta b i li ze a
campa i gn f or t he c ha racte rs t o ge t
away wi t h a me s on gun s e ns or a nd
pers onal mes on scr ee ns . I f the
agents a r e us ed, the c ha r ac t e rs
might try t o se ize them. Ga mi ma y
offer e r SO 000 c ompens a t i on f or
each c ha racter I f s he i s on friend ­
ly ter ms with t hem. However, the
I t erns can br l og much more 1 f t he
right buyer i . f ou nd. They make
very good ba r g~ l n i ng chips and s ou­
veni r s , but ot he r wi s e wi l l pr obabl y
never see actIve us e agai n.

Lett ing t he cha r act e r s ha ve a n
antima tte r po we r pod is up t o the
taste of the re fe ree. Situa ti ons
ca n be s ha ped t o gover n this.

If t he Ancients ha ve t he ir
wa y , t he y v t t t even t ual ly or de r
both Anc i en t s i t e s destroyed . But
bef ore t he one on the moon blows
up, they wI ll want t o descend
thr ough the teleportal into parts
unkn own.
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PORTABLE HESON GUN

This wea pon i s a ctually a heavy
(20 kg) bac kpack which is s omewhat
wider and more bulbous at its l ower
end. I t cons Is t s o f three maIn com­
ponents: a mes on projector, an
antimatter f uel pod, and a compu­
ter /r obot brain .

The meson projector Is actual­
ly an advancement on the meson com­
municator. Being free of mechan ics,
it can maintain many links at one
time by q uickl y c y c li ng the beam
among t he different stati ons In a
" t ime-shari ng" fashi on. Generally,
the beam Is ke pt a t a l ow, communi­
cation intensity. Hovever, it can
in t ensi fy the beam t o d o damage , up
to 4 0 h i t s pe r r ound. All forty
hit s may be delivered to one tar­
get, o r d Ia t r Ibut ed to as many as
t e n targets o f f our hi ts each In
the same r ound. Penetration Is ig­
nored.

One me s on g u n Is found i n a
Dr oyne squad. It is usually car ried
by a Droyne worker who is nearby
but a lways out o f t he fighting . Th e
rest o f the s q uad are warriors c a r ­
ry ing s e ns or s f or t he meson g un .
Each sensor i s linked t o t he gun by
meso n c ommunIcat ion . In c omba t, the
warrior se l e c t s a target by aiming
t he sensor l ike a rifle , and
"fires ." A meson attack is then
mad e on the target by the mes on
gun.

There i s effect ively no limit
to the number o f r ou nds wh i c h may
be fir ed. The meson gun can sh oot
at full Intensity f or a y ear be ­
f ore requir ing a new f uel pod o f
antimatter . The weapon ignores a r­
mour . Ther e Is n o att e nua t i on, but
it d oes have a maximum ra nge o f 400
metre s (ve r y l ong ). I t ha s a l ow
s ignature and l ow recoil.

The por t able mes on gun i s
treated as ha v i ng we a pon fire c on ­
trol. All a ttacks are Simple. Al ­
t hough the sensors have the appear ­
ance of rif les, the we a pon ski ll s
of the warr i ors a re not i mpor t a n t .
It is on l y necessary for them to
aim we l l enough that the weapon ca n
distinguish its intended target.

Each sensor is 4kg and
equipped wi th optics and maser
range finding. Al t hough it d oe s
have some energy storage , its pri­
mary power source is the meson beam

fr om the beson gun itself. Without
this , it is not possible t o se nd a
return mes on signal . This meson
link is als o used by t he Anc i ent
Droyne for communication. A c om­
mun i c a t ion cable links the s e nso r
t o their bat tle dress.

The computer for the me son gun
is actually a robot brain. For U w.s
reason, it can be treated as a r o­
bot rathe r t han as a mere weapon.

3I"00-00-Ni527-0018 CT' 20kg
rul:r5 Durati on=365+ Tl= 21
10/25 (Ulour val ue 22 )
"eiGA Sun/Col lunic itor
2 ViUit Sensors (1I, IR )
Audio Sensor
El ectronic circuit protecti on
/lnon Sun-I , [0110-1. Inhntry Ground Co.~. t - : .

r. ctic s-4

The brain fun cti ons a s a ba t ­
tle computer a nd can contribut e its
Tactics skil l to the tacti cs pool
o f the Anc i e n t Droyne. It wi 11 not
take the r ole o f leader, howe ver .

