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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,
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. It also covers the
hobby’s top games — Advanced Dungeons
& Dragons, Traveller, World of
Darkness, Call of Cthulhu, Shadowrun,
and many more — and other Steve Jackson
Games releases like In Nomine, INWO,
Car Wars, Toon, Ogre Miniatures, and
more. Pyramid subscribers also have
access to playtest files online, to see (and
comment on) new books before release.

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
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
gurpsnet.sjgames.com/.

The GURPS Traveller: Ground Forces
web page is at www.sjgames.com/gurps/
traveller/groundforces/.

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, GT
to GURPS Traveller, Second Edition, T:Al
to Traveller: Alien Races 1, T:All to
Traveller: Alien Races 2, T:BC to
Traveller: Behind the Claw, T:FT to
Traveller: Far Trader, T:SM to Traveller:
Star Mercs, and VE to Vehicles, Second
Edition. For a full list of abbreviations, see
p. CI181 or the updated web list at
www.sjgames.com/gurps/abbrevs.html.

Introduction

With the release of Book 4: Mercenary in 1978, Traveller players got their
first good look at the Imperium, and the troops that allowed it to exist. After that
book, details about the Imperium’s forces came in pieces, a magazine article
here, a section of adventure there. Only occasionally did we get hints of the
scope of the Imperial defense establishment.

The author hopes that this book will please both the military fans and those
looking for interesting roleplaying. Now sound the charge and move out!

ABOUT THE AUTHOR

Doug Berry began his interest in science fiction by stealing books from his
brother’s room. A Traveller player and referee since 1977, he also has a life-
long interest in military history. Doug served as an infantryman in the U.S.
Army, where he mastered both the M-21 sniper rifle and the floor buffer.

Doug is living with Hodgkin’s disease, which has given him more time to
game. He and his wife share an apartment in San Francisco with an ever-
increasing number of stuffed animals. His previous work includes At Close
Quarters from BITS.

ABOUT THE LINE EDITOR

Loren Wiseman was one of the founding partners of GDW, Inc., original
publishers of Traveller, and spent more than 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 Traveller line editor and expert-
in-residence.

JOURNAL OF THE TRAVELLERS’ AID SOCIETY

The long-running Traveller magazine is now online at
www.sjgames.com/jtas/, edited by Loren Wiseman. It supports all versions of
Traveller with news, articles, discussion 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 links page (wWww.sjgames.com/gurps/
traveller/links.html) 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.

INTRODUCTION



Enlisted (Rank 0) troops are the bottom of the pecking order. These are the
privates and Marines who do the actual heavy work. Enlisted personnel spend
their time either following orders or trying to dodge their leaders. Rank O troops
have very little personal freedom of action. The service controls their every move.

Non-commissioned officers (NCO) (Ranks 1-2) are the sergeants. They have
the legal authority to give orders to any troops placed under their control. In
combat units, the NCOs are the ones who will do the majority of the leading in
combat. Sergeants run the military; generals may order, captains may shout, but
it takes the NCOs to actually get everything moving. Rank 1 troops have a little
more freedom of action, while Rank 2 sergeants are actually quite powerful.

Commissioned officers (Ranks 3-8) are the commanders and leaders. They
hold a commission from the Emperor, a duke, or a planetary leader allowing
them to issue orders and lead forces. Some joke that Imperial officers are “peo-
ple who needed a message from the Emperor to get a job.” There is of course a
great deal of difference between a Rank 3 2nd lieutenant and a Rank 8 general.
As he rises in the ranks, the soldier’s power increases, but so does his account-
ability. That lieutenant only has to answer to his company commander, whereas
the general has to answer to the commanders of the Army and local nobility.

The Imperial Army and Marines use slightly different ranks:

IMPERIAL ARVY RS

Level Rank GURPS Rank  Level Rank GURPS Rank
El Private 0 Ol 2nd Lieutenant 3
E2 Private 1st Class 0 02 st Lieutenant 3
E3 Lance Corporal 0 03 Captain 4
E4 Corporal 0 04  Major 4
E5 Sergeant 1 05 Lt. Colonel 5
E6 Staff Sergeant 1 06 Colonel 6
E7 Leading Sergeant 2 O7 Brigadier 7
E8 First Sergeant 2 08 Major General 7
E9 Sergeant Major 2 09 Lt General 8

