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Patrol, trade, and Xboat routes are the lifelines of the
Imperium, and starports are the anchors to which
they are tethered. Serving as trade centers, customs
offices, and outposts of civilization, starports play a
central role in the lives of starfarers, and are a crucial
source of goods, wealth, and information for even the
most planetbound of souls. At the same time, they are
havens for smugglers, fugitives, and black marketeers.

Starports classifies standard starports and describes
their facilities, organization, and functions. It includes
plans of typical spaceports from the Spinward
Marches (including Mora, Graniff Field on Raydrad,
Rech, Dhian, and Alell) and guidelines for starport
adventures and encounters. There are also character
templates for starport denizens, descriptions and floor
plans of key locations, and deck plans for customs,
liaison, and emergency spacecraft and some common
starport ground vehicles.

Starports is designed to complement the Far Trader
and Starships supplements, and offers a rich and
detailed setting for a wide variety
of adventures and campaigns
in the GURPS Traveller
universe.
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The GURPS Basic Set and GURPS
Traveller are required for full use of
this book in a GURPS campaign.
GURPS Traveller Far Trader and
GURPS Vehicles are not required,
but will be useful. The background
presented here will be of great value
to any Traveller campaign, and will
also serve as a source of inspiration
for other SF gamers.
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About GURPS

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

Pyramid (www.sjgames.com/pyramid).
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and many more — and other Steve Jackson
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comment on) new books before release.
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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
available from SJ Games; be sure to
include an SASE. Or download them from
the Web — see below.

Q&A. We strive to answer any game
question accompanied by an SASE.

Gamer input. We value your com-
ments, for new products as well as updat-
ed printings of existing titles!

Internet. Visit us on the World Wide
Web at www.sjgames.com for an online
catalog, errata, updates, and much more.
We also have Compuserve and AOL con-
ferences. GURPS has its own Usenet
group, too: rec.games.frp.gurps.

GURPSnet. This e-mail list hosts much
of the online discussion of GURPS. To
join, mail majordomo@io.com with
“subscribe GURPSnet-L” in the message
body, or point your web browser to gurp-
snet.sjgames.com/.

The GURPS Traveller Starports web
page is at www.sjgames.com/gurps/
traveller/starports.

Page References

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 Traveller, Second Edition, S to
Space, Third Edition, T:BC to Traveller
Behind the Claw, T:FT to Traveller Far
Trader, and VE to Vehicles, Second
Edition. For a full list of abbreviations,
see p. CI181 or the updated list at
WwwWw.sjgames.com/gurps/abbrevs.html.

Introduction

Starports have been a major part of Traveller since day one. Like the seaports
and airports of earlier eras, they provide a place for starships to replenish expend-
able stores, to refuel, and to pump out the used atmosphere before it actually gets
thick enough to impede walking. Starports provide a starting (and ending) point for
most adventures, a convenient place for the powers-that-be to interact/aid/impede
the PCs and a place to fence the loot.

In the course of actual roleplaying, the metal and concrete and contragravity
forklifts of a starport are less important than the paradigm it represents. Is it a
gleaming, high-tech port of entry (doubtless hiding a high-level conspiracy some-
where)? Or a dusty frontier whistlestop (somehow they’re always dusty, even in vac-
uum)? Or a maze of subsurface tunnels within a murderously hostile world, dripping
with grease and condensation? The blueprints and the bond issues may drive the
construction, and the economic base may determine the level of maintenance, but
the paradigm sets the story. We have included paradigms as well as floorplans.

So what else is in this ode to scheduled maintenance and cargo labeling? Well,
there’s an explanation of why planetary customs officers and Imperial customs offi-
cers don’t share pizzas, and who puts out a fire on the extrality line, and what
“floaters” are. Also: Installing plumbing for non-Human transients (without dia-
grams — we have to send this thing through the mail). A short course in military
seizure of your friendly neighborhood port facility. What hotel room the typical
space-traveling grifter prefers . . . and where to get the best beer and burger in chart-
ed space. Because it’s tough to save the universe on an empty stomach.

—John M. Ford

ABOUT THE AUTHORS

John M. Ford is a well-known science-fiction author, gamer, and Traveller fan
of many years. John’s works include (but are not limited to) The Dragon Waiting,
Fugue State, The Final Reflection, How Much for Just the Planet? and Yellow
Clearance Black Box Blues. He lives in Minneapolis, where the fabric of reality has
been worn thin in numerous places.