BACK ISSUES

Back issues of Th ird Imperium I ts 9
and 10 are st il l ava i lable. Repr ints
o f T.I. l I s 3, 4, and 5 a re also
ava lIable . Rates a r e the s a me as f or
single issues ( s e e page 3 ) .



ICOMPUTERS PART 31
I n the last two iss ue s , we have dis ­
cussed comput e r hardwa r e and s oft­
ware, and how to use it . This issue ,
we f i n i s h up wi th in f ormat i on on some
othe r nota ble a spects of c omput ing.

COMPUTER NETS

Many of the activities we ha ve de­
scribed are based on the availabl1ty
of computer nets, which all ow easy
acces s t o o t he r computer s . With an
a cting high-tech computer net, a hand
c omputer can act as a library, a
ph one, a na vi ga t o r , and an emergency
beacon . Cont ac t wi th any ot he r com­
puter In the world Is only moments
away.

At TL 6, computer nets are non­
exi stent. Communication between c om­
puters 15 limited to physical ex­
change of software, or wire con­
necti on between a mainframe and its
ter mi nal s .

Start i ng a t TL 7, mode ms allow
computer- to - compu te r communi cat ions
ove r ' te lephone lines. At TL 7 itself,
on l y the l a r gest bus ine ss, gover n ­
me nt , a nd un iversi t y compu t e r s use
modems , but by TL 8 , some 20\ of
compute r owne r s have t he m; and by
TL 9, phone c omputer net s are q ui te
extens ive , a l l o~ing commun ica t i on
with almost a ny b ue Ine e e o r indivi­
dual on the planet (although long
distance charges may be quite steep).

At TL 10, the Model /O hand c om­
puter c ome s into existence, along
wIth the hand c omp radi o, f or l ong
d i s ta nc e commun i c a t ions . At this
point, only very few i ndivi d ua l s are
equ i pped with hand c omputers, usually
on- t he - mov e e mpl oye e s needing to keep
in t ouc h with the o f fice . At TL 11 ,
compute r rad i o nets, us i ng sate l l i tes
f or a round - t he - wor l d c ommun icat ions ,
begin t o s upp lant phone nets , and by
TL 1 2 the y are the norm.

Dete rm i n i ng whet her or no t a
war Ld ha s a ph one net ca n be d one as
f o l l ows : Add wor l d TL a nd popula ti on
t ogether a nd di vi d e by two (round
fractions d own ). Th en r oll that num­
ber or l ower on 20 for a worldwide
comput e r net t o e xi st on that planet.
Individual c omputer-to-computer c om­
municati on s i s always possible. If
the world's TL Is 6 or l owe r, i t can­
not ha ve a c ompute r ne t .

NAVI GATI ON

War Idwld e sate 111 te comput e r ne ts
oft e n ha ve a nav i ga tion f ea t ur e . For
a few cred its, t hey c an l oca te a ny
computer wi t h a n a c ti ve rad i o -Lf nk .
At TL 1 0 a nd 11, the se l ocat ions ar e
to wi thi n a few d oze n met res. At TL
12, they are t o within 1 t o 5 met r es .

Loca ting o nese l f ca n a lways be
accomplished ( u n l e s s the individual
cannot or d oes not contact the c om­
puter net). Locating others us ua l l y
requires that the c omputer net firs t
as k them if they wI s h to be located.

COMPUTERS AND THE LAW

With the advent of the compu te r c omes
an entirely new r egi on o f crimi na l
law . The c ou r ts , however, fi nally
begin t o t a ke it seri ously only at
ar ound TL 8.

Compute r crime i s usually dealt
with unde r the a reas o f Tr a d e or
Cri minal La w (Gr a nd Cens us , pa ge 26 ).
The refer e e mus t deter min e whe t her
any particu l ar action is i llegal, but
such chance s genera l ly i nc r eas e wi th
Tech Level a nd Law Le vel. Below TL 8 ,
computer cr ime can only be puni she d
if it is l i nked to another c rime (eg,
breaking i nto a c omputer t o stead
c as h cou l d on l y be prosecute d as
theft or embezzlement ).

