GURPS
FIRST lN

‘ Exporatlon and, Contact Among the'S




Ancient explorers unveiled strange new lands
guided by their pole stars; now those far-flung
stars become your destination!

The Imperial Interstellar Scout Service seeks out
strange new worlds within and beyond the
borders of the Third Imperium. A scout has to
expect the unexpected, embrace the unknown,
and master his craft — because the uncharted
expanses swallow the foolhardy.

first In gives GURPS Traveller players the The GURPS Basic Set, GURPS
information they need on the Scouts’ Traveller, and GURPS Space are
organization, equipment, missions, and starships, fequzegl;‘g;full use of tflijl;tbook
1 H . In a campaign. ra-
including deck plans for the: Tech and UlteaTock 2 are not
e Express Boat required, but will be very useful.
The background presented here
* Donosev-class Survey Scout will be of great value to any
e Khadumir-class Fast Courier e 9 i il Sl
also serve as a source of
e Purcell-class Express Boat Tender. inspiration for other SF games.
It al.so' e_zxpl(')res. the process of exploration, from RS INSIDERS
the initial sighting of a new star system to the Writton b
: : . . ritten by
integration of a world into the Imperium. Yox .zt e
Building worlds, star systems, and civilizations Based on the award-winning Traveller
becomes easier than ever with First In’s SEiEHCE HChOUA Exsc iy

world-building sequence, which incorporates the MARCHAIILER

most recent scientific discoveries! Game Masters Ed“e‘;/:’LYVATORE Fico
can easily master an entire universe full of
insights and wonders! SRR

. DouG CHAFFEE
Though designed for GURPS Traveller, the m

: : S ustrated by

system easily adapts to any science fiction JessE DEGRAFF,
roleplaying game. GLENN GRANT,

JoHN GRIGNI,
AND ToM PETERS

Cross the frontier

/ FirsT E
and don’t ot STEDITION
IOOI( back! ISBN 1-55L34-3LA8-X
A 52095

781556"343681

R A4V N\ 4= \\ NEVAWVISSEN S)G02095 6605 "en™

WWW. Sjgames.com




URPS Traveller

FIRST IN

Exploration and Contact Among the Stars

By JON F. ZEIGLER

Based on the award-winning Traveller
science fiction universe by MARC MILLER

Edited by SALVATORE FALCO

Illustrated by JESSE DEGRAFF, GLENN GRANT,
JOHN GRIGNI, AND TOM PETERS

Additional Illustrations by FREDD GORHAM,
TED LINDSEY, AND FRED RAWLES

Scout Service Emblems by MARK COOK
Cover by DOUG CHAFFEE

GURPS System Design I STEVE JACKSON
Managing Editor I ALAIN H. DAWSON

GURPS Line Editor I SEAN PUNCH

GURPS Traveller Line Editor I LOREN WISEMAN
Page Design 1 JACK ELMY

Production Artist 1 JEREMY ZAUDER

Production Assistance 1l RUSSELL GODWIN

Print Buying I RUSSELL GODWIN

Art Direction 1 LOREN WISEMAN

Quality Checking EMONICA STEPHENS

GURPS Errata Coordinator 8 MICHAEL BOWMAN
Chief Operations Officer and Sales Manager 1 GENE SEABOLT

Playtesters: William Barnett-Lewis, Anthony Jackson,
Jonathan Lang, Robert Prior, Hans Rancke-Madsen,

Thomas Schoene, Robert Stefko, David Summers,
Christopher Thrash, Philip Weiss, and Paul Whiteley

Author’s Dedication:
To Poul Anderson, with profound thanks.

BN

/4

GURPS and the all-seeing pyramid are registered trademarks of Steve Jackson Games Incorporated. First In, Pyramid and Illuminati Online and
the names of all products published by Steve Jackson Games Incorporated are registered trademarks or trademarks of Steve Jackson Games Incorporated, or used
under license. GURPS Traveller: First In is copyright © 1999 by Steve Jackson Games Incorporated. All rights reserved. Printed in the U.S.A.
Traveller is a registered trademark of Far Future Enterprises, and is used under license.

ISBN 1-55634-368-X

12345678910

STEVE JACKSON GAMES




INTRODUCTION ............4

ABOUT THE AUTHOR .......c..cccvenrernennnn 4
ABOUT THE LINE EDITOR .................... 4
TRAVELLER NEWS SERVICE................. 4
About GURPS.............oocovevauaan... 4
1. THE SCOUT

SERVICE ......ccvvmsvunnnss 5
STRUCTURE.......ccocvvverirerinreninnennneennnenns 5
Inspirational Reading ..................... 5
Administration Office..................... 6
Peer Review .........ccoceveevcenecnennnnn, 6
Operations Office......ccccceeevuerennnene 7
Technical Services Office............... 8
After-Action Report..............eeuue... 8
Detached Duty Office...........c.......... 9
Scout’s Lament...........c.ccceueeeeeneann. 9
Exploration Office ........cccccoceeneee. 10
Imperial Grand Survey.................. 10
Detached Duty ..........cccvevveeenn. 10
The Promise ..........ccceecveveueeneennnn. 11
Communications Office................ 12
Xboat DULY .....occuveeeeaeieecieeeieannn. 12
HISTORY .......ccooviiiiiiiiiiiiiiiiiis 13
Before the Long Night................... 13
The Sylean Federation .................. 13
Emergence...........cooueeecienvencnnnn, 13
Foundation of the Imperium ......... 14
The IISS at War.........cccceveueeveene.. 14
Acceptance Speech........................ 15

A Field Scout Speaks..................... 15
Maturity of the Imperium.............. 16
Scout Service Emblems ................. 16
Scouts Outside the Imperium ........ 17
The Present Day ........cccecceevvennenne 18

