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      A week before we released this issue 

of Freelance Traveller, we realized that 

we had no cover art. So, we posted a 

message on the TML and the forums we 

routinely monitor, calling an ñimpending panicò over 

it. The volume of artwork offered was astonishing, 

and we now have a backlog of several amazing cov-

ersðand much artwork that, while not quite suitable 

for covers, is nevertheless quite excellent, and will be 

appearing in the Multimedia Gallery.  Thank you to 

everyone who contributed! 

This issue represents another first for Freelance 

Traveller: David Billinghurst and Dave Redington 

have agreed to allow their Traveller graphic novel, 

The BurrowWolf, to appear in installments in our 

magazine and on our website. We hope youôll enjoy 

their offering, and that you feel that itôs a positive 

contribution to our magazine. 

Speaking of backlogs, Freelance Traveller has a 

large backlog of Traveller products that ñneedò to be 

reviewed. There are several reasons that the editor 

doesnôt want to have more than one review over his 

byline in any issue, so weôd appreciate it if some of 

our readers would pick Traveller productsðany ver-

sion, any era, any setting, any publisherðand write 

reviews of them for us. Weôd also be interested in 

contributionsðof any typeðto support the Traveller 

versions of Babylon 5, Hammerôs Slammers, Judge 

Dredd, Strontium Dog, Reign of Discordia, and any 

other published Traveller-compatible settings out 

there. 

A bit of a warning: Next month, Iôm going to 

take a bit more space for the From the Editor column, 

and editorialize. I donôt anticipate than anyone is go-

ing to actually be offended, but it is different from 

the normal fluff that appears here. I donôt plan on 

making it a habit, unless you, the loyal readers, actu-

ally would prefer it. In any case, when I do editorial-

ize, you are specifically invited to comment/respond; 

unless you tell us otherwise, your responses will, at 

the very least, appear on our website, and selected 

ones (the best-written, not  based on agreement with 

the editor) printed in the magazine. 

From the Editor 
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Mongoose Publishing has released three (so 

far) poster-sized maps of sectors that have been 

developed for their Third Imperium setting. The 

three maps are generally similar, and thus are all 

treated together in a single review. 

On the Shelf 

Maps of sectors are inherently setting specific, 

and these three maps are all for the "standard" 

Third Imperium setting. As such, they have the 

Third Imperium setting logo at the top, the Travel-

ler line logo at the bottom, and a snapshot of part of 

the sector described in the item in the middle. 

On Closer Inspection 

It is perhaps misleading to call these map 

packs, as they each contain only a single map. That 

map is on slick paper, of a weight that suggests that 

they will be reasonably durable. The finish is 

highly glossy, with a black background. Each map 

has the sector name across the top. Text is gener-

ally readable, in white, with selected world names 

in red. The actual map extends across four-fifths of 

the unfolded sheet, with the remainder - along the 

right edge - set aside for the legend. Symbols (for 

bases and other installations) and border colors for 

the various polities on each map are color-

coordinated, though some of the colors chosen are 

difficult to see against the black background. The 

maps generally follow long-established Traveller 

conventions for the meaning of symbols and the 

color of the world symbol, but provide little useful 

information without the associated sector data from 

other setting volumes. 

The Third Imperium: Sector Map Packs 

reviewed by Jeff Zeitlin 

The Third Imperium: The Spinward Marches Map Pack. Nick Robinson 

The Third Imperium: The Trojan Reaches Map Pack. Various 

The Third Imperium: The Gvurrdon Map Pack. Nick Robinson 

Mongoose Publishing http://www.mongoosepublishing.com 

each 1p, unbound poster (22"x25½") 

UK£5.00/US$9.99 each 

Criticsõ Corner 

There are minor errors; for example, several 

worlds in Subsector P of the Spinward Marches 

map have had their names omitted entirely.  

The actual size of the map hexes is just a bit too 

small to allow the map to be a reasonable 'board' 

for a strategic-level wargame. 

Conclusion 

As standalone products, these are not really a 

worthwhile purchase; they should really be treated 

as add-ons to their respective setting books (The 

Spinward Marches, Alien Module 1: Aslan, and 

Alien Module 2: Vargr, in order), for which they 

are suited as astrography overviews. The utility, 

and to some extent the visual attractiveness, is 

marred by the choice of colors, the errors, and the 

size, but not to the point of an active disrecommen-

dation of purchase. 
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Fifth Imperium  Shannon Appelcline 

Editorôs note: The initial Fifth Imperium column was published 

on the RPG.Net website in July 2009, and appeared in Freelance 

Travellerôs initial issue in November 2009. This column origi-

nally appeared on the RPG.Net website in April 2010. 

One way to come up with original adventures 

for your Traveller game is to set stories in other 

genres. In the first article in this series, I covered 

some of the more mysterious genres: mystery, noir, 

and espionage. This week Iôm going to step from 

the unknown to the spooky, weird, shadowy, and 

truly scary, by looking at how the horror and con-

spiracy genres can used in Traveller.  