010 General 8

IMPERIAL MARINES [P 5

Level Rank GURPS Rank  Level Rank GURPS Rank
El Recruit 0 O1 Force Ensign 3
E2 Marine 0 O2 Force Lieutenant 3
E3 Marine Ist Class 0 O3  Force Captain 4
E4 Corporal 0 04  Force Commander 4
E5 Sergeant 1 05 Lt. Colonel 5
E6 Gunnery Sergeant 1 06 Colonel 6
E7 Section Sergeant 2 O7 Brigadier 7
E8 Ship Sergeant 2 08 Marshal* 7

E9 Fleet Sergeant 2

* The Marines have no equivalents to the Army’s two highest ranks, and
currently do not use the rank of marshal; see p. 47.

The “Level” entry is based on current U.S. usage. It is used in this book only
to clarify the relationships among different Army and Marine ranks. The
Imperium does not actually use this terminology!

Rank costs 5/level. The rank of the troopers must be appropriate to the cam-
paign theme. While playing a dashing Marine brigadier might be fun, it will be a
little out of place if the game is about a single squad. In the Third Imperium,
those with Military Rank (p. B22) receive a free level of Status for every three
levels of Rank purchased, rounded to the nearest Status.

CHARACTERS

Character Clichés

ver the years, military fiction has
developed a dependable set of char-

acter types. At least a few of these
clichéd stereotypes seem to show up in
every film or book. And the fact is these
types exist in the real armed forces.

The Opie

Opies are guys from rural areas, low
population planets, or backward areas.
They enter the service wide-eyed and
innocent, and can get badly shocked by
what they see. Conversely, Opies are
sometimes the best equipped to handle the
rigors of military service, having grown
up under tough circumstances.

When creating an Opie, disadvantages
like Easy to Read (p. CI89), Gullibility
(p. B33), Oblivious (p. CI92), Shyness
(p. B37), and Truthfulness (p. B37) help
set the persona of a fairly unsophisticated
farm kid.

On the other hand, Opies will probably
be very true to their friends, and bring
with them some very useful field skills.
Advantages such as Common Sense
(p- B20), Luck (p. B21), and occasionally
Unfazeable (p. CI31) are characteristic.

The best example of an Opie in popu-
lar culture is the title character of the
Gomer Pyle, U.S.M.C. TV series.

The Get-Over Artist

The get-over artist is the trooper who
will always find the way of doing the task
at hand with the least possible amount of
effort. This soldier is not shirking the
work, but just fails to see why it should
not be as easy as possible. Get-over artists
often cannot see the necessity of certain
tasks, much to their sergeant’s frustration.

The prime characteristic for a get-over
artist should be Laziness (p. B34). Get-
over artists might want to consider some
points in Fast-Talk (p. B63) and a few lev-
els in Charisma (p. B19) to charm their
leaders into giving them the easy jobs.

The Casanova

This type believes the service exists to
provide him or her with opportunities for
romance. Casanovas will probably be able
to locate companionship on PR 1 worlds.

Casanovas should take Sex Appeal
(p. B64) and Charisma (p. B19). A few
points to raise the trooper’s Appearance
(p. B15) and Fashion Sense (p. CI24)
round out a real lady-Kkiller.

The ultimate military Casanova in
modern fiction was Capt. James T. Kirk of
Star Trek fame.

Continued on next page . . .



You Are Not Cleared
to Read This Sidebar!

rmies depend upon absolute security
to survive. The loss of critical infor-

mation to hostile forces can spell
disaster, or even total defeat.

The Imperial services use classifica-
tions to indicate the sensitivity of particu-
lar documents or facilities. Personnel are
given clearances based on what their
assignments require them to have access
to on a daily basis.

‘Need to Know”

All classified information is handled
with the stipulation that only people with
the need to have access to that information
can have access to that information.

Obviously, some things that are given
low-level classifications will be known by
so many people as to make the exercise
moot. For example, the effective range of
a commonly issued weapons system might
be considered sensitive information, but
every private knows it by heart.

Confidential

The lowest level of classified material,
Confidential materials are those that won’t
cause extreme difficulty to the service if
revealed. Almost everything produced in a
military office is likely to be stamped
Confidential as a matter of habit.

Confidential materials might be as
mundane as a report on the repairs of the
sewer system of a base. Since there is
some reason to keep the information away
from the public (the sewers could be used
to infiltrate the base), but it also needs to
be used by large numbers of people, the
reports are merely Confidential.

