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MEDICAL

bets, " 72 ). If the floor is
touched by an y weight greater
t han 10kg, they wi ll bec ome acti­
v al e d .

50. A t r ipwir'e he r e acti vat es gas
jets. The gas is mildl y paral y ­
t ic, a nd does 3D damage to an y
who breathe it.

51. A floor plate here causes tHO
do or s to drop and the ce il ing t o
beg in to l owe r . I t can be stopped
b y p icking the loc k on the f a r
do o r .

52 . Th e do o rs to this r o om c lose
a utomatica ll y when the players
e nte r , and the air beg ins to
r ush c ut. It wi l l become a v a cuum
in 30 seconds.

53. Grav p lates i n the floor here
c reate a 4-G zone. Anyone step­
ping here wi 11 fal l, taki ng ID
d amage , and be completel y immo­
b i l ized . To get out wi t h o u t hel p ,
r o l l s t r eng t h o r lower on 4D .

54. Soni c weap o ns project a beam from
the wa l l . Anyone not wearing
h e a d ge ar must r o l l endurance or
less on 3 D to conti nu e moving.

55. The tunnel here s lopes down. If
anyone ge t s ha l f way down, j e t s
loIill spelot out ri o t fo am (totall y
f r ic t ionless, T.l. tt4 ), and
f l ame s will ignite i n area 56 .

56 . Fl ames f r om f loor jets here do 2 D
damage .

57. An infrared beam here triggers a
c o r ros i v e gas, IoI hic h not on l y
does 3 D damage t o al l who breathe
it but also af f ects vacc s u i t s
and armour.

53 . A ho logram here disgui ses a pit
as a n ordinary f l oor. If a p layer
fa lls in , the pit c loses up,
trappi ng h im.

59. Al l the walls in thi s r o om a r e
raflec covered. When b o t h doors
are closed, a laser r i f l e loti 1 1
f ire a beam, which will ricochet
u n t i l it h i ts someone. Roll to
h i t -2 , a nd c onti nu e unt il some ­
cn e is hit.

60. Th rone Room. Thi s r o om is very
l a r ge a n d fjl l ed wi t h junk:
j e we lr)' , cred i t s, cutl ery and o d d
tr inket s . In t he cent re is a
l a r~e ma keshif t thr o ne . a n d in it
s i t s F }' '1e t A. G. E . 5 ) , e xpect i ng
t he part }' and wel coming the c hal ­
lenge t hey offer.

61 . Cold Storage . Thi s room i s · one
big low berth , a nd holds most of
the c it y ' s popu lati o n.
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and man y b ooks . Most of the boo ks
are re ligious texts leg, t he Bi ­
ble, the Koran, the Mel hei, etc . )
or comme nt a r i es thereon .

45. Heavy Steel Doors. Each one is
l o c ke d , the first wi t h a ke y p ad,
the second with a t humbpr int, the
thi rd wi t h a retina l s c a n , a nd
t he four t h with a k ey. Open ing
e ac h requires a UTP .

To open doors: Di ff icult, Elec -
troni cs, Mec ha nical , 15
sec ond s .

Referee: There i s a n automat ic
+1 DM o n the first d o or
and a -1 DM o n the th i r d ,
and a loc kpi ck s et i s r e­
qu ired on the fourth.

The doors r e qu ire 100 dama ge
poi nts to break tnrough .

46. T~e floor he r e has a l ternat ing
!" e d and wh ite ti l e s . All red
ti l e s are elect rif ied (2D d am­
age ). To cross onl y on the white
t iles r e qu i r e s a ro l l of dexter ­
ity o r l o we r o n 2D.

4 7 . Th i s ~ ound room contains more
~arning signs and a large shaft
go i~g do wn 20 met res. It i s per­
f ectl )' s moo th , wi th no handholds
of any sort.

48. Power Plant.
49. At the bottom of the shaft are

two s upe r guard r ob o t s ( 10 1 Ro -



THE GABRIEL PROJECT

I n 1098 Research Station Delta was
set up o n Gabriel, its main subject
of r e s e a r c h being genetic engineer­
i ng, particularl y the mil itar y appli­
cat ions thereof . In 1103, va r i ous
t echni ci a n5 from Im per ial 6eneering,
LIC j o i ne d the team of scientists,
a nd A. G.E. 5 was designed and grown.
I nte nded as a super-soldier in the
event of a Fifth Frontier War, he was
qui c kl y brought to maturity and edu­
cated. He showed a special interest
i n r e li g i ou s literature, and appreci­
ated the i rony of the planet's name
in relation to himself .