2. CHARACTERS ........19

CHARACTER TEMPLATES .........cccoc.... 19
Base Crewman .......cccceevvveeveenneene 19
COUTIET vt 19
Deep-Cover Observer ................... 20
Exploration Scout.............cccuueee. 20
Intelligence Officer...........ccueu...... 21
Personnel Officer ..........ccceeeveeneene 22
S-3 Operative .......ccceeeeereereeneennne. 22
Security Officer.....ccccovevvevvennenne. 23
Survey SCoUt....oovveeveeriieniienienne 23
Xboat Pilot .......ccooveeeiiiieiieeee. 24

ADVANTAGES .....oouviiiiiaiieienieeeeeeenen 24

DISADVANTAGES ......ooovveiiniiaiineeicnne. 25

SKILLS ..ottt 26

RANK AND PAY GRADES...................... 26

EQUIPMENT.......ccccoevviiiiiiiieniecieeen 27
Weapons. .......coeveeveeeniennieenieneens 27
Personal Equipment ...................... 27

3. VEHICLES ...........:. 29

ROBOTS .....cooviiiiiiiiiiiiceicecce 29
Biosurvey Rover (TL12).............. 29
Geosurvey Rover (TL12)............. 30
Pelagic Rover (TL12)........ccoc.... 30
Stealth Surveillance

Drone (TL12)....cooveieviieeciieennns 31

VEHICLES .......cooiiiiiiniiiinicnieeicenenn 32
Scout Expedition Dress (TL12)....32
Long-Range Probe (TL12)........... 33
Mobile Exploration

Base (TL12) ..ccovveeeeiiiieiieee. 33
Pelagic Survey Vessel (TL12)......34

STARSHIPS .....c.oooviieieieieiieeeieeeneneens 35
New Modules .........ccoceevieeneennnen. 35
100-ton Express Boat (TL12)....... 36
400-ton Donosev-Class

Survey Scout......ocvvveneeienennee. 36
400-ton Khadumir-Class

Fast Courier .......cccceevvvenivennennne. 36
1ISS 100-ton Express Boat

Deck Plan .............cccoueeeeeecnnne... 37
Donosev-class Scout Survey Ship

Deck Plan .............occvevveennnnn.. 38
400-ton Khadumir-Class

Fast Courier Deck Plan............. 40
1000-ton Purcell-Class

Express Boat Tender.................. 41
3000-ton Pytheas-Class

Exploratory Cruiser ................... 41

M CeinEengs - |

1000-ton Lirshala-Class

Xboat Tender Deck Plan ........... 42

4. STARS .......vvvveeeee. 44
MAPPING THE GALAXY .....ccccovenverennene 44
Resources ........ooceveevinicienccn, 44
GENERATING STARS ......cccoovvnveiiannenn. 45
Step 1: Number of Stars................ 45
The Galaxy .......cccceeeeeveevcueeneennnn. 45
Step 2: Primary Star Type............. 46
Three-Dimensional Mapping........ 47
Step 3: Companion Star Types .....48
Step 4: Companion Star Orbits .....48
Galactic CIUSters .........ccooeveeueene.. 48
Stellar Remnants ...........ccoceeeeeueen. 49
Step 5: Stellar Characteristics........ 50
Flare Stars ........cccooveeevcvenncnncnnne 52

SLYNHS

GENERATING PLANETARY SYSTEMS....53

Step 6: Locate Orbital Zones ........ 53
Detailed Star Generation.............. 53
Step 7: Place Planetary Orbits.......55
Using Real Stars ...........cccevueeunnn. 55
Step 8: Fill Planetary Orbits.......... 56
RAYIGNOT (1) ..eeeeeeeiiinieeiieieecn, 56
Step 9: Planet Size ........cccceeneeneee. 57
“Hot Jupiters” ........cccoeeeevcueeunnne 57
Space Junk ...........ccooeeeecvenannne. 58
Step 10: Place Moons.................... 59
Wayward Planets ...............cuou..... 59
Planetoid Belts ..............ccccocueuu.... 60
RIyIanor (II) .......cceeveeeeceeennennnann. 61

CONTENTS



Woods Devils .........ooeeeeeevuenneann. 83 WORLD HISTORY ..........oooevnvriireennn, 117

Animal Size .....ccocevveeviiiiieieee. 84 Hygienic Customs ...........ceue..... 117
Evaluation................cccoueeeeenvennee.. 84 Recreational Customs ................. 118
Natural Defenses .......ccccccvveneeneee. 85 Metaphysical Concerns............... 119
Landing ........ccccceeeveveeeecvenieeannenne 86
Finishing Details..........cccccooveuennne. 88 7. SURVEY AND
SeArch .....ccoovevviiniiiiniiiiee 88 EXPLORATION....... 120
AN@ Completing the Design................. 89 SURVEY OPERATIONS .........cccvenvrnnnne. 120
Report .........cooevvivviiiiiiiiiiiicis 89 System Detection..............c.......... 120
\pepr:&vep ANEE/ What’s the Difference? ............... 120
= 6. CULTURES .............91 System Mapping .............ccc.o....... 121
WORLD DATA .....ocvviiiiieiieiee 91 The Gory Details......................... 121
Step 19: Population............c.......... 91 Planetary Survey .......cccocvevvennee. 122
Expansion From a Center ............ 91
Step 20: Starport Facilities ........... 92
Mainworlds..............ccoceeeceveeeene. 92

