








THE GABRIEL PROJECT

In 1098 Research Station Delta was
set up on Gabriel, its main subject
04 research bein3y genetic engineer-

ing, particularly the military appli-
cations therecf. In 1103, various
technicians from Imperial Geneering
LI1¢ joined the team of scientists,

and A.G.E. S was designed and grown.
Intended as a super-soldier 1in the
evert 0f a Fifth Frontier War, he was

guickly brought to maturity and edu-
cated. He showed a special interest
in religious literature, and appreci-
ated the irony of the planet’s name
in relation to himself.

However, Fyve, as he styled him-
sel$, proved to be mentally unstable,
with tendencies toward excessive vio-

lence and wmegalomania. In 1104 he
killed and ate one of his techni-
cians; finding the taste delicious,
he went pn a rampage. It eventually
took i0 Imperial Marines 1in battle
dress to stop him, but even they
could not destroy him. A special
prison was built, and he was placed

in cold sleep inside a black glaobe. A
special laser key was built and hid-
den in case access was later neces-
sary. The research station was then
moved to Dostoevsky.
Two months ago, Dr.
kaur found the complex
made his way through.
and released himj Fyve
captured him and the entire
tion of Armageddon City, convincing
them all that he was in fact Gabriel
and driving many, including Suulash-

John Suulash-
and gradually
He found Fyve

subsequently
popula-

kur, insane. Since then; he has been
munching away on the populace and
waiting for a jump-capable ship to

arrive in which he can leave the pla-

net. After detecting pne’s arrival,
he allowed Suulashkur to escape
(thouah npot without a fight), knowing
he would lead people to the research
station,

FYVE

FEsve has a U.P.P. of KKKFAK, with the
4inal digit denating psionic
strength. He has all psionic abili-
ties ta level 10. He 1is 3 metres
hich, and loaks like a man-machine
hybrid. The two larger aof his four
arms end in huge scvthes (hit as
broadsward, 4D+3 damage), the other

two ending in six-fingered hands.
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Intelligent, playful, and danger-
ously insane; Fyve is very clever and
possessed of a1 strong (thaugh morbid)
sense ©of humour, He rcan best be
played as a cross between Lex Luthor
and Darth Vader.

Fyve has the follbwing skills:
Scythe-2, Brawling-{, Computer-1,
Demolitions-1, Electronics-1, Gravi-
tics-1, Combat Rifleman-1, Energy
Weapons-1, Hunting-1{, Interroga-
tion-1, Jack-of-all-Trades-3, Mech-
anical-t, Pilot-1, Stealth-1, Tac-
tics-1.

When the players first see Fyve
after having worked their way past
all the traps, he is casually munch-
ing on a human leg. After offering a
chunk to them and expressing disap-~
pointment when they refuse ("It’s
very delicious, really it tastes
rather like smoked ham."), he will
explain who he 1is, talk about his
history, and tell the characters why
he wants thewm, occasionally throwing
in an obstcure religious reference. If
the players attack him, or when he
has finished speaking, he will de-
clare that fun time is over, and vi-
ciously attack the players. The final
gutcome is up to the refereej Fyve

makes an excellent long-term villain,
so it may be good to allow him to es-
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TRAVELLER'S HARDWARE

HOLOSUIT
Designed by Duncan Tarrance

The holosuit is a rare device used
tor disguise., Perfected at TL 15, it
combines a wrap-araund holo-projector
and a voice modulator, allowing the
wearer to look and sound exactly like
any otxer person.

The holosuit is programmed by in-
sert crystals, bearing the image and
voice patterns of an individual. Ge-
rerally, they are only available in
btank form, but can be programmed by
making a five-minute recording (voice

and holc) of the desired individual
(preferably live, but also possible
trom TL {5 hplo viewers). Pre-pro-

also available
but are extreme-

arammed crystals are
on the black market,
1y expensive and often illegal.

Tre holosuit can play one image
(using a computer to adjust it to the
viearar's movement), and has a storage

cenpartment  for  four  more insert
crystals.
Detecting someone wearing a holo-

suit requires a rall of intelligence
or lower on 4D, DM-2 if the observer
knevis the patterned individual, DM-4
it he knows him well., A holosuit can
autcmatically be detected if anvane
touch=s the individual, as what he
teels will not correspond with what
he =cees.

Tha holosuit costs Cré00 000 and
weighs 4kg. It can be worn over any
armour except combat armour, battle-
dress, and TL 9-12 vacc suits. Blank
insert crystals cost €rS0 each, and
preprogrammed ones run from Cr800 up
to CrSC00 on the black market.
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TYPE D PREFAB STARPORT

Based on original designs used by the
IISS, the pretab starport is current-
ty built and marketed by Frontier De-
velepment, LIC, Available at most
TL 13+ and starport A worlds, it is
ucsed by businesses, 3jovernments, and
independent individuals in any situa-
tion where an easily and quickly
built starport is necessary.

