








The JSB (Imperial Ministry of Ju-
stice Special Branch) is the most elite
security force in the Imperium and is
one of the best-trained para~-military
organizations ever developed.

Under the JSB doctrine of 850,
six divisions (Field Enforcement, Coun-
ter lnsurgency, Investigative Research,
Intelligence Recon, Imperial Security,
and Soecial Security) under three offi-
ces (Investigative, Intelligence, and
Security), with one central authority.
The current Head of the JSB is Direct-
or Terrence Beem, who supervises oper-
ations from offices in the Ministry of
Justice Building on Capital. zach off-
ice handles a unique aspect of JSB op-
erations and has a disgtrict command
post in every sector of the Imperium.

The total manpower of the JSB is
avproxinately 10,000. These ipmclude
administrative personnel, independent
operatives, and Military elite strike
forces concentrated in the trouble
spots of the Imperium.

The lImperial Security bdbranch mana-
ges sterport and interstellar security.
The Special Security Branch includes
elite strike forces and the Emperor's
personal guard.

ENLISTMENT

Enlistment is only possible on subsect-
or capitals.

Throw to Enlist..c.cceeraaseesa12+

DM +1 if Endurance......... R

DM +2 if Intelligence......v....9+

TERNMS OF SERVICE

At the start of the first term a charac-
ter may choose one of the three offices.
Then one die is rolled on the table be-
low to determine branch.

BRANCH SELECTION
Office Die Branch
Investigative 1-4 Field Enforcemrent
5-6 Investigative
Research

Intelligence 1-3 Counter Insurgency
L6 Intelligence Recon
Security 1-6 Imperial Security
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INITIAL TRAIRIIG
The first ope-year assignment 1is spent
in basic and advanced training. The pla-
yer recieves the specified skill on the
Initial Training table, plus one skill
from the correct branch skills table.

ASSIGNMENTS
At the beginning of each subsequent year
Officers roll on the General Assignment
table and Enlisted men roll for a commi-
sion (8+, DM +1 if Education 8+). Then
all characters roll on the Specific As-
signment table and consult the appropr-
iate Assignment Resolution Table., The
rest of the system is resolved according
to the standard advanced character gen-
eration system (liercemary, Bigh Guard).

RE-ENLISTHMENT end MUSTERING OUT
After each term (four years) roll two
dice to re-enlist. Re-enlistment is al-
lowed on 6+ and necessary on 12+. DM +1
if character is an officer. Characters
must re-enlist in the same branch unless
they have cross-training; in which case
they may re-enlist in that branch.

Mustering Out: The character is allowed
one roll on the Mustering out tables per
term of service, plus 1 if ramk 1 or 2,
plus 2 if rank 3 or 4, and plus 3 if rank
5 or 6. DMs: +1 on benefits table if rank
S or 6. +1 on cash table per level of
gambling skill.

Retirement, Aging and most other proces-
ses treated as in the other Traveller
books.



SPECIAL ASSIGNMENTS
Cross Training: The player rolls once on
the Service Skills table of any other
branch. At the conclusion of any future
term, providing successful re-enlistment
the player may transfer to that branch.
The player may choose any branch except
Special Security.

Martial Arts School: Based on the kart-
ial Arts rules presented in the Journal
of the Traveller's Aid Society Lko. 19.

Roll 5+ to receive each skill: Punch,
Kick, Block, Bold Break, Combat Throw,
Disarm Opporent, Jump Kick.

Commando School: Roll 4+ on one die to
receive each skill: Brawling, Gun Cbt,
Demolitions, Survival, Recon, Vacc
Suit.

Starship School: Roll 5+ on one die to
receive each skill: Pilot, Navigation,
Engineering, Gunnery, Ship's Boat, Ship
Tactics.

Technicel School: Roll 5+ on cone die
for each skill: Computer, Electronics,
Gravitics, hechanical.

0OCS: Roll one command skill, ope staff
skill, and one Service skill. Following
completion of the assignment, the pla-
yer receives a commision.

hilitary Attache/Aide: Player receives
+1 socia) standing, a promotion, and
may choose his next assignment (any
except Attache/Aide).

Special Security School: Roll 5+ on

one die for each skill: Gun Cbtt, Steal-
th, Tracking, Tactics, Battle Dress,
lhartial Art. The player is then trans-
ferred to the Special Security Branch.