Sensitive

Sensitive materials could, in the wrong
hands, cause the Army or Marines some
difficulty. The military pays a great deal
more attention to the security of Sensitive
materials than it does to Confidential.
Personnel files kept at the unit level are an
example of the types of material consid-
ered Sensitive.

Handling Sensitive materials requires
that the person have a genuine need to
know. For things like personnel files, this
permission is automatic for clerks and the
like. For some other areas, it might be
more difficult. An old security trick is to
hide a Most Secret file in plain sight by
labeling it Sensitive and keeping the need-
to-know list to a few “in” people.

Continued on next page . . .

A far more typical Type 2 mission is any of the raids made by the Marine
Force against Vargr corsairs along the coreward edge of the Imperium. Rarely
more than a few ships and a company of Marines are used in these missions,
which disrupt the corsairs’ bases of operation.

Type 3: Local Defense

Local-defense missions involve defending an area from an invading force.
While the popular view of this mission is the brigade or division digging in
alongside the local defense troops, the mission can extend far beyond the surface
of one planet. The mission for the entire Unified Army of Jewell was local
defense from the moment the last Frontier War started until the cease fire was
announced.

Local defense is what the Army excels at, and throughout the history of the
Imperium, invaders have learned that challenging the Imperial Army on its
home turf is an expensive proposition.

Type 4: Police Action

Police action is a generic term for
combat operations without a formal decla-
ration of war, usually those fought inside
the Imperium. Many interventions take the
form of police actions. The Army is far
more likely to be assigned to a police
action, as the Marines are not properly
equipped or trained for the long-term
nature of these conflicts. The Marine
Force’s tendency to shoot first and not to
even bother with the questions is a definite
liability when involved in a police action.

These missions can prove to be very
frustrating. In some cases the local gov-
ernment or population will, out of sym-
pathy for the opposing force, prove to be
a hindrance to the success of the mission.
Moreover, the arrival of Imperial troops
might be seen as nothing more than an
invasion, with predictable results.

Type 5: Counter-Insurgency

Counter-insurgencies are an attempt
to remove a hostile force from occupied
territory. The classic insurgency is a
guerrilla war with the troops suppressing
the enemy while striving to eliminate the
enemy leadership. Inside the Imperium, this usually means either rival nations
on balkanized planets or forces in rebellion against either the planetary or
Imperial government. Prior to the Fifth Frontier War, an entire field army was
involved in a counter-insurgency on Efate/Regina against Ine Givar-backed
rebels.

Type 6: Internal Security

Also called “baby-sitting.” These missions put Imperial forces into a disput-
ed area to maintain the peace or enforce treaties. This is usually accomplished
by physically separating hostile powers along some boundary. Another method

OPERATIONS



TYrPE 438-B ReEppbing AssAuLT BATTLEDRESS (TL12)

The standard armor of the Imperial Marines, assault-grade
battledress is illegal to own under any circumstances (LC 0).

Although the battledress can fly at up to 290 mph, doctrine
discourages this in combat, since a flying target is an easy kill.
Instead, the flight capabilities are used to clear obstacles or to
make quick “skips” over open areas.

The pilot uses Battlesuit skill. The suit has quick access to his
crew station, computerized controls, six hours of life support,
and NBC protection.

Surface features include sealed, radical stealth, radical emis-
sions cloaking, basic sound suppression, and instant
chameleon. The suit can easily withstand 216 standard atmos-
pheres of pressure, and up to 1,000 standard atmospheres with
increasing risk of suit failure.

The Marine usually carries a fusion rifle (p. 102) and a battle
pod on his back hardpoint. The pod has PD4, DR300 and all
the surface features of the Redding armor. It usually holds 2 rE
cells (for the rifle) with room for 0.6 cf or 30 Ibs. of additional
gear. Doctrine has a Marine in each squad exchange a 155-kW
NPU for the rE cells. (He usually carries a LEMB-20 Gauss
rifle; see p. 102.) The NPU can then be used for field recharges.
The battle pod weighs 110 Ibs. (140 Ibs. loaded) and costs
KCr18.5 or KCr34.5 with the NPU. It has a volume of 1 cf.

Subassemblies: Body, top limited-rotation Turret, two Arms,
two Legs. Standard Human size modifiers.

P&P: 150-kWh rE cell w/ 1.6-kW TL12 drivetrain [Legs],
2x250-1b. vector reactionless thruster [Legs], 6,000 Ibs.
contragravity.