The Horror Genre 

In many ways, the horror genre is just as wide 

as the science-fiction genre, because it involves 

those things that are scary, regardless of the spe-

cific setting. Of course, that means that horrific sci-

ence-fiction is no more far-fetched then horrific 

fantasy (Ravenloft) or horrific espionage (The X-

Files, Fringe).  

I know that other writers (such as Stephen King 

and H.P. Lovecraft) have written far more about 

the particular elements of horror than I possibly 

could here. It should involve powerful and possibly 

unseen forces. They should be hard to stop and/or 

hard to understand. Most of all, they should play 

upon the terrors of the human species. That most 

traditionally has centered on death, but Lovecraft 

correctly pointed out that insanity could be a fear 

as well. Generally, helplessness, lack of control, 

and even just lack of information are some of the 

things that might let you scare your players.  

Unfortunately, the enemy of all things horrific 

is information, and any far-future game filled with 

interwebs, Xboat routes, satellite systems, and 

commdots is going to be full of information. Fortu-

nately, Traveller gives you a very easy way to get 

around that: the slowness of interstellar communi-

cation. When youôre investigating an alien planet 

or a derelict starship, youôre truly on your own.  

Most horror is monster-based. Alien species, 

whether they be sentient races or dumb animals, 

are most likely to fill the role of monsters in a 

Traveller game. If theyôre shape-shifters, carni-

vores, or creatures able to recover from seemingly 

mortal wounds, theyôll be even more likely to 

scareðand theyôre all possibilities in a science-

fiction game.  

Psionics also offer a real opportunity for terror 

in a Traveller game, as you can drop players into 

dreamscapes composed of exactly what they fear 

most.  

Finally, the trope of a deserted area can always 

be used to scare. The idea of a derelict starship has 

already been mentioned. Scientific outposts, re-

search stations, and colonies all also offer the op-

portunity for strangely empty locales. After all, if 

thereôs supposed to be someone there, and there 

isnôt, something must have happened to them.  

Traveller References. The GDW Double Ad-

venture that includes Death Station offers a good 

first look at the deserted-place horror motif. Be-

yond that, Challenge magazine often offered horror

-themed adventures in its October issues. ñFated 

Voyageò in Challenge #46 is a neat ghost story, 

while ñTo Sleep, Perchance to Screamò in Chal-

lenge #54 is a less enthralling killer-monster ad-

venture as is ñDeadly Artifactò in Challenge #65.  

Other References. There are plenty of scary 

SF/horror movies out there, including classics like 

Alien and The Thing. Most are, like those, of the 

alien-monster variety. The most famous writer of 

SF/horror is doubtless H.P. Lovecraft; though his 

Great Old Ones and Elder Gods are generally clas-

sified as straight horror, many of them are actually 

pretty good SF, especially for the time period.  

The Conspiracy Genre 

Is conspiracy really a genre? Certainly, I could 

argue that itôs largely the foundation of other gen-

resðthe backstory of why your mystery, espio-

(Continued on page 4) 

This column is intended to be a 

referee's guide to Mongoose's 

Traveller, the fifth incarnation of 

the Traveller game system. Often 

it'll talk about the many printed 

resources out there and available 

to the gamemaster, supplementing 

my own reviews on those topics, 

but sometimes it'll offer more spe-

cific advice for GMing the game.  
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nage, horror, or even science-fiction events are 

happening. However, I think that Umberto Eco 

proved that conspiracy could stand on its own in 

Foucaultôs Pendulum.  

So, what makes up a conspiracy story? I think it 

requires secrets within secrets, peeling back like 

the layers of an onion. In Traveller youôd need to 

envision something that really undercut our normal 

understanding of the Traveller universe. Perhaps a 

conspiracy ensured that both the Rule of Man and 

the Third Imperium stayed under the control of its 

Vilani founders, despite the appearance of Solo-

mani control. In the Spinward Marches, perhaps 

some force has controlled which areas of the sector 

have been colonized and which havenôt. Within a 

subsector, perhaps a single power (be it a 

megacorp, an immortal individual, or an alien race) 

controls what appear to be several individual 

worlds. To really make a story fit into the conspir-

acy genre, include typical elements like secret so-

cieties, shadowy cabals, hidden planets, undiscov-

ered alien races, suppressed technology, and an-

cient secrets to your game.  

Something to keep in mind is that conspiracy 

can be tough. In a mystery you have to lay out an 

adventure-long set of clues that lead players to a 

satisfying conclusion, while in a conspiracy you 

might have to do so over the course of an entire 

campaign! Part of the joy of the conspiracy genre, 

after all, comes from slowly unveiling what was 

hidden.  

Traveller References. There are probably fewer 

examples of conspiracy-genre Traveller games 

than any of the other genres I've talked about in 

this series thus far.  

The Secret of the Ancients could have formed 

the basis of a conspiracy, if anyone had actually 

(Continued from page 3) known about it. Perhaps building it more deeply 

into your own Traveller universeðcreating a uni-

verse where people know and hide the secret and 

serve certain higher powersðmight produce a 

campaign arc thatôs ultimately more satisfying than 

the original adventure was. (I also hear tell that 

Mongoose is work on a new ñSecret of the An-

cientsò campaign, which might provide fodder for a 

totally different conspiracy.)  