James Maliszewski grew up in Baltimore, MD, where he learned to love the
Orioles, to hate the Yankees, and to spend far too much time in one of several fantasy
worlds. When he grew up (or so it is rumored), he became a grad student in philosophy
at the University of Toronto. While he hasn’t yet picked up a doctorate for his troubles,
he has acquired a wife, a child, and some small success as a writer for the roleplaying
and computer games industry. He currently lives in Scarborough, Ontario, Canada.

ABOUT THE LINE EDITOR

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

JOURNAL OF THE TRAVELLERS’ AID SOCIETY

The long-running Traveller magazine is now online at jtas.sjgames.com, edited
by Loren Wiseman. It supports all versions of Traveller with news, articles, discus-
sion areas, and reviews. Subscriptions are $15/year for 52 weekly updates and full
access to archives.

The Traveller News Service is updated weekly, chronicling the life and times of
the Imperium, and is viewable free at www.sjgames.com/gurps/traveller/
news.html.

The SJ Games Traveller page (www.sjgames.com/traveller/) links to the
Traveller Web Ring, which includes most of the major Traveller-oriented websites.
For information on subscribing to the Traveller mailing list, contact traveller-
owner @mpgn.com.
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The SPA Emblem

he Starport Authority emblem can be
T found on all official SPA stationery,
buildings, vehicles, and uniforms.
The emblem consists of a large terres-
trial world on which is placed the carto-
graphic symbol for a starport: a device
resembling crosshairs made up of a circle
and a pair of crossed lines. Encircling the
planet is a stylized starship with a thruster
trail to indicate that it is launching.
This emblem has been in continuous
use since the SPA was founded by
Imperial decree in 422.

Childhood Memories

“I doubt that anyone forgets their first
visit to a starport. It’s usually a magical
event: strange people rushing to and fro,
new scents everywhere, cargo containers
on lifts, blaring announcements, and star-
ships — so many starships. There’s no bet-
ter way to get a sense of the immensity
and diversity of space than to watch the
starships at a port.

“I was always impressed by the Vargr
merchant ships that I saw come to the sta-
tion. I guess that’s why I spent some time
traveling in the Extents as a youth, even
though my father never approved of my
choice. Yet, I think it gave me some per-
spective that has served me well since
then.

“My recommendation to anyone think-
ing of entering the service of the Imperium
is quite simple: Spend some time at a star-
port. Trust me, you'll learn more in a few
hours of observation there than you could
in years of formal study. You’ll see why
this Imperium we have is a thing worth
saving, a thing worth protecting. Nothing,
nothing can be allowed to threaten that.”

— from an interview with
Archduke Brzk, conducted by the
Journal of the Travellers’ Aid
Society, 156-1119.

Worlds cannot interfere at all with goods transshipping (i.e., just passing
through) their Imperial starport. In an important extension of extrality, the goods
never legally leave Imperial territory.

Host planets can impose uniform tariffs on goods destined for their world, and
most do, ranging from 0% to more than 200% of market value (see p. T:FT13). The
SPA monitors these tariffs, and takes an aggressive stance in adjudicating them. A
world with an Imperial starport will be wasting its time in attempting to impose a
special tariff on a product for which one of its rivals is a leading exporter — no mat-
ter how legitimate the grounds for the tariff. The appearance of Imperial fairness
usually outweighs all other considerations.

This longstanding devotion to fair trade helped to sell thousands of worlds on the
SPA system, and through it, on the Imperium itself. Despite any complaining, it still
does. Many steadfast member worlds would not display nearly as much devotion with-
out the immense, tangible benefits of hosting an Imperial starport. (This rarely protects
the starport from being the target of displeasure at other Imperial policies, though.)

Therefore, a starport provides the Imperium a method by which to offer consis-
tent commercial-starship service, regulate star-travel for safety, set trade policy,
monitor local compliance with said policy, and levy taxes. Weighed against these
many advantages are the extremely high cost of the port and its personnel.

SPA STARPORTS

Over 97% of the starports within the Imperium and over 40% of those found on
nearby non-member worlds are Imperial ports. The Starport Authority grades all of
its facilities as falling into one of five classes. (For convenience, the Travellers’ Aid
Society applies the same grading to non-SPA starports when describing their service
levels.)

This section expands on the evolution of ports from Class I to Class V. More
complete details of port features appear in Chapter 5, Starship Design.

CLass |

The Imperium usually creates a Class I starport by landing two modular cutters.
One carries earth-moving and surfacing equipment, and a work crew. It clears and
levels space for several small starships to set down, with at least one area large
enough for a starship of up to about 1,000 displacement tons to put down without
undue risk. If the Starport Authority has deemed it necessary, the crew will also string
metal fencing around the port, defining an extrality line. The other cutter carries an
office module (see p. 103), which becomes the new port’s headquarters building — in
most cases, its only building. Often the office module — and any staff — are omitted.