Fuel/End: 75 hours of normal operation or 5 hours of flight.

Occupancy: CCS. Cargo: O cf.

Armor F RL B T u
Body:  4/400L 4/400L 4/400L 4/400L 4/400 L
All else:  4/300L  4/300L 4/300L 4/300L
Thermal-superconducting: all faces +250 DR vs. energy weapons.

Equipment

Body: Small hardened Complexity 6 computer, 200-1b. hard-
point (on back). Tur: Medium tightbeam radio w/scrambler,
short range lasercomm, 15-mile Scan 18 PESA, 3x1-mile Scan
11 PESA (cover 120° arcs right/back, left/back, top), 5-mile
Scan 15 AESA, 10-mile Scan 17 radscanner, surveillance
sound detector-10, HUDWAC w/pupil scanner. Arms: 2 x
ST 80 arm motors.

Statistics
Size: 7'1” tall.
Volume: 5.76 cf.

Payload: 380 1bs.
Maint.: 49 hours.

Lwt.: 987 1bs.
Price: KCr166.

HT: 12/84.

HP: 72 [Body] 30[Tur] 30[each Arm] 36 [each Leg].
gSpeed: 16 gAccel: 8  gDecel: 20 gMR: 3 gSR: 2
Low GP. Off-road speed: 13.

aSpeed: 290  aAccel: 10 aDecel: 24  aMR: 6 aSR: 2

Stall speed 0. Space performance: 0.5 Gs.

Design Notes

The suit features an extra-heavy, expensive structure and
improved suspension. Volumes/areas are torso 2.8 cf/34 sf, head
0.76 cf/5 sf, arms 0.26 cf/2.5 sf each, and legs 0.84 cf/6 sf each.
The body includes 0.044 cf of waste space. Armor is expensive.
Typical flight drag is 43. Body ST (per GURPS Robots) is 80.

Note that if payload is 310 lbs. or less (including pilot and
battle pod), GP becomes very low with full off-road speed.
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Academies, 56.

Advanced avionics, 110, 114.

Advantages, 50.

Aehr assault gun, 94.

AESAs, 110, 112, 113, 127.

Airlocks, 111, 114.

Allies advantage, 53-54.

Ammunition, 69.

Angle of fire, 115.

Armor, 120, 122, also see Battledress.

Armored cavalry regiment, 43-45.

Army, 17-33; Base Management
Command, 31; branch colors, 25;
brigade command detachment, 28-
29; building a, 77-82; character tem-
plates, 57-61; corps, 31; divisions,
30; drop infantry regiment, 30;, field
armies, 31; grav tank brigade, 30;
grav tank squadron, 21-23; history of,
6-14; Imperial Command, 17; inde-
pendent brigade, 29-30; Inspector
General’s Office, 32, 50; Intelligence,
32; lift artillery battalion, 23-24; lift
infantry battalion, 20-21; lift infantry
brigade, 29; Marine and Navy rela-
tions, 44; need for, 5-6; non-Humans
in, 6; organization, 18-33; rapid
interface battalion, 24-25; Sector
Command, 17-18; support battalion,
25-28; Sylean Rangers, 32-33;
tactics, 74-75; Transportation and
Material Corps, 32; Unified Army
Command, 18; uniforms, 24; see also
Military for general topics .

Artillery character template, 58.

Aslan, 9, 72, 94.

Astrin APC, 88.

Awards, 52-53.
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Bagpipes, 35.

Bar module, 95.

Barracks life, 21.

Basic avionics, 111, 114.

Battalion Equivalents Table, 77.

Battalions, 77-82; see also Army and
Marines.

Battle staff system, 19-20.

Battledress, 25, 33, 36-38, 48, 56, 85-
87; Colom light, 86; Rearden medi-
um, 86; Redding assault, 85.

Battlefield scale, 112; Speed/Range
Table, 113.

Battles, 71-73.

Beachmasters, 77.

Beret, Marine, 34.

Bergstrom grav tank, 21; statistics, 88.

Body design for vehicles, 108.

Bookworms, 53-54.

Branch colors, 25.

Brig module, 95.

Brigade command detachment, 28-29.

Building an army, 77-82.

Bunkroom module, 95.
Businessman character type, 52.

Caen-class dropship, 97-101.

Campaign points, 50.