However, Fyve , as he styled him­
self , p roved to be mentall y unstable,
wi th tendencies toward excessi ve vio­
lence and megalomania. In 1104 he
kil l e d and ate one of his techni­
cians; f inding the taste delicious,
he went on a rampage . It event.ue l Jv
too k 10 Imperial Marines in battl~

dress t o stop h i m, but even they
c ou ld not dest roy him. A special
pri son was built, and he was placed
in c o l d sleep i ns i de a black globe. A
special laser key was built and hid­
den in case access was later neces­
5a r y. The research station was then
moved t o Dostoevsky.

Two months ago, Dr. John Suulash­
ku r found the complex and graduall y
mad e h i s way through. He found Fyve
and released him; Fyve subsequentl y
c a ptu r e d him and the entire popula­
ti on of Armageddon City , convincing
them a l l t ha t he was in fact Gabriel
an d d r i vi ng man y, including Suulash­
k Ur', i ns a ne . S i nc e then, he has been
munchi nq away on the populace and
wa i t in g -f o r a j ump-capable ship to
a r r i ve i n which he can leave the pla­
ne t . After detecting one 's arri val,
he al l owed Suulashkur to escape
( t hou q h no t without a fight), knowing
he l. l o~ l d lead people to the r e s e a r c h
s t e t i on •

FYVE

F:lVe has a U. P . P . of KKKFAK, with the
fina l digit de no t i ng psionic
st r eng t h . He has all psi onic abili­
ties t o l eve l 10. He is 3 metres
high, a nd l ooks I i ke a man-machine
hybrid. The two larger of h i s four
arms end in huge scythes (hit as
broadsword, 4D+3 damage), the other
t wo ending i n s i x-fingered hands.
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Intelligent, playfu l, and danger­
ousl y insane , Fyve i s ve r y clever and
possessed of a st rong (though morbid )
sense of humou r . He can best be
played as a c ross between Le x Luthor
a nd Darth Va der .

Fyv e has the following skills:
Sc y t he-2, Braw I i ng-l , Compu ter-l.
Demolitions-1, Electronics-I, Gravi­
t ics-l . Comba t .Ri f l ema n - 1 , Energy
ueepone-u , Hunt i n9-1, Interroga­
tion-l, Jack-of-all-Trades-3. Mech­
ant c a r-u , Pilot-l, Stealth-l, Tac­
t t e a-L,

When the players first 5ee Fyve
after having worked their way past
all the traps, he is casuall y munch­
ing on a human leg. After offering a
chunk to them and e xpressing disap­
pointment when they refuse (-It's
ve ry delicious, reall y it tastes
rather 1ike smoked ham. -) , he wi 11
e xplain who he is, talk about h i s
history , and tell the characters why
he wants them, occasionall y throwing
i n an obscure r e l i g i ous reference. If
the players attack him, or when he
has finished speaking, he will de­
clare that f un time is over I and v i ­
c iousl y attack the player5. The f inal
outcome i s up to the referee; Fyve
makes an e xcellent long-term villain,
so it may be good to allow him to es­
cape.



IMPERIAL NAVY UNIFORMS
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ITRAVELLER'S HARDWAREI
1 Advam: ed b a s e
1 Rad i o b e a c on / t ra ns mit t e r
I Pul s e l a s e r i nstal la t ion
1 Co l l a p s i b l e 1200 ton ) f uel stor-

age tank
1 Wa r e hou s e t e n t
1 Mechani ca l t ool k i t
1 Elect roni c t oolkit
1 Fusion pow e r plant
i Di rt-mover
S I ndust r ial size canisters of

stee I foam
Miscellane ous measuring i ns t rume n t s
Plans and inst ructions

Total cost: MC rl .1 3
Tota l wei g h t : 30 tonnes

HOLOSUIT

D~signed by Duncan Tor r a nc e

The ho los u it is a r a re device used
f or di s gu i s e . Perfected at TL 15, it
c ombines a wrap -around hol o - proj ector
and a vo i c e modu l ator, all owing the
we a r e r to l ook a nd sound e xactl y like
a ny ot he r person.