The office (if present) operates the landing lights and approach beacon, handles
the standard paperwork on transient vessels, stores cargo of Imperial concern (mail,
mostly), and provides a place for passengers to wait out of the rain or vacuum.

There are no facilities for fueling or routine servicing of ships. If convenient, the
port will be located near a body of water from which properly equipped vessels may
draw unrefined fuel. Some emergency parts and supplies are stocked. If there have
been several emergency touchdowns recently, the supply may be depleted. This
means the crew will simply have to send a message (provided another ship is out-
bound to carry the message) and wait for the supply ship.

The basic P/I has no surfaced or covered berths or hangars; some examples must
temporarily shut down operations after a hard rain. Local residents may lease long-
term berthing space, but must prepare and maintain any improvements themselves.

There are no retail stores or food service, though the general manager (the per-
son staffing the office) may share his coffee. Directions will be provided to the near-
est habitation, along with advice on local customs, law levels, and anything else
likely to get the visitor in trouble.

OuTP0OSTS OF THE IMPERIUM



Floaters:
The Shadow Shift

11 major ports have a floating popu-
lation that lives, but does not work,

on the property. As a group they
will largely be local citizens with a sprin-
kling of starfaring refugees, and for that
reason they’re considered a local-relations
concern.

These people live by handouts, eating
leftovers from the restaurants (or scaveng-
ing the garbage), and sometimes petty
theft. SPA does not mention these people
publicly, unless an incident forces the PR
office to make some kind of statement. In
internal documents, they are referred to as
Unattached Transients. The common term
is “floaters.”

Periodically a director (usually a new
one) will order a “floater sweep.” Security
is mobilized to hunt through the port,
rounding up all the floaters they can find.
Sweeps are disruptive, but rarely violent —
most floaters hide if possible but give up
quietly if caught. Those picked up are
ID’d - planetary residents are passed over
the XT line, to the local authority if any;
Imperial citizens from other worlds are
handed to a social-service agency, though
this may involve several weeks of deten-
tion until a transfer vessel arrives.

A sweep will catch from one-third to
two-thirds of the total population before
the disruption is no longer worth the
return. The remainder lie low for a while,
but they will soon return to their routine
(the reduced competition for resources
making life a little easier). Within two to
three years, the numbers will be back to
their pre-sweep levels.

Many floaters of local origin slipped
into the port to escape their society,
because of repression, intolerance, or just
failure to “fit in.” Some are refugees from
war, disaster, or authoritarian governments.
Others are ship’s crew, unable to find work
or no longer fit for it. Between 5% and
10% are combat veterans — more in the
immediate wake of a war. Unreliable esti-
mates (the only sort available) suggest that
about half have some kind of mental insta-
bility.

From time to time someone finds a
floater dead, from starvation, disease, or
accident. Usually the body is discovered
by Security or engineering; sometimes a
passenger finds it, and the PR officer gets
to make a statement.

Though all ports have rules against
assisting floaters, they are sometimes fed
by commissary or other employees, and
many Medical personnel consider off-the-
books treatment to be much less costly
than having roving sources of infectious
disease (leaving any moral issues aside).

Continued on next page . . .

Port directors find it in their best interests to treat environmentalists with care.
While every effort is made to make the starport as safe and hazard-free as possible,
there is always the potential for mistakes. Wildlife habitats can be disrupted, especial-
ly in the case of flying animals that might be adversely affected by landing starships.
Similarly, fuel and other substances can be spilled, producing a hazard for everyone
living near the port. In the interests of public relations, most port directors put on at
least the appearance of concern about the issues raised by environmental groups.

BusiNEsSs AND UNION LEADERS

Another common source of concern is planetary business and union leaders,
worried about the impact the starport will have on the local economy. Though most
port directors seek to maximize local employment, on some worlds the nature of the
local economy might be precarious enough that the Imperial starport still could be
viewed as “stealing jobs” away from the locals.

Nothing could be further from the truth in most cases. Even so, port directors
and the public relations office commonly deal with perceived rather than actual con-
cerns from locals. Unless a director is willing to generate bad public relations, he
will do what he can to alleviate these concerns regardless of their merits.

This is a primary reason that the line and public relations offices hold public lec-
tures and educational series. The more the locals know about how a starport inte-
grates their world into the Imperial economy, the less likely they are to perceive it as
something “alien” and harmful to the local economy. SPA encourages locals to view
the local starport as “theirs,” although it is legally an Imperial possession. Starports
are a typical site of elementary-school trips. Indeed, childhood experiences on a trip
like this are the origin of many careers in the SPA.