Cargo, 111, 114.

Casanovas, 51-52.

Cavalry character template, 58.

Chain of command, 9.

Character templates, 57-62; Army, 57-
61; artillery, 58; cavalry, 58; infantry,
57; line Marine, 61; Marine
Commando, 62; speeder pilot, 60;
speeder weapons/sensors officer, 60;
support personnel, 58-59; Sylean
Ranger, 61.

Charts, see Tables.

Civil War, 10, 26.

Classification system, 64-66.

Cliché characters, 51-54.

Close Orbit and Aerospace Command,
16.

Code of Honor disadvantage, 54.

Colonial troops, 16.

Combat Command Ribbon, 53.

Combat Paralysis (Battledress) disad-
vantage, 56.

Combat Service Ribbon, 53.

Combat, 71-73; modifiers, 112, 113,
114-115, 119-121.

Command sections, 18-20.

Communications character template,
58-59.

Component modules, 110-115.

Computers, 104, 110, 119.

Conference room module, 95.

Confidential material, 64.

Contacts advantage, 53-54.

Cook character template, 58-59.

Corps, 31.

Counter-insurgency missions, 64.

Courts, military, 68-69.

Crashwebs, 110.

Cratermaker missile tank, 92.

Crew modules, 111, 114.

Crews, 109.

Cutlass, 34-35.
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Deck plans, 98-101.

Decorations, 52-53.

Design system for vehicles, 107-127.
Diagnosis tables, 111, 114.
Disadvantages, 54-56.

Discharger packs, 111, 114.
Divisions, 30.

Drone missile bays, 111, 114.

Drop infantry regiment, 30.

Ducted fans, 111, 114.

Duty disadvantage, 54.

Enemy disadvantage, 53-54.
Engineers, 26, 40, 50; character tem-
plate, 58-59.

Equipment, 83-106; artillery, 24; jump
infantry, 25; lift infantry, 21; Marine,
48; personal issue, 103-106;
starships, 95-101 ; tanker, 23; vehi-
cles, 84, 87-95; weapons, 102-103.

ESU modules, 111, 114.

Explosives, 106.

Exposed crew modules, 111, 114, 115.

Exposed passenger modules, 111, 114,
115.

External cradle module, 95, 111, 114.

Extra life support modules, 11, 114.

Extra-heavy CG, 111, 114.
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Fanaticism disadvantage, 54.

Fatigue, 73.

Field armies, 31.

Field hospitals, 26-27, 40, as campaign
basis, 50.

Fifth Frontier War, 7, 13-14.

Fire direction center, 109; module, 112,
114.

Firearms, 102-103.

First Frontier War, 9-10.

%’MG 100

First Imperium, 6-8.

Fit advantage, 50.
Flag-wavers, 52.

Food, 69, 104.

Fourth Frontier War, 13.
Fragrant Flower tank, 93-94.
Frame options, 108, 109.
Frontier Wars, 7, 9-14, 26.
Fuel, 69.

Fusion guns, see Weapons.
Fusion modules, 112, 114.

Garrison duties, 65.

Gauss guns, see Weapons.

Gender, 7.

Get-over artist, 51.

Ghost cans, 13.

Gikhikese award, 53.

GPS, 110.

Grades, service, 50-51, 57.

Grav tank brigade, 30.

Grav tank squadron, 21-23.

Grav vehicle modular design, 107-127.
Gunnery, 112, 113, 114-115, 119-121.




Guns, see Weapons.
Gym module, 95.
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Hall module, 95.

Hands of God, 54.

haut-Kemp, Jason, Baron Casttie, 43,
131.

Heavy CG modules, 112, 114.

Heavy energy banks, 112, 114.

Heavy recovery sled, 91.

History of warfare, 6-14.

Hivers, 71, 93.

Hospitals, see Field hospitals.

Howitzers, see Weapons.
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IFF, 110.

Imperial Command, 17.

Imperium, methods of warfare, 73-74;
Standard Catalog Number, 83; wars
of,7,8-14.

Improved avionics, 113, 115.

Independent brigade, 29-30.

Indirect fire, 114-115.

Ine Givar, 72.

Inertial navigation, 110.

Infantry character template, 57.

Inspector General’s Office, 32, 50.

Intelligence character template, 58-59.

Intelligence, Army, 32.

Intensive training, 55.

Internal security missions, 64-65.

Internal threats, 72.