The ho los u i t is programmed by in ­
s e rt c r ysta15, beari ng the ima ge and
.... o t ce patter ns of a n indi vidual. Ge­
ne r-e l l y , t hey are onl y avai l a ble i n
b lan k f orm , but can be programmed b y
mak i n g a fi v e - minu t e r e c ord i ng (v o i c e
a nd ho l c l o f t h e desired indi vidual
( p r-e f er a b l y I t ve , but also poss ib l e
from TL 1 ~ ho l 0 v i e we r s l . Pre-pro­
~rammed crysta ls ar e a 15 D a vailable
on t he blac k market, but are e xt r eme­
l y e xpens i ve and often il l egal.

Th e ho lo5Ui t can p lay o ne image
l us i ng a c~mp uter to adjust it to the
He ar ~ r ' s move ment ) , and has a s t orage
com par t me n t for four more insert
c :" y s t a l s .

D~t ec t ing s ome o ne wear in9 a holo­
s u i t r e qu i r e s a r o l l of intelligence
o r lowe r on 40, DM-2 i f t he observer
knc~s the patterned indiV i du a l , DM-6
i f he knolO'ls hi m we l l. A hc l ceu t t can
a utcmaticall y be detected if anyone
t c u c b e e t h e i n d i v i d u a l , as what he
f e el s will not c or r espond wit h wh a t

PREFAB STARPORT

r unway

landin
pa d

l a s e r

power plan t
o

.. ~
___ I

~ue l

o
ba s'>

D
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hous e

pte.
s ta r ­
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Th ~ hoJosui t cost s Cr600 00 0 and
we i g hs 4k9. It c a n be worn over a ny
a r mou r e xc ept combat armou r, battJe ­
jress , and TL 9-12 v a c c suits . Blank
i ns ert cr j s ta l s c o s t Cr50 eac h, and
p r~pro9r ammed o nes run from Cr 8 00 up
to Cr5COO on the bl a c k mark e t .

TYPE D PREFAB STARPORT

Ba sed ~ n o r igin a l designs used b y the
II SS . the p r e f a b s ta r port is current ­
l y bui l t a n d marketed b y Fronti er De­
ve l o p me n t , LI C. Avai lable at most
TL 13+ a nd s t a rp or l A worl ds, it is
us e d b y b us inesses, gover nme nts, and
i nd ep~n1 en t i n d i ~ i dua l s i n any situa­
tion whe r e a n easil y and quickl y
built starp or t i s ne c e s s ary .

The p r~f ab starpo r t consi st5 of
t he f ol l ow ing it ems :
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The prefab slarport c ome s packed
i n v a r i ous c ~ates f o r easy t ransport
aboa r d a starsh ip . Once it is placed
up o n a planet, c o nst ruction can be­
g in, by t he fo l l ow ing steps:

L F ind a la~ge , flat, clear area
( r oc k p l a t e au , f ie ld, c lear ing l ap­
p rO Ximate l y l km b y l km i n s ize, and
pr~fer abl y loc ated ne a r wa t er . Gr ound
mu~t be firm.

2. Cl e a r the area of all v e g e t a ­
tio n o r o bs t a c l e s ( r o c k s and t rees )
wit h t he d irt-mo ver and tool kits .

3 . Using t he d irt-mover, dig ( i De m
de-ep l th e r unl"la~,' !l anding pad base.

4 . F i ll t he pad base wit h steel
foa m. Smoot h o u t.

'5. P l a c e- build ings, beacon,
Co nst r u c tion o f t he p~efab

port r e qui r e s app~ox imat el y 200
hours .

Con t inue d on pa ge 18
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ICUSTOMIZED STARSHIPsl

DEFENCE

qu i res 1 we e k and mus t be per formed
at a t ype B star-port.

Comput er s can be i mproved by the
u s e of higher qual it y components and
b e tter car e . CPU/ s t or age i s r a i s e d to
t he ne x t level lmo de l / l to model / 2 ,
lUo de l / l f ib t o mo del /2 fi b , et cv t ,
Re quire s 2 we e ks and Comput e r - 4 . Cost
i s 50~ o f computer cost.