These endeavors on the part of the line and public relations offices do not
always work, but they go a long way toward making a port director’s life easier.

ANNOYANCES AND TROUBLE-MAKERS

In some cases, there is nothing the SPA administration can do to satisfy an
intransigent local. There will always be individuals (or groups) that feel somehow
aggrieved or otherwise put upon. A common example is people who live close to a
starport and are therefore bothered by the noise level. Every legitimate effort is
made to accommodate these grievances. However, a certain amount of noise cannot
be abated. Consequently, the port director and the line office must be prepared to
deal with the results of their own limitations.

Concerns about noise are actually legitimate, if unavoidable, problems. Most
public relations offices would be happy to deal with such problems, when compared
to the true fringe of people with unusual problems. One need only recall the tale of a
farmer on Emerald (Jewell/Spinward Marches) who believed that even the limited
traffic to that world’s Class IV starport upset his groats to such an extent that they
would not mate, thereby endangering the future of his whole herd. There is also the
story of the war veteran on Sarar (Sarar/Antares) who claimed that he could pick up
control tower transmissions through his prosthetic limbs.

If asked, most port directors could regale you with dozens of stories like these.
In almost every case, nothing could be done to deal with the problem, if indeed it
was a genuine problem at all. Starports will, inevitably, inconvenience someone. It is
the duty of the director and the line office to make certain that these people do not,
in turn, inconvenience the port itself.

STARTOWN

This is the generic name for an area — usually just outside the XT line — occupied
by cheap hotels, grimy taverns, and even less savory places, serving the people who
are not quite part of either the local community or the port, but associate with both:
unemployed star crew and their employed brethren on leave, port laborers hoping for
work, petty thieves and con men who work the port when they can get away with it,
businesses that can’t operate openly, etc.

PLANETARY RELATIONS
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Paradigmatic
Starports

ot everyone at a port is interested
N in the details of its design. For

many visitors, what is important is
not the price of refined fuel, but the feel of
the place. Is it ornate or brutally function-
al? Placid or tense? Clean or grimy? A
convenient way to get the ambience across
to the players is to use a paradigm — an
image already familiar to the players.
(This is not necessarily the “best” method
of presentation, if there even is such a
thing. It’s just one that works.)

The Thin Edge Ports

he great image here is the movie
Casablanca. There’s a constant ten-

sion, a real sense of danger — possibly
a war not very far away. Everyone who
was able — some would say, everyone with
any sense — has packed up and gone.
What’s left are those who can’t go, due to
lack of money, possessing the wrong citi-
zenship, the prospect of making a big
semi-honest profit before the end comes,
or worse prospects everywhere else. A few
might even be trying to do some good.

The Thin Edge port will probably look
shabby, though it may once have been ele-
gant. Times being what they are, nobody
sees much point in sweeping away the
cobwebs or mending the cracked win-
dows. This may even extend to traffic con-
trol: “Oh, we’ve got plenty of empty pads,
Kilo Fox Niner. Take your pick. Don’t hit
anything on your way down, OK?”
Conversely, the port personnel may des-
perately hold on to the highest standards in
maintenance and protocol, in order to prop
up their fading morale . . .

Good food and drink will be expensive,
but “eat, drink, and be merry, for tomor-
row we may die” is the philosophy of the
day. If gambling is allowed — or even if it
isn’t — many people will play fast and
loose with money they believe will shortly
be worthless, as it always is when one is
no longer alive to spend it.

Continued on next page . . .

Previous chapters have detailed the many departments of a starport’s organiza-
tion and the many tasks its personnel are required to face. The economic and physi-
cal structure of a starport, from the design stage through construction and subse-
quent traffic patterns, are equally complex considerations.

GENERAL GUIDELINES

The components of Imperial starports usually are based on standard designs (see
below), but a number of factors resist any effort to make the starports themselves
truly “uniform.” Planetary ecology and politics, the precise service needs of the star
system, and available construction resources all conspire to make each port be a
unique entity. Most important, an Imperial starport is a point of particular pride for
most star systems — its overall design should reflect local aesthetics and will often be
a grand synthesis of the best local architecture and Imperial prudence.

Despite the overwhelming logistics of starport construction, the Imperial Starport
Authority has become adept at tailoring each starport to the system it serves.

IMPERIAL STANDARDS

The Starport Authority was in the forefront when the Imperium discovered one of the
primary difficulties of maintaining an empire spanning thousands of worlds of varying
tech levels: compatibility of parts. Market forces can informally standardize high-profile,
big-ticket equipment such as military hardware (p. GT109), but the million-and-one
inventory items of a starport demand more central planning. Otherwise, air filters made on
a TLS8 border world bear no resemblance to the air filters made on a TL11 core world.

