




THE STRONGHOLDTHE SS-12b 

Located in the Oyshis mountains, theThe Stealth ship uses new technology 
stronghold is a small construction(largely developed by the Droyne and 
facility tunneled out of a mountain­Sperling> to render it invisible to 
side.ship's sensors and human senses. (See 

nStealth Systems· in this issue.> 
1.   pad: Built just recently, 

thIs launcnway was constructed of 
steel foam, and will be destroyed

Stum  SS-21469Al-000000-0020J-O J1C1'150.07 200 tDDS once the SS-12b leaves.
battel'ies btll'iDg 1 1 CI'!II=4 2.  Hangar: This is where the Stealth

battnies 11 TL=15 ship was built, and is now being 
readied for flight.

PIS5!IlIJfI'S=O LDFO CII'ga=2 Ful=98 EP=18 Agility:6 TI'DDPS=O 3.  Workshop: Various tools are used 
and stored here. 
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4. Avionics. 
/'  anc Surveilence 

3 J ' s t ems • 
 Car30 area. Floor  

to ground level. 
7. Stateroom. 
(,.  

9. Common Area , 
10. Galley. 
11. Computer. 
12.  

13. Jwnp Drive. 
14. Maneouver Drive. 
15. Ft:.el. 
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SS-12b STEALTH SHIP 

Tonnage: 200 tons. 
ere·.... : 4. 

 Junp-4. 6-G. 
 9. 18  

.21ect:·onics: Lodel/1 fib 
c omput e r . 

Arnacent: 1 particle 
elerator  1 
1e tlissile  

Capacity: 2 tons Carso. 

15.15. 
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4.	 Parts storage. 
5.	 Power Plant: The base's fusion 

power plant. It is set to destroy 
the stronghold after the SS-12b 
takes off. 

6.	 Offices: This area contains a 
model/1 computer with ship design 
programs; drafting rooms with 
blueprints; and various other of­
fices. 

7.	 Living Area: This area comprises 
private rooms, a kitchen, and a 
recreation area for the Droyne. 

The stronghold is currently populated 
by 40 Droyne technicians, 30 workers 
and drones, 1 leader, and 20 warri ­
ors. The leader and the warriors wear 
combat armour and are equipped with 
ACR's. 

STRONGHOLD 

CITIZEN UNDER SIEGE 

It may take a while, but eventually 
the players will find the stronghold 
(roll 8+ every hour, DM +1 for recon­
naissance or survey skill). The play­
ers may decide either to sneak or 
blast their way in. If they make 
themselves known and are an obvious 
threat (eg, if they shoot anyone), 
Sperling, the Droyne leader, and two 
technicians will try to take off the 
SS-12b. If the players try to talk to 
any of the Droyne, roll on the reac­
tion table with a +2 DM, with friend­
ly results having the Droyne reveal 
their plan, and violent results hav­
ing them launch their Stealth ship. 

Launching requires 10 minutes of 
preparation (removing fuel lines, 
rolling the ship out of the hangar, 
etc.), during which time the players 
may attempt to destroy it. Once it 
takes off, the stealth systems will 

kick in, and it will 'disappear.' On 
the other hand, the players may at ­
tempt to 
pI ight. 

help the Droyne in their 

THE THICKENING OF PLOTS 

Alamishiir's story was not entirely 
true. To be sure, a confrontation be­
tween the Navy and the Droyne would 
result in lengthy legal battles, but 
a small disturbance would hardly wor­
ry the entire Navy. Nor would the 
Navy completely trust a small band of 
independent mercenaries, merchants, 
or adventurers, and it is very un­
likely that he would ever have heard 
of the players. 

The Navy intends to send in a to­
tal of three individual parties for 
the same purpose, and thus not risk 
losing any of its own men. Since only 
one group, at most, will be success­
ful, not too much money is at risk, 
either, and if the successful party 
is too greedy, well, not all of it 
has to survive. Eventually, the Navy 
will come in itself, basing its stra­
tegy on the reports of the three par­
ties. 

The characters are the second par­
ty to journey to the Oyshis moun­
tains. The first party, which has 
been there for three days when the 
players arrive, is actively helping 
the Droyne; and the third party, when 
it arrives (by air raft, about twenty 
hours after the characters' arrival), 
will campaign vigorously against 
them. 