Some exampl e s of comp ut e r c r i me
i nc l ud e : ill e gi timate entry t o an o ­
ther c omputer system (hacking ); a d ­
justing , alter ing, or e rasing pr og­
r ams or fil es without t heir owne r ' s
consen t ; co py ing progr ams or file s
without the c onsent o f the writer /
manufact urer; c reating and / or using
virus pr ogra ms; a nd delibe r a tel y
crashing a n ac t i ve c ompu t e r ne t .

Cr ime s c ommit ted thr ough a c om­
pu te r ne t can o f t e n be d e t ected , a nd

· t he authorit ies noti fi ed. At TL 7 a nd
8, t h is has litt le effect, a s the
mod e mmed cal ls mus t be successfu l ly
trace d i n or d e r f or the offender t o
be l oca t ed . By TL 9 many c omputer de ­
fe nse pr ograms ( s e e T.I. 19 ) may
themselve s trace the offender , and
then pa s s the information on to the
police. With the use of computer
navigati on, a ny c omputer criminal not
also jamming the navigati on system
can be det e cted and the pol ice dis -
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patched t o h is locati on.
Pun i s hments f or c omputer cr Imee

ca n range fr om light fines and c on ­
f i scat i on o f equipment for minor o f ­
fences ( fo r instance, obtaining but
n o t using an illegitimate IO on a
busi ne s s ' c omputer) to 10- to IS-year
jail terms for major crimes and re­
peat o f f end e rs .

PSEUDO-REALITY COMPUTERS

At TL 15, computer technology results
in pseudo-reality c ommunicati ons. In
t his s y s tem, an individual's o p i n ­
ions, i n f or mati on, and o r de r s are
transferr e d to a c omputer program de ­
signed t o i mitate him. Thi s all ows a
f or m o f c ommunica tions which lets the
i nd i vi du al " be" i n a ny l ocation with­
ou t a ctua lly g oi ng t he r e.

Pse Ud o-reality c ommunications
take the f orm of a life-sized,
c omput e r-ge ne r a t ed holographic image
which behaves and communicates in the
same manner a s it s sender . At TL 15,
it is pr ogrammed in only a single
area o f di s c us s i on, s uc h as the com­
mi ss i o n i ng o f a specific sta r sh i p de ­
s Ign , thr o ug h the use o f e xte ns i v e
q ues t ioning and react ion ana l ysis . A
s peci fi c prog ram i s requ ired f or th i s
(S spaces, Cr20 00 0) , a nd t he c om­
puter must be l i nk e d to a po c ke t He d ­
i e a l Scann er ( fo r read ing the s ub­
j e ct' s r e a c t i ons to vari ous ques­
t i ons ), a v oder, and a ho loca mera.
The questi oning takes 10-60 minutes,
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dep ending o n t he c ompleXity of t he
t opi c . The f i nal result i s a 0 . 1 data
spa c e pr ogram wh i c h c an be r un o n any
c omput e r wI t h a n a et i ve PR recorder
pr ogr a m.

The c omput e r then ext rapola t e s
fr o m the ecqu Lr ed d a t a and s imula tes
t he individua l 's be havi our. For al l
inte n t s and purpos e s i t i s as l houg h
the subjec t wer e act ua ll y present .
Most Type A s t a r por t s o n X-boat
r oute s have pseudo-reality facili­
ties, wi th mes sage c ost s d ouble that
for X- b oat mes sage s. At TL 1 6, neur a l
probe s allow the di rec t c opyi ng o f an
ind i v id ual's be ha vi our and memo r y
patterns. Such da ta p r og rams c a n be­
have exact ly as the o r iglna l in a l l
area s, and ta ke up 3 progr am s pace s .

REMOTE CONTROL

It is possible for a person with a
computer t o break into and take con­
trol of another system: f or example,
someone on a scout/cour ier c ould
attempt to break into a nearby subsi­
dized merchant' s s h ip's compute r and
take control o f t hat s hi p.