Step 21: Political Type ................. 93
BaASES ..o 93
5. WORLDS .......ccc0000s 62 Step 22: Control Rating ................ 94 Z
PHYSICAL DETAILS......ccccvveviieeieenne 62 Step 23: Base Tech Level ............. 94
Step 11: Dynamic Parameters....... 62 Determining a UWP..................... 94 —
Tide-Locked Worlds...................... 62 Step 24: Unity of Government......96
Rhylanor (1) ..........ccceeeeeveueeennn. 63 Resources ........c.ccouveeeeeveinncnncnn. 96 F
Detailed World Typing.................. 65 POPULATION CENTERS .........c.cccocunueee 97
Local Color ..........cccoeeevvevveennnnnn. 66 RIYIANOT (V).eeeoiieiiiiieieienene 97 ‘n
Step 12: World Type.....ccveveevneees 67 SOCIAL PARAMETERS..........c.coccovrunnnnn. 98
Terraforming...........cceeeeeeeneanen. 67 Local Customs..........cccceeveeveueenncen. 98 m
Local Biochemistry ....................... 68 Pluralism .......ccocoeenenenencncncnne. 99
Atmospheric Pollutants.................. 69 CONLACT .o 99 -
Step 13: Atmosphere Pressure ......70 Toleration.........ccceeevuevuenieniennenne. 100 L'-
Step 14: Hydrographics................. 71 Solidarity......cccoeeveeiiininininiennne 100
Step 15: Native Ecosphere............ 71 Tractability.........ccocoeiviiininnnn. 101
Step 16: Atmosphere AgEression ........ceeeeeeeveeerieenieenne. 101
COmPOSItION ..c.veeeveeienieiienienes 72 Pragmatism .......ccccocevervenenennennee 102
Weather ..........cccocevenvcneinecnn, 72 Innovation .........ccceeveeiinencncnnee 102
Gaming Weather ...............cccoc.... 73 Providence...........cccoevevininicncnnns 102 EXPLORATION OPERATIONS .............. 124
Step 17: Overall Climate............... 74 Kinship .....ccccoovevevciininicnincaene 102 Is Anyone Home? ........................ 125
RAYIGnor (IV) ..eeeceeeeeeeeieeieenen, 75 Gender Roles..............ccueeveennnnn. 103 CONTACT PROCEDURES..................... 126
Step 18: Resource Value............... 76 POLITICAL INSTITUTIONS .................. 104 Precontact Assessment................ 126
WORLD MAPPING. .......coeovrvirerinnenenenes 76 Division of Power ............ccc........ 104 The Fermi Paradox...................... 127
Climate Details ...............ccuo....... 76 Rhylanor (VI) .......cceeeeeveervennnnnee. 104 Covert Contact.........cceveeeeueeennnee. 128
Landforms.........cccoevevveeveniieeennne. 77 Generating Institutions................ 105 When Things Go Wrong.............. 128
Climate ZOnes .......eeeeeeveeeeeeerennnnn. 78 Imperial Nobility...............c.c...... 106 Overt Contact........ccccuveeeeeveeennenn. 129
Mapping Tide-Locked Worlds....... 78 Rhylanor (VII)............cccveeeunne. 107 Interdiction...............cccoeeeeeneenee. 129
ANIMAL ENCOUNTERS.........ccccoeennene. 79 TECHNOLOGICAL PROFILE................. 108 1ISS Deployment.......................... 130
Encounter Tables ...........ccccccuee.. 79 Interest Groups ...........ccceeeeeeeenne. 108 Liaison ActivitieS...........cccueeen.... 131
Food Strategies .............c.ccucuvenue. 79 Physical Technologies ................ 110 Contact with Aliens...........cc.c..... 132
Survival Strategies ..........cccceeueeee. 81 Legal Structure............................ 110 XIMAL ..o 132
Social Strategies........................... 81 Progress .........ccccceeenceevcneencnnnn. 112 Trading Stations.......................... 133
Domestic Animals ......................... 82 Biological Technologies ............. 115
Body Plan.........cccooevveinieenieneee. 83 Economic Customs..................... 115 8. ADVENTURES ......134
THE ScOUT CAMPAIGN ..................... 134
Scouts at Other Times................. 134
ADVENTURE OQUTLINES ..................... 136
Kwai Ching .......ccceevevvevveeenneene. 136
Diplomatic Pouch ....................... 137
The Kwai Ching Technocracy ....138
Hard Extraction...........ccccceeueneene. 139
Adventure Seeds.............ccoc..... 139
AlGINE e 141
Algine: World History................. 142

To Grlerge e Canmman Wk

INDEX......'c0n0eim000000.. 143

CONTENTS =



About GURPS

Steve Jackson Games is committed to
full support of the GURPS system. Our
address is SJ Games, Box 18957, Austin,
TX 78760. Please include a self-
addressed, stamped envelope (SASE) any
time you write us! Resources now avail-
able include:

Pyramid (www.sjgames.com/pyramid).
Our online magazine includes new rules
and articles for GURPS. 1t also covers all
the hobby’s top games — AD&D,
Traveller, World of Darkness, Call of
Cthulhu, Shadowrun and many more —
and other SJ Games releases like In
Nomine, INWO, Car Wars, Toon, Ogre
Miniatures and more. And Pyramid sub-
scribers also have access to playtest files
online, to see (and comment on) new
books before they’re released.

New supplements and adventures.
GURPS continues to grow, and we’ll be
happy to let you know what’s new. A cur-
rent catalog is available for an SASE. Or
check out our Web site (below).

Errata. Everyone makes mistakes,
including us — but we do our best to fix
our errors. Up-to-date errata sheets for all
GURPS releases, including this book, are
always available from SJ Games; be sure
to include an SASE with your request. Or
download them from the Web — see
below.

Q&A. We do our best to answer any
game question accompanied by an SASE.

Gamer input. We value your comments.
We will consider them, not only for new
products, but also when we update this
book on later printings!

