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!rcenafy Striker 
Operating on a moderate-to-low tech level world [prbably TL 5-71, this trooper 

is serving as an artillery forward observer. t h e  tech level 8 laser carbine (page 431 
is used as a range finder and target designator, as well as a personal weapon in an 
emergency. A ballistic cloth flak jacket (page 41 1 is wwn over the combat uniform, 
and the helmet has been mod~f led to include a personal comrno link and night 
vision enhancement gear (page 431. The carbine's small power pack is worn high 
over the shoulder blades and a I~ght  assault pack (not visible) is hung below 1rm 

Because of  his role as forward observer, the large pockets af his fatigues and flak 
jacket arc probably filled with a variety of cofored smoke grenades (page 4 11 for 
signalling purposes. 



Introduction 
One area of personal endeavor for travellers is in the profession of mercenary. 

This volume is concerned with the requirements and restrictions of such work. 

GENERALBACKGROUND 

In many respects. the expansion of man into one frontier after another, and i t s  
resulting effects on his social and governmental institutions, can be seen as an alter- 
nating series cd instability and stability in the relative efficiency of transportation 
and communication. A society will expand into a new frontier as its transportation 
technology allows Ft to do so. and its expansion is generally limited onty by the 
sophistication of its transport system. However, if communicatian technology has 
not kept up with transportation technology, stresses develop between the mother 
countrylcapital and the provinces. These stresses are resolved either by a 
technological advance in communication (the telegraph. for example, ended the 
possibility of secession by the western territories from the United States), by a 
severance of ties between the new territory and the home government (the gradual 
process of colonial independence in the western hemisphere in the 18th and 19th 
centuries), or the arrival of a new home government generally involving a much 
higher degree of local autonomy than had previously existed (the Persian system of 
Satrapies). 

Traveller assumes a remote centralized government (refemed to in this volume as 
the t mperium), possessed of grem industrial and teehnalogieal might, but unable, 
due to the sheer distances and travel times involved, to exert total control at all 
levels everywhere within its sf ar-spanning realm. On the frontiers, extenr ive home 
rule provisions allow planetary populations to choose their own forms of gevern- 
rnent, raise and maintain armed forces for local security, pass and enforce laws 
governing local conduct, and regulate (within limits) commerce, Defense of the 
frontier is mostly provided by local indigenous forces, stiffened by scattered 
Imperial naval bases manned b y  small but extremely sophisticated forces. Con- 
flicting loml interests often settle thier differences by force of arms, with Imperial 
forces looking quietly the other way, unable to effectively intervene as a police 
force in any but the most wide-spread of conflicts without jeopardizing thier 
primary mission of the defense of the realm. Only when local conflicts threaten 
either the security or the economy of the area do Imperial forces take an active 
hand, and then it i s  with speed and overwhelming force. 

The combat environment af the frontier, then is one of small, short, limited 
wars. Both sides must carefully balance the considerations of how much force i s  
required to win a conflict with how much Force i s  likely to trigger Imperial inter- 
vention. At the same time. both belligerents will generally be working with 
relatively small populations, with only a negligible number of combat experienced 
veterans. In this environment, the professional soldier will find constant em- 
ployment. Small, poor states faced with Invasion or encroachment will hire 
professional soldiers as cadres to drill and lead their citizen militias. Larger states 
will k able to afford to hire and equip complete mercenary contingents as strikers, 



or spearhead troops. Small commando units will be in demand as industrial 
spionage is waged between mega-corporations virtually nations unto themselves. 
In addition, the hired soldier will always be in demand as security or bodyguard 
troops, as force remains the only true protection against force. The Golden Age of 
the Mercenary will have arrived. 

REQUIRED MATERIAL 
Much of Mercenary refers to rules and items of equipment found in Traveller. In 

addition to this book, the prtxeding books of Traveller (Books 1, 2. and 3) are 
required, as are two SIX-sided dice. paper, and pencil. 

Additionally, players may find hexagonal paper useful (either mini-hex paper, or 
full sized hex grids) for mapping battlefields, planets, and other uses. Miniature 
figures may be used as a more detailed means of resolving small unit actiom. 

PIE ROLLING CONVENTIONS 

The same die rolling conventions used in previous volumes of Traellw are in 
force in Mercenary. To briefly recapitualate: 

Throw: That dice roll required to achieve a stated effect. If only a number is 
stated, it must be rolled exactly. A number followed by a plus (such as 8+) 
indicates that that number or greater must be rolled. Similarly, a number followed 
by a minus (such as 3-1 indicates that that number or less must be rolled. 

Number of Dice: Generally, a dice throw uses two dice. Throws requiring mom 
lor fewer) dice are dearly stated. For example, a weapon which causes damage 
points equal to the result of the toss of four dice would be expressed as: -4D. 

Die Modifiers: Die roll modifiers (abbreviated DM 1 are always preceded by either 
a plus or a minus. f hus, the notation DM +3 indicates that three i s  added to the die 
roll before i t  is compared to the required throw. 



The Regular Army-0 - 
"Oh the drums would roll. upon my soul 
This is the style we'd go. 
Forty miles a day on beans and hay 
In the Regular Army -0." 

- Traditional 

The stock in trade of the mercenary is experiena, and the regular army i s  the 
best source of experience available. While Traveller Book 1 provides a character 
generation system suitable for generating general adventurer characters, it inten- 
tionall y neglects many of the special ired skills needed by professionals such as 
mercenaries. Consequently, the following more detailed character generation 
system is provided. 

BACKGROUND 
The arm& forces of major worlds in Traveller are divided into three major 

branches: The Navy, Marines, and Army. Mercenaries will generally be from either 
the Marines or Army. The Army is divided into three major force commands: 
Close Orbit and Airspace Control Command, 'Nautical Force Command (the wet 
navy) and Ground Force Command. Only the last of these three will be considered 
in this book. 

ACQUIRING SKI LCS AND EXPERTISE . 
Many of the procedures used in Book 1 are retained in Mercenary. However, 

once a character has entered either the Army or Marines, and wishes to become a 
mercenary, an altered service generating procedure is followed, 

Terms of Service: Upon enlistment, a character embarks on a term of service 
lasting four years. This adds four years to the character's age. Each time a character 
reenlists, it i s  for an additional four year term of senrice. 

Each term of service is subdivided into four one year assignments-Charmers will 
determine their new assignment each year and  resolve all pertinent actions pertain- 
ing to it. At the canclusion of four assignments, a character has completed a term, 
and may attempt to reenlist. 

C b i a  of Ann: Upon entering the service, a player may & o m  one of several 
arms. The A m y  consists of Infanny, Caval y, Artillery, and Support. The Marines 
consist of Marine Infantry and Support. Players entering the servim may net 
initially choose the Commando arm. 

Basic Training: Basic training consists of a level 1 Gun Combat skill. 
Advanced f raining: The player rolls one skill from the column of the Military 

Occupational Specialty (MOSI Table corresponding to his chosen arm of service. 
Roll one die to determine the skill received. If the referee determines that the world 
on which the player is a member of the armed forces i s  a Tech Level 12 or higher, 
add one to the die roll. 

Assignmnts: Following basic and advanced training, the player will determine 
his first assignment. Each term, a player will carry out four assignments. Basic and 



advanced training constitute the first assignment of the first term, Resolution 
of assignments is carried out i n  three steps: determine general assignment, deter- 
mine speeifie assignment, determine outcome of  the assignment. 

1. General Assignment: 'Locate the column of the General Assignment table cor- 
responding to the player's arm of service. Roll a six-sided die to  determine which 
general assignment is received. If the player has an intelligence of 8 or higher, he 
may (but need not) add one t o  the die roll. All officers may '"buck for command" 
by subtracting one from the die rd1.  

I f  a result of either Command or Staff is received, the player has been assigned 
t o  an active duty unit. The terms Command or Staff have no other effects on  
enlisted men or noncommissioned officers, They wiH affect what skills an officer 
receives, i f  any. I f  a result of Special is received, the character is placed on one of  
several special assignments (see below). 

2. Specific Assignments: Special assignments are handled in a separate section 
below. Un i t  assignments wil l  consist of performing one of several missions. These 
consist o f  Raid, Counter Insurgency, Police Action, Garrison, Internal Security, and 
Ships Troops (Marines only). Roll two dice t o  determine a player's unit assignment. 

3. Results: Faur results must be rolled for in a unit assignment: Survival, Dec- 
oration, Promotion, and Skills. 

Surviual: Most aetivit ~ e s  involve some danger, and even accidents in training 
occasionally cause fatalities or injuries. To  survive a unit assignment, a player must 
roll the indicated number or higher on two dice. I f  the indicated number itself is 
rolled, the player has been injured or wounded. Injuries and wwuds have no effect 
except in the three assignments marked with an asterisk (Police Action, Counter 
Insurgency, and Raid). Each of these actions is officially classified as a combat 
action, and sustaining a wound or injury in such an assignment causes the player to 
b awarded the Purple Heart. 

Dewrations: If the player rolls the indicated number or higher, he is awarded 
the citation for Meritorious Conduct Under Fire (MCUF). t f  the player rolls a 
number at least three higher than the indicated number, he receives the medal for 
Consp#cuous Gallantry (MCGI. I f  a player rolls a number at least six higher than the 
indicated number, he recieves the Starburst for Extreme Heroism (SEH). 