The prefab starport consists
the following items:

of

Advanced base

Radio bzacan/transmitter

Pulse laser itnstallation

Collapsible (200 ton) <¢uel stor-

age tank

Yarehouse tent

Mechanical tooluit

Electronic toolkit

Fusion power plant

Dirt-mover

Industrial

steel foam
Miscel laneous measuring instruments
Plans and instructions

Total cost: MCri1.13

Total weight: 30 tannes
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PREFAB STARPORT

runwvay

powerplant

comes packed
transport
is placed
be-

The prefab starport
in various crates for easy
aboard a starship. Once it
upon & planet, construction can

3in, by the following steps:

{. Find a large, flat, clear area
{rock plateau, field, clearing) ap-
proximately 1km by 1lkm in size, and
preferably locatasd near water. Ground
mucst be €irm.

2. Clear the area of all vegeta-
tion ar cbstacles (raocks and trees)
with the dirt-mover and toolkits.

3. Using the dirt-mover, dig (10cm
deep) the runwar/landing pad base.

4. Fill the pad base with steel
foam. Smooth out.

5. Place buildings, beacon, etc,

Constructior of the prefab star-
port requires approximately 200 man-

hours.
Continued on page I8



CUSTOMIZED STARSHIPS

Starships are very much like cars an
ancient Earth: there are many differ-
ent types produced by various manu-
facturers. But, also like cars, they
car be and are modified by their own-
eérs to suit certain needs. Such chan-
qes in a starship can vary from a new
paint ;ob to additional equipment to
3 majcr rewarking of the drives.

Traveller and Adventure S, Tril-
lion Credit Squadron, dealt with cer-
tain changes: upgrading turrets,
ckanging weapons, replacing systems,
and various types of demountable and
permanent fuel tanks. But these make
up only a small fraction of the pos-
sible changes that can be made.

All of the following maodificatians
can generally only be performed on
ships of (000 tons or less.

PERFORMANCE

A ship's performance can be altered
in a number of ways. Drives (manoeu-
vre, jump, and power plant) can be
customized through the use of special
parts (an extra capacitor here, a
higher 9rade jump coil there, etc.).
811 of these modifications require
extrs maintenance (Engineer-3, at
lsast once every two months.)

A starship’s power plant can be
adjusted to provide a bit of extra
power f(jucst like a car’s engine)j for
{ w=a2ek’s vork and 3% of its initial
cost, it can give 10% extra E€P’s. Re-
quires Engineer-3,.

The jump drive can have its fuel
zcnsumption dropped by 10% (of +fuel
tonnage, nrnot of ship tonnage). Cost
is 4% of jump drive cost. Requires 2
weelks and Engineer-3.

Acceleration can be - increased by
.3 G's through proper maintenance and
modifications. Cost is 10% of manoeu-
Jre drive cost. Requires 2 weeks and
Engirneer-4, Travel times can be cal-
cuiated uvsing the formula in Travel-

.
[¥-2 a0

A cship’s sensors can be upgraded
to milirary standards at 20% a+t
Sridge cost. Such uwpgrading includes
extending EMS sensors into the long-
wave radio band and the addition af
mass, neutrino, and NAS sensors. Re-

quires | week and must be performed
at a type B starport,

Computers can be improved by the
use of higher guality components and
better care. CPU/starage is raised to
the nexzt level {mpdel/! to model/2,
nodel/! {ib tc model/2 +fib, etc.).
Requires 2 weeks and Computer-4. Cost
is 5S0% of computer cpst.

DEFENCE

Beam weapons can be adjusted to in-
crease power output. Cost is 40% of
vieapon cost, Requires | week and Gun-
nery-3. Weapons will do double damage
and use double the EP’'s.

A ship’s hull can be electrified
to deter animals (and people) from
touching it. Cost is 1% of hull cost.
Must be performed at a starport.
Takes 1 week,

Video cameras can be installed in-
side and outside a starship. Immobile
cameras cost Cr5S00, while mobile ones
cost Cri1200. Must be linked to a DCS
(belpw).

Laser rifles can be fitted to the
outside of a ship’s hull for use
against personnel while on the
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3round, Cost is Cr3000. Installation
requires Laser-3, Mechanical-{ and
Etectronics-1{, and takes 3 hours.
Must be linked to a DCS and a video
camera.

Laser carbines can be set
side staship areas. Cost is
Installation as +for external
rifles. Must be linked to a DCS
video camera.

Tranquilizer gas jets can also
installed inside a starship. Cast
Cr400. Must be linked to 2 DCS
video camera.

up in-
Cr3000.

laser
and

be
is
and

An alarm system can be installed
tor Cr2000. Sengors are placed
throughout (both inside and ocutside)
the starship, and are keyed ¢to an

alarm. Requires a DCS.

A Defence Control System (DCS) is
a moritor and control system for the
specified items above. Caosts CrS000.
Requires Electronics-3 and 1 day to
install.

Various types of locks are avail-
able for a starship. Full descrip-
tions are given in JTAS H18, A]l re-

Quire | hour and Electronics-1 to in-

stall. Keypad: Cr40. Magnetic reader:
Cr50. Fingerprint: CrS0. Voiceprint:
Cr?5. Retinal scanner: Cr?7S. Metabol-

ic scanner! Cr200.
Heavy weapaons (VRF Gauss gun,
Autocannon) can be set up to fire gut

€car3yo bay doors (¢or use against per-

sonrel), Cost is 1.5 x ariginal wea-
pon cost. For an extra Cr1000, they
can be built to rise out of a hidden

Requires Wepaons-2
and takes 3 days to

floor compartment.
and Mechanical-2,
install.