SKILLS

The following skills are new or not
listed in Basic Traveller:

BATTLE DRESS: The imndividual has been
trained in the use of battle dress and
its associated weapons systems. May be
nsed as vacc suit expertise. Book 4.
GUR COMBAT: Cascade skill., Choose one
of the following areas: Rifles, Pistols,
SHMG, laser \ieapoms, Zero-G weapons,
High-Epergy Vieapons, and Auto Weapons.
Book 4.

INSTRUCTION: Individumls have training
in instructing students in & clear and
jucid@ manner and motivation for learn-
ing. Players with this skill may teach
their own skills to others. lay teach
up to one skill level below their own
in Instruction and the skill being tau-
ght. Book 4.

INTERROGATION: The individual is pract-
ced in the psychological arts of inter-
rogalion. ls able to extract more info-
rmation from a prisoner than is normal-
ly possible. Book 4.

HEZAVY VWEAPONS: The individual has been
trained in the use of Vehicle and ground
mounted neavy weapons. Choose between:
LAG, 1lMG, HKG, Auto-cannon, VRF Gauss
Gun, Grenade Launcher, and ARL. Book 4.
HG appears in JOT mo.9. ARL appears in
JOT no. 17.

LIAISON: The individual is gkilled in
the art of dealingwith others; this skill
is usable in relations with members of
military upits, citizens in a community,
and with alien or foreign cultures.
Used as a D} on the reaction table in
basic Traveller. Book 5.

RECON: The individuwal is skilled in mil-
itary scouting. Book 4.

RECRUITING: The individual is familiar
with the most effective means of recruit-
ing individuals. Has a higher chance of
hiring more and better quality people.
STEALTH: The individual is skilled in
the art of not beinpg detected. Has a
positive DI on rolls for bhiding, avoid-
ing detection by people or machines, and
sneaking up on peorle or things.
SURVIVAL: The individual is familiar
with both the theory and practice of
living off the land. Is adept at finding
vater, constructing shelter, and finding
A way across country. Book A4.

TRACKING: The individual is skilled in
the art of tracking people through a
civilized environment (such as a city,
starship, or across space). Can fing

and follow clues such as fingerprints,
licence plates, photos, and information
from individuals.

VERICLE: Cascade skill. Choose one of
the following areas: Prop-driver aircra-
ft, Jet-driven aircraft, Helicopter,
Grav vehicle, Trackes vehicle, Wheeled
vehicle, Large watercraft, Small water-
craft, Hovercraft, and Submersible.




.GENERAL ASSIGNMENT

Die Field Enf Ctr Ins Inv Res Int Rec Imp Sec Sp Sec
o] Command Command Command Command Command Command
1 Command Command Command Command Command Command
2 Command Command Command Command Command Command
3 Staff Staff Command Staff Command Command
L Staff Staff Staff Staff Staff Staff
b Staff Staff Staff Staff Staff Staff
6 Special Special Special Special Special Special
? Special Special Special Special Special Special

DMs: optional DM+1 if Ed 8+, optional

DM~1 if officer

SPECIFIC ASSIGNMENT

Die

Field Enf

Ctr Ins Inv Res Int Rec Imp Sec Sp Sec
2 Raid Raiad Raid Raid Raid Raid
3 Raiad Raid Invest Raid Raiad Raid
4 Shp Trp Ctr Ins Invest Shp Trp Shp Trp Raid
5 Invest Ctr Ins Invest Trng Trng Ctr; Ins
6 Trng Trng Trng Trng Field Field
7 Field Field Trng Field Field Field
8 TField Fielg Field Field Field Field
9 Shp Trp Invest Invest Field Invest Invest
10 Ctr 1Ins Ctr Ins Invest Invest Ctr Ins Ctr Ins
11 Pol Act Ctr Ins Pol Act Ctr Ins Pol Act raid
12 Pol Act Pol Act Pol Act Pol Act Pol Act Pol Act
SERVICE 3KILLS
Die J3B Life Field Skills Cmnd Skills Staff Skills
1 drawling Forgery +1 Soc Computer
2 Str +1 Bribery Admin Electronic
3 Carousing Stealth liedical Mlechanical
4 Gambling Streetwise Vehicle ‘edical
5 Dex +1 Tracking Computer Admin
6 gnd +13 Electronics Leader Recruiting
7 Int +1 i“echanical Tactics Instruction
3 Soc +1 J-o0=T Leader Liaison
oMs: +1 if NCO +1 i.f NCO +2 if terms +2 if terms
+2 if Off. +2 if Off. 3+ 2.