Interstellar Wars, 7-8, 25.

Intrepid grav tank, 21-23, 42, 44, 74;
statistics, 87.

Invasion: Earth, 8.

Invasion missions, 63, 75-77.

Invasion of Terra, 12-13.

Jammers, 112, 114.
Julian War, 9.
Justice, military, 68-69.

Keith-class transport, 96.
K’kree, 71, 93.

Key to vehicle statistics, 84.
Kushkikkan APC, 89.

Large AESA, 112, 115.

Large PESA, 113, 115.

Laser comms, 111.

Lasers, see Weapons.

Levies, 82.

Life support, 67, 69, 110, 111; extra
modules, 111, 114.

Lift infantry battalion, 20-21.

Lift infantry brigade, 29.

Light CG module, 113, 115.

Light energy bank, 113, 115.

Line Marine character template, 61.

Line regiment, 38-43.

Local defense missions, 64.

Logistics, 27, 67-70, 83; character tem-
plate, 58-59.

Long Night, 8, 25-26.

Lucky character types, 53.

Maintenance, 27.

Marines, 34-48; armored cavalry regi-
ment, 43-45; Army and Navy rela-
tions, 44; bagpipes, 35; beret, 34;
character templates, 61-62; cutlass,
34-35; duties, 36-37; line regiment,
38-43; nobility and, 43; officer

training, 37; piracy and, 72; recruit-
ment, 34-35; snipers, 40; standards,
34; tactics, 75; traditions, 34,
training, 34-36, 55; transportation,
67-68; uniforms, 39; see also Military
for general topics .

Massdrivers, see Weapons.

MCG medal, 52.

MCUF award, 52.

Mechanic character template, 58-59.

Medals, 52-53.

Medic character template, 58-59.

Medium CG module, 113, 115.

Mercenaries, 6.

Meritorious Conduct Under Fire award,
52.

Meson comm, 111.

Meson guns, see Terrapin meson sled
and Weapons.

Military, chain of command, 9-10;
character templates, 57-62; courtesy,
10; courts, 68-69; decorations, 52-53;
doctor character template, 58-59;
gender, 8; justice, 68-69; oath of
enlistment, 16; orders, 9; pay, 20,
personal conduct, 11; police, 27-28,
police character template, 58-59;
procurements, 83; rank, 50-51, 57,
saluting, 10; schools, 56, 57; slang,
11-15; terminology for soldiers, 16.

Militia, 79-82.

Missiles, see Weapons.

Mission codes, 63-67.

Mission priorities, 67.

Modules; starship, 95-96; vehicle com-
ponent, 110-115.

Morgue module, 95.

Most secret material, 65.

MRLs, see Weapons.
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Nakerkh-class lander, 97.

Nautical Force Command, 16.
Navy, 34.

NCOs, 49, 50-51.

“Need to Know,” 64.

Nexus warfare, 73-74.

Nobility and Marines, 43.
Non-Humans in military, 6.

NPU modules, 113, 115.

Nuclear dampers, 29, 109, 113, 115.
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Oath of Enlistment, 16.

Old Sarges, 53.

Open cargo modules, 113, 115.

Opies, 51.

Opposing forces, 70-72.

Orbital bombardment, 76.

Orders, 9.

Pacification Campaigns, 8-9, 26.
Panimmunity advantage, 50.
Party animals, 54.

Passenger modules, 113, 115.
Pathfinders, 76.

Patron advantage, 53-54.

Pay and benefits, 20.

Personal conduct, 11.

PESAs, 110, 113.

Phase training, 36-37, 55.
Planetary Defense Forces, 14-16, 77-82.
Plasma guns, see Weapons.
Point totals, 50.

Police actions, 64.

Psionic Suppressions, 11.

Purple Heart (Gikhikese), 53.

Quick learning under pressure, 55.
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Radar, 111.

Radar/laser detectors, 111.

Radios, 111.

Raid missions, 63-64.

Ranks, 50-51, 57.

Rapid interface battalion, 24-25.

Reconnaissance, 29, 33, 75-76.

Recruitment of Marines, 34-35.

Regiments, 18; associations, 23; lin-
eage, 18; mess, 22; uniforms, 24.

Relations among services, 44.

Required modules, 110, 114.

Reserves, 79-82.

Rocket launchers, see Weapons.

Rule of Man, 8, 25.

Rusto engineering sled, 91.
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Safety modules, 113, 115.