The Argon Gambit, also published in Traveller 

Double Adventure 3 is another classic-era conspir-

acy. Burglary and blackmail lead to political in-

trigue. Itôs a nice bit of conspiracy with a basis in 

the Solomani side of Traveller space.  

I tried to introduce a bit of conspiracy into my 

own campaign with the adventure sequence that 

ended with ñNew Humanitiò, but haven't done 

much with the conspiracy elements since then.  

Other References. The aforementioned Fou-

caultôs Pendulum is pretty much the touchstone for 

the genre. If you want to look at other RPGs, 

Nephilim showed how to create conspiracy in a 

modern day or historical game (and also had awe-

some lists of references). In the SF genre, conspir-

acy stories are a bit more scarce, but would surely 

involve ancient, purposefully hidden secrets. Any-

one have any suggestions for reading?  

Conclusion 

In these last two articles, Iôve covered the top 

five genres that you might want to blend with sci-

ence fictionðand offered numerous ideas for plot 

seeds to go with them. I've still got a few more arti-

cles planned in this series, on some more unlikely 

genres and on the components of the science-

fiction genre itself, but before I get to those, I plan 

to take a break, and cover a different topic, first. 

Iôll see you in a month. 
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After Action Report 

By Aaron Somerville 

I thought Iôd share an AAR from a one-shot I 

ran last night; it is the second one-shot I have run 

for gaming friends using CT. Like the first, it was 

set in my homebrew setting called the Terran Com-

bine. I ran it using only the 3 LBBs plus deckplans 

from Traders & Gunboats. 

The Terran Combine is an interstellar polity 

comprised of nearly 3 dozen systems in a Jump 

main centered around Terra. The present year is 

2268; the Combine was established in 2243 as the 

result of a long and bitter civil war that saw the end 

of the Solar Republic by military uprising. Many 

had become increasingly appalled at the actions of 

the libertine Republic, and the entire confederacy 

of human worlds became inflamed in a war that 

started as cultural and ended as total. The subse-

quent political creation, the Terran Combine, is ad-

ministered by a combined civil and military council 

and the single allowed political entity, the Combine 

Party, dominates civil life. It is broadly syndicalist 

and traditionalist in character. 

There is extra-terrestrial life, but nothing more 

advanced than a terrestrial tiger or wolf. 

This adventure concerned a group of adventur-

ers with their own Scout vessel, the CAV Juan 

Fernandez, a ship retired from active service and 

placed on permanent reserve (inactive) with her 

captain, a retired member of the Combine Scout 

Service. The group had been contacted by an aging 

ex-Navy man who had been a comm operator on 

the CSS Robert Maynard, an Ernest E. Evans-class 

corvette, during the Civil War. A commerce raider, 

Robert Maynard was tasked with running down a 

Loyalist smuggler, the SRS Mustang, which had 

(you may have heard this one) made off with some 

supplies of pharmaceuticals and most importantly, 

an unassembled Autodoc field surgical unit. 

Robert Maynard overtook Mustang near the 

asteroid belt in the Europa system and crippled her 

engines. When the crew abandoned ship, Robert 

Maynard vaporized her skiff (oops! little war crime 

there). However, the ñSolliesò had begun a push 

elsewhere in the system, so Robert Maynard was 

called away. She never returned to that spot. 

After he retired, the comm operator, one Ian 

ñWilkieò Wilkinson, checked with a buddy in Na-

val Administration and found no salvage record for 

SRS Mustang! Reasoning that she might still be 

adrift in the rather docile Europa Belt, he began 

saving up to hire an expedition (but thereôs a 

twist...). Enter the player characters. 

The action began as the little scout precipitated 

from Jump Space (I use Mass Precipitation for 

Jump physics) into the Europa system. On board 

were Wilkie (sacked out in the rec room), and our 

intrepid crew of pregenerated characters: 

ñCaptainò Niles Kelley - retired Scout and 

Party member, awarded Combine Party knife for 

distinguished service, discovered animal life on 

KA743 IV, skipper of CAV Juan Fernandez. 

ñTallonò - a very intellectually gifted woman, 

but with a hard luck life. Served as a 2nd officer on 

a tramp freighter and picked up a variety of skills. 

Terry Bessimer - an ex-Navy lieutenant who 

found himself in enormous gambling debt. He left 

his old life, assumed a new identity and is now lay-

ing low, hoping for a big score to get him out of 

trouble. A gifted engineer. 

Russ Fraser, CMC - Ooorah! A former Marine. 

Also, a minor celebrity. After distinguishing him-

self in anti-Piracy activity at the Nevsky Belt, was 

selected for the Marine Color Battalion wherein he 

fenced competitively representing the Corps. Nota-

ble attributes: Strength C and Cutlass-4! 