Internet. Visit us on the World Wide
Web at www.sjgames.com for an online
catalog, errata and updates, and hundreds
of pages of information. The home page
for GURPS Traveller is located at
www.sjgames.com/gurps/traveller.
We also have conferences on Compuserve
and America Online. GURPS has its own
Usenet group, too: rec.games.frp.gurps.

Much of the online discussion of
GURPS happens on GURPSnet. To join,
send mail to majordomo@io.com with
“subscribe GURPSnet-L” in the body, or
point your World Wide Web browser to:
www.io.com/GURPSnet/www.

Page References

See GURPS Compendium I, p. 181,
for a full list of abbreviations for GURPS
titles. Any page reference that begins with
a B refers to GURPS Basic Set, Third
Edition Revised; e.g., p. B144 refers to
page 144 of Basic Set. CI refers to
Compendium I, CII to Compendium 11,
GT to GURPS Traveller, S to Space,
Second Edition, UT to Ultra-Tech,
Second Edition Revised, UTT to Ultra-
Tech 2, and VE to Vehicles, Second
Edition.

Introduction

In 1983, the Scouts book was published for Classic Traveller. The effect on
the game was immediate. Until then, the game had seemed to be about traveling
through space, meeting exotic people, and shooting them. Now there was a taste
of exploring a new frontier, meeting exotic people, and possibly finding com-
mon ground with them. Traveller had tapped into the “sense of wonder” that
underlies all the best science fiction. And there was a dose of scientific realism
to give that sense of wonder solid ground to stand on.

Over the years, that little black book with the yellow stripe has held up sur-
prisingly well. This volume can’t claim to do more than add onto it and clean up
a few dusty corners. I hope you can use it to bring rich detail to your favorite
Traveller universe, or build a fresh world of your own.

ABOUT THE AUTHOR

Jon F. Zeigler has been a science fiction fan since the cradle (literally). He
became interested in world-building at the age of 10, and later latched onto
Classic Traveller primarily for its simple but elegant world-design rules. In
1988 he discovered GURPS and hasn’t looked back since, although he’s thor-
oughly pleased to be able to combine his favorite game system with one of his
favorite SF universes. He and his wife and son live in Maryland, where he
works for the federal government as a mathematician. In his spare time he reads
history and the occasional science fiction or fantasy novel. He is the author of
GURPS Greece and has also done freelance work for FASA’s Shadowrun and
Earthdawn product lines.

ABOUT THE LINE EDITOR

Loren Wiseman was one of the founding partners of GDW, Inc., original pub-
lisher of Traveller, and spent over 20 years there as a game designer, developer,
typesetter and editor. After GDW closed, Loren freelanced for a time, and then
came to SJ Games, where he is the Traveller line editor and expert-in-residence.

THE TrRAVELLER NEWS SERVICE

For many years a feature of the Journal of the Travellers’ Aid Society, TNS
chronicled the ongoing life and times of the Imperium. Loren Wiseman is once
again writing TNS as the alternate history of the Third Imperium develops. It is
updated regularly; read it online at www.sjgames.com/gurps/traveller/news.html.
“Back issues” of TNS are also online.

The SJ Games Traveller page has links to the Traveller Web Ring, and thus links
to most of the major Traveller-oriented web sites that exist. For information on sub-
scribing to the Traveller Mailing List, contact rwm@mpgn.com.

INTRODUCTION



100-toNn EXPRESS BoOAT
(TL12)

The Imperial standard express boat is found in every sys-
tem along the Xboat links. It is the most optimized ship
design in Imperial service, well-fitted to its intended purpose
but almost useless for any other application. It has a jump
drive, but no maneuver drive. The express boat is dependent
on its tender for fuel, maintenance and movement through
normal space.

The ship’s primary function is to carry extensive data
storage banks and communications gear. The standard Xboat
design can carry 150 ferabytes of data, transmitting or receiv-
ing the entire load in just over an hour. In practice, the Xboat
rarely runs at full capacity except in portions of the network
which connect a number of high-population, high-technology
worlds.

The ship has two staterooms, one for the pilot and one
for a possible passenger. There is a small cargo hold for criti-
cal shipments. The ship’s locker holds the pilot’s vacc suit, a
rescue ball, and the ship’s only armament (a shotgun or sub-
machine gun for repelling boarders).

Express boats do not officially have names. Each has an
identifying number. When pilots and ships stay together for
long periods, as sometimes happens in frontier areas, the
pilot may have an unofficial name for his boat.

The IISS has occasionally experimented with variant
designs, incorporating low-power maneuver drives or solar
sails. None of these have seen full-scale production.
Currently the Communications Office is experimenting with
a jump-6 express boat of radically different design, but the
technology is expensive and unreliable. Fast express boats
may occasionally be found on some of the network’s “back-
bone” routes, such as from Core to Terra or Vland, but there
are no plans to implement a jump-6 network in the foresee-
able future.

Crew: Pilot (Astrogation, Electronics Operation
[Communications], Engineering, and Mechanic).

A400-toN KHADUMIR-CLASS
FAsT COURIER

Whenever messages or small cargoes must travel faster
than an Xboat could carry them, or across routes not
served by the Xboat network, the IISS uses the fast courier.
Its jump-6 capability allows it to cross subsector distances
in a relatively short time, and it is capable of wilderness
refueling so as to cross space away from the main trade
routes.

The fast courier carries much less data than an Xboat,
but more than enough for high-priority Imperial traffic. It
has a small cargo hold, and enough staterooms to carry
several passengers if the crew use double occupancy. Fast
couriers are generally armed well enough to defend against
corsairs, although they cannot survive a sustained battle.

100-ton USL Hull, DR 100, Basic Bridge, 3
Communications, Engineering, 5 Jump, 40 Fuel, 2
Staterooms, Utility, 6.5 Cargo.