MISCELLANEGUS

All starships carry radio communica-
tion systems. Military ships also
carry maser and laser communicators,
which cost Cr25 000 and Cr50 000 re-
spectively., Mecson communicators cost
MCrl and weigh 2 tons. All require
Commur.ications-2 and Electronics-1{,
and take 2 days to install.

ECM ({(Electrcnic Counter-Measures)
gackages cost Cr300 000 and take 3
1ays to install. Requires Electron-
ics-3.

Radia/radar jammers cost Cr200 000
and have a 10 000km range. Requires |1
day and Electronics-1 to install,

A multi-transponder with 3 differ-
ent 1.D. cedes can be purchased +for
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Cr300 000. This is an illegal item,
and r=quires Electronics-4, Communi-
catians-2, and 3 haurs to install.

The interior of a starship (normal
wallis) can be reconfigured in any de-
sired manner within the limits of
bulkheads and other permanent compo-
nents (drives, bridge, hardpaints,
etc.). Cost is Cr200 per remodelled
ton.

Other special
added as follows:
Cr30 000, Lab-é tons,
mal pen-1 to 10 tans,
according to environment

facilities can be
Sick bay-4 tans,
Cr20 000. Ani-

cost varying

and size,

Purification plant, as in High Guard.
Smuggling compartments can be
built into a ship’s floors. Cost 1is

Cr50 per kg pt c=pace, to a maximum of

100kg. A ship may have no more than
100kg of compartments per S0 tons of
non-fue] space.

At least 30% cf all starships are
customized in some manner. The most
commen modificaticons are video came-

ras and locks) the rarest are drive,
computer, and weapon upgrades,
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Continued Yrom page 1é
Pretab starports are usually found

on newly colonized worlds, as aut-
posts on other planets of a solar
system, or even as pirate bases. They
are naturally most often used on the

frontier, and are thus unavailable in
the older sectors (Core, Solomani
Rim, etc.)

A prefab starport can handle up to
800 tons pf ship, in any number of
vahicles. It requires a crew of 3
fgunner, engineer, and manager/cam-
munications), and should be supgor-
ted either by a food-praducing wvil-
lage or qQuarterly supply deliveries.
TL 13.



TRAVELLER’S ADVICE

(REAL) PORTABLE JUNP

IMPENETRABLE ARMOR

BUNING EQuUIP-
MENT 1§ AN
IMPORTANT PART
OF TRAVELLER.
THE D\SCERNING
PLAYER SHOULD
ALWAYS \JATCH
FOR OAD DEALS
AND FALLE
ADVERTIS |NG. ..
(PorT 1)

CORMUNICATIBNY 22

1$ A PROBLEM, HOWEVER

R =Sk

THE \.R. STANDS FOR
*IMPOSSIBLE TO REPAIR

PSIONIC SHIELD/

INSIDE  EQUIPMENT : DISINTINTIGRATOR

TL-19

Pro jector
Plates

Psionic

Receiver Targeting

Computer

Rotation
Mechanism

Damper viave
Projector

EXTERNAL VIEWS

side

Length:200mm
Weight :8C0s
Base Price:

front Mer1.5

Damper
Beams

Area
of

Effect

The Disintigrator
Pistol is a high-tech
Ancient weapon based
on nuclear damper tech-
nology.

The Disintigratoer
generates two beams
based on the nuclear
forces (as lasers are
based on electro-mag-
netic forces). At the
point wnere they inter-
sect an interference
pattern is produced which
suppreses the strong
nuclear force. This
causes the atoms to fly
apart, disintigrating
tne target.

Equipment,

NEXT

Featur=s Adventure - Mindburst
Provincial Merchant
Yggdrasil Subsector

Plus the Florian Leadgue,

On sale

ISSUE :

Hi-Tech
and a set of Caoyns!
in December'




SENTRY BOX WEST

No.1 IN TRAVELLER LITERATURE!

WE STOCK THE
FOLLOWING LINES
OF FIGURES:

Ral Partha
Citadel

RAFM

Minifigs
Martian Metals
Asgard
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Stone Mountain
deroics and Ros
Skytrex

GHO

Naismith

Dark Horse

Off the Wall
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WE SPECIALIZE IN ROLE PLAYING GAMES,
BOARDGAMES AND LEAD FIGURES...
ESPECIALLY LeEAD FIGURES!

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

SENTRY BOX WE3T HOBBIES
3309 Jest 4tu Ave.
Vancouver B.C.
Canada
(604) 73L-1637

HIVERCARD accepted

Don't leave your homeworld
without it!

CCMING SOON:

FOR TRAVELLER: Challenge 29 FOR 2300: The Aurora Sourcebook
Traveller's Digest 9 Pentapods
The Darrians Ships of the French Armm

Regatta Starcruiser