Upon precipitating into the Europa system, the 

group was contacted by Naval Traffic Control, CSS 

Budapest (a Moscow-class Destroyer). It seems that 

there was actually quite a bit of Naval activity in 

this system, contrary to Wilkieôs prediction. They 

were ordered to rendezvous with the CSS John 

Paul Jones (Ernest E. Evans-class corvette) for a 

routine customs inspection since they were an un-

registered entry into the system. Many hours later, 

they were met by a shipôs boat from John Paul 

Jones carrying the hulking Sgt. Makarios Ngum-

bane and his Marine squad, as well as the diminu-

tive but fiery Lt. Pedro Caballero y Barkmann, Na-

val Customs Inspector. However, since the group 

(Continued on page 6) 
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hadnôt done anything yet, there was no cause to 

detain them. Lt. Caballero y Barkmann was quite 

unamused at the fact that they entered the system 

without any cargo to sell, and expressed his suspi-

cions. 

In order to allay these suspicions, the group de-

cided to proceed to the main world of the Europa 

system in order to at least look like they were there 

on legitimate business. They found Europa III to be 

a bureaucratic nightmare, not to mention overly 

bright from the glaring white sun, and excessively 

dusty. The local cuisine of salty tubers and pungent 

vodka did little to endear them to the impoverished 

planet. Appropriate reference to the film ñBrazilò 

was made. 

Eventually they made their way to the Europa 

Belt, and Wilkie guided them based on notable as-

teroids (he was loathe to tell too much information 

ahead of time) to the wreck of the Mustang. It was 

still there in the stillness of vacuum, somewhat the 

worse for wear. A 200-ton trader, the whole for-

ward section including the bridge was smashed by 

a collision. The hull was open to vacuum and there 

appeared to be engine damage. They took up sta-

tion two klicks out and flew over aboard their skiff 

(Tallon was the skiff pilot and consistently made 

high rolls). Wilkie had initially planned on skip-

ping EVA and remaining aboard Juan Fernandez, 

but no one would back his play. 

Wilkie in tow, they boarded SRS Mustang. En-

gineer Bessimer decided to begin dismantling the 

port laser turret for spare weapons. The rest began 

checking out the cargo hold. Most of the pharma 

was damaged but the Autodoc was in good shape, 

still in the original packing materials. They began 

checking out the engines to see what shape they 

were in. Maneuver and Jump were gone but the 

Power Plant was still good. 

While on EVA removing laser barrels, Bessi-

mer happened to notice the telltale flare of a ma-

neuver drive in the rock field several klicks away. 

He correctly surmised it to be an ambush! It was 

asked by Tallon at this point ñWilkie, how many 

people did you tell about this?ò At which point 

(Continued from page 5) Wilkie revealed, in his trademark outrageous Brit-

ish accent, that he did shop around the contract a 

bit (in actual fact, this rival crew had gotten much 

more information out of Wilkie than the PCs; they 

had learned of the probable location, and decided 

not only to get the salvage but to score a ñtwo-ferò 

by overthrowing whoever Wilkie actually ended up 

bringing to the site). 

They sprung into action admirably. Tallon be-

gan to reassemble the port laser turret. Kelley and 

Bessimer began trying to bring the Power Plant 

online. This would take Engineering, Electronics 

and Mechanical tasks. At least 2 elevens were 

rolled, and the third roll was high. Power was re-

stored in half the time I had estimated. As the un-

known vessel, evidently a 100-ton mining Seeker, 

came to a stop and launched a minerôs buggy, the 

group managed to restore the fire control com-

puters. 

Manning the guns, the long-silent Mustang 

opened fire on the minerôs buggy, but all shots 

went wide. The mining Seeker, Fortunate Son, 

opened fire on Mustang but the wild maneuvers of 

her own mining buggy spoiled the aim. 

The buggy ducked to the forward plane, essen-

tially out of arc of the motionless Mustang. It 

closed to board. Mustangôs batteries opened up 

again, and crippled Fortunate Son by taking out her 

Maneuver and Jump drives. Fortunate Son did not 

return fire, hoping that the boarding party would 

take the ship. Also, pirate captain Jack ñthe Ripperò 

Gammon was unwilling to continue exchanging 

fire in what was clearly a losing proposition. 

The buggy sped up to the opened forward hull 

section to disgorge its boarding party. Russ Fraser 

had positioned himself near there at a key point, his 

service revolver in one hand and his fancy Marine 

commemorative cutlass in the other. The side doors 

of the buggy were flung open, and the boarding 

party emerged with a leap: ñSnakeò, with a shot-

gun; ñCurlyò with a cutlass; and ñCutterò with his 

trademark blade. 

Russ discharged his magnum, hitting Snake in 

the chest and sending him floating off course with 

a cloud of blood. Russ simply let go of the pistol 

(Continued on page 7) 
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Essay Question  

Essay Question is designed to allow our readers 

to share their experiences and ideas in playing or 

refereeing Traveller, or in designing things to be 

used in campaigns. Each issue, weôll print one or 

more questions, either submitted by one of our 

readers, or invented by the Editor. Readers are in-

vited to send their answers (and their questions for 

future issues) to us at questions@freelancetraveller.com; 

weôll print a selection of the answers received in 

each issue. 

There were no responses to last monthôs ques-

tions, so weôre letting them stand as this monthôs 

questions as well: 

How do you, as a referee, encourage your 

players to play ñin characterò? 