Statistics: EMass 537.9, LMass 570.4, Cost:
MCr37.414, HP 15,000. Hull Size Modifier: +8.

Performance: Jump 4.

A400-TtoN DonosEv-CLAasSs
SURVEY ScouT

The Donosev-class is the workhorse of the Imperial
Grand Survey. Its task is to continually re-survey star sys-
tems and worlds within Imperial space, updating maps and
maintaining navigational beacons.

The heart of the ship is the survey module, which is
usually manned by four survey specialists. The spacedock
normally carries three air/rafts, a 50-ton modular cutter with
lab module and a spare fuel-skimming module. Survey oper-
ations are carried out using a combination of on-board sen-
sors, long-range probes, and cutter overflights. The ship is
primarily designed to work from orbit, but some lab space is
set aside to handle geological or biological samples. The sur-
vey scout is almost never armed, although in dangerous
regions the ship can easily mount four turrets at the cost of
four tons of cargo space.

Survey scouts are named after past senior members of
the IISS Exploration and Survey Offices.

Crew: Pilot (Pilot [Spacecraft]), Navigator (Astrogation),
Sensor Officer (Electronics Operation [Sensors]),
Communications Officer (Electronics Operation
[Communications]), Engineer (Engineering and Mechanic),
Small Craft Pilot (Pilot [Small Craft]), and 4 survey special-
ists (Cartography and Electronics Operation [Sensors]).

400-ton USL Hull, DR 100, Basic Bridge, Engineering,
15 Maneuver, 16 Jump, 120 Fuel, 162 Spacedock, 10
Staterooms, 4 Lab, Probe, Survey, Utility, 2 Fuel Processor,
27.5 Cargo.

Statistics: EMass 412.3, LMass 728.7, Cost:
MCr139.64, HP 37,500. Hull Size Modifier: +9.

Performance: Accel 2.1 Gs, Jump 3.

- e TN

Fast couriers are named after famous messengers from
history or myth. A nearly identical ship class is in Imperial
Navy service as a fleet courier, and many private organiza-
tions have experimented with similar designs.

Crew: Pilot (Pilot [Spacecraft]), Navigator (Astrogation),
Sensor Officer (Electronics Operation [Sensors]),
Communications Officer (Electronics Operation
[Communications]), Engineer (Engineering and Mechanic).
Up to four gunners may be added to the crew as needed.

400-ton SL Hull, DR 200, 4 turrets (2 triple lasers, 2
triple missile racks), Command Bridge, Engineering, 12
Maneuver, 28 Jump, 240 Fuel, 5 Staterooms, Utility, 5 Fuel
Processor, 2.5 Cargo.

Statistics: EMass 780.2, LMass 869.5, Cost:

MCr157.087, HP 39,900. Hull Size Modifier: +9.
Performance: Accel 1.4 Gs, Jump 6.

36
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Resources

verything in this chapter (and in much
Eof Chapter 5) is in the domain of

astrophysics. A good undergraduate-
level text on the subject will be useful for
anyone who wants to understand the back-
ground to these rules. We suggest An
Introduction to Modern Astrophysics, by
Bradley W. Carroll and Dale A. Ostlie.

Short of a rigorous study of astro-
physics, there are many good books on
astronomy for the layman. The best is
probably the three-volume Burnham’s
Celestial Handbook, by Robert Burnham,
Jr. The Handbook is a comprehensive
introduction to deep-sky astronomy. It’s
slightly dated, but even so it provides an
extensive introduction to astronomical
concepts, and is very rich in detail.

Another good source is The Guide to
the Galaxy, by Nigel Henbest and Heather
Couper. This book includes a review of
the history of galactic astronomy, explain-
ing all the major concepts, and including
visually stunning maps of the Galaxy at
several levels of detail.

Finally, the best source intended for
science fiction writers (and GMs) is
Worldbuilding, by Stephen L. Gillett.
Gillett covers most of the concepts useful
to a world-builder, without too much
mathematical detail. His book was a major
starting point for the rules systems here.

“The use of robots has
considerably reduced the
casualty rate in first
contact situations,
especially with
unexpectedly xenophobic
cultures — except, of
course, among the
contact robots.”

- Twenty Years in the IISS,
Janos Projaska

In Traveller, world-building begins on a grand scale. The Third Imperium
(or your own Traveller universe) exists within the context of the whole Galaxy,
a stage wide enough for almost any roleplaying game!

MaAaPPING THE GALAXY

Following Traveller and GURPS Space, we use the parsec as a standard
unit of measurement for interstellar distances. One parsec is equal to about 3.26
light-years or 19 trillion miles.

Space is three-dimensional, but Traveller simplifies star-mapping by pro-
jecting the Galaxy onto a two-dimensional plane. Star maps are thus oriented
with the coreward direction at the top, toward the center of the Galaxy. The
opposite direction is rimward. The direction of galactic rotation is toward the
left edge of a standard map, designating the spinward direction. To the right
edge of a standard map is the trailing direction.

The map of Charted Space (see p. GT6) covers a region of the Local Arm,
about 512 parsecs “wide” (spinward-to-trailing) and 320 parsecs “deep” (core-
ward-to-rimward). Charted Space is centered on the territory of the Third
Imperium. This space is divided by Imperial astrographers into sectors, rectan-
gular regions which are exactly 32 parsecs wide and 40 deep. Each sector con-
tains roughly 400 to 500 stars. Each sector is divided further into 16 subsectors,
which are 8 parsecs wide and 10 deep.