Promotion: Players are promoted by rolling the indicated number or greater on 
two dice. Where a number i s  listed in parentheses, commissioned officers may net 
rol l  for promotion. In  any event, a eammissioned officer may only receive one 
promotion per term. Enlisted and non-commissioned personnel may receive promo- 
tions as often as once per assignment. 

Skills: I f  a player rolls the indicated number or greater, one skill may be rolled 
for. Enlisted men may roll for  one skill either on  the Army Life or the MOS table. 
N~n~eornmissioned officers may rol l  for a skill on either the Army Life table, the 
MOS table, or the NCO Skills table. Officers holding a command assignment may 
roll on  the Army Life table, MOS table, or Command table. Officers holding a staff 
assignment may ro l l  on the Army Life, MOS or Staff tables. 

In the case of a character i n  the marines, substitute the Marine Life table for the 
Army Life table. Marines serving as shipas troops may instead rol l  on the Shipboard 
Skills table. Whenever a marine rolls a blade skill, it must be taken as Cutlass unless 
the character successfully makes a savrng throw against marine tradition. Throw 9*, 
DM - 3 if already cutlass-1 : DM -6 i f  already cutlass-2 or higher. 



SPECIAL ASSIGNMENTS 

Enlistad men and non-commissioned officers have one set of possible special 
assignments, while commissioned officers have another. Determine which assign. 
ment a player receives by rolling once on the appropriate Special Assignment table. 
The means of resolving specid assignments are listed below. 

For Enlisted Men and lWon+Commr;Eimed Officers: 
1. Cross-f raining: The player rolls once on the MOS table o f  any other service 

arm than his own. He further notes that he has been cross-trained En that arm. 
Neither army nor marine personnel may cross-train as commandoes. Army person- 
nel may not cross train as marines. At the conclusion af any term after a player has 
cross-trained in another arm, and provided the player successfullrj- reenlists, the 
player may switch t o  that arm, Thus while the only combat arm that a marine may 
initially enter is infantry, it is possible to transfer into cavalry or artillery through 
cross-training. 

2. Specialist School: The player has been chosen to receive specialist training in a 
specific field. The player rolls a single six-sided die and 
receives one level of expertise in the indicated skill. 

3. Cammando School: The player has been chosen Specialist School 

to attend Commando School and receive commando 1 Admin 
basic training. The player may receive up t o  eight skills 2 Medical 
as a result. Roll 5+ on one die for each of the following 3 Commo 
skil ls: Brawling, Gun Combat, Demolitions, Wilderness 4 Computer 
Survival, Recon, Vacc Suit, Blade Combat and Instruct- 5 Mechanical 
ion. Marine commando trainees are not  required to  6 Electronics 
make a saving throw against marine tradition t o  avoid 
the onus of taking Blade skill in Cutlass expertise. At the conclusion of  any term 
after a player has attended Commando School, and provided the player successtully 
reenlists, the player may transfer to the commando arm. 

4. Protected Forces Training: Protected forces are those which operate in a 
naturally hostile environment, such as a vacuum. The player may acquire up to  two 
skills. Roll 3+ on one die for each of  the following: Vacc Suit, Zero-G Combat. 

5 Recruiting: The player has been assigned to a recruiting station and receives an 
automatic recruiting skill. 

6. OC5: The player has been sent to  Officer Candidate School. Roll one corn 
mand skill, one staff skill, and one additional MOS i n  the player's arm of service. 
Following completion of the assignment. the player i s  given a commission as a 
second lieutenant. 

For Comrnisioned Offices 
1. Intelligenm Sehool: The officer has been sent t o  Intelligence School and may 

receive up to four skills. Roll 4+ (one one die] for each of the following: Forgery, 
Bribery, Streetwise, and Interrogation. 

2. Command College: The officer has been posted to  Command College and may 
acquire up to  three skills. Tall 4-t (one one die) for each of the following: Taaks, 
Leadership, and Recon. 

3. Staff College: The officer has been posted t o  Staff Coilege and may acquire 
up to three skills. Roll 4+ on one die for each of the following: Admin, Combat 
Engineering, Computer. 

4. Commando School: The officer has h e n  posted to Commando School. 



Military Occupational Specialty IMOS) Table 

Die Arm 
RalF: AMlery  Cavafry Infanty Marine SuppoR 

1 FA Gunner Vehicle Gun Cmbt Gun Cmbt Vehicle 
2 FA Gunner Vehicle Gun Cmbt Gun Cmbl Cmbt Eng 
3 Vehicle Vehicle HvyWpns Zero-G Vehicle 
4 Mechanical Hvv Wpns Hvy Wpns Zero-G Mechanical 
5 Fwd Obs Hvy Wpns Vehicle Hvy Wpns Electronic 
6 Computer Mechanical Recon Fwd O h  Medic 
7 Electronics Computer Vacc Suit Battle dress Computer 

DM + 1 if tech level of world is 12 +. 

Commando 
Gun Cmbt 
Gun Cmbr 
Hvy Wpns 
Demolition 
Survival 
Recon 
Battle dress 

General Assignment 

Die A m  
Rall: Artillery Cavalty lnfamry Marine Support Commando 

0 Command Command Command Command Command Command 
1 Command Command Command Command Command Carnmand 
2 Command Command Command Command Staff Command 
3 Staff Command Command Command Staff Command 
4 Staff Staff Staff Staff Staf f  Command 
5 Staff Staff Staff Staff Staff Staff 
6 Special Special Special Special Special Special 
7 Special Special Special Special Special Special 
Note: All  except officers treat staff and command results as unit assignment. 

DM'S: I f  Education 8+, DM+3 allowed. Officer may elect DM - 1  (bucking for command). 

Unit Assignment 
Dia! 
Roll: 

2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 

Artillery 
Raid 
Trng 
Ctr Ins 
Pol Act 
Garr 
Garr 
Garr 
Trng 
Pol Act 
Ctr Ins 
Trng 

Cavalry 
Raid 
f rng 
Ctr Ins 
Pol Act 
Garr 
Garr 
Garr 
Trng 
Pol Act 
Int'l Sec 
Pol Act 

Infantry 
Raid 
Raid 
Ctr Ins 
Ctr Ins 
Garr 
Garr 
Garr 
Trng 
Pol Act 
Int'l See 
Int'l Sec 

Arm 
Marine 
Raid 
Raid 
Ctr Ins 
Int'l Sec 
Shp Trp 
Garr 
Shp f rp 
Trng 
Ctr Ins 
Pol Act 
Pol Act 

Suvpofi 
Raid 
I nt'l Sec 
Ctr Ins 
Garr 
Garr 
Garr 
Garr 
Trng 
Pol Act 
Int'l Sec 
POI AM 

Commando 
Raid 
Raid 
Ctr Ins 
Pol Act 
Int'l Sec 
Garr 
Trng 
Trng 
Ctr Ins 
Raid 
Raid 

Abbteuiations: FA Gunner = Field Artillery Gunner. Fwd Obs = Forward 
Observer. Hvy W pns = Heavy Weapons. Gun Cmbt = Gun Corn bat. Recon = Recon- 
naissance. Yacc Suit = Vacuum Suit. Zero-G = Zero-G combat. Cmbt Eng = Com- 
bar engineering. Trng = Training. Ctr Ins = Counter insurgency. Pol Act = Police 
action. Garr = Garrison. Int'l See = Internal security. Shp t rp  = Ship's troops. OCS = 
Officer's Candidate Schml. 

-6- 



Special Assignments 

Die Roll: Enlisted And NCO's Officers 
1 Cross Trng Intelligence School 
2 Specialist School Command College 
3 Commando School Staff College 
4 Protected forces Commando School 
5 Recruiting Recruiting 
6 OCS Military AttachelAide 
7 OCS 

DM'S: Marine enlisted and NCO's may add one i f  Educ 7+, Army enlisted men and 
NCO's may add one if  endur 7+. 

Assignment Rasolution 

Marina: 
Training Int'l Sec Pol Act Ctr Ins Raid Ships Trps 

Survival auto 4+ 5+ 5+ 6+ 4+ 
Decoration none 12+ 8+ 9+ S+ t2+ 
Promotion (6+) (6+1 8+ 9+ 6+ (6+1 
Skills 7+ none 7+ 8+ 5+ 6+ 
-DMs: For survival, DM +1 allowed if any MOS skill level is 2 ox greater. For pro- 

motion, DM +T allowed if education 7+. 
-Marines in garrison use the infantry garrison column. 

Infantry, Cavalry, Artillery: 
Training lnt9 Sec Pol Act Ctr Ins Raid Garrison 

Survival auto 44 5+ 5+ 6+ auto 
Decoration none 12+ 9+ 1 O+ 6+ none 
Promotion (6+) @+I 8+ 9+ 6+ (7+1 
Skills 7* none 7+ 8+ 5+ none 
-DMs: For survival, DM +1 allowed if any MOS skill level is 2 or greater. f o r  pro- 

motion, DM +I i f  education T+. 

Support: 
Training Int'l Sec Pol Act Ctr Ins Raid Garrison 

Survival auto 4+ 4+ 5+ 6+ auto 
Decoration none none lo+ 1 I +  S+ none 
Promotion (6+] 16+) 9+ 10+ 7+ I7+) 
Skills 8* none 7+ 7+ 6+ none 
-DMs: For promotion, DM +1 i f  intelligence 8+. 

Commando: 
Training Int'l Sec Pol Act Ctr Ins Raid Garrison 

Survival 3+ 4+ 4+ 5+ 6+ auto 
Decoration none none 9+ 8+ 5+ none 
Promotion (84 (7+) 8+ 7+ 64 19+) 
Skills 6+ none 7+ 6+ 5+ none 
-DMs: For survival, DM +1 allowed for any MOS skill level 2 or greater. For pro- 

motion, DM +I if endurance &+. 



Die 
1 
2 
3 
4 

Army Life 
Brawling 
+1 SEr 
Gambling 
+I Dex 

Marine Life NCO Skills Cmnd Skills Staff Skills Shipboard 
Brawling HVY Wpns +1 Endur Mechanic Fwd Obs 
Gambling Mechanic Gun Cmbt Fwd Obs Ship's Boat 
+1 Str Tactics Vehicle Computer Gunnery 
+I Dex Hvy Wpns Hvy Wpns Electronics Vacc Suit 

5 +1 Endur +1 Endur Mechanical Leader Medical Gunnery 
6 +1 Endur +I Blade Tactics Tactics Instruction Vace Suit 
7 +1 Pistol +I Educ Leader Tactics Admin 
8 +I Soc +1 Soc Leader Leader Admin 
9 +1 Soc +I Soc Admin 

10 Instruction 
11 Adm in 
D m :  

Army Life, Marhe Life +I i f  junior commissioned officer; +2 if field grade 
officer; +3 i f  general officer. 

NCO S k i k :  +I i f  sergeant; 4-2 if gunnery sergeant: +3 i f  leading sergeant: +4 i f  
first sergeant; +5 it sergeant major. 

Command Skills, Staff Skflls: +I if field grade officer; +2 it general officer. 
Shipboard: No DM5. 

TABLE OF RANKS 

Enlisted Ranks 
E l  : Private 
E2: L n c e  Corporal 

Non-Comrnkioned Officers (IVCOI 
E3: Corporal 
E4: Lance Sergeant 
E5: Sergeant 
E6: Gunnery Sergeant 
ES: Leading Sergeant 
E8: First Sergeant 
E9: Sergeant Major 

Junior Commissioned Officers 
01 : Second Lieutenant (Traveller rank 1 1 
02: First Lieutenant (Traveller rank 1 ) 
03: Captain [Traveller rank 2) 

Field Grade Cornm,jsianed Officers 
04: Major (Marine Force Commander) [Traveller rank 3) 
0 5 :  Lieutenant Colonel (Traveller rank 41 
06:  Colonel (Traveller rank 5 )  

General Officers 
07 Brigadier General (Traveller rank 6) 
08 Major General (Traveller rank 6) 
09 Lieutenant General (Traveller rank 6) 

OTO General (Traveller rank 6) 



Commando training i s  the same for offieers as it i s  for enlisted men and NCO's, 
5. Recruiting: The officer has been posted to  a recruiting station and receives an 

automatic recruiting skill. 
6. Military AttachelAide: The player rolls a single die. On a roll of 1-4 he has 

been assigned as a military attache and receives an automatic promotion of one 
grade and *1 social level. On a rol l  of 5-6 he has been assigned as an aide to a 
general officer. He receives +1 social level and may choose his next assignment, 
selecting either command position, staff posit ion, or any special assignment other 
than military attachelaide. 

REENLISTMENT AND MUSTERING OUT 

After completing four assignments, a player has completed one term, and may 
attempt to  reenlist. Reenlistment is done as speeif ied i n  Traveller Book 1, with the 
following additions. Army enlisted men and NCO's receive a DM of +2. Marine 
personnel who have been cross-trained i n  artillery or cavalry and announce their 
intention to  either that arm of service upDn reenlistment receive a OM of  +I. At  the 
conclusion of a player's last term, all mustering out  kne f i t s  are received as 
described in f raveller Book 1. Ageing i s  also conducted i n  the same way. 

CHANGlNG ARMS OF SERVICE 
Enlisted personnel end nonammissioned offieers may never change service 

except when allowed t o  do so by crosstraining or commando school. Officers may 
change arms of service with the single exception that they may not transfer to 
commandoes unti l  after attending Commanda School. Al l  changes of arm of  service 
must be made at the beginning of a term. 

TERM SKILLS 
Term skills as called for in Traveller Book 1 are net rolled for. not rank and 

service abilities received, the skills received from specific assignments being sub. 
stituted for there. 

MULTIPLE SCHOOL ASSIGNMENTS 

Players who recive several assignments to the same school are considered to be 
taking refresher courses and may attempt again to receive each d the listed skills, 
unless a player upon receiving such an assignment already has a ski11 level of 2 or 
higher in any one skill offered by the school. In  this case, the player is assigned t o  
the school as an instruetor, and recerves one automatic Instruction skill. 

RESUMES 
Upon completing the final term of service, each player should prepare a resume 

wi th the pertinent information an employer would have available on an applicant. 
The resume should consist of four parts. 

1. General: The general section should include the six digit UPP, the branch of  
service enlisted in (army or marines), numbr of terms served, service arm enlisted 
in, any transfers to  different service arms and when the transfer took place, and 
final rank. 

2. Special Adgnmmts:  Each special assignment should be listed, although the 
results should not  be. 



3. Awards and Decorations: All decorations received should be listed. Each time 
that a player received a combat assignment, a combat service ribbon was awarded. 
Each time an officer held a command assignment i n  a combat unit he received a 
combat command ribbon. Decorations consist of all MCUF's. MCG's. SEH's, corn. 
bat service ribbons, corn bat commands and purple hearts. 

4. Equipment Qualified Qn: Each type of equipment on which the player has at 
least one level of expertise is listed, although the exact level of expertise on each 
Z ype is not. 

Exact skill levels are not listed on a player's resume. nor will the exact skill 
level of potential non-player employees appear on their initial resumes. Sample 
resumes may be found in the section on non-player characters. 

SKILLS 
Al l  skills not listed or elaborated below remain as they are described in Travel!er 

Book 1. 

General Description Specific Game Effects 

Battle or&$: The rnd~v~dual has been Battle Dfess expertise mey be used 
tta~ned entenr~wly In rkeuseofhattledress as Veee SUI! expertlse as out l~ned rn 
and the weapon systems normally aaoc~afpd Traveller Book 1 .  As rndlcated In Book 
wlth it. 1, rndrviduals with Vaec S u ~ t  expert~se 

mey atm use battle dress. and th~s  IS not 
modllled by thlr rule. However. a number of 
h~ghly sophisticated weawn systems are 
des~gned for use specifically and enclusively 
wrth battle dress, end only Battle Dress 
expertla altows uw of the weapon systems 
wrthout danger of damage ko the system. 
The rpec*t~e weepon systems u s 4  are the 
PGMP-13 and the FGMP.14 as descr lkd in 
the rctkon of r h ~ s  book entrtled Iron- 
rnongery. 

Each time that a PGMP-13 or FGMP-14 
rs f lred by an 1ndlvrdua4 wbth no Battle Dress 
expertrw, roll two d ~ c e  for a mishap. Qn a 
roll o f  7+, a mishap occurs. w ~ t h  a D M  of - 2  
per level of Yacc Sult expertrse above Vacc 
Suit-1. 

if a m~shap occurs. rol l  one die. On 
a roll of 1.2. the rndrvldual has been 
knncked down by the recorl and ternporar- 
~ l y  (one combat round1 stunned by !he 
remll. On a roll of 3 4  rhe rndlvidual has 
suffered injur~es to his right shoulder 
renderrng ~t useless u n l ~ l  proper rned~cal 
treatment is rece~ved. These lnruries would 
conrfsr of numerous torn ligaments and 
rnurcler as well as a broken mllar bone. Sub- 
tract FD from the player's d e ~ t e r ~ t y .  On  a 
roll of 5-8. the indivrdual i s  uncanscrous and 
suffering rnternal ~njurtes resultrng from the 
remrl and must reeerw medical artentron In 
rhe near future to prevent death. Subtract 
20 from the playw's dexterrty. 



General Dsreription Speifie Game Eff- 

C0mb8r En@R?hp: The individual her 
practlcaf expetence as well w tnalnlng in a 
w r k t y  of combat angmmring skills. 

Demolitiom: The individual is  trained 
and e r p w ~ e n d  in the hendling. plecemmt, 
and ef f  icienr use of explosives. 

FA Gunnery: The individual has been 
trained as a gunner on one ol s number of 
f eld art~llery weapon systems. 

Combat engineering inwlves the rapid 
wnstrvcrlon of field fortifications, thew 
cpmoutlage, the aesectmant of the~r abrlity 
m w~thsrand enemy tire. mine placement 
and clearance, anct placement of untended 
ground sensors. Pependlng upon the sltue- 
tlon. the referee must establ~sh mnstructlon 
trines of requ~red f ~e ld  for t~f icet~ons, w ~ t h  
players possealng hrgher exprt lse being 
able to complete work more quickly. The 
referee should make available to players 
with hrgher engineerrng sk~lls ~ n l o r m r o n  8s 

to  which loeallv available matrrais are b s t  
suited to  the construction of such forti l l- 
cetmnr. f he higher the exprfise of such a 
p!ayer. the tower rhe prababrlity that 
for t r f iwt~onr,  mtnefietds, and sensors whll be 
v%sually detected by emmy forces from a 
distance. Conversely. ~nd~vdua l s  w ~ r h  Com- 
bat Engineerrng expertise should be g w n  
favorable DM'S for their chances of sighting 
suck emplacements of the enemv. 

Individuals untraind i n  demolitions may 
suffer mabps while handling or atremptlng 
to u- explosive charges. Roll 2 0  for 10+ 
for a mrshap. w i th  s DM of -2 per level of 
Oemolitlons expertise and addir loneb posh- 
trve OM'S for cond~tmns such as sudden 
jarring. extreme heat, amdental defonatlon 
of fuses by r d i o  srgnals. excessive haste In 
p e p r a t i o n  of  the charge. and so on. Mie 
haps. when they occur, are generally fatal. 

I n  d d t t i o n  to e w d i n g  mrshaps, demoli- 
tions ekperts of higher levels should be grwn 
rha ab~lr ty to cause s~gnif lcantly greater 
destructron with smaller charges. due lo 
farntliarity wrth proper placement. tamping. 
selecrlon of the correcr explosive for the 
task. etc. 

The player r w i v i n g  FA Gunnery skill 
must select one of the lleld artrtlery Mapon  
systems avatlable snd m u s  on this world. 
The rateree w ~ l l  already have determrned rha 
Tech Level of the world snd a general tlst of 
systems rs provided In rhe Equ~pment section 
of rhis book. Addltronal sk~l ls mav b e  taken 
as rncreased s k ~ l l  wrrh the chosen weapon 
system or es basic skill m the use of a 
diflerenz avarlable weepan system. 

Increased FA Gunnery skills provide not 
only farnll~arrry wrth s w c ~ f  ic WapOR 

systems. but also an acquaintance wi th  the 
hrstory of the development of art#He*y, lhus 
ailowan$ the piaytr hrnjted z v p m t w  wi th  



General Description Specific Game Effects 

more ~AITI~IW systems. A player wirh a 
total of two FA Gunnery skills [either as 
a level two skill In one system or as a 
level one ~ k r l l  In twn syrremd wnuld hnvea 
level one expertise wqth all systems rntro- 
duced one Tech Level esrlter. Players with 
three FA Gunnery r k~ l l s  woutd have a Iml- 
two expmtlse w i th  all systems rntroduced 
one Tech Level earlier and a Iwel-one s k ~ l l  
w r ~ h  all systems mntroduced two levels 
eatl~er. etc. 

I n e r e a d  ewpertisa allows more accurafe 
fire m hrgher volumes from a weapon. For a 
weapon to be Ilred at all, at least one 
m m k r  of the crew must haw expertise In 
~ t s  use. The m r a l l  d i l c l e n q  of the gun 
mew is determrned by add~ng the erper rm 
d each of the crew members. and dlvldlng 
by the number of men rn the crew. Crew 
sites are listed In the lronmongery Jectton 
of rhis book. 

When correct~ng flre, Crews wtth en 
w a g e  expertise of less than one sub- 
tract 2 from their chanms ot a succesdul 
correction. Clews wrth an average erpertl* 
of one or greater suffer no negative DM'S. 
For each lwel of average crew experltse 
ahow one, add 3 to the chances of a suc. 
cessf u l  mrrecrlon . Correct*on procedures 
are gnuen In Book 1, under Forward Ob- 
server skill. 

Gun Gombat: Gun Combat IS a spec- Characters who acquire a Gun Corn- 
l lrc skill m the use of one of WMlral mrlr- bat sk~ l l  must ammedlalelv choose m e  
rary small arms. mtqory  of small arms to apply it to. 

There me seven drstinct wtegorres: 
Comb&r Rifleman: The first Gun Com- 

hat skdl acgulred must be as a combat 
r~fleman. Cembal Rrfleman skiH may be 
appl~cd to the uss of the r~ f le .  cerblne, as- 
sault rille, advanced combat r~ f le .  and gaua 
s bf  Is. Thus, a player w ~ t h  a lml rwo Combat 
R~Flernm sxperrrse w ~ u l d  frre each 01 the 
above weapons w ~ t h  a eawtttse of two. 

Pistol: Plstot skrlf may be applied ta 
both revolwrs end automatic p~sfols. 

Submachinegun: Submachrnegun skill 
4s epplled to submach~neguns only. 

Laser Weapon$: L a w  Weaponry skdl 
may Ile applred to both lewr cmbmes 
and laser rriles. 

zero-i5 Weapom: Only characters who 
already have ZeroG Combat c x p t l m  mav 
rake Zero-G Weapolrs upon recelpt of  a Gun 
Combat skrll, Z e r o 4  Weapon skrlls may be 
epplred to accelerator r ~ f  lss, and snub prstols. 



General Description Spmial Game Effects 

Heavy W ~ a p ~ m :  The individual has 
been trained in the us? of one or more 
heavy Infantry support weapons, either 
graund mounted or vehicle mounted. 

Instruction: Individuals have extensive 
trainrny In instructfng students in a clear and 
lucrd manner and provldrnj motrvation For 
learning. 

H,bh Energy We8pans: High energv 
weapons ~nclude all man portable plasma 
and fusion guns. H ~ g h  energy weapon 
sk111s may be applied to  all of these except 
for the PGMP-13 and FGMP-14 (which may 
only be used by indlvduels in battle dress). 
A l l  characters who have battle drms ex. 
pertise may spply their High Energy Wea- 
pons skill to  these two weapans, even if 
the Battle Dress skill was acquired after the 
Hagh Energy Weapons skrll. 

Auto Weapom: Auto Weapon skill 
may be appl~ed ta  auto-rrf les, light machine 
guns, and heavy machrne guns. 

A l l  gun combat skills are used as de- 
scribed in Traveller Book 1. 

Players who achieve Heavy Weapuns 
skills must rrnrnedrately apply them to 
one heavy Infantry support system listed 
In rhe back of thrs book. The system must 
be m use at the tech level chosen by the 
referee. Players enrolled in the cavalry arm 
when thrs s k ~ l l  IS obtalned must choore ex- 
perruse rn e whicle mounted weapon. Add- 
ltlonal Heavy Weapons skrlts are subject to 
the same viterla, but may be taken either in 
xhe same weapon system or a different one. 

Expertise In indlrect fire weapons [such 
as morrars) 1s handled idertrcally to FA 
Gunnery expertise. Direct fire heavy wea. 
Wns requlre a crew of a gunner wjth some 
familiarity w i th  the weapon and may or 
may not require additmnal assistants. The 
assistant gunners need not be experienced to  
o r r y  our thelr functions. Gunner expertise 
wrll affect the accuracy of rke weapon, as 
detailed under the weawn k c r i p t ~ o n s .  

Players with Instructional expertise are 
capable of training recruits to carry out 
basic milrtary functions. A player must hwe 
at least Instruction-1 to  conduct any train- 
rng at all. The more involved effects of tram- 
mg large bodies of men and the effects, of  
differing levels of lnsrruct~onsl supertlse are 
mvered In the recrulring sectlon of the 
book. 

I n  addition to  general trarning functions. 
playars with Instructional experrlse mey 
Impart knowledge o$ certain well-under- 
stood skills to other players. Players may 
Impart skills to other players up to a level of 
one less than therr instructional s k ~ l l  and 
one less than rheir own skill level in the skill 
berm taught. Thus, a player with Instruc- 
t ~ o n d ,  Recon-5 and DernoFrtrons.2 could 
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teach another player Remn-3 and Demo- 
I~tions-3. 

Each lewel of each skill taught requires 
six weeks of instruction durrng which the 
referee should severely curtarl both players' 
activltles, or a SIX month course with other 
scrtvltres somswhat less curtarled. At the 
concluston of the course. the learnlng player 
must roll 9+ on two dice to ach~eve the sktll. 
rnth a DM of +1 for Intel 8+ and *2 for 
lnrel 10+. 

Prayers Esnnor teach the mstructional 
skill to  other players. Since the greatest 
asset an lndlvidual has i s  hlr pool of sk~lls, 
the refwee shoul6 excercrre great caution In 
atlowlng players to  hive nonglayer characters 
as Instrumors. 

Int~rogafi&?: The ~ n d  ividual is practiced The individual wil l  be able to errtraa 
in  the psycholog~cel arts of  Interrogation as more information f rom a prisoner than 
a tool of I ntelllgencegathering. would normally be possible. For the most 

part, this does not involve a direct psycho- 
Iogml  or physicat assaulr on ths prrsoner, 
but Instead results from the ebtlity of the 
interrogator to  derive lnformatronal pieces 
of a puzzle by attitude, word usage, and 
seemingly meaningless pieces of  ~nformation. 
The interrogator wrlf have a high ability to 
tell when a prisoner i s  lying and to pece 
together hints from a large number of Inter- 
rogations. 

When one prisoner has a particularly 
viral prece of information, the interrogator 
wil l  be better ab!e to  tell what approach will 
achieve the best results [up to and ineiudlng 
pxvcholog~wl and physical assault) the 
higher h ~ s  expertise. Unlike most skills. 
m l r s  of rnterrogators may add their skill 
levels to achieve better resulrs. 

The referee should take thew dfects 
into amount by determ~nlng what general 
level of lntorrnatlon an interrogator will 
der~ve f rom a serjes of interrogar~ons. and 
present r t  to  h lm as his mncluslon, since 
cunelusiondrawing on the bas45 of part~al  
mbormation IS an integral part of tra~ning. 
The referee should ddrz~onal ly generate d ~ e  
rolls for the l ikelhocd of faulty conclusions 
or Inability to  derecr ancorrect rnformation 
end roll secretly for those events, apply~ng 
DM'S for the ~nterrogator's expertise, and 
any use of electron~c Ile detect~on equ~p- 
ment ar drugs, Fn !he caw of lndlvldual 
interrogations, s dre rol l should be secretly 
ertabllshpd for the prtsoner ta break. mod- 
Ifred b y   he expertise of the interrogator. 



General Description 

Recon: The individual is skilled in  
military smuting. 

I n  encounter situations, the referee will 
s t  the d ~ e  roll need4 for each stde to  spot 
ths other. Players with Remn skrl4r should 
haw a mrrespondingly lower chance of 
being #ten and a higher chance of spiting 
the enemy in edvana. 

Additionally, players with Recon skill 
wil l  be able to  determine the number of 
troops that recently passed through an area 
by tracks, trampled vegetation, etc. w i th  
higher levels of expenlse being able to more 
narrowly bracket the number of traopr. 

Recruiring: f he individual is familiar Pbwers with Recruiting expertise will 
wlth the most effective means of approach- affect 'both the quality and quantlty of 
ing individuals and presenting p r o ~ s a l s  for recrurts which wil l  respond to a request for 
employment.wuchdinrermsmostl~kely appticetions.Thespecificeffeetsarepe- 
ta produce acceptance. sented in  the R e a u ~ r ~ n g  sectlen of the r u b .  

Players with recruiting skills wil l  also 
heve e higher chance of obtaining non- 
playar hirevings for s p c i f ~ c  tasks, w ~ t h  Re- 
muit ing-1 having approximerely the same 
effect on harlng as Leadership4 w explain& 
in Book 1 or Traueller. As a general deline. 
ation, charmers wtth Leetiership4 will 
tend fo indiseriminatety attract all withln 
the r a w  of thetr personality. whtre players 
with Recruiting skills would recetve favor- 
able OM'S on *king specific h i re l ing 
rulted ta specrfic tasks. 

SurwM: The individual i s  famitat with P b p r s  with Survival expertiw are &ept 
both the theory and practice of living oft at locating foMl and water, constructing OF. 
t b  land. finding natural weapons and shelter. and 

finding therr way across country. in e 
wilderness. The referee should give lauorable 
die roils to such piayws 101 each of the 
above. based on the environment they are 
in. (The l i k e l i h w  of Survival sktlts, no 
mmrer how good. allowing a player to  f ind 
breathable air In a vacuum are rather slight.) 

Yehick: The individual i s  a t r a i d d r i u w .  Players who obtain Vehicle skills must 
immediately decide whether to take the skill 
as a wheeled vehicle skill, tracked vehicle 
skill, or grav Yehlcle skill. Such skills apply 
to all vehlctes in the chosen cetegoq, 

Expertise in a vehicle allows a player to 
wo ld  mirheps wh~le driving a vehicle of that 
type in the same manner as o u t l i n ~ d  in  the 
ArrlRaft skill explanatlon g iwn In B m k  1. 
To the list of potentla1 m~shapg should be 
addedl any kind of combat srtuation. Mts- 
b p s  m y  involve throwing a tread, broken 
axles. collisions, and w on, at the referee's 
discretion. 



Glenenl Dmmiption Specific Gems Effects 

Zero-G Combat: The ~ndlvrdual hm been Virtually all weapons inmlvexlrne remil, 
trained to fight In a mr04 environment. and i n  a zero-G enviranment this recoil w n  

disorient or render helpless individuals not 
t r a m 4  to  campensate for it. When f ~ h t i n g  
in a zero-G envrronment, any rndlvidual has 
a chance of losing eonrrol of his movmerttl 
pdsitron each cornkt round. Roll T O +  on 
mo dim to amtd tosing control. Apply the 
following DM'S: Firlng a weapon: -4. Firing 
a Iow.rem1i (Zero-GI weapon: -2. Using a 
handhold: 4. Striking with a btede weapon, 
pole+rm. fist or s ~ m ~ l r r :  -6.  Wearing battte 
dress: 42 per level of Bmtfe Dress skrll. Note 
that larer weawns have no recoil.. For 
each level af 2eto.G Combat expertise: +4. 
Dexter~rv of 9*: +2. Dexterity of  11+: *4. 
Ustng a hendhold redurns dexterlty lor the 
purposes of weapon accuracy by faur. 

lndiv~duals who lose control rney not 
fire untrl they have reoriented themwlves 
and regained cxm~rol. Roll 10+ esch wb- 
Rquent mmbat round ta regain control, 
w ~ t h  all OM'S above In use except that hand- 
holds m y  not be used nor mav weapons 
be flred. 

SAMPLE RESUMES 
The following characters were generated using the Mercenary Character Gen- 

eration sequence. Each listing is followed by a l ist  of the actual skills which the 
character possesses. 

1. Resume: 625767, Army, one term. Enlisted in Infantw. Final Rank - 
Corporal. 

Special Assignments: Protected Farces Training. 
Awards and Decomtions: One combat service ribbon, one purple heart, 
Ecrubment Qualified On: ACR, Grav Vehicle, Yam Suit. 
Skills: ACR-I, Grav Vehicle-1, Vacc Suit-I, Zero-G Combat-I. 

2. Resum: 539667, Army, seven terms, Enlist& in infantry, transferred to 
commandos after third term. Final Rank - Lieutenant Colonel. 

Special Asignments: Cross Training in Cavalry and Artillery, Commando School, 
Instructor at Commando School, Staff College. 

Awards and Dtxorations: Six combat service ribhns. five combat commands, 
three MCUF's, one purple Heart. 

Equipment Qualified On: ACR, Tracked Vehicles, Grav Vehicles, Tech 12 MRL, 
Yam Suit, Grenade Launcher, Demolitions. 

Skins: ACR4, Tactics-2, Tracked Vehicle-f, Grav Vehicle-I, Tech 12 MRL-1, 
Vacc Suit-1 , Leader-1 , Demolitions-1 , Grenade Launcher-1 , Survival-I, Combat 
Engineering-1 , Instruction-?. 



Tickets 
A ticket is a specific mission contracted for between a client/patron and a mer- 

cenary leader or mercernary corporation. The ticket will take the form of a legal 
contract, and (since mercernaries have become an accepted part of frontier life) 
tickets have the force of law and violation of the terms of the ticket generally leads 
to some form of Iqal redress. 

LEGAL CONDITIONS OF THE TICKET 
All tickets will specify conditions of payment, type of service required, the 

financial support initially available to raise the force, and will generally include a 
provision for a repatriation bond. 

Conditions of Payment: The agreed upon payment to a mercenary organization 
wiFl either consist of upfront money (a fee paid in advance of the operation) or a 
success only payment. In the case of up-front money, successful completion of the 
mission is not required, although a good-faith attempt obviously is. As a general 
rule, upfront money will only be offered to established mercenary units (who have 
a reputation for honesty), and will be somewhat less financially rewarding than a 
success-only ticket. Mercenaries with exemplary reputations will sometimes be 
offered up-front money with a success bonus. 

Type of Servica Required: Mercenaries are hired for a variety of reasons, but 
broadly speaking, there are four categories of service: cadre, commando, striker, 
and security force. Mercenaries hired as , cadres will general1 y provide training 
personnel for local forces and provide a high proportion of officers and senior 
NCO's, Commando units will be hired to carry out a specific raid, or serve as a raid- 
ing force throughout a campaign. Striker units are complete mercenary units hired 
to provide spearhead forces to a largely indigenous army. Security forces are hired 
to safeguard a specific installation or group of installations for the duration of an 
anticipated crisis. 

Financial Suppow In some eases, a patron will undertake to equip a mercenary 
unit for i t s  task. This is often done if the mission requires specialized equipment 
not generally used (vacc suits, for example, or the provision of a high degree of 
mechanization or air mobility]. Such a contract is generally referred to as a Long 
Ticket. Equipment aquired under financial support provided by a long ticket 
remains the property of the patron. Often a bonus is paid (from 1 to 6% of pur- 
chase value) for equipment remaining intact a t  the end of the mission. 

The more common form OF ticket is the Short Ticket, where the mercenary 
organizer is completely responsible for the equipping of his force. Short tickets are 
esp~ial ly common on low tech level worlds with limited financial resources. 

Repatriation Bond: Occasionally, the party with which a mercenary organ- 
ization made its contract will cease to exist (for example, a government hires a 
mercenary unit and in the course of the campaign is overthrown). To guard against 
such an eventuality, a repatriation bond is generally posted in an escrow account in 
a neutral bank with sufficient funds to provide low passage off-planet to the 
personnel of the contingent. Upon the conditions of the repatriation clause be- 



coming operant. mercenaries become noncombatants and are given free transit to 
the nearest spaceport. Repatriation clauses are almost universally respected. 

Plavers who do not have their awn m a n a n  units maw hire on to other mer- 
cenai  units. Before attempt Zo hire on, it is fi& necessary to obtain informatian 
shu t  units currently hiring. This msy be done 
through the standard patron encounter system, with M IS ION TABLE 

mercenaries able to provide complete information 1 Commando 
on all units hiring nearby and with Rumors, 'Marine 2 Cadre 
Officers, Army Officers, and Navy Officers generaFly 3 Striker 
able to provide partial information about local units. 4 Striker 

Once a player locates a unit, the referee deter- 5 Security 
mines the primary mission of the unit by rolling on 6 Security 
the Mission Table, The miwion of the unit will 
strongly influence i t s  hiring policies. T h  referee next rolls to determine tb 

reaction of the mercenary commander to the 
EMPLOVMENf DM'S character. On a roll of 2 through 4, the offer of 

5 -2 service is immediately rejected, sometimes accom- 
6 -1 panied hy grisly promises of what the mercenary 

commander will do to Ithe prayer i f he ever sees 
him again. On a roll of 11 or f 2, employment i s  

9 +2 immediately offered. All other results will affect 
10 +3 employment as DM1$. These DM'S, along with 

others listed below, are applied to the charmer's 
employment roll. To be hired, a play'er must roll 9+ on hvo dice. In addition to the 
reaction DM's, a player will apply prior aerviee DM'S and mission DM'S. 

Ptior Sewies DM'$: The Following results of prior service modlfy the result for 
hiring on. 

Rank: If the player i s  a membr of 'the army or marines, subtract rank from the 
die roll. The rank a player held if the player was a product of the Mercenary 
Character Generation System i s  the player's Traveller rank. Thus, a former marine 
capta~n (rank 2 in Traveller) would subtract 2 from the die roll. 

Terms: A former member of the marines or the army adds one to the die 7011 per 
term of senrice served. 

Minion DM*#: The fotlowing results of missiom modify the result for hiring on. 
Cadre: Players who have never sewed as instructors at a school during their 

terms of service subtract 3 from the die roll. Players add 1 to the die roll for each 
time that they have served as an instructor. Players add 1 to the die roll forevery 
two combat commands on their record. 

Commando: Players who have never served in the Cammando arm subtract 4 
from the die roll. Players add 1 to the die roll for every three CSRs. 

Strikw: Players add 1 for each Combat Command and 1 for eaeh CSR on their 
record. 

Security: No DM's are aarnd fox service on security missions. 



Salaries: Players, once hired, will be put on the payroll and will receive a share of 
the final payment for the 
operation. Total payments to 
a mercenary unit, after sal- SALARY 
aries and expenses have been Rank: Sataw: Shares: 
paid, are divided up into Private 300 1 
equal shares. Members of the Lance Corpora! 400 2 
unit receive differing amounts Corporal ' 450 3 
of shares depending upon Lance Sergeant 500 3 
their rank. The Salary Table Sergeant 550 4 
indicates both monthly salary Gunnery Sergeant 600 4 
and number of shares for Leading Sergeant 700 5 
each rank up to colonel. As a First Sergeant 800 6 
matter of tradition, mercer- Sergeant Major 1 000 7 
nary officers do not usually Second Lieutenant 1000 5 
hold general officer rank. First Lieutenant 1206 6 

Before shares are deter- Captain 1400 7 
mined, the ticket holder, Major 1600 8 
(generally the unit command- Lt Colonel 1800 9 
er and his business partners) Colonel 2000 t O  
deduct 50% as profit. Salaries 
of deceased members of the unit are paid to next of kin or designated recfpient. 
Only surviving members of the unit receive shares. 

Ranks: All members of a mercenary unit, whether player characters or non- 
player characters, must be assigned a rank. Established conventions define the mini- 
mum rank an individual may hold based on both prior service and job description. 
Characters which were formerly junior officers (of rank 1 or 2) in the army or 
marines must at least be made non-commissioned officers (corporal or above]. 

Private- na special skills or responsibilities. 
Lance Corporal- noncommanding specialist, such as vehicle driver or gunner. 
Corporal- fire team leader, or vehicle or gun commander. 
Lana. Sergeant- assistant squad leader or fire team commander. 
Sergeant- squad leader. 
Gunnery Sergeant- platoon senior NCO. 
Leading Sergeant- platoon leader or company senior NCO. 
First Sergeant- battalion senior NCO. 
Sergeant Major- regiment, brigade or force senior NCO. 
Second Lieutenant- platoon leader. 
First Lieutenant- platoon leader, company commander or executive officer. 
Captain- company commander. 
Major- company commander, battalion commander or executive off ieer, task 

force commander, O r  other suitable field grade officer position. 
Lieutenant Colonel- battalion commander, or brigade, regiment or force mm- 

mander or executive officer. 
Colonel- brigade, regiment, force or division commander. 



Characters who were formerly marine or army field grade officers (rank 3,4 or 51 
must at least be made junior officers (second lieutenant or above). Characters army 
or marine general officers (rank 6) must at least be made field grade officers (major 
or above]. Job descriptions of each rank provided above and elaborated on in the 
Rmruiting section of the rules. 

When a player character hires on to a mercenary unit, his rank will be deter- 
mined by his minimum rank and modified die roll for hiring. For every one nurnkr 
higher than the required number to  be hired, a player i s  hired at one rank higher. If 
hired immediately, roll one six sided die, the number rolled being the number of 
ranks higher than the minimum hired at. For example, a former Army Captain is 
hired immediately due to favorable reaction by the unit commander. The Captain 
rolls a f iw on the die. As a farmer junior officer, his minimum rank would be Cor- 
poral. Adding five to this, the former Captain is hired on as Sergeant Major, 
probably the senior NCO of the mercenary unit. 

General example of hiring on : Jordan has served two terms in the Marines using 
the Mercenary character generating system. During his first term, he drew assign- 
ments to an lnternal Security unit, a Garrison unit, Protected Forces training, and 
OCS. Entering his second term as a second lieutenant, he was posted as a staff 
officer to an Internal Security unit, he commanded a unit in a police action, was 
staff officer to a unit assigned as ships troops, and was finally posted to staff college. 
While serving in the Internal Security unit, he was awarded the MCUF. He has one 
CSR and one cornrnbat command, both received as a result of the police action. 

Jordan applies for employment in a mercenary unit recruiting for a Striker 
mission. The referee rolls a 9 for the unit commander's reaction, thus giving Jordan 
a +2 modifier for employment. Jordan subtracts one from the die roll for holding 
rank 1, and adds two to the die roll for having served two terms. Consulting the 
mission DM section, Jordon subtracts one more from the die roll for his rank, adds 
one far his CSR, and adds one more for his combat command. Thus, his total DM is 
+4 {+2-1+2-l+l+f =+41. Jordan rolls a 9 madif id to 73. This is four above that 
needed to be hired, and thus Jordan is hired as a first sergeant. 

REMUNERATION 
The amount paid to a mercenary unit will wary greatly depending upon the 

severity of the mission, whether the contract involves a success-only payment ctause, 
how much of the expense of logistically maintaining the unit is assumad by the pat- 
ron, ptc. However, as a guide, the lowest that a mercenary unit will generally receive 
in actual cash payment {assuming up front money, all maintainence expenses 
covered by the patron. a low threat mission, and no particular reputation for excel- 
lence by the mercenary unit) would be about CR 60000 per month or part thereof 
per platoon. Since the payroll of a fifty man platoon will run in the neighborhood 
of CR 15000, this would leave about CR 22500 as prof it and a like amount as shares. 
A battalton-sited unit with a good reputation working on a successonly contract 
for high stakes could easily receive several millions in payment. 

SAMPLE + ICKETS 
Five sample tickets are given below, one of each type, and a "'Dream" ticket. 

These may be used or similar ones created by the referee. 
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Striker Mission: 
Background: Marastan (planetary characteristics - 0868771 5) has for over a 

century classified as an Imperial Reservation, with access to the worFd severely 
limited, With a total population in the thirties of millions and a relatively primitive 
state of technological development, Marastan has preferred reservation status as the 
only viable means of preventing mass immigration to this garden world, which 
would inevitably spell the end of the autocratic rule of the handful of clan hetmen 
who now largely control the destiny of the scattered clan settlements. 

The discovery of fabulously rich mineral deposits on the major continent of Mar- 
astan changed the local political picture dramatically, Major industrial concerns 
began applying pressure on the Imperial government to open Marastan to off-world 
development and several clan hetmen, probably heavily bribed, added their voices 
to the appeal. The empire relented and set a formal entry date of Marastan to full 
member status in the Imperium. On that date, an Imperial survey ship will arrive 
and determine the governmental type or types that will control the surface of the 
world, based on actual existence and ownership of territory at t h a t  time. The 
official entry date is set at three months hence, and on Marartan the scramble for 
the mineral riches begins. 

Mjsrion: Clan Hardretter, backed by the industrial concern Ling Standard Pro- 
ducts, i s  contracting for s mercenary striker battalion to supplement i ts own six 
battalions of hastily raised militia/constabulary. Although technically in violation 
of the still-operant reserve regulations, no serious repexussions are expected as 
most of the other clans are also believed to be importing small mercenary con- 
tingen* as well. A force much in excess of a battalion, however, would probably 
trigger Imperial enforcement of the reservation laws, and perhaps dgnif icantly delay 
entry into the Imperium. 

The battalion's mission will be to actively take the field against rhe major clans 
by both neutralizing their own mercenary contingents and conducting selected 
raids against their governmental centers. Thus the battalion must have some com- 
manda capabilities, preferably a small raiding force. Rather than attempt to gain 
actual physical control of the actual mineral sites scattered widely about the con- 
tinent, Hardretter aims at quick blows to  the brain of several major dans in an 
attepmt to force their adheranee to a coalition, headed by Hardretter, capable of 
weldFng together a planet-wide government. 

To play down the influence of Ling Standard and their involvement in the 
scheme, little up-front money is available. Hardretter will, however, provide a . I %  
interest in the world wFde mineral rights, on a success-only basis, to the battalion, 
and agrees to provide all logistic support to the battalion while on-planet except for 
the provision of munitions and spare for equipment, as these cannot be produced 
on-planet. Munitions and spares will be provided off-world by Ling Standard to the 
battalion at 10% of list provided all unused material reverts to Ling Standard upon 
conclusion of the mission. Ling Standard also pledges to redeem the .I% interest in 
mineral rights for CR 3000M)00 if desired. 

Commando Mission: 
Background: Poroszlo (planetary characteristia - A867A74AE i s  an advanced, 

highly populated, balkanizd world, bitterly torn on the issue of economic and 
industrial concentration. The Private Ownership bloc, comprising about two fifths 



of the nations and well over half the population of Porosrlo, severely limits the size 
of corporate concerns and intensfvely regulates them, fearing the ability of large 
multi-world concerns to influence and dominate local governments. The Free 
Commerce bloc, containing Fewer nations, but generally more industrialized and 
technologically advanced, does not impose su& limits. Although allout war has 
k e n  avoided, constant brushfire wars erupt in the smaller nations of the world, as 
each side seeks to convert the other (the PO bloc out of paranoia that increasing 
industrial control will threaten their own po l i t id  freedom, the FC bloc at the 
hhest of the industrial eonwrm that largely control them). 

Less than a decade ago,,free elections in the nation of Steporhevac voted in a 
Free Commerce government, largely in response to the promise of large industrial 
development by programs financed by outside corporations in payment for the 
right to develop large bauxite reserves of the country. With a population somewhat 
in excess of 60 mill ion, Stepozhevac's estimated GNP is only CR 42.63 billion, and 
the nation can only be described as underdeveloped. 

After installation of a Free Commerce government, the bauxite deposits were 
rapidly developed, but most foreign assistance was channeled into modernization of 
the armed forces. Approximately one year ago, a junior officer coup seized control 
of the government, disarmed nearly half the armed forces, expropriated foreign 
industrial holdings, and declared for the PO bloc. 

Mision: Through neutral parties, several industrial consortiurns are hiring a num- 
b r  of merwnaty contingents to augment the m y  of Morovic, Stepozhevac's 
northern neighbor, for a rapid campaign against the ruling junta. The campaign will 
oonsist of two phases. Phase one will comprise seven distinct and simultaneous o p  
erations: six commando raids and one striker incursion. Each commando raid will 
aim at seizing one of the six main mining camps nestled on the southern slope of 
the Karamak Mountains. which fa-rm the northern border of the muntry with 
Morovic. Eaeh raid will be En company strength. The striker incursion will be in 
brigade strength, southwest of the mountains, and will aim at attracting S t e p  
zhevaci reserves. Phase two will consist of relief of mercenary units by main force 
Merovici units. The intent of the operation i s  t o  bring down the junta and replace it 
with a pro-FC government. 

The ticket offered calls for e company strength list commando form to seize 
Camp number 5 and hold it against counterattacks for two days. CR 3 million is 
offered up front, with an additional CR 2 million success bonus. Transport will be 
financed by the patron, with a 10?4 of purchase price bonus for all equipment 
remaining intact at the end of the operation. Steposhevae's armed forces poses a 
variety of surplus equipment mostly from tech levels 8 and 9. Camp 5's garrison 
consists of an air cavalry battalion equipped with airlrafts and ACR's la quantity 
of which were received before the caupl, but generally only a company is present 
at the camp, the bulk of the battalion being employed in counter-insurgency work 
against tribesmen in the Karamak Mountains. Counterattacks in battalion strength 
can be expected by tech level 7 and 8 mechanized elements stwting 12 - 24 hours 
after the initiation of hostilities. Due to the value of the installations siered, large 
scale bombardments are not expected, nor is the use of tactical nuclear weapons, 
although non-persistant chemical agents may be used. It is expected that Morovici 
forces will achFeve local air  superiority for the duration of the campaign, although 



taetical air support will be concentrat& exclusively with t h e  striker incursion. 

Cadre Mission: 
Background: Aramis (planetary characteristi= - 86597726) consists of a small 

industrial fief on long term tease to Peabody Instrument, several coastal enclaves 
on the only moderately large continent of the planet, and a large out-back, thinly 
populated with no format government. Recently, raids by outbackers on several of 
the coastal enclaves have increasd, apparently supported'by arms shipments from 
'Clave Detmender, whose motives in this action seem vaguely aggressive, albeit ill- 
defined. Short of manpower and funds, local militia units have formed to protect 
out-lying settlements and farms and hunch occasional punitive raids, but are 
hampered by a lack of any formal military experience. Large purchases of modem 
equipment are beyond their means, as are mass hirings of mercenary units. 'Clave 
Belcherferus decides to  hire a small mercenery cadre to train and lead its militia. 

Mission: 'Clave Belcherferus has a total population of 23000, of which 8000 
are technically enrolled in the militia. This represents virtually all male and female 
manpower between the ages of 17 and 30, and obviously cannot be mobilized at  
any one time. The militia i s  currently organized into about thirty-five companies of 
from 150 to 200 each, with each company drilling once a month and serving a one 
week action duty once every four months. Thus, two companies are available to 
meet raids, provide security detachments and intensively train at any one time. This 
represents a severe strain on the civilian economy, and only in extreme emergencies, 
or for an extremely important operation, would more companies be mobilized. 

'Clave Belcherferus offers double standard salaries to a small cadre unit, not to 
exceed twenty men, to train and lead the militia. Local ranks enjoyed by the unit 
will include three field grade commissions, eight junior officer comrnissians, and the 
remainder as NCO's. All active companies and platoons will be commanded by mer- 
cenary officers, with native commanders serving as deputy commanders. En tne case 
of mobilization of larger forces, mercenary officers will command companies and 
field grade officers will command task forces, with the senior mercenary officer 
exercising overall command, within limFts imposed by the government. Normat 
salaries will be paid to individual mercenaries, with additional salaries to the unit 
for profit and disbursement of shares. 

Security Mission: 
Background: Jokotre (planetry characterist i a  86~8D97) has for generations 

been ruled by a religious dictatorship based on the worship af Ram, a local deity. 
Each true believer must make a pilgrimage to the holy lands once during his life. 
and the ruling hierarchy has decided that this year, the one thousandth anniversary 
of the deification of Ram, would be an auspicious time for the highest government 
leaders to do so, particularly as it would serve to increase flagging popular support 
for the regime. f he pilgrimage will be complicated by two factors, however. First. 
an active insurgency movement wouka leap a t  the chance to destroy the ruling hier- 
archy at one blow. Second, no true believer may carry weapons info the holy land 
without being permanently defiled. While true believers. in the  strictest meaning of 
the term, may be rare, so dogmatic has the regime become to maintain power that  
no member af the armed forces can reasonably be expected to volunteer for such a 
mission. The only practical solution is to provide security guards from heathen 



off worlders, who do not care if they are defiled, and are less likely to accept br ibes 
to assasshate any member of the ruling hierarchy. 

Mission: The ticket offered i s  a success-only COntraQ (obriously) for a eompany- 
sized security Force. The force will escort the motorcade of officials and their de- 
pendent$, about 400 in all, from the $order of the holy rand across country to the 
shrines (a  distance of 400 miles) and back. At the border, security will be taken 
over by main-force Jokotre units. No other pilgrims will be allowd to enter the 
holy lands during the mimion, and strong Yokotre security elements will be de- 
ployed along the borders for weeks in advance to enforce the decree. Outside sec- 
uriw will be sufficient to prevent aerial or vehicular intervention and prevent large 
scale incursions, but the ihfiltration of light insurgent units cannot be ruled out. 
The motorcade will travel in ATY's, of which six will carry auto cannons for we by 
the security detail. No heavier armament will be available due to a wish ta keep a 
very tow profile in regards the security arrangements. Payment on completion of 
the mission will be CR 500000. 