What, in your opinion, makes an alien race 

ñinterestingò? (ñAlien raceò may include hu-

mans other than ñmainstream Imperialò.) 
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and it floated backwards; he readied his cutlass as 

his foes were upon him in a flash. I ruled that he 

would have to split his defensive malus against the 

attackers as there were two of them; however, that 

was still plenty. Russ blocked an overhead stroke 

and then came down and deflected a low blade 

thrust with his pommel. His backswing took Curly 

across the chest, discharging a cloud of gore from 

his ruined suit. Cutter thrust in but Russ dodged 

deftly; Lt. Fraserôs response was a cutlass to the 

neck, right below the joint of the faceplate 

(newbies go for the faceplate, but Russ knew better 

as it is well-armored). The resulting spray of blood 

filled Cutterôs helmet and ended the fool. 

Meanwhile, not knowing how the combat 

would turn out, Bessimer chose to overload SRS 

Mustangôs power plant. As it turned out, this was 

not particularly necessary. The group decided to 

send a text communication back to Fortunate Son 

from the buggy. Fraserôs initial communication 

was not especially convincing, but Jack Gammon 

thought that it was the blockheaded Curly Trejo at 

the comm, so bought the explanation that Snake, 

the nominal leader of the away team, was injured. 

Bessimer and Tallon decided to push the Auto-

doc crates out the open hull into space, and then 

abandon ship in the skiff and collect the crates 

later. Meanwhile, Captain Kelley and Russ Fraser 

flew the mining buggy (the bubble tint turned all 

the way to max reflectivity) over to the Fortunate 

(Continued from page 6) Son. They landed inside, but Jack Gammon was 

suspicious. Failing to allay his suspicions, Russ had 

to open the buggyôs hatch with a suspicious pirate 

at the ready. Fortunately for Russ, the fire from 

Gammonôs auto-pistol went wide, ricocheting off 

the interior roof of the buggy. Russ returned fire 

with the shotgun he had liberated from Snake, and 

did not miss. Jack ñthe Ripperò Gammonôs mesh 

armor was inadequate to preserve him from a close 

range blast of the 18mm shell, and he fell back 

upon the bulkhead before expiring, leaving a 

bloody streak. No medical attention was attempted. 

The group was quite alarmed when they real-

ized that the Combine Navy was closing in on their 

position, and even though the closest corvette was 

nearly 2.5 hours out, there was little prospect of 

outrunning the Navy. As they began to panic, Cap-

tain Kelleyôs level head prevailed. Taking stock of 

their actions to this point, he realized that as long 

as they were not in possession of the Autodoc, they 

really hadnôt committed any serious crime. 

In the end, the Navy awarded them a salvage 

fee for Fortunate Son (but not for Mustang, which 

was now a burned out shell from the Power Plant 

overload... which they deceptively explained as 

being due to fire from the pirate ship) and bounties 

for the four miscreants they killed. Issued a stern 

warning against future shenanigans, they were 

eventually let go somewhat richer for the exchange. 

They stopped and picked up the still undiscovered 

Autodoc on their way out of the system. Mission 

accomplished! 
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...From The Machine 

By Leslie Bates 

Chapter One 

IMS CHAUCHAT, En Route To Jupiter 

Eneri Ochoa, port side laser gunner and com-

munications geek, was monitoring visual and voice 

broadcasts from Terra when noticed something. He 

immediately brought it to the attention of the cap-

tain and his niece. 

ñBoss,ò he said, ñI just saw something weird.ò 

As if the present situation wasnôt weird enough. 

ñWhat is it?ò said Dennis. 

Eneri replied, ñI caught part of an analog televi-

sion signal from a North American commercial sta-

tion; itôs part of a classic flat movie, but it doesn't 

match the original version we have from the C-

JAMMER archive.ò 

Eneri played the video file. It was the scene in 

the fourth episode of the Star Wars series where 

Darth Vader confronts Obi-Wan Kenobi aboard the 

Death Star.  The familiar voice of James Earl Jones 

spoke the classic lines as both Eneri and Dennis 

remembered them. 

What stuck out like an exploding star was that 

the actor playing the role of Kenobi was not Sir 

Alec Guinness. 

ñWell, Vaderéò said Obi-Wan, with a clearly 

mid-west American accent, ñyouôre only a master 

of evil.ò 

ñThat not the right actor!ò said Eneri. ñWho is 

that?ò 

Dennis, being a Terran history geek, recognized 

the actor immediately. ñThatôs Ronald Reagan,ò he 

said. ñHe was the President of the United States at 

this time. And he should have retired from acting at 

least a decade before this movie was made.ò 

It was at this point that Ditzie spoke up. 

ñIt means that weôre not in the past of our own 

tine line,ò she said. ñWeôre in someone elseôs past. 

What we do here wonôt affect our history in any 

way.ò 

ñSo its possible that we can go home?ò Dennis 

asked. 

ñYes,ò Ditzie replied. 

Dennis looked at her. 

ñIôm on it!ò she said as she turned around and 

departed to her private space on board. 