Mapping a Subsector

In the Traveller setting, space is mapped on a hexagonal grid, with each
“hex” being one parsec across. Hence a sector is 32 by 40 hexes, a subsector 8
hexes by 10. Each subsector has a system density, indicating how likely it is for
a star system to appear in each hex (see the System Presence Table). Most sub-
sectors will be of Scattered or Standard density. For example, the entire
Spinward Marches are of Scattered density. Very Dense subsectors do not occur,
that density class only appearing inside very rich galactic clusters (see sidebar).

When mapping a subsector for the first time, choose a system density, then
roll dice as indicated in the table for each hex in the subsector map. Place a star
system in the hex if the target number or greater is rolled. Alternatively, the GM
may simply place an appropriate number of star systems as he pleases (typical
ranges of star system counts are given in the table).

System Presence Table

Subsector Density ~ Throw per Hex  Typical Number

Rift 12+ on 2d 2-3

Sparse 6+ on 1d 11-16
Scattered 5+ on 1d 21-32
Standard 4+ on 1d 32-48
Dense 3+ on 1d 43-64
Very Dense 2+on 1d 53-80

STARS



-
.
.

'CHAPTER. FIVE |

Tide-Locked Worlds

any habitable worlds are tide-
M locked. One situation is the habit-

able moon of a gas giant planet,
which will almost certainly be tide-locked
to the planet. “Double planets,” where a
terrestrial planet and its moon are of com-
parable size, may lead to the two worlds
being locked to each other. Another case
is that of a planet in the life zone of a
small type-M star. Since such stars are
very common, explorers will often
encounter such worlds in the course of
their travels.

When a planet is tide-locked with
respect to its primary star, the situation
has a number of implications. There will
probably not be much axial tilt. The “day
face” will be unusually warm. The “night
face” may be warmed by air circulation,
but this process will be inefficient and
most of the face will be very cold. If a
tide-locked world doesn’t retain enough
atmosphere, air circulation will fail, and
all of the planet’s volatiles will freeze out
on the night face.

Step 11: Apply a -10 modifier to the
roll on the Axial Tilt Table. Tide-locked
worlds will not rotate in the retrograde
direction.

Step 12: When determining world
type, compute the size parameter as usual,
then divide it by 2. The world will (effec-
tively) be of the size class indicated by the
reduced size parameter. A world which
becomes of Desert or Rockball type due to
this process will have extensive caps of
frozen volatiles on its night face.

Step 13: If the world is still of a type
that has a substantial atmosphere after the
correction to Step 12 is applied, then com-
pute its atmospheric pressure as usual.

Step 14: When rolling to determine
hydrographic coverage for the planet,
apply a -4 modifier. Any oceans will tend
to be in or near the “twilight zone”
between the day and night faces.

Continued on next page . . .
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We will sometimes use the generic term world to refer to any astronomical
body that characters are likely to visit. This can be a planet, a moon, or even a
single planetoid. This chapter includes rules and guidelines for developing sin-
gle worlds as sites for adventure.

PHyYsicaL DETAILS

In this section, we’ll detail the physical characteristics of our world.

STEP 11: Dynamic PARAMETERS

Most planetary orbits are eccentric, but they don’t deviate as far from a cir-
cular path as the orbits of stars in a multiple system. Highly eccentric orbits are
not stable. Any planet in such an orbit will tend to fall into the primary star or be
ejected from the system in a relatively short time.

In this step, we will compute the orbital and rotational periods for the planet
and any of its moons. In effect, this will give us the length of the local “day,”
“month,” and “year.”

Orbital Eccentricity

Roll 3d on the Planetary Orbit Eccentricity Table and record the resulting
value.

Planetary Orbit
Eccentricity Table

Roll (3d) Eccentricity

3-4 0.00

5-6 0.01

7-8 0.02

9-12 0.05

13-14 0.08

15 0.10

16 0.15

17 0.20

18 0.25 or more (assign value)

The minimum and maximum sepa-
ration between the planet and its prima-
ry can be computed as for stars:

Minimum separation = (1 - E) x R
Maximum separation = (1 + E) xR

E is the eccentricity of the planet’s orbit, and R is the orbital radius (which
can be considered the average separation). It’s possible for eccentric planetary
orbits to overlap. If this happens, assume that the orbits are in sufficiently differ-
ent planes so that the two planets never come dangerously close to one another.

WOoORLDS
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In this section, we will complete the world-design sequence by developing
general information about a world’s sentient population.

STEP 19: POPULATION

We will define the population rating or PR of a world as the “order of mag-
nitude” of its sentient population. Increasing a world’s PR by 1 increases its
population by a factor of 10. PR O represents a population less than 10, PR 1
represents a population of 10-99, PR 2 a population of 100-999, and so on. We
assume that no world may have a PR greater than 10.

The rules in the main text for Steps 20-24 assume that the “mainworld” of
the system is being developed. The rules are different for other worlds in the
same system (see sidebar). Before going on to the next steps, the mainworld of
the system should be designated. This need not require that the entire system be
generated in detail. If one world in the system is clearly more hospitable than
any others, it can be designated the mainworld.

Procedure

Begin by computing the maximum sustainable population rating or MSPR.
This represents the number of people the world can sustain without advanced
technological support.

If the planet has no atmosphere, an Exotic or Corrosive atmosphere, or an
atmosphere at Trace or Very Thin pressure, the MSPR is 0.

Otherwise, the MSPR begins at 9 and is modified if the world is inhos-
pitable for various reasons. Modifiers: -1 for a world of diameter 2,000 - 4,000
miles, -2 for a world of less than 2,000 miles diameter, -1 for hydrograpic
coverage of 1% to 30% or over 90%, -2 if there is no hydrographic
coverage, -1 for a Thin or Very Dense atmosphere, -1 for a Polluted
atmosphere, -1 if the world’s climate type is Very Hot, Very Cold
or Frozen, -2 if it is Uninhabitable (Torrid or Frigid).