Remote con t rol us e s the f ollow­
ing task :

To ta ke con t ro l o f another c om­
puter :

Formidab l e, Of f : Co mpute r , rela­
tive comput e r si ze ; Def :
De fe nse pr ogram DH, rela ­
tive TL (confronta ti on)

Referee: If the task s uc ce e d s ,
the target compu te r and all
its affiliated systems may
be con t ro l l e d fr om the in ­
vad ing c omputer, but t r e a t
all t asks invo l vIng the
target c omput e r a~ be Ing
on~ l ~v~l mOl e diffi c ult.

The i nvading c ompu t e r mu~t have equ i ­
valent ab I l It i e s t o the ta r ge t c ompu­
te r . For e xamp l e , a s tar~h I p c ompute r
may be r emote co nt ro l l e d by another
star sh ip c omputer, bu t not by a hand
c omputer.

Br ea king remote cont ro l us es t he
sa me t a s k, on l y the ' De fe nder' 15 now
the ' Off ender.'
Th is c ompletes our e e r ie s o n Compu ­
ters. Next issue's Traveller's
Hardware wIll deal wIth the Computer ­
Brain i n t e r f a c e , a special ne w c ompu ­
ter ized implant.



ITRAVELLER CRAFT I

CRAFT ERRATA

Fu s i o n Gu n Turr e t s : The table in
MegaTravell er i s i n c or r ~ c t . Rep la ce
i t wi t h th e table bel o w:

~
"r-

1\..1

33>: o 0 o 0 0

0 0 o 0 0

I I I
~DD~O ,

Th e Ha mmer is o n e o f the mo s t f o r ­
mida b l e Im pe ri al wars h ip s cu r r e ntly
i n s erv i c e. It has be e n kno wn to
de f e a t s h i p s u p to t wice its s i z e ,
a n d is we l l -e q u i p pe d f or a wi d e va ­
r i e t y o f si tuation s . The Hamme r 's
e x ten s i ve ca r go bay ( 7 1 4 dis pl ac e ­
men t to ns ) and 9 02 ext ra cont r ol
p ane l u nits all o w eas y i nsta l l a t i o n
o f ext ra s yst ems, i nc l u d i n g spare
sensors , l o w berth s fo r ex tra
t roo ps or a fr ozen wa t c h , ba y s f o r
jump -capable fleet c o u riers o r
oth e r s h ips , o r EMM .

Pr o ­
Far

Ra m-

-------ucpFact or------- '
12 3 4 567 8 9 A
- - - 1 4 10 16 20 - ­
• • - • 1 4 10 16 20 ­
- • - • - 1 4 10 16 20

2
2
2

PriceTL Type Peller lit.
12 Fusion-12 500 5
14 Fusion- 14 500 4
17 Fusion-17 500 J

Ac c o m: Crew = 20 x 50 . ( Br i d g e =
15 , Eng i neer ing = 67 , Ma in t e­
n a nc e = 3 , Gunne rs = 3 4 4 ,
F l i g h t = 2 08 , Tr o ops = 10 0,
Co mm a n d = 123, St e wa rd s = 30 ) .
Sta t e r o o ms = 5 12 .
SubC raft = shutt le x 4 ,
pa r t F ig h t e r x 10 0 .

Other : Ca rgo = 9 6 5 1k L , Fu e l =
39 4 4 7 0 k L , Fu e l Scoo ps , Ra pid
La u nc h = 135kL x 2.
Ob jS i ze = La r ge , EM Leve l
St rong .

Co mme n t s : E l e ~ t r o n i c Ci rcu it
tect i on . EMS J a mme r
Or b i t .
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HAMMER CLASS ASSAULT CRUISER

C~aft I D : As s a u l t Cr u ise r, Type Cl ,
TL 1 5 , Me r 28 495 .

Hu ll : 4 5 000 / 112 500 ,
Di s p = SO 0 0 0, Config = 3 SL ,
Ar mour = 40 G.

Power: 55 0 0 / 7 3 34 ,
Fu sion = 99 0 OOO MW,
Du rat i on = 19 / 5 7 .

Loco: 54 00 / 7 2 00 , Man o e uv re = 3 ,
3 37 5 / 4 500 , Jump = 4,
NOE = 19 0kph, Cruise = 75 0kph ,
To p = 1 0 0 0 kph,
Va c u u m = 28 S0k ph . Ag il i t y = 1 .

Co mma: Radio = S y s t em x 3 ,
La s e r Carom = S yste m x 3 ,
Mase r Ca rom = S ystem x 3 .
Mes on Carom = P lanet ar y.