Saluting, 10.

Schools, 56, 57.

Scouts, 29, 33, 75-76.

Scroungers, 52-53.

Second Frontier War, 10-11.

Secrets, 64-66.

Sector Command, 17-18.

SEH medal, 52-53.

Sensitive material, 64.

Serendipity tank, 93.

Sergeants, 49, 50-51.

Service academies, 56.

Service grades, 50-51, 57.

Shipping, see Transportation.

Shooting range module, 95.

Slang, 11-15.

Small AESA, 113, 115.

Small PESA, 113, 115.

Solomani, 71-72; Rim War, 12-13, 26.

Space superiority, 76.

Spare parts, 69.

Speeder pilot character template, 60.

Speeder weapons/sensors officer char-
acter template, 60.

Spinward Marches, 9-14, 26, 74-78.

Staff sections, 18-19.

Stage module, 95.

Stalingrad tank, 94-95.

Starburst for Extreme Heroism medal,
52-53.

Starships, 95-101; Caen-class dropship,
97-101; Keith-class transport, 96;
Nakerkh-class lander, 97; modules,
95-96.

Stretcher modules, 113, 115.

Subsector armies, 82.

Sunburst missile sled, 23-24; statistics,
90.

Sundries, 69.

Supply, 27, 67-70, 83.

Support battalion, 25-28.

Support personnel character templates,
58-59.

Sylean Rangers, 32-33; character tem-
plate, 61.

Tables, Army ranks, 51; Battalion
Equivalents, 77; Battlefield Scale
Speed/Range, 113; Launcher, 125;
Marine ranks, 51; Modules
(starship), 95; ranks, 51; Rocket and
Missile Statistics, 125; TL Exchange,
80; Turning Radius, 126; Vehicle
Body, 108; Vehicle Module, 114-115;

Vehicle Turret, 109; Vehicular
Armaments, 124; Weapon, 103;
Weapon Modules, 118-119.

Tactical command center module, 96.

Tactics, 74-75.

Teamster g-carrier, 91.

Tech levels, 79-82, 107.

Terminology for soldiers, 16.

Terra, 12-13.

Terrain-following radar, 111.

Terrapin meson sled, 24, 42-43; statis-
tics, 89.

Theater module, 96.

Third Frontier War, 11.

Thresher speeder, 30; statistics, 90.

Thrusters, 114, 115.

TL Exchange table, 80.

Traditions of Marines, 34-36.

Training, 55, 62; Marine, 34-36, 55;
missions, 65.

Transponders, 111.

Transportation, 67-68, 70.

Troops, 16.

Turrets, 109, 120.
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Unified Armies of the Imperium, see
Army.

Unified Army Command, 18.

Uniforms, Army, 24; Marines, 39; regi-
mental, 24.

Vargr, 9, 11, 70-71, 92.

Vehicles, Aehr assault gun, 94; armor,
120, 122; Astrin APC, 88; Bergstrom
tank, 88; Body Table, 108; compo-
nent modules, 110-115; Cratermaker
missile tank, 92; crews, 109; defen-
sive features, 122; design system,
107-127; features, 119, 121;
Fragrant Flower tank, 93-94; game
play, 126-127; heavy recovery sled,
91, Intrepid tank, 87; key, 84, 87-95;
Kushkikkan APC, 89; Module Table,
114-115; modules, 110-115; perfor-
mance, 123; Rusto engineering sled,
91; Serendipity tank, 93; Stalingrad
tank, 94-95; statistics, 122-123;
stealth options, 121-122; Sunburst
missile sled, 90; Teamster g-carrier,
91; Terrapin meson sled, 89;
Thresher speeder, 90; Turret Table,
109; turrets, 109, 120; weapons, 116-
119, 124-125; Zhdiakiz tank, 92.

Vilani, 6-8.

VRFGGs, see Weapons.
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Wages, 20.

Warheads, 116-117.

Wars of the Imperium, 7, 8-14.

Water, 69.

Weapons, accessories, 105; explosives,
106; Launcher Table, 125; personal,
102-103; Rocket and Missile
Statistics table, 125; table, 103;
Vehicular Armaments Table, 124.

Winches, 114, 115.

Workshops, 114, 115.

World modifiers, 65-67.

Wound Award, 53.
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Zhdiakiz tank, 92.
Zhodani, 9-14, 70, 92, 107

1449

INDE X