Once the MSPR is known, roll 2d-2 to get the actual PR of
the world. Modifiers: Add the Resource Abundance Modifier, -1
for every point the MSPR is less than 5. The final PR may be
greater than the MSPR.

Traveller Note:The original Traveller world-design system simply
assigned a PR to the mainworld of each star system by rolling 2d-2 with no
modifiers for local conditions. If you prefer, use this system to generate PR for
your mainworlds, but be aware that it will lead to apparently absurd results
(such as unpopulated “garden” planets next door to vacuum worlds with popula-
tions in the billions). Of course, the exercise of explaining such odd PR levels
may provide the GM with plot hooks. The procedure given in the current rules
should be used for secondary worlds of the system.
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Expansion From a
Center

ne possible theme for non-Imperial
Traveller campaigns is an “age of

exploration.” Such a setting involves
a homeworld sending out its first expedi-
tions of interstellar exploration and colo-
nization. Nearby worlds may be well-
developed, but farther out is the frontier,
and beyond that is uncharted space. To
generate worlds for such a setting, modify
Step 19 as follows.

When planning the campaign as a
whole, the GM should choose an “average
jump range.” This should be the normal
jump capacity for a typical commercial
starship, the kind that would try to make a
living on speculative trade or carry sup-
plies for a new colony. Jump-2 is reason-
able for most Traveller settings. Then
decide on the “radius of development.”
This is expressed in terms of a number of
average jumps, within which every world
has been thoroughly explored and is being
developed as quickly as possible.

When designing a new star system,
count the number of “average jumps” it
takes to get from the homeworld to the
new system. The route chosen must hop
from star system to star system, so that
none of the “average jumps” ends in deep
space. Use the best route possible (which
may be rather indirect).

*»

¥ 1

To Enlarge e Commoen e

For every average jump in the route
beyond the radius of development, apply a
-2 modifier to the roll for PR for every
world in the system. If the modified roll
for a given world is -3 or less, then the
world has yet to be thoroughly explored.
If this is true for every major world in a
star system, then the system as a whole is
uncharted and must be surveyed and
explored from scratch during the course of
the campaign.

.



Absolute magnitude, 55.
Active duty, 24.
Administration 5, 6.
Administrative Rank
advantage, 24, 26.
Advantages, 24-25.
Adventures, 134-142.
Albedo, 74.
Algine, 141-142.
Alkalikhoi, Arbellatra, 16.
Animals, 79-90.
Antebellum Period, 15.
Apparent magnitude, 55.
Atmospheric, composition, 72,
contaminants table, 73;
pollutants, 69-71; pressure,
70.
Axial tilt, 66.

B |

Base Branch, 7; campaign,
136; crewman template, 19.

Bases, 93-94.

Battlesuit skill, 26.

Biochemistry, 68.

Biosurvey rover, 29.

Black holes, 50.

Branches, 6-9.

Bureaucracy, 5, 24.

I -
Calendar, local, 65.

Campaigns, 134-136;
pacification, 15.

Character templates, 19-24.

Chronometer, 27.

Claim to Hospitality
advantage, 24.

Cleon V, Emperor, 16.

Climate, 76-79.

Clusters, 48.

Code of Honor disadvantage,
25.

Comets, 58.

Communications Office, 12,
14; emblem, 16.

Contact, covert, 128-129;
overt, 129-131; precontact
assessment, 126-128; pro-
cedures, 126-133; with
aliens, 132.

Contact & Liaison, Branch,
10; campaign, 134.

Control Rating, 94.

Courier, campaign, 135; ser-
vice, 18; template, 19.

Courtesy Rank advantage,
24,27.

Covert action communicator,
27.

Covert operations, 9.

Cryptanalysis skill, 26.

Customs, economic, 115;
Sfamily, 98; hygienic, 117,
local, 98; recreational,
118; sex, 98.

D |
Deneb sector, 15, 16.

Descent groups, 102.

Desert world, 69.

Detached Duty, 5, 9, 10;
campaign, 136; Office, 14.

Detecting civilizations, 121,
122.

Diplomatic Corps, 10.

Disadvantages, 25.

Domesticable animals, 82.

Donosev-class survey scout,
400-ton, 36; deck plans,
38-39.

Duty (Reactivation)
disadvantage, 25.

. E |
Ecosphere, 71.

Education Branch, 8, 12.
Emergency beacon, 27.
Equipment, personal, 27.
Eshgaani, Adrian, 16.
Espionage, 9; campaign, 135.
Exogamy, 101.

Exploration, 120.

Exploration Branch, 10, 29;
campaign, 134; emblem,
16; operations, 124-126;
scout template, 20.

Express boat, 12, 17, 132;
100-ton, 36-37; pilot
template, 24.

Express Boat Service, 12, 16,
18, 24.

External Mapping Branch,
10, 11.

Fermi, Enrico, 127.

Field, 5, 25.

First Frontier War, 16.

First Imperium, 13, 113, 134.
Food strategies, 79; table, 81.
Forbidden Zones, 53, 54.

G |

Gas giant, 56, 59; density
table, 58; placement table,
56.

Imperial nobility, 106.

Incest taboos, 101.

Inner limit, 54.

Intelligence Branch, 9;
officer template, 21.

Interdiction, 10, 129-130.

Internal Mapping Branch, 10.

Interstellar wars, 134.

Jacqueline, Empress, 15.

K ]

K’Kree, 18.

Khadumir-class fast courier,
400-ton, 36; deck plans,
40.

Kinship, 102.

Kuiper belt, 58.

Kwai Ching, 136-138.

Landforms, 77.
Laser communicator, 28.
Law Level, 95.

Gender roles, 103.

Geosurvey rover, 30.