 
West of Moscow, Union of Soviet Socialist Republics 

The Chairman adjusted his fur hat and cinched 

in his overcoat against the deep chill of a cloudless 

and moonless Mid-September night.  It was truly a 

rare occasion when The Chairman could go out for 

a quiet walk by himself. Of course there was al-

ways a bodyguard, who in this instance shadowed 

his charge from a discreet distance. One was never 

truly alone in the Soviet Union.  Especially at the 

top. 

The Chairman followed a path through the 

small pine forest, planted by captive German sol-

diers after the Second World War, almost by mem-

ory. The only source of light being the sea of stars 

beyond the tops of the trees.  

He came to a small clearing. There he found a 

fellow member of the Politburo, identically 

dressed, with his face raised to the sky.  

The Chairman spoke: ñYou should not be out 

walking alone in the woods on a night like this, 

Yuri Alekseyevich.ò 

ñAbsolutely correct, Mikhail Sergeyevich,ò the 

other man replied, ñI should be walking on Mars.ò 

Even if Yuri Gagarin had not been taken off 

cosmonaut flight status as a result of injuries from 

an attack by the aliens seventeen years ago, a walk 

on the Martian surface was still out of the question. 

A manned expedition from the Earth, coasting 

along on a transfer orbit, would be absolutely de-

fenseless against the aliens who marauded the So-

lar System. 

With space denied to him, Gagarin embarked 

on the only other path of advancement for an ambi-

tious man in the Soviet system: the path of politics. 

Gagarin officially sat on the Politburo as a min-

ister without portfolio. In fact, he was the Soviet 

representative on the secret world council that con-

ducted the war against the aliens. And he wasnôt 

happy about the present conduct of that war. 

And when Gagarin had a bout of frustration he 

would go out at night meditate under the ocean of 
(Continued on page 9) 
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stars. 

ñItôs Straker again, isnôt it?ò said Chairman 

Gorbachev. 

ñYes,ò Gagarin replied.  

ñHe still wonôt listen?ò  

Gagarin was silent for a moment, and then he 

replied, ñStraker is effective at defending the Earth 

with the available tools. But he still doesnôt under-

stand that a war cannot be won solely on defense. 

We have to locate the alien base in the Solar Sys-

tem and take it or destroy it. He wonôt take the first 

step to do that.ò 

ñIs that even possible?ò asked Gorbachev. 

ñOverwhelm the aliens in their own home base?ò 

ñWe have to,ò said Gagarin, ñtherefore we will. 

Like our fathersô generation had to overwhelm the 

Fascists.ò 

Gorbachev nodded. Both men had the unpleas-

ant experience of being boys in the German occu-

pied zone of Russia during the war. They were 

fully aware of the price paid by the older genera-

tion, in blood, to destroy the German Reich. 

ñSo Straker must be replaced?ò 

Gagarin nodded in affirmation. 

ñHe has powerful friends in the American no-

menklatura,ò he said. ñEspecially his patron.ò 

Gorbachev could only nod in agreement. 

 
Boston, United States of America 

In his sixty-eighth year the former president 

John Fitzgerald Kennedy still thought of himself as 

a vigorous man. He was in the process of proving 

this to his latest mistress when the telephone rang 

in her apartment. 

ñOh Bloody ôell!ò the young and nicely filled 

out blonde squeaked in a British accent. ñItôs 

probably me Mum!ò 

Kennedy could only grumble as the young 

woman shot out of bed and charged into the living 

room to answer the phone. 

ñFamily always comes first,ò he said. 

(Continued from page 8) The woman who presently called herself Nell 

Roche grabbed the receiver and spoke. 

ñHello?ò 

The voice emanating from the other end the 

line was not her mother. 

ñWe need to talk,ò said a male voice in the ac-

cent of the Highfolk. ñAt the usual place.ò 

ñRight,ò she replied. 

One of the things the Highfolk had not brought 

to the Solar System was tradecraft, the body of 

knowledge of the conduct of espionage. It was one 

of the things that the Highfolk had to acquire from 

their Terrestrial victims.  

Nell silently cursed. 

It was a clear violation of tradecraft to call an 

agent at her home while she was ñworkingò the 

subject. That was bad enough. 

But as Nell personally studied the history and 

craft of espionage it became very readily clear that 

Mata Hari, whose tactics she attempting to emu-

late, was not an effective operative, but was more 

of a scapegoat for the gross incompetence of the 

French High Command. Had the head of the infil-

tration group understood this she would never had 

to put on weight in order to be attractive to the 

bloated idiot presently occupying her bed. 

Nell looked at herself in a mirror. 

She thought of herself as being too fat. But per-

haps her idea of what constituted a right weight and 

appearance was influenced by the effects of the 

meager rations she was fed while growing up in the 

habitat. 

Nell steeled herself to go back to work. 

 
Alien Strike Force, En Route To Jupiter 

The Commander of the strike force had to won-

der, before he was slammed by the extreme accel-

eration of the landing craft, if their prey was in fact 

the ancient enemy who drove them from their 

home system. 

Could it be someone else? 