In response to the need for uniform parts and equipment, “Imperial standards”
were created for literally millions of items used by the SPA and other Imperial agen-
cies. These standards define the physical properties of a piece of equipment, some-
times very rigidly (the familiar triangular hull of an Imperial Scout Service
Sulieman-class scout/courier) and sometimes liberally (the Imperial standard bull-
dozer may have any weight within a range of several tons). They also define mini-
mal acceptable performance; in some cases (particularly fare such as demolition
charges) they will define maximum acceptable performance.

The Imperium bundles its standards for thousands of very common items into a
data program called the Imperial Data Package. This Complexity 1 programs takes
up 10 gigs and costs a government-subsidized $3,000 to those who desire a copy.
Most commonly encountered civilian Imperial vehicles and heavy equipment can be
found there — as well as the literal nuts and bolts of Imperial infrastructure, the
aforementioned air filters, standard civilian starship components, and more. Military
designs are not included.

While the Imperium never requires use of its standards, most member worlds
design their infrastructure to meet them. This improves their ability to sell services
to offworld interests, including the Imperium itself, and to receive Imperial aid.

Imperial standards are maintained throughout an SPA starport’s construction. Not
only does this allow SPA construction personnel from any part of the Imperium to
assume instant familiarity with a project, it allows outside contractors and vendors the
same advantage from one end of the Imperium to the other. To reflect this in his cam-
paign, a GM might allow player characters with a background related to Imperial

STARPORT DESIGN



Accidents, investigation
techniques for, 92.

Accommodations, see Hotels.

Administration department, 19-
26; personnel ratio, 87.

Administrative Rank
advantage, 54.

Advantages, 54-55.

Adventure seeds, 90-92.

Agents of inspectorate, 17-18.

Alell Grande Downport, 105-
106; map, 112-113.

Alell Grande High Terminal,
106; map, 114.

Alien environment suites, 107;
map, 121.

Alliance of Starport
Mechanical Engineering
Trades, 31.

Allies advantage, 54.

Amber zones, 41.

Anchor beacons, 78.

Appropriations, 9.

Area Knowledge skill, 46, 55.

Armed response cutter, 98-99.

Armor, 70.

Aslan ports, 14.

ASMET, 31.

Assaulting ports, 12-13.

Attorney template, 49.

Automated cafeteria, 107; map,
120.

Baggage claim, 108; map, 123.

Baggage office, 33.

Base station module, 103.

Bays, 70.

Beer, 86-87.

Berthing office, 27-28.

Berths, 74-77, 108;
freestanding, 76-77;
hangars, 78-79; sample
maps, 126; standard sizes,
74; table, 4.

Blakeway-class 100-ton first
response vessel, 96-97.

Board of SPA, 17; campaign
based on, 91.

Boarding gates, 108; map, 123.

Bonds, 66-67.

Bridges, 71.

Brigs, 85; module, 103-104.

Brokerage office, 31.

Brubek’s, 86-87.

Budget, final design
comparison, 86-87; items,
70; starport construction,
66-67.

Bulk liquid pump, 102.

Bunkroom module, 103-104.

Bureaucrat template, 49-50.

Business, in Startown, 46,
leaders, 44.

. _______c¢c |
Campaigns, 88-94.

Cargo department, 29-31;
personnel ratio, 87.

Cargo, port space for, 72;
surprise packages, 29.

Casinos, 74.

Central Stores unit, 39.

Certification office, 29.

Certification by Travellers’
Aid Society, 28.

Chapels, 75.

Characters, 48-55; templates,
48-53.

Chargebacks, 39.

Civil Engineering department,
18.

Claim to Hospitality
advantage, 54.

Classes of ports, 8-10; traffic
control, 76-77.

Cleon Doctrine, 40.

Cockpit systems, 83.

Command centers, 71.

Commercial Liaison office, 24.

Commissary unit, 39.

Communications module,
103-104.

Concessions, 9, 23; office,
21-22.

Concierges, 32.

Concourses, 84.

Construction, budget, 66-67;
times, 63.

Contacts advantage, 54.

Contraband, 34-35.

Contract labor, 24, 26; security
issues, 23.

Contracting office, 26.

Control Ratings, 33.

Conveyor belt, 102.

Courtesy Rank advantage, 55.

Cradle/berth equivalents table,
75.

Crash, Fire, and Rescue unit,
36, 37-38.

Crime boss template, 53.

Crime, 33, 45-47; campaign
seeds, 92-93.