However, at almost exactly the 
same time, an Imperial Naval vessel 
will approach the Oyshis mountains, 
dropping 20 crack commandos to shoot 
on sight. 

How all of this comes together de­
pends on the players and referee. 
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STEALTH 5Y5TEMS c:=!=====::::=J 

There are times when a starship 
should not be seen. There are times 
when a ship's detection can even be 
fatal. These are times when stealth 
systems are required. 

Stealth systems are various pieces 
of equipment which render a starship 
undetectable to others. They are rare 
and quite expensive, but are some­
times used for special spy and recon­
naissance ships. 

CAMOUFLAGE HULL: This item fulfills 
two functions. First, it acts like 
camouflage cover (T.I. ~2) -- pigment 
cells on the surface adopt a similar 
pattern to that of the surroundings 
(black in space, green in a field, 
etc.). This pattern is not only in 
visible light, but also in IR and UV. 
Secondly, the Camouflage Hull is cov­
ered in a special transparent paint 
which absorbs radio waves, rendering 
the ship invisible to radar. The Cam­
ouflage Hull costs Cr5000 per ton of 
ship (over and above normal hull 
costs). TL 12. 
NEUTRINO SCREEN: This is a special 
energy field and array of heavy 
shielding which blocks neutrino emis­
sions from a ship's power plant, ren­
dering it undetectable to neutrino 
sensors. It weighs 1% of the power 
plant's tonnage (minimum 1 ton) and 
requires 1 EP per ton of power plant. 
Costs Mer1 per ton. TL 14. 
NAS (Neural Activity Sensor) SCREEN: 
This is a series of wires in the hull 
which creates an electric field act­
ing both as a psionic shield and a 
screen for NAS's. This renders all 
life on board ship invisible to both 
psionics and NAS sensors. ReqUires 
Cr4000 per ton of ship. TL 10. 
SOUND DAMPER: Used when the ship is 
in an atmosphere, the Sound Damper 

makes the ship completely silent (see 
Trave 11er' s Har-dware, th i s issue). 
Weighs 1 ton per 100 tons of ship. 
MCr1 and 
TL 15. 

1 EP per ton of damper. 

DETECTING STEALTH SHIPS 

Ships outfitted with stealth systems 
are extremely difficult to detect by 
all sensors except mass detectors. 

When attempting to detect a 
stealth ship, roll as explained in 
Grand Survey, but treat each diffi­
culty level as 2 higher (eg, Routine 
becomes Difficult; and Formidable be­
comes Impossible). If the ship is de­
tected then roll 10+ on 2d for a cor­
rect reading in all other situa­
tions the reading is abnormal. 

The above applies to all sensors 
(and human senses) except mass detec­
tors, in whose band the stealth ship 
can be detected as normal. However, 
as nothing shows up on any other sen­
sors, it is usually assumed to be a 
glitch. 

Stealth systems are a rather new 
development and have not yet been 
used extensively but there is no 
doubt but that they will soon begin 
appearing in spy ships and special 
couriers throughout the Imperium. 

Continued fro. page 6 

The diagram shows only the left 
engineering pod. The right engineer­
ing pod is identical, and both are 
connected (at the dotted lines on the 
cargo deck) at a 45 0 angle to the 
rest of the ship. Artificial gravity 
in these areas is also at the same 
45° angle (see diagram). 

Staterooms 10 to 15, 19 to 24, and 
28 to 32 are usually used by the 
crew. Other staterooms are usually 
used by passengers. 

~, 
. \ 
..... ....:J 
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U-NEXPlORED SPACE
 
by Michael R. Mikesh 

The Traveller SooA ~orld generation 
system and those systems from the 
Alien ~odules deal only with regions 
of space occupied by certain inter­
stellar civilzations. These civiliza­
tions have spread far and wide, in­
cluding places as remote as Group 
One's Theta Borealis sector. Thus, 
with Traveller, it is very easy to 
generate sectors of stars for any 

mark on the disk of the Milky Way ga­
laxy. The rest of that vastness is 
unexplored excep( for what Zhodani 
expeditions passed through in trying 
to reach the galactic core. 

To my knowledge, there are no 
world generation systems for unex­
plored space, but such would be handy 
for campaigns involving scout explor­
ers and the like. To that end, I'll 
present one in a step-by-step fash­
ion. 

place lying within GDW's map of Char­
ted Space. 