BRANCH SKILLS

Dif +1 1if Officer

Die rield Enforcement Counter Insurgency Invest. Research
1 Gun Combat Gun Combat Streetwise
2 Gun Combat Gun Combat Liaison
3 Vehicle Streetwise Admin
4L Blade Combat Stealth Tracking
5 Survival Blade Combat Interrogation
6 Vacc-suit Brawling Computer
? Leader Interrogation Leader
Die Intel. Recon Imperial Security Special Security
1 recon Gun Combat Gun Comnmbat
2 Recon Gun Combat Gun Combat
3 Stealth Hvy ‘Weapons Stealth
L Vehicle 3lade Combat Trachking
5 Survival Vehicle Survival
6 Fwd Obs Tactics Battle Dress
7 Interrogation Leader Leader
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ASSIGNFENT RESCLUTION

Field Enf. Trng Field Raid Shp Trp Invest Ctr Ins Fol Act
Survival auto Ly 6+ [ Ly 5+ S+
Decoraiion none  none 6+ 12~ 12+ I+ G,
Promotion (o+) (7+) 6+ (6+) &4 9+ C+
Skills 7+ 104+ 6+ 6+ 6+ 8+ 7+
Ctr Ins, Int Rec Trng Raid Ctr Ins Invest Field Fol ict
Survival auto 6+ O+ I S5+ [
Decoration none €+ 8+ 12+ none oy
Promotion (6+) 6+ 8+ 8+ (7+) 8+
Skills 7+ O+ 6+ 64+ 1C+ 7+
Inv Res Trng Raid Invest Field Ctr Ins Fol Act

Survival auto 6+ 5+ be 5+ 6+

Decoration none 6+ 10+ none 9+ G+

Prorotion (6+) 6+ o+ (7+) 94 8-

Skills 9+ 6+ 6+ 10+ 8+ 7+

Irp « 3p Sec Trne Raig Ctr lng Shp Trp Invest Fielg ol Act
Survival auto 6+ S¢ [ L Se Se
Decoration none 64 4 124 12+ none Cy
Prowotion (6+) 6+ S+ (6+) B~ (7+) o4
Skills ‘r+ 6+ O+ B+ 6+ 10- 74

Di-s! Survival- +7 if £nd b+. Decoration- optional +1 if -7 on 3Survival.

ILITIAL TAAI:HING SFECIAL ASSIGWLELKTS
Field irforcement....c.a... .. Pistol-1 vie pnlisted Officer
Courter InSUrgency..cueeaee-os Pistol-1 1 Cross Trng Technical Schnool
Investigative xesearch....... Streetwise-1 2 lartial Arts artial Aris
Intellicerce Recon.i..e... «..ReCcon-1 z Comrnando Attachne/Aide
Tirperial Security---c.u.cvvn- Rifle-1 b Starship Commando
Special Security- Cancot be taken 5 Technical Starshizr
iritially. 6 0OCs Special 3Security
RANK S
5n115ted Offlcgr Trav. Rank USTERIRG OUT
E1 Acent. C1 Leftenant 1 .
s n A - i Benefits Cash
r2 Corporal 02 Lt Cruodér 2
.. 1 Low Fsg 17 10,000
£* Subsergeant 03 Comnander 3
_° -~ . 2 +2 Int 2 10,000
B4 Sergeant O4 Cagptain 4 -
E5 Sergeant Lajor C5 lajor 5 > +2 Bdu > 20,090
* ! CZ gugsu ervisor 6 4 Gun 4 50,000
pe 5 Travellers' 5 40,000
C7 Supervisor 6 F g
05 Grand Supervisor 6 © High Psg 6 50,000
7 +2 Soc¢ 7 100,000
SURVIVAL SKILL ELIGIBILITY DECORATIONS

haking the survival throw
exactly indicates an inj-
urys
An injury duripg Folice
Action, =aid, Counter In-
surgency, or Ship’s Troop
entitles the character to
a purple heart.

less indicates death.

JSB LIFE: All characters

FIELD SKILLS: Character is

in a Field assignment.

COMIMAND SKILLS: Any officer

in command
STAFF SKILLS: Any officer
in staff assignment
BRANCH SEILLS: Character
in specified arm
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Throwing the

numbe
FCUF;

indicated
r or lower awards the
rolling three higher

gives the CG; rolling six
higher gives the SIH.