Critical locations, 70.

CRs, see Control Ratings.
Currency conversions, 62; SPA
modified formula, 66-67.
Customs, 34-36; cutter, 98-99;
officer template, 51;

pinnace, 99.

D |

Data piracy, 22, 24.

Data/Communications office,
38-39, 75.

Deck plans, Blakeway-class
100-ton first response
vessel, 97; Douane-class
50-ton customs cutter, 98;
Gendarme-class 50-ton
armed response cutter, 98;
Mercy-class 100-ton rescue
vessel, 95.

Departments of starports, 19.

Depot, see Navy.

Designing starports, 56-87;
budget, 66-67; local and
non-SPA considerations,
64-65; sequence, 57.

Detention cells, 85.

Dhian starport, 105; map, 110.

Diplomat template, 50.

Director’s Discretion, 20.

Disadvantages, 55.

Disaster agencies, 37.

Disaster-based campaign
seeds, 89-90.

Dock cart, 102.

Dockworker template, 52.

Douane-class 50-ton customs
cutter, 98-99.

Downports, 61; site size,
67-68; subsurface, 61.

Dry bulk auger, 102.

Duty-free shopping, 83.

Economic sanctions, 42.
Economics of starports, 9;
see also Starports.
Embassies, 43.
Emblem of SPA, 8.
Emergency landings, 26.
Emergency Services
department, 36-38;
operations center, 37;
personnel ratio, 87.
Emergency takeoffs, 27.
Employee residence office, 25.
Employment with SPA, 23,
65-66; staff shortages, 82.
Enemy disadvantage, 55.
Engineering modules, 71.
Engineering office, 38.
Entertainment facilities, 86.
Environmentalists, 43.
Equipment, 84-85, 95-104;
miscellaneous starport, 102.
Espionage, 93.
Estimated trade volume table,
59.
Excavation fees, 69.
Exchange rates, 62; SPA
modified formula, 66-67.
Executive office, 20.
External cradles, 74-75,
103-104.
Extrality line, see XT line.

I

Factory habitat module, 86,
103.

Fake distress calls, 36.

Farm habitat module, 103.

Fast-Talk skill, 47.

Favor advantage, 54.

Financial office, 22.

Fires, 37.

Flight Operations department,
38; personnel ratio, 87.

Floaters, 44-45.

Freestanding starship berths
table, 76.

Freight Handling office, 29-30.

Friendly worlds, 40.

Fuel, 37, 72-74; blimps, 73-74;
collection, 73-74;
processors, 73.

Fueling office, 28.

Fyrandil starport, 106-107;
map, 118-119.

Garrisons, see Marines.

Gendarme-class 50-ton armed
response cutter, 98-99.

Ghost ports, 62.

Global positioning systems, 78.

Glossary, 10.

Grand Central ports, 60-61.

Graniff Field, 105; map, 109.

Grav truck, 101.

Gravest extreme accords, 39.
GURPS Traveller Far Trader,
5; compatibility with, 60.
GURPS Traveller Starships, 5.

. H |

Habitat modules, 103.

Hall, bar, or conference room
modules, 103-104.

Hand truck, 102.

Hangars, 78-79; see also
Berths.

Hardline worlds, 43.

Hazardous materials
(HAZMAT), 37, 74;
storage, 30.

Heavy utility truck, 100.
Highports, 60-61; campaigns,
90-91; hull sizes, 68-69.

Hiring at the SPA, 23.

Hiring Hall, 29.

Hiver ports, 14.

Holds, see Cargo.

Hospitality office, 32.

Hospitals, 37.

Hotels, 32-33, 86, 107; maps,
121-122.

Housekeeping units, 28, 39.

Housing habitat module, 85,
103.

Housing, 25, 85.

Hulls, 68-69; additions table,
68.

Hydrogen fueling unit, 102.

I B

1ISS, see Scouts.

Illegal activities, see Crime.

Imperial consul or legate
template, 50.

Imperial Customs, 34-36.

Imperial Interstellar Scout
Service, see Scouts.

Imperial Marines, see Marines.

Imperial Navigation Act of
103, 26.

Imperial policy, 7-8;
standards, 56-57.

Imperial Starport Authority,
see SPA.

Imperial worlds, 40.

Income of ports, 65.

Information center modules,
104.

Inspector general template, 52.

Inspectorate, 17-18; campaigns
based on, 91-93; inspector
general template, 52.

Internet site, 4.

. ______J |

Jesedipere starport, 47.

Jobs with the SPA, 23.

Journal of the Travellers’ Aid
Society, 32.

Jump drives, 83; see also Fuel.