- - ;:--"
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Beam weapons can be adjusted to i n­
crease power output. Cost is 40~ of
weapon cost. Requires 1 week and Gun ­
nery - 3 . Weapons will do double damage
and u s e doub le t he EP's.

A s h i p 's hull can be elect ri fied
t o deter animal s (a nd people ) f r om
touching it. Cost i s 1~ of hu l l cost.
Mus t be performed at a starport.
Ta kes 1 week.

Video cameras can be installed in­
side and outside a starship. Immobile
cameras cost Cr500, while mobile ones
cost Cr1200. Must be lin ked to a DCS
( be l o w) •

La s e r ri fl e s can be f itted to the
ou tsi de of a s hip 's hul l for u s e
aga i ns t personnel wh i le on t he

St ar-s hi ps a re ve r y much like cars on
a nc ient Earth: there are many differ­
e nt t ypes produced by va r i o us manu­
fac tu r er s . But, a190 li ke cars, they
can be a nd arE mod i f ied b y t heir own ­
ers t o s u it certai n needs. Such chan ­
3es i~ a star-ship can va r y from a new
pai nt j ob to a dd i t ional equipment to
a ma j er r ewo rking of the dr i ves.

Tr a veller an d Adventure 5, Tril­
li on Credit S qua dro n , dealt with cer­
lai n c hang ES : upgrading turrets,
c ha nging weapons, r ep l a c i ng s ystems,
and va r i ous t ypes of demountable and
pe r man en t fuel tanks. But these make
u p onl y a s ma ll fraction of the pos­
s ib le ~ hanges that can be made.

All of the f ollowing modif ications
can ge ne ra l l y onl y be performed o n
3hi ps o f 10 0 0 tons or leS5.

! e r- •

A s h ip'S s ensors can be u pg r a de d
to mi l i t a ry standar ds a t 20~ of
~r i d ge cos t . Suc h upg r a d i ng i nc l ude s
e xtendi ng EMS sensors into the lon9­
wave radio band and the addition of
mass , neu t rino, a nd NAS sensors. Re-

PERFORMANCE

A s hi p ' s performance can be altered
in a numbe r of wa~s. Drives (ma noe u ­
v r e , jump , and power plant ) can be
customized through the u s e of special
par ts (an e xt ra capac itor here, a
highe r gr ade jump coi I t he r e , etc. ).
Al l of these modi f i c a t i o ns require
e xtr~ mai n t e na nce IEngineer-3, at
I ~ast onc e e very two months. )

A starsh ip 's power plant can be
a dj u s t e d t o p r"ovide a bit of e xtra
po wer (jus t like a car's engine-I; for
1 week's wo r k and 3% of its initial
c ost , i t can g i ve 10% e xtra EP 's. Re­
Qui r es Eng i neer-3.

The jump dri ve can have i t s fuel
consump t i on d r opped by 10% (o f fuel
tonnage, no t of ship tonnage ). Cost
i s 4% of j ump dri ve cost. Requi res 2
we eks and Eng ineer-3.

Acc e leration can be J increased b y
. 5 G' s th r o ug h proper maintenance and
~odif i cati o ns . Cost is 10~ of manoeu­
'I r e d ri ve cost. Requ ires 2 weeks and
Engine er - 4 . Tr a vel t i mes can be cal­
~ u1at ed us i ng the formul a in Travel-

- 17-



al s o be
Cost is

DCS a nd

ar e
most

came­
drt v e ,

Cr300 00 0 . Th i s i s an i l l e ga l item,
and r~quires El e c t r o n ics - 4 , Communi ­
cations -2, a nd 3 hours t o install.

The interior of a starshi p (normal
wa l ls) c an be r e c o nf i gu r e d in an y de ­
sired manner with i n the li mi t s of
bulk head s a nd ot he r pe rmanen t c ompo­
ne n t s (d r i ve s , b ridge, hardpoints,
etc . ) . Cost is Cr200 per remod elled
ton.