ASLAN  WARSHIPS

The following Aslan ships can be encountered in any situation where a
warship should be. They bave all been desighned using High Guard,,.

ASLAN FIGHTER Yeawel-0206RR1-000000-00002-0 Mer1k.55 10 tons.
batteries bearing 1 Crew=".
batteries 1 TL=14,
Passengers=0. Low=0. Cargo=0. Fuel=2.5 EP=2.5 Agility=6. Troops=0.

Used for light combat, patrol
duties, escort work, and plan-
etary defence, the Yeawel
class fighter is an integral
part of most Aslan space
forces.

ASLAN TROOP CARRIER Hoeywea-1206611-030000-00001-0  Mcri0.75 100 tons
batteries bearing 1 L Crew=2.
batteries 1 1 TL=10.

Passengers=50. Low=0. Cargo=30. Fuel=6. EP=6. Agility=6.

Used for transfer of troops
from orbit to surface and
back during combat, the Hoe-
ywea class Troop Carrier has
proved to be a highly suc-
cessful desighn.

ASLAN DESTROYER Keawehei—EéhhéH}-056600-5690h—0 Meril20.56 5000 tons
batteries bearing 5 525 Crew=118.
batteries 5 525 TL=14%.
Passengers=0. Low=0. Cargo=63, Fuel=2300. EP=300. Agility=0. Troops=100.
30 Fighters. 5 Ship's Boats. 2 Troop Carriers.

The Keawehei class destroyer
is intended as both support
and fighter-screen in large
fleet actions and as a para-
military vessel ip non-war
situations.

LIGHT CRUISER Iroieah-L1348H3-556608-99602-0 Ver21230.07 20,000 tons
batteries bearing E 2 521 6 Crew=211.
batteries F 2 521 6 TL=14.
Passengers=0. Low=100. Cargo=100. Fuel=?600. EP=1600. Agility=2. Troops=50.
150 Fighters. 1 Troop Carrier. 1 launch tube,

The Iroieah light cruiser is
a standard combat ship, used
in large fleet actions and

Tlaukhu peace-keeping duties.
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TRANELLERS ADVICE

DEALING \WITH
ALIENS \$ VERY

TRICKY BUOISINESS.

THEY HANE THEIR
OWN CUSTOMS,
RELIGEONS, AND
PATTERNS OF
THOUGHT. YOU
SHouL D ALWAYS

BE CAREFYLL..,

AsLAN HAVE A RIGID
COUE OF HONOR AND
CHNDVLCT,
OREY |T THEY MAY
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LASER f. RECHARG]
TARGETING 417 | ADAPTER
TARGETING Povem /’\<®“§\
= SO
Cavea TS
TN )ﬁugﬂ.'@/ kEcoi.
.) \' SPRINGS
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FUEL BOTTLE
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DESIGNED 3105 BY INSTELLARMS, LIC, ON
COMMISION BY THE IMPERYAL MARINES

NEXT ISSUE:

Feature Adventure- "The Narcissus Cup"
Hardware- New Weapons
Subsector- Gazulin

Plus deck plans to the Destroyer
Escort, rules for Bounty Hunters, and
much more:

On sale in Oc¢tober. Don‘t miss it!
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SENTRY BOX WEST

No.1 IN TRAVELLER LYITERATURE!

WE STOCK THE
FOLLOWINKG LINES
OF FIGURES:

Ral Partha
Citadel

RAFM

Minifigs
Martian Metals
Asgard
Grenadier
Frei-korps
Stone Mountain
BEeroics and Pus
Skytrex

GHQ

Naismith

Dark Horse

Off the Wall
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WE SPECIALIZE IN ROLE PLAYING GAMES,

BOARDGAMES AND LEAD FIGURES...
ESPECIALLY LEAD FIGURES!

We stock all the latest TRAVELLER asupplements at reasonable prices!
We alsoc have back issues of Journal and hard to get TRAVELLER flgs.
IF YOU NEED SOMETHING JUST ASK:

SENTRY BOX WEST BOBBIES BIVERCARD accepted

3309 West 4tb Ave.
Yancouver B.C.
Canada
(604) 734-1933

COMING SOON:
FOR TRAVELLER: Challenge 29
Traveller's Digest 9
The Darrians
Regatta

ez

Don't leave your homeworld
without it!

FOR 2300: The Aurora Sourcebook
Pentapods
Ships of the French Armm
Starcruiser

PUSSRPORY