Jump fuel, see Fuel.

K |
K’kree ports, 15.
K-blankets, 36, 37.

Labor Relations office, 23.

Labs, 83.

Landings, 76; emergency, 26.

LASH operations, 10, 64.

Law enforcement, 45;
character templates, 51-52;
see also Crime and Security

office.
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Law levels, see Control
Ratings.

Law skill, 55.

Leases, 21-22.

Legal attache template, 49.

Legal Enforcement Powers
advantage, 55.

Legal office, 22.

Life support carriers, 95-96.

Lighters, 63-64, 75.

Line office, 20-21, 43.

Livestock warehouse, 108; map,
124.

Living quarters, see Housing.

Local relations, 20-21;
campaign seeds, 89.

Local starports, 7, 13-14.

Lodgings, see Hotels.

Logo of SPA, 8.

Low berths, 83, 108; map, 123.

Low-quality motel, 107; map,
122.

Low-tech starports, 69.

I

Maintenance and Repair office,
28.

Maintenance, 27, 28.

Major ports, 10.

Major Races, starports of,
14-16.

Maneuver drives, 81.

Marines, 13, 42; Fyrandil
starport assault, 106-107,
118-119.

Marker beacons, 78.

Medical department, 36;
personnel ratio, 87, sickbay
facilities for, 82.

Megacorporations, 24;
campaigns, 93; starports, 14.

Merchant; skill, 46; templates,
52-53.

Mercy-class 100-ton rescue
vessel, 95.

Meson screens, 82-83.

Military action, 12-13.

Military Liaison office, 24-25,
42.

Minor ports, 9, 10.

Modules for starships and
starports, 103-104.

Mora Imperial Downport, 106;
map, 116-117.

Mora Imperial Highport, 106;
map, 115.

Morgue modules, 104.

Mutual aid agreements, 38-39.

I

Navigational aids, 78.

Navsats, 78.

Navy, bases and depots, 11-13,
66-67; supplies, 39.

NBC Warfare skill, 55.

Neutral worlds, 41.

Nevon’s restaurant, 107; map,
120.

Non-starships, see Shuttles.

Nuclear dampers, 82-83.

I -

Offices, 84; modules, 104.

Oilers, 73.

Opposed worlds, 41, 65.

Orbital berth transfer craft
needs table, 75.

Orbits, 72.

Outcall services, 38-39.

P |
Paradigmatic starports, 56-61.
Park habitat module, 86, 103.
Parts, 80-81.

Passenger Assistance office, 33.

Passenger couches, 83.

Passenger Services department,
31-33; personnel ratio, §7.

Passenger Transport unit, 33.

Patron advantage, 54.

PCs, 48-55.

Permits, 19-20.

Personal weapons, 33.

Personnel, 65-66; allocation,
87; office, 22-23; shortages,
82.

Physical Plant department,
38-39; personnel ratio, §7.

Physical trauma, 37.

Planetary data, 58.

Plaza habitat module, 84, 103.

Plumbing, 81.

Poem, 5.

Popular concerns, see Line
Office.

Port director, 20, 26, 41;
template, 49-50.

Ports Royal, 60.

Ports; income, 65; income
sources table, 65; modifier
table, 58; samples, 105-126;
size, 58-60; see also Local
Starports, Navy, Scouts,
SPA, Spaceports, Starports,
and related topics.

Power unit, 38.

Private, cargo capacity, 63;
starports, 7, 16.

Professional Skill (Hazardous
Materials) skill, 55.

Public Data/Comm, 75.

Public Relations office, 24.

Public spaces, 84-86.

R |

Rank advantage, 48, 54.

Rech starport, 105; map, 110.

Records and Data-Processing
office, 23-24.

Red zones, 42.

Repairs, 79-80.

Reputation dis/advantage,
54-55.

Request calls, 39.

Rescue vessels, 95-97, 99.

Research Station 2197, 88.

Research stations, 15-16.

Restaurants, 107; maps, 120.

Retail sales, 79; see also
Concessions.

Rogue template, 53.

Rooms, see Hotels.

Runways, 26, 81.

S |

Sanctuaries, 75.

Scaffolding, 27, 78.

Scenarios, 90-92.

Scouts, bases, way stations, and
Xboat stations, 11-12, 68;
SPA alliance, 7, 23.

Sealing hulls, 70.

Search and rescue vessel, 99.

Sector offices, 18.

Secure warehouse, 108; map,
125.

Security department, 33-36;
personnel ratio, 87.

Sestina: Midnight Stations, 5.

Shadow shift, 44-45.

Ship Registrar office, 27.

Ship Services department,
27-29; personnel ratio, 87.