Despite its immense size, however, 
the bounds of Charted Space are hard­
ly the limits of the Imperial uni­
verse. As Pat Stapleton illustrated 
in Working Passage #2 (reprinted 
here with the kind permi
Edwards), Charted Space 

ssion of 
is barely 

Ed 
a 

50,000 light years 
(average radius 
of the Milky 
'day) 

32,000 light years 
(approx. distance 
center of galaxy to 

Capital) 

from 

Relative 
standard 
map. 

At the scale of 
Imperium, i mi 
map our 

of the 
could 

-Pat Stapleton 

STEP 1. Generate the physical cha­
racteristics of the world (ie. size, 
atmosphere, hydrographics) through 
the standard world generation system. 

STEP 2. Determine if there is an 
indigenous sophant population. Assume 
there is none for worlds with atmos­
pheres 1-. For atmospheres 2+, roll 
2D-9 and save this roll. A result of 
0+ means there is a population. For 
negative results, the world is bar­
ren, so assign zero to population, 
government, law and tech level in the 
UPP. 

STEP 3. Generate world tech level. 
A. The	 roll saved from step 2 

(2D-9) is also the initial 
roll for tech level giving a 
result ranging from 0-3. This 
could go up as follows. 

B.	 If the above roll is 3, re­
roll on ID (1-6) and take the 
better of the two results as 
the tech level. 

C.	 If the result fro. B is 6, 
reroll on 2D-l (1-11) and 
take the better result. Al­
though the civilization might . 
have a very substantial tech 
level, it will not have jump 
drive technology. 

D.	 If the result from C is 11, 
reroll on 3D-2. If the 3D-2 
is 8-, treat the tech level 
as 11. If it is 9+, use that 
as the tech level instead and 
give that civilization a 
chance to have jump drive 
(step 4. C) • 

E.	 If the result from D is 16, 
leave the rest of the genera­
tion process to referee dis­
cretion. This is an excep­
tional world. 

STEP 4. Generate starport. 
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A.	 For a tech-~ world, roll on 
the starport table with ~ 

DM+8. If a class E starport 
is indic~ted, the world is 
not yet spacefaring. Instead, 
there are rare space travel­
ling visitors for which they 
maintain a port. 

B.	 For a tech-6 world, roll on 
the starport table with a 
DM+6. While a C and D qU~lity 

starport would be intended 
for rare space visitors 
(probably doubling' as an air ­
port), an Equality starport 
would indicate an active lo­
cal space program. 

C.	 For worlds of higher tech 
level, roll on the starport 
table using a positive DM of 
12 minus the tech level. If 
the civilization does not 
have jump drive, treat all 
results of A as B. If the 
civilization can potentially 
have jump drive (see step 
3.D) and an A results, treat 
it as A and assume the civil ­
ization does indeed have jump 
capability. A naval base "ill 
be present at an A class 
starport on 8+. 

STEP ~. Generate Population. Roll 
population on 1D+2. Apply DM +1 for 
tech levels 6-10, or DM +2 for tech 
level 11+. 

STEP 6. Generate Government and 
Law Level. Once the population is de­
termined, roll these as described in 
the standard generation system. 

With this generation system, alien 
societies that have jump drive are 
extremely rare, as is appropriate for 
the Imperial universe. There are only 
six species (the major races) which 
have developed jump drive on their 
own. Only these six are depicted in 
the mystical Droyne coyns. The cir ­
cumstances suggest the Ancients knew 
these were all there were going to 
be, so to find a seventh, explorers 
will have to go a substantial dis­
tance from Charted Space. 

If	 the generation system indicates 
a population with jump drive within 
12	 sectors of Charted Space, I have 
two suggestions that can account for 
this. First is that they learned jump 
technology from another race. The 
race could be contemporary, or the 
world may have picked up the kno~-

ledge by studying Ancient artifacts 
as did the Geonee (see Library Data 
(A-~), aMajor Race a). Second is that 
the population is of a species al ­
ready established as a major race. 
The best candidates are Droyne (espe­
cially if tech-16+), Human, or (least 
likely) Vargr. Any of these could 
have arrived during Ancient times. 

Cultures with B class starports 
might have used sub-light ships to 
cross to neighboring stars. Those 
with A class starport certainly have. 
In these instances, it may be best to 
use the standard world generation 
system for a few of the neighbours, 
making the assumption that they were 
colonized. 