Ot he r spec ia l facilit ies can be
added a s follows : Sic k ba y-4 tons,
Cr30 000. Lab -6 tons, Cr20 000 . Ani ­
ma l pen-l t o 10 t ons , cos t varyi ng
a c c o r"ding to env i r o nme n t and s ize.
Purification plan t , a s in Hi 9h Guard.

Smuggling compartments c a n be
built i nto a ship's floors . Cost is
Cr 5 0 per kg of space, to a maxi mum of
100kg . A ship ma y ha ve no more than
100 kg of compartments per 50 tons of
non- f ue l s pa ce.

At l~ast 30% of al l starshi ps
customized i n some manne r. The
c ommon modif i cat ions a r e v i de o
ras and loc ks; the rarest are
c omputer, and weapon upgr a de s .

"3r ou nd . Cost i s Cr5000 . Ins t allati o n
r equ i r e s Laser- -3, Me'chan i c a 1-1 a nd
EI 20 c t r o n i c s - l , and takes 3 hours.
~ust be' linked to a DCS a nd a vid eo
cemer e ,

La s e r car bi nes c an be set up in ­
side st a shi p a reas. Cos t is Cr 30 0 0.
I ns t a ! la t ion a s for e x t er na l lase r
r if l e s . Must be linked to a De S and
v i de o camera.

Tr a n qu i l i ze r gas jets c an
i nstalled inside a s tarsh ip .
Cr400 . Must be l in ked t o a
v i d e o c amer a .

An alarm s ys t e m can be instal led
for Cr20 0 0 . Sensor s a r e p laced
throughout Iboth insid e and out s i de )
t he starship, and a r e ke yed to a n
alar m. Requ ires a DeS .

A Def enc e Control Sy stem ( DCS) is
a ~c ~i t or a nd c o n t r ol s yst em f o r the
spec ifi ed items above . Cos t s Cr5000 .
Requires El ect ron ics-3 and 1 day to
i ns t a l l .

Va r i o us t yp e s of l ock s a re a va il ­
ab l e for" a s t arship. FulJ descrip­
tions ar e gi ven in JTAS K18. Al l re­
qu i re 1 hour and Electro nics- 1 t o in­
stall . Ke y pa d : Cr 40. Ma gne ti c reader:
Cr50 . F i ngerpr in t: Cr 50 . Vo ice pri nt :
Cr75 . Reti nal s can ne r : Cr75. Metabol ­
ic sca nne r: Cr200 .

Heav y weapons (VRF Ga uss g un ,
Aut c can nonl can be s et u p t o fir e ou t
c ar go bay doers ( f o r u s e against p er­
son ne t r , Cost i s 1.5 x original wea­
pon cost . Fo r a n e xtra Cr 1000 , they
c a n be built to rise out of a hidden
floor compartment . Requ ires Wepaon s -2
and Mechanica l-2 , and takes 3 days t o
i ns tal l.

MISCELLANEOUS

Al l starships carry r a d i o commun i ca­
tion s ystems . Mil i tar y sh ips al s o
carr y ma s er and las e r commun icators,
which c e s t Cr25 000 a nd Cr50 000 r@­
s pe c t i ve l y. Mes o n communi c a t or s cost
MCr l a nd we-igh 2 t on s . All r e quire
Commu~i c ati ons- 2 and E lec t ron ic s - I ,
and t a ke 2 da ys to install.

EC M (El e c t r o n i c Counter-Measures )
pac kages c os t Cr300 0 0 0 and t ake 3
1ays t o instal l . Requi re'S E l ec tron­
i c: s - 3 .

Ra d i o /r a d a r jammers c ost Cr200 000
and have a 10 OO Okm r a ng e . Requ ires 1
d a y a nd El e c t r o n i c s - 1 t o insta l l.

A multi-transponder with 3 differ­
e n t I.D . c odes can be purchased for

Co n tinue d from p_ge 16

Pr e f ab s tarport s a r e usual l y foun d
on nel-II )' co l o n ized wor lds, as out­
posts o n o ther pl a ne ts of a sol a r
s yst em, o r even as pi rat e ba s es . They
a re na t ur a l l y most often used on the
f r on t i er, a nd are t hus u nav a i l a b l e i n
t he ol der sec t ors ICo r e , So l oman i
Rim , e t c , )

A prefab sta r por t can ha nd l e up to
seo tons of sh ip, in a n y numbe r of
v eh i c l ea , It r e qu t r-ee a c:re l-l o f 3
19 un ne r , e ng i neer, a nd manager /com­
~un i cati ons J , a nd shou ld be suppor ­
ted either by a feod -producing vi l ­
lage o r quarterl y suppl y deli veri es .
TL 13.