It was another long trip, and having to breathe 

through fluorocarbon fluid wasn't going to help 

him think at all. 
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Doing It My Way  

Travelling Light 

by Paul Elliott 

ñSpecific throws for specific situations must be gener-

ated. Obviously, some throws will be harder than oth-

ers, and many will be impossible without an accumula-

tion of DMs based on expertise, education, dexterity, 

intelligence and the availability of parts and tools.ò 

- Classic Traveller, Book One 

The task resolution in Classic Traveller has al-

ways had its critics; unfocussed, dependent on refe-

ree judgement, and fairly arbitrary from one task to 

the next. But it is also a useful tool. Referee judge-

ment is used to come up with a task number, a suit-

able skill, one or more characteristics that may im-

pinge on the task, plus any other Die Modifiers 

(DMs) that might affect the outcome. I liked this 

free and easy approach. Attempts have been made 

over the years to create a single unified task system 

for Classic Traveller, and the most famous and 

most well liked was the Digest Group's UTS 8+ 

mechanic. I didnôt like it. It was lifeless and boring 

and reduced characteristics down to fifths é not 

really in the spirit of Classic Traveller. 

The method I outline below I grandly call the 

Formalised Book One Task Resolution, and it 

changes Classic Traveller (CT) as little as possible 

but puts a little bit (and I mean a little bit) of struc-

ture onto the resolution mechanics already outlined 

in Book Oneôs skill descriptions. 

My aim isnôt to create a realistic fix for Travel-

ler, but one that changes as little as possible, and 

that provides some identifiable structure for refe-

rees to work with. My guiding principle was to 

have a skilled individual always outperform an un-

skilled individual, however ótalentedô (ie. Dexter-

ous or Intelligent) he is. 

Referee Decision Making 

As with most CT task checks, the player will be 

rolling 2D and must try to equal or exceed a target 

number created by the referee. The referee decides 

on the difficulty of the task on a scale from 2 to 15; 

3 is easy, 7 is moderate (avoiding red tape, for ex-

ample), 9 difficult (perhaps landing a spacecraft in 

bad weather), 13 formidable, and 15 virtually im-

possible. He must also decide on a skill or skills 

that will prove relevant, as well as one characteris-

tic that might help the player character in his task 

attempt. 

Adding the DMs Up 

Next the player rolls the 2D and adds the value 

of the relevant skill. He also gains a bonus of +1 if 

his relevant characteristic equals or exceeds the 

task difficulty. In fact, if his characteristic is double 

the difficulty, then he gains a DM of +2 instead! 

When the DMs are added up, a result equal to or 

exceeding the refereeôs difficulty number is a suc-

cessðjust like in Book One. 

Unskilled Penalties 

Many of the skill descriptions in Book One 

give hefty penalties for attempting a task while un-

trained (i.e. with no relevant skill levels). How 

does the FBOTR handle this aspect? Default skills 

are those skills that the characters are assumed to 

be familiar with if not fully trained, skills like Vacc 

Suit, weapon skills, ground car, etc. As in Book 

One, default skill gives a DM of 0. Carry on é 

For other skills the referee must decide on their 

value (how rare or specialized they are). Is that 

skill youôve requested fairly common, or is it rare? 

Examples of the first might be Steward, Electron-

ics, or ATV (skills quite familiar to most characters 

through everyday experiences). Examples of the 

second include Engineering, Pilot, Forward Ob-

server, Streetwise, Leadership, and so on 

(specialized skills requiring specific education or 

experiences to understand and attempt). 

Apply a DM of -2 for lack of a common skill 

Apply a DM of -4 for lack of a specialised skill 

Using Two Skills in Combination 

Some tasks call for skill in two different areas. 

Turning a missile into a drone might require both 

Gunnery and Electronics. If the referee calls for 

two skills that must both be possessed, then he 

must also double the difficulty he just set and allow 

the main skill to add a DM of +2 to per skill level, 

and the secondary skill to add the usual +1 per skill 

level. If the character lacks just one of the two re-

quired skills then assume to be at a default level for 

(Continued on page 11) 
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this task (receiving no untrained penalty). If you 

lack both required skills then you receive only one 

untrained penalty (whichever is the harshest). For 

example, if Pilot and Vacc Suit are required, you'd 

get a -4 penalty for having neither skill, not the full 

-6. 

Example One 

Lazlo (no Vacc Suit training, DEX 7) and Peter-

son (Vacc Suit-3, DEX 3) are trying to climb a 

rocky slope without damaging their suits. The refe-

ree sets the difficulty at 6 (moderate). Lazloôs DEX 

is higher than 6 and he receives a +1 DM, as well 

as a -2 DM for lack of any skill (even default). He 

rolls 2D-1 for a target of 6 or more. Petersonôs DEX 

is lower than 6 so he receives no DM, but he does 

gain a DM of +3 for his skill. There is no penalty 

for being unskilled. He rolls 2D+3 for a target of 6 

or more. 

This example illustrates that although Peterson 

has a DEX of 3, it is his Vacc Suit training which 

counts. If I remember correctly, Marc Millerôs 

Traveller (also known as T4) added the characteris-

tic value (averaging 7) to the skill which skewed 

the odds in favour of the higher characteristic by a 

very noticeable margin. Classic Traveller was al-

ways a skills game and in my mind should stay that 

way. 