This generation system makes alien 
cultures plentiful, primarily for the 
sake of interest. Generating numerous 
new species can be a strain on the 
referee, but the article, aAnything 
But Human a in Dragon 152 could be' of 
assistance. Also keep in mind that it 
it is possible for explorers to fail 
to detect low-tech cultures, as was 
the case of the Shriekers of Adven­
ture 10 - Safari Ship. 

BACK ISSUES
 
#1: Back issues currently available.
 
12: Back issues available in May. 
13: Currently out of print. 
14: Only 4 copies left! 
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Subsector: Tlaiowaha 2 8 
Terraforming 1 15 
Traveller: 2300 Revie .... 4 5 
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CONTINUUM is full of discussions on Cro\ll!llerr 
related t9Pics. viewpoints of trCMEJlcrr fans. 
trowllcrr fiction. and variant lrowllerr articles .. 
Cie. ti_ travel or new j~ space laws). and a ~ 
IDU I ti tude of other art i e I e types. And of 
course news! 

CONTINUUM appears as often as it is needed. but ~ 
never Iess than quarter Iy • The page coontis (­
variable, but averages five or six 8.5 8 by 11" l 
daubIe-s I ded sheets each issue { 10 to 12 
~*~:' ~ . (The first issue appeared in "arch of I 
Subscription I U.S and Canada - t3 for" issues
 

I elsewhere - t5 for" issues (airmail)

Sample Issue I anywhere - .1
 

Write to: Herb rI. Petro
P.O. Box 1515 
Belmont. Ne 28012 

US funds only (checKs payable to Herb Petro) 

This is a complete index of all the 
arti=les from Third Imperium's first 
year, and should simplify searches 
for a needed article. (How many times 
have you tried to find one article in 
24 issues of JTAS?l 

Article Issue Page 

Adventure: Code of Honour 2 10 
Adventure: Delusions of 4 10 

Godhood 
Adventure: Out of the Egg 1 10 
Adventure: The Narcissus Cup 3 10 
AsIan Trader 
AsIan Warships 
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Camouflage Cover 
Campaign Record Sheet 
Chrysanthemum Destroyer 

Escort 
Cyborgs Part 1 
Droid Designs 
Evolution: Planetary Effects 2 4 

on Characters 

2 
2 
3 
2 
1 
3 

6 
18 

4 
5 

18 
6 

4 
3 

16 
18 

Inside Equipment: 
Inside Equipment: 
Inside Equipment: 
JSB 
Missile Designs 
New Drugs 
New Weapons 
Pirate Corsair 
Radiation Effects 
Radiation Suit 
Riot Foam 
Shields 
Steel Foam 

FGMP 2 19 
Gauss Rifle 4 19 
Grav Belt 3 19 

2 14 
4 15 
3 5 
3 16 
4 6 
1 4 
3 5 
4 4 
1 5 
2 5 

Subsector: The Borderland 4 8 
Subsector: Gazulin 3 8 
Subsector: Sindal 1 8 
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WE STOCK THE 
FOLLmv'I so LI NES 
OF FIGURES: 
Ral Partha 
Citadel 
RAFH 
Hinifigs 
Martian Hetals 
Asgard 
Grenadier 
Frei-korps 
Stone Mountain 
Heroics and ros 
Skytrex 
GHQ 
Naismith 
Dark Horse 
Off the Wall 
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ESPECIALLY LEAD FIGURES: 

BOARDGAMES AND LEAD FIGURES ••• 

wE SPECIALIZE IN ROLE~PLAYING GANES, 

WE STOCK ALL THE LATEST TRAVELLER SUPPL~lENTS 

AT REASONABLE PRICES!!! 
WE ALSO HAVE BACK ISSUES OF JOURNAL AND 

HARD TO GET TRAVELLER FI GURES. 
IF YOU NEED SOMETHING JUST ASK! 

SENTRY BOX WEST HOBBIES 

.­ , 

NOW IN STOCK::: 
TRAVELLERS' DIGEST 8 

ENERGY CURVE 
for TRAVELLER:2300 

3309 West 4th Ave. 
Vancouver B.C. 

Canada (83
(604) 734-1933 

Don't	 leave your homeworld 
without it! 
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