- 13-



TRAVELLER'S ADVICE

8U'f I N6 EQu IP­
f"IEN T IS ..... ....
If1 PORTANT Pf'.lIT
OF TRAVELLeR .
1'1-tE" O\$C£RNI Nb
PtA'f E"~ sHOULO
Alw !'l"f'S. ".....I '·UI
FO R l3I"D OE" u
ANO rAl,.S r;­
AD ,,~, S l tV6 . . .

( p__1' 1.)

IMPENETR"Bl£ AAI'lOR I. R . GQchlES...

THE I .R . STANDS f OR
'IMl'05llBlf 10 REPAIR"

PS ION\( SHIELD

o

INSIDE EQUIPMENT: DISINTINTIGRATOR
TL-1 9

Damper
Beams

Area
of
Ef f ec t

The Disin t igr a tor
Pistol i s a high- t ec h
Ancien t wea pon bas ed
on nuclear dampe r tech­
nol ogy .

The Disi nti gr ator
ge ne r a t es t wo beams
ba sed on the nuclea r
f or ce s (a s l a s e r s a r e
ba s ed on e l ec t r o- ma g­
ne tic r or c e e j. A t the
po i n t whe re they i n t e r ­
s ec t a n i n t e r fe renc e
pa t te r n i s prod uced whi c h
s uppr eses the s t rong
nuclear f orce . This
causes t he at oms t o fly
apa rt, disi n t igr a t i ng
t he t a r ge t.

NEXT ISSUE:
F~atu r ~ A d v~n ture - Mindburst

Provi ncial Merc han t
Y99d r a s i l Subse c tor

Power
Conv er t e r

Length : 200r..:::
\'1 e igh t : 800 !;
Bas e Pr i c e :

Hcr 1 .5

,
Damper '''''a ve
Projec t or

Fusi on
Powerplan-~t~;-+-

f r ont

Psioni.c
Rec e i.ve r

Rota t i on
Mecha nis m

Las e r
Ra ngi ng
Sys t em

Focus s i n g
Tube

Projec t or
Pl ate s

s i de

EXTERNAL VI E".'iS

P l us t he Flor i a n League. Hi-Tec h
Equ i pment. and a s e t of Coyns !

On sale i n December !
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SENTRY BOX WEST
No. 1 IN TRAVELLER LITERATURE ~

WE STOCK THE
FOLL01iING LINES
OF FIGURES :
~al Partha
Ci t a de l
RAFM
Mi ni f i gs
Ma r tia n He t a ls
Asgar d
Gr-enr-dd er­
Frei-korps
Stone Moun t a i n
He r oi cs a nd Ros
Skyt r e x
GHC
Naismith
Dar k Horse
Of f t he ~';all

',;,I E SP ECI AL I ZE IN ROLE PLAYI NG GAEES ,

BOARDGAMES AND LEAD FI GURES. . .

ES PECI ALLY LEAD FI GURES :

We s t ock a l l t he l a t es t TRAVELLER s uppleme n t s a t r ea s ona bl e pr i c es :
We a lso have back i s sues o f J our na l a n d ha rd to ge t TRAVELLER f i gs .

I F YOU NEED SO~ETHING JUST A3K :

SENTRY BOX WEST HOBBIES
3309 '.Jes t 4 tll Ave .

Va nc ouver B.C.
Ca nada

(604 ) 734- 19 30
••• ••

COMInG SOON :
FOR TRA VELLER : Cha l l e nge 2 9

Trave lle r ' s Digest 9
The Darrians
Re ga t t a

HIVERCARD ac cepted

[EE
Don ' t l eave yo ur hocewor ld

wi t hou t it !

FOR 2300 : The Aur or a Sour ce book
Pe n t a pods
Ships o f t he Fr enc h Armm
S tar c r ui ser