Example Two 

Major Teller (Computer-2, Electronics-1, INT 

8) is trying to program software to give itself a 

catastrophic virus in 36 hours. The referee sets the 

difficulty at 8. Tellerôs INT is at 8 and so he re-

ceives a DM of +1 as well as a +2 DM for his skill. 

There is no penalty for being unskilled. He rolls 

2D+3 for a target of 8 or more. Next, he needs to 

use both of his skills. Teller wants to fix a retina 

print ID lock. The referee assigns it a difficulty of 7 

and requires Computer as the primary skill and 

Electronics as the secondary. Because two skills 

are required, the referee doubles the difficulty to 

14 or more. Teller gains a DM of +1 for his INT 

(we compare that to the original difficulty value), 

+4 for his Computer skill and +1 for his Electron-

(Continued from page 10) ics. He rolls 2D+6 for a target of 14 or more. 

And as far as the task resolution is concerned, 

thatôs it. Short and sweet. All Iôve really done is 

created an established and invisible system for in-

corporating personal characteristics. I think it 

works quite well. 

Broad Skills, Basic Chargen 

In the same manner Iôve tried to correct a simi-

lar óperceived errorô in the character creation proc-

ess. The Classic Traveller Book One rules allow 

character generation using one of six different ca-

reer paths and a handful of skills. Later books 

(specifically Book 4, 5, 6 and 7) enlarge on these 

careers with greater detail and a much more realis-

tic spread of skills. Using the Book One rules, for 

example, it was impossible to create an Army vet-

eran with any knowledge of weaponry bigger than 

an automatic rifle. Book 4 and its cousins provided 

all of these missing skills, but character creation 

using the extended systems typically took an hour 

or two. Since one of the beautiful things about 

Classic Traveller is that characters can be created 

incredibly quickly, players have to make a choice: 

fast but unrealistically skilled (Scouts without Sur-

vival training, or Merchants without Trader skill) 

or the prolonged, year by year determination of a 

suitably skilled character. 

Thinking long and hard about this, I noticed 

that the four essential skill tables listed with each 

career in the basic chargen system is in some shape 

or form duplicated in its extended system. And 

these other tables include all of the new and useful 

skills. I suggest a simple transposition of these key 

extended skill tables into the basic character gen-

eration system. Itôs as simple as that. Authenticity 

is retained, because weôre utilising ócanonicalô re-

sources, only shifted to another area of the game. 

This is the kind of approach Iôm trying to push 

here. 

In the plethora of tables and lists, which are 

these? For anyone wanting to try this, here are the 

tables: 

Personal Development Table - Use the Army 

Life, Marine Life, Merchant Life, Navy Life or 

(Continued on page 12) 

Doing It My Way   



 

12 

Doing It My Way   

Scout Life as appropriate. 

Service Skills Table - Use a chosen (by the 

player) Office, Department, Branch or Arm Table 

as appropriate. An Army character might select Ar-

tillery, for example, and thus roll on the Artillery 

table instead of the Service Table thereafter. 

Advanced Education - Use the NCO, Petty 

Officer, Field, Shipboard Life or Officer skill table 

as appropriate. 

Advanced Education (EDU 8+) - Select the 

Command or Staff table as desired from term to 

term, the Admin Rank table for Scouts, or the Mas-

terôs Skills for a Merchant. 

Special assignments (Commando School, At-

tache, etc.) play a part in the acquisition of suitable 

skills and I would allow a single die roll at each re-

enlistment, with a result of 6 indicating a special 

assignment at some point in the last four years. To 

(Continued from page 11) ensure a fairly even number of skills per character I 

recommend that a special assignment only give the 

character one extra skill point (perhaps chosen 

from those offered, or the first one in the list). The 

referee might allow the other skills listed for a spe-

cial assignment to be picked up as ódefaultô (level-

0) skills. 

Of course there are an endless number of 

tweaks you could carry out on this sytem, but it 

should stand up quite well. One thing that does 

need attention is the use of enlisted ranks as DMs 

on the extended system skill tables, particularly 

because the basic Book One system has no enlisted 

ranks. One solution is to assume promotion of two 

enlisted ranks in every four year term. A 22 year 

old Marine will probably be a Private or Lance 

Corporal (E1 or E2), a 26 year old Marine will be a 

Corporal or Lance Sergeant (E3 or E4), and so on. 

Happy Travelling! 

Multimedia Gallery  The BurrowWolf: A Traveller Graphic Novel 

The BurrowWolf: 

A Traveller Graphic Novel 

With this issue of Freelance Traveller, we start 

the presentation of The BurrowWolf: A Traveller 

Graphic Novel, created by David Billinghurst and 

Dave Redington. Our current plan is to post a chap-

ter in alternate months. As usual, we will post the 

portion that appears in the magazine on our website 

the following month. You can also see it in a much 

more elegant presentation at Dave Redingtonôs 

websi te,  http:/ /web.me.com/dredington/

Traveller_Art/BurrowWolf/BurrowWolf.html. 

That site also contains chapters not yet released to 

Freelance Traveller, and some background infor-

mation and images (like the one below) that are not 

part of the graphic novel. The actual graphic novel 

starts on the next page. We hope you enjoy it. 
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