Ship services, 9.

Shipbuilding skill, 55.

Shipping containers, 30.

Shipyards, 9, 80-81.

Shop carts, 79-80.

Shuttle berth, 108; map, 126.

Shuttles, 63-64, 66, 75.

Sickbays, 82.

Siigiizun-class 200-ton search
and rescue vessel, 99.

Size of ports, 58-60.

Skills, 55.

Slotshops, 32, 107-108; map,
122.

Small craft, 63-64, 66, 75;
berths, 108, 126.

Small-craft bridge module, 104.

Smuggling, 34-35.

Solomani ports, 15.

SPA, 6-10; authority, 6-7;
board, 17; characters,
48-55; competition with
other ports, 14-15;
departments, 19; Director’s
Discretion, 20; disaster
agency role, 37; emblem, 8;
employment levels, 65-66;
hiring on, 23; history, 6;
hospital usage of starports,
37; housing, 25;
inspectorate, 17-18; invasion
of ports, 12-13; local
relations, 20-21;
organization, 17-39;
planetary relations, 40-47;
port classes, 8-10; port
economics, 9; rank, 48, 54;
sector and subsector offices,
18; Startown and, 45.

Space control center, 105; map,
109; see also Traffic
Control.

Spacedocks, see Berths.

Spaceports, 13-14, 60.

Special Handling unit, 31.

Staff shortages, 82.

Stage modules, 104.

Standards, Imperial, 56-57.

Starport Security officer template,
51.

Starports, campaigns, 88-93;
competition among, 14-15;
components, 70-86, 103-104;
cost, 57; crew template, 53;
design, 56-87; life cycle, 84-
85; major races’ versions,
14-16; megacorporate, 14;
miscellaneous equipment,
102; paradigmatic, 56-61;
samples, 105-126; see also
Local Starports, Navy,
Scouts, SPA, Spaceports,
and related topics.

Starship berth, 108; map, 126.

Starships, components, 103-104;
tons served at port, 63.

Startown, 10, 44-47.

Status advantage, 55.

Stores and Provisioning office,
28.

Stores, 83.

Streetwise skill, 46.

Subports, 60-61; capacities,
61-63.

Subsector offices, 18.

Subsidies, 9.

Subsurface downports, 61.

Supplies, 39, 83.

Surface features, 70-71.

Survey and Siting department,
18.

SWAT teams, 34.

Swimming pool module, 104.

Tables, berths per 100,000 tons
served, 74; cradle/berth
equivalents, 75; estimated
trade volume, 59;
[freestanding starship berths,
76; hull additions, 68;
modules, 104; orbital berth
transfer craft needs, 75; port
income sources, 65; port
modifier, 58.

Tactical teams, 34.

Tankage, 72-73.

Tariffs, 7-8, 10, 20; duty-free
shopping, 83.

Tech levels, see TLs.

Templates, 48-53; crime boss,
53; customs officer, 51;
dockworker, 52; imperial
consul or legate, 50;
inspector general, 52; legal
attache, 49; port director,
49-50; starport crew, 53;
starport Security officer, S1.

Terminal beacons, 78.

Theater modules, 86, 104.

Thin edge starports, 56-57.

TLs, currency and, 62; low-tech
starports, 69; SPA
construction at, 66.

Tools, 79-80.

Tortuga ports, 58-59.

Trade, practices, 7; stations, 43,
68; volume, 58-60.

Traffic, analysis, 11; at ports,
59, 61-63.

Traffic Control, installation,
71; modules, 104; office, 26;
procedures, 76-78; sample
towers, 105; sample tower
maps, 109.

Traffic department, 26-27;
personnel ratio, 87.

Transients, 44-45.

Transport office, 39.

Travellers’ Aid Society, 28, 32.

Trojan hearses, 36.

Trucks, 100-101.

Turrets, 70.
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Unions, 31, 44.

Unmodified world trade number,
58.

Utilities, 82.

Vargr ports, 16.
Vehicle bays, 83.
Vehicular Control office, 27.

W |

Warehousing, 86, 108; maps,
124-125; office, 30.

Warring worlds, 41-42.

Way stations, see Scouts.

Weapons, 70; on Imperial sites,
33.

Work, areas, 84; cradles, 27,
78-79.

World trade number, 58.

X |

Xboat stations, see Scouts.

XT line, 7, 21, 25, 29, 33,
34-35,37,38,41,42,43;
currency conversions, 62;
physical components, 72-73;
physical construction, 69-70;
Startown, 44-45.

Zhodani, Fyrandil starport
assault, 106-107, 118-119;
ports, 16.
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