Sensors : Ac t i v e EM S = Fa r Orbi t x 2,
Pa s s ive EMS = I nters tel l ar x2 .
De n si t o me ter = Hi Pe n / lkm x2 .
Ne u t r i n o De t e c t = l OkW x 2,
Ac t Ob j Sc a n = Routine .
Ac tOb jP i n = Ro u t ine,
PassOb j Sc a n = Ro ut i ne ,
Pas s Ob jP i n = Rout i n e ,
PassEngSca n = S imple,
PassEn gPin = Routi ne .

Of f : Mes on Gun = NOx ,
Ba tt 1
Be a r 1
Pa r ti c leAc cel era t or = 0 90
Ba t t 5
Bear 4
Mis si le = x 9 0
Ba t t 10
Bea r B
Bea mLa ser = x x 9
Ba tt 12
Bear 10
Fus i onGun = x 09
Ba tt 7
Bear 6

Dei: Def DM = ~9 , Nu c Da mpe r = 9,
Mes o n Sc r e e n = 9 ,
Bla c k Gl o b e = 4 .
Sandcas ter = x:<S
Ba tt 60
Be a r 4 8
Repu lsor = :<9x
Bat t 2
Bear 2

Con tr o l: Compute r = 9 /f ib :< 3,
Pa n e l = Ho l o l i n k ~ 2 3 79 ,
Speci al = LgHo l oDi s p la y x 2 0 .
En v iron = Ba s Env , Ba s LS,

ExtL S, Grav P l at e s , I n ec t i a l ­
Camp .



ITRAVELLER'S HARDWARE I
A poison 1s any chemical substance
which incapacitates its victim
throug h biochemical reactions .
QUite common, poisons are o ne of
the major stocks i n trade of the
assass in.

There are many variet ies o f
poison, far t oo many to be indivi ­
dually covered. To 'des ign' a poi.
son ( de t e r mi ne i t s nature ) , use the
t a b l e s bel ow.

FORM Pri ce mod
I nge sted
Ins in uative x2
Gas
Contact x4
Mu lti-pa rt )(6

are listed as: Ingested
SOP , 1-6 ro unds / 4 rounds,
Cr3 0. Pri ce is per dose.

TYPE
Po i s on
Tranq
Paralys is
Specia l

Price mod
x2

x 1 .5
x3

Onset ti me mod
-2 levels

- 1 leve l
+2 l e v e l s
- 5 levels

Damage Price
1 Cr 2
2 Cr 5
3 Cr 10
4 Cr 15
5 Cr 20
6 Cr 30
7 Cr 40
a Cr 5 0
9 Crl DD

to Cr2 0 a
1 1 Cr3 0 0
12 Cr5 DO

SURVIVAL ta s k
Si mp l e

Ro utine
Diff icult

Formidable
Imposs ible

Poisons
poison,
Routine,

Ptice--!!! od
x O.5

x 1 .5
x3
x5

no rmal.
no r ma l , but
1 point /IO

Level Onset time Price
1 1-6 days Cr2 0 0
2 1 day Crl OO
3 2-12 hours Cr 50
4 1 -6 hours Cr 10
5 1 hour Cr 10
6 2-12 minutes Cr 10
7 1 - 6 minutes Cr 15
a 2-12 r ounds Cr 15
9 1 -6 rounds Cr 2 0

10 1 r ound Cr 2 0
11 i n s t a nt Cr 25
12 instant Cr 30

Level Run time Pri ce
1 1 - 6 days Cr1DD
2 1 day Cr 5 0
3 12 h ours Cr 4 0
4 6 hours Cr 3 0
5 12 minutes Cr 2 0
6 6 minutes Cr 10
7 12 r-ounds Cr 5
a 6 rounds Cr 5
9 4 r- ounds Cr 5

10 3 rounds Cr 10
11 2 rounds Cr 20
12 1 r-ound Cr1D D

Co s t of po i s on: ( On s e t pr- i c e • Ru n
pri ce • Damage price ) x Type mod
x Form mod x Surv ival mod ~ Fi nal
pr-ice .
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POISON: Does damage as
TRANQ: Do es damage as

damage hea ls at
mi nutes.