Goodwill kit, 28.

Grand survey, 11, 15, 18.

Greenhouse, effect table, 75;
factor, 75; world, 68, 70.

. H |
hault-Plankwell, Olav, 16.

Headquarters, 5.
Herbivores, 79.
Hivers, 18.

1 |

Imperial Courier Service, 12,
135.

Imperial Grand Survey, 10,
14, 15; emblem, 16.

Leadership structure, 105.

Legal Enforcement Powers
advantage, 24.

Legal structure, 110-112.

Life zone, 54.

Locating planets, 120,121.

Long-range probe, 33.

Luminosity class, 46;
table, 47.

M ]
Magnitude of stars, 55.

Maintenance Branch, 7.
Mainworlds, 92.
Mapping, 3-D, 47.
Mass, 51.

INDEX
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Maximum Sustainable
Population rating, 91.

Medscanner, 28.

Megalopolis, 97.

Mobile Exploration Base, 33

Modules, communications,
35; logistics, 35; new, 35;
probe, 35; survey, 35.

Moons, 59-61.

I -

Operations Office, 7.

Orbital, eccentricity, 48;
eccentricity table, 49, 62;
period, 63; separation
table, 49; zones, 53, 55;
zones table, 54.

Outer limit distance, 54.

P ]

Pay grades, 24; table, 26;
temporary, 14.

Peer review, 6-7.

Pelagic, rover, 30; survey
vessel, 34.

Personnel, 6; officer
template, 22.

Piloting, 26.

Planetary, nebulae, 49;
survey, 122-124.

Planetoid belts, 56, 60.

Pluralism, 99.

Political institutions, 104-
108.

Political types, 93-94.

Pony Express, 12.

Population Rating, 91.

Porfiria, Empress, 15.

Pragmatism, 102.

Principle of Succession, 106.

Procurement and Finance
Branch, 6.

Providence, 102-103.
Purcell-class express boat
tender, 1000-ton, 41;

deck plans, 42-43.
Pytheas-class exploratory
cruiser, 3000-ton, 41.

. ___R |

Rank, 24; table, 26;
temporary, 14.

Records Branch, 9, 14.

Reputation advantage, 25.

Research and Development
Branch, 8, 10.

Rhylanor, 56, 61, 63, 64, 75,
105, 107.

Ring system, 59.

Robots, 29-31.

Rotation period, 64.
Rule of Man, 113, 118, 134.
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S-3,7, 22, 32; operative
template, 22.

Scout Expedition dress, 32.

Scout Fleet, 8.

Security Branch, 7, 14, 24;
officer template, 23.

Security clearance
advantage, 25.

Ship Patron advantage, 25.

Skills, 26.

Snow line, 54.

Social parameters, 98-103.

Social Stigma (Robot)
disadvantage, 25, 29.

Social strategies, 81.

Solidarity, 100-101.

Solomani, 13, 18, 113, 114.

Space junk, 58.

Spectral, class, 46; subtype,
53; table, 47.

Stars, 44-61; clusters, 48;
companion, 48-49;
[flare, 52; luminosity class,
46; luminosity table, 47,
magnitude, 55; multiple,
45; neutron, 50; primary,
46; see also Stellar,
Spectral, Orbital.

Starports, 92.

Starships, 35-43; surplus, 9.

Status advantage, 25.

Ut

Stealth surveillance drone,
31.

Stellar, characteristics,
50-53; remnants, 49-51.

Subsector mapping, 44.

Suleiman-class scout
courier, 35.

Supernova, 50.

Supervisors, 27.

Surface gravity, 58.

Survey Branch, 10, 29;
scout template, 23.

Survey, biological, 124;
donation, 11; ecological,
125-126; geological,
124; Grand, 11, 15, 18;
Imperial Grand, 10,
14, 15, 16; module, 35;
planetary, 122-124.

O

Sword Worlds, 15.

Sylea, 13, 15, 16; Federation,
13; Federation
Development Agency, 18;
Federation Scout Service,
14, 135; Rangers, 7.

System density, 44; table, 44.

System detection and
mapping, 120-122.

Table, atmospheric
contaminants, 73; biome,
81; early Imperium events,
119; encounter, 79-80; food
strategies, 81; gas giant
density, 58; gas giant

placement, 56; greenhouse
effect, 75; Long Night
events, 118; luminosity
class, 47; multiple stars,
45; orbital eccentricity, 49,
62; orbital separation, 49;
orbital zones, 54; pay
grades, 26; rank, 26;
recent events, 119;
resource value, 76;
spectral type, 47; system
density, 44; terrestrial
planet density, 57; world
size, 67; world type, 68.

Tech Levels, 94-95, 108-117;
progress within, 112-116.

Technical Service, 5, 8.

Template, Base Branch
crewman, 19; character, 19-
24; courier template, 19;
deep-cover observer, 20;
Exploration Branch scout,
20; Express boat pilot, 24;
Intelligence Branch
officer, 21; personnel
officer, 22; S-3 operative,
22; Security Branch
officer, 23; Survey Branch
scout, 23.

Terraforming, 67.

Terrestrial planet, 56; densi-
ty table, 57.

Tide-locked worlds, 62-63,
65, 78.

Toleration, 100.

Tractability, 101.

Trading stations, 134.

Translator, 27.

Universal World Profile, 94.

H

Vargr Extents, 17.

Vehicles, 32-35.

Vilani, 13, 15, 113, 114,
118, 134.

Wayward planets, 59.

Weapons, 27.

Weather, 72; gaming, 73-74.

White dwarf, 46, 49.

World, history, 117; size
table, 67; type table, 68.

H

Yorian Black Darter, 83.

Zhodani, 15, 17.
Zhunastu, Cleon, 14.
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