The Omam T iekd: 
Background: Aramanx (planetary characteristics - 86579746) is a highly pop- 

ulated. bal kanized, somewhat backward planet. While extensively industrialized, 
its remote location and limited export potential has limited its technological pro- 
gress. Sternmetal Horizons, LIC. has recently (within the last decade) em barked 
upon a program of exploitation of the world along ambitious lines. Deciding that a 
straight economic take-over of the politics of the planet would involve far too great 
an outlay of funds, Sternmetal has systematically invested in Lovreny i, a smallish 
(population 37 million) industrialized nation in the midst of the most heavily indus- 
trialized and settled continent. Sternmetal will introduce a smal.1 but wellquipped 
mercenary contingent to supplemgnt indigenous Lovrenyi troops and defeat the 
conventional armies of the major powers, thus enabling imposition of terms 
favorable for wholesale infiltration of their economies by Sternmetal investment. 

Mission: A CR 50 million success only ticket i s  offered for a heavily reinforced 
mechanized striker battalion, equipped to tech 9 or 10 level, augmented by at leat 
a company of armor, several batteries of artillew with advanced counter-battery 
capabilities, a small aerial contingent, and heavily equipped with man-portable 
and vehicle-mounted anti-tank and anti-aircraft weapons. Indents may be made 
against the CR 50 million fee for amounts up to CR 30 million to provide equip- 
ment, all equipment reverting to Sternmetal Hirizons, LIC in the event of failure. 
The force will provide stiffening for the army of Lovrenyi (eight semi-motorized 
infantry divisions, several battalions of armor and armored cavalryl as well as form 
a breakthrough force capable of rupturing defense lines, carrying out deep pene- 
trations, and employing overwhelming firepower to annihilate large concentrations 
of enemy troops in short amounts of time. Enemy forces can be expected to 
amount to 40 to 60 divisions, mostly infantry, with a number of brigade-sized 
armored units. Nuclear weapons will not be employed, although limited use of 
chemical weapons will be permitted. Despite apparent overwhelming enemy force, 
extensive use of jamming of primitive radio communications should enable the 
striker force to achieve successive local concentratiom of overwhelming fire power 
and seriously disrupt any concerted enemy offensive. Employment of forces larger 
than reinforced battalion strength with supporting arms is not deemed advisable. 



Recruiting 
Players will often f ind it necessary to hire non-player characters to  carry Out a 

mission, and may wish t o  hire such characters as body guards, personal security de- 
tachments, etc. The following procedures are used to  recruit, train, and organize 
non-player characters. 

Obtaining Recruits: Players on planet may attempt t o  recruit by placing ads in 
appropriate periodicals, by word of mouth, etc. A player or players who attempr to 
find recruits do so by 
spending two weeks ad- 
vertising and interview- RECRUlTlNG MATRIX 
ing recruits, Players Value Tech Level Law Level Govt type 
may be assisted in this 0 no +3 - 
by non-player char- 1 no +2 - 
acters in their employ 2 no +2 - 
who have reeru iting 3 no +1 + 

skills. 4 no *I - 
Four categories of 5 - 1 - - 

hirelings may be ob- 6 - 1 - - 
tained: raw recruits, 7 - - f C2 
veterans, veteran o f f  i- 8 - - 'I - 
en, and mercenaries. 9 - - 2 - 
Raw recruits consist of 10 +2 - 2 - 
non-player characters t l  +2 - 2 - 
with no prior military 12 +2 - - 
experience. These could 13 + 1 - - 
be veterans of the 14 +t - - 
scouts, navy, merchants 15 +f - - 
or other service. To t h i s  16+ no na no 
end, Traveller Supple- 
ment 1, titled 1001 The presence of the notation "'no" indicates that 
Charmers can be of players may no t  recruit on that world. A dash indi- 
some assistance. cates no die rol l  modification. 

R a w  recruits mav 
also be drawn from Zhe police category, from the thug category, ete, from the 
supplement, o r  they may be rolled for according t o  the standard Traveller character 
generation rules. Veterans consist of members of the marines and army not  gen- 
erated by the Mercenary character generation system and who did not attain 
commissioned officer rank. If the supplement is used, these may also be drawn 
from the trooper section. Veteran officers are former officers of the marines or 
army not  generated by the Mercenary character generation system, Mercenaries are 
hirelings generated by the Mercenary character generation system, and although 
none are included in the non-player character supplement, a small number are 
included in this book. 



Recruiting is carried out b y  rolling separarely for each category of recruits t o  
determine the number of eaeh which apply for employment. The number which 
apply is determined by rolling a specified n u m h r  of dice and applying DMs to  
each die rolled. 

Mumber of Dice Rolled: For raw recruits, the numtser of dice rolled is equal to  
the population number o f  the planet minus four. Thus, on  a population level 6 
world. two dice would be rolled. For veterans, rol l  dice equal to  the population 
level minus five. For veteran officers and mercenaries, rol l  dice equal to the popula- 
t ion number minus six. 

After the correct number of dice have been rolled, a DM is  applied to each die. 
The DM is determined by consulting the Recruiting Matrix, and referencing the 
appropriate planetary values; note all DMs indimted and sum them for a total. I n  
addition, the recruiting expertise o f  the player or players wil l  provide a DM. For 
each player wi th a recruiting skill of 1 engaged in recruiting, add one t o  the die rolls 
for raw recruits. For each player with a recruiting skill of 2, add one to  the rolls for 
raw recruits and for veterans. For each wi th recruiting 3, add one to all rolls. For 
eaeh player with recruiting 4, add two to all rolls. For each player with recruiting 5, 
add three to all rolls, etc. Non-player character employees wi th recruiting skills 
assisting a player may use their recruiting skills in the same manner. 

Recruiting, as indicated above, takes two weeks. A t  the end o f  that time, play- 
ers may continue to recruit on the planet for additional two week periods, repeat- 
ing the above procedure each time. However, in each additional period o f  recruiting, 
subtract one from each die. The negative modification is ctlrnulative; i n  the fourth 
period, three would be subtracted from each d ~ e  in addition to  all other DMs. 

Reactions: Referees may wish to rol l  on the reaction table (Traveller book 3, 
p. 23) for each recruit, atthough this will generally prove very time consuming and 

is not recommended. I t  is recommended that the referee roll once for each key hire- 
ling, key hirelings induding all mercenary characters and all veteran officers. The 
leadership level of the hiring player (or that o f  the highest single leadership level of 
one of several hiring players) should be applied as a positive DM on the teactFon roll. 
Whether the characters decide to en1 ist should be dependent on  this die roll. Char- 
x ters  with a reaction roll o f  9 or higher wi l l  almost certainly enlist. Characters with 
a rol l  of 6 through 8 may or may not enlist, depending on the mission, financial 
rewards, a referee-generated die roll, etc. Characters with a rol l  of 5 or less wil l  
never enlist except to  sabotage the unit or d o  harm t o  the employers. The reaction 
roll, of course. should be kept secret from the hiring player or players. Unusally 
high o r  low rolls should be noted by the referee as a guide to future loyalty and 
conduct of the hireling. 

TRAINING THE RECRUIT 

After hiring recruits, players may wish t o  train them. Two types of training are 
possibfe, basic training and skiill training. 

Basic f raining: Basic training is only necessary for raw recruits, but is generally 
essential for them. Basic training involves weapon familiarization and small uni t  
Tactics. Only personnel with instructional expertise may conduct basic training, but  
all such personnel may do so, regardless of what other skills they have. Each basic 
training class may he condueled by one or two instructors operating in con- 
junction, Bas~c rraing reqtr ir~s six weeks, and the number of trainees who mar be 



instructed En each class i s  equal to six r im8 the instructional expertise of the 
instructor. If two instructors are used, add their instructional skills and add one to 
the total skill level. f hus, two instructors, each with skill level one instructional skill 
would have a total skill level of three and could instruct eighteen trainees. T ra in~s  
upon completion of their basic course are considered to  have one experience poht  
(see the section on Organization for an explanation of experience points) and 
familiarization with the use of small arms. Small arms familiarization does not 
count as a skill level, but avoids the negative DM for lack of gun combat skill. 

Skill Training: Single instructors may teach trainees specific skills. Each skill 
dass must be taught by an instructor with instructional skills of 2 or greater, 
and with a skill level of two or greater in the subject taught. Each such class takes 
six weeks, and at the end of the period each student receives a level one skill in 
the subject taught on a die roll of 9+ on two dice. The following DMs are applied: 
student intelligence of 8+, +I ; student intelligence of lo+, +I ; +I per level of 
instructional expertise above 2. 

Each skill class consists of up to six students, normally, but may be increased 
beyond this a t  the cost of a decreased DM for sucesstul completion. For each six 
nudents added to the class, apply a DM of - 1 to the completion die roll for each 
student in the course. 

Students may be given additional courses in the same skill to raise their skill 
above level one, but no student may learn a skill greater than one less than the 
instructor's skill level in the subject taught or one less