PARALYSIS: Does damage as normal,
plus the targe t cannot move
for the ent ire r un t ime of the
poison .

SPECI AL: Damage is done to i nt e ll i ­
gence, education, o r soc ia l
stand ing, an d heals a t I
point /3 D minutes. For example,
a Duke might take a So ci a l
poison and sudden ly begin act ­
i ng like a taxi driver . If in ­
telligence o r education is re ­
duced t o zero thr ough poison,
the individual is catatonic.

FORMS

INGESTED: The poison i s s wa l lo we d
while eat ing o r d ri nking .

INSINUATIVE: The pois o n 1S placed
d irectly in the bloods tream by
a weapon ( po i s o n dart, dag ­
g e r ) •

GAS: The po ison is breathed i n
through the nose 0 = mouth.

CONTACT: The poison t a k e s effect
upo n con t ac t wi th the s ki n.



MULTI-PART: The poison u s es tw o o r
mo r e d i:>t inc t {deme n ts \.I h i ch
c omb i n e i n t h e v i ct im to f orm
a p o i s on . Ea c h e l e ment i s com ­
pl ete ly harmle:>s when ta ken
a l on e .

Note: Ga s a n d Co ntac t f o ems ~a y be
comb i ned t o mak e co ntac t gas ­
es , po isons i n gas wh i ch d o
da mage upon co ntact wit h the
skin . Pr i ce mod is x5 .

ONSET TI ME

On s e t time indicates
takes foe the poison
l n g effec t .

RUN TIME

how long i t
t o begin t a k -

oo

MAKING POISONS

To make a polEon :
( Di f f i c u l t y ) , Poi s o n , Ed u, 30 min

( unc e rtai n) .
Refer e e : T im e is f o r c reating a

s in g l e ba t c h of any size . Di f­
f i c u l t y is dete rmined fr om the
table be Lc w, If the task r e­
sult is TOTAL TRUTH , the po i ­
son wo r k s; if SOME TRUTH , one
effec t is reduced or in c r e a s e d
by half, eg , 1/ 2 damage, dou ­
ble onset time , etc; if NO
TRUTH, poison ha s no effect .

Run ti me indicates h o\.l long it
t a k e s foe the po ison t o do i t s da ­
mag e . Eg , a damage - 4 poison \.l i t h a
run time o f f ou r wi ll d o 1 po int o f
damage per round fo r f o u e rounds. A
damage -l0 poison wi t h a run ti me of
12 hou rs will do roughly 1 point o f
damage every hour .

SURVI VAL TASK

To r e d uc e t he effect s of a po ison
which has been taken:
( Di f fi c u l t y) , En d , Instant
Referee: Difficulty is determined

by the poison . Upon suc cess ,
damage is: reduced b y ha 1f
( r o un d f ractions up) . Upon ex ­
cep tio na l s u c cess, damage is
r e d u c e d to 1 /4 (round fra c ­
tions d o wn) .

TRAVELLER'S ADVICE

Poison price
Cr 1- S0
CrS1 -l00
Crl Ol -20 0
Cr201.

Difficulty
Routi n e

Difficult
Fo r mi d a b l e
Impossible
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SENTRY BOX WEST
No e1 I N TRAVELLER LITERATURE !
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WE STOCK TIlE
FOLLOWING LI NES
OF FI GURES:
Hal Par tha
Ci tadel
RAFM
Mi nifigs
Ma r tia n Meta l s
Asga rd
Grenadier
Fr e i-korps
Stone Mountain
Heroics and Ros
Skytr ex
GHQ
Naismith
Dar k Horse
orr the Wal l

WE SPEC IALIZE IN ROLE PLAYING GAMES ,

BOARDGAMES AND LEAD F I GURES • • •

ESPECI ALLY LEAD FIGURES!

We s tock all t he l atest TRAVELLER supplements at rea s onable pr ices!
We a lso have back i s sues of Journal and hard to get TRAVELLER f igs .

IF YOU NEED SOMETHING JUST A3K!

SENTRY BOX WEST HOBBIES
3309 Wes t 4 th Ave.

Vanc ouver B. C.
Canada

(604 ) 734- 1933

H!VERCARD accepte d

[83
Don ' t leave your homewor ld

wi t hou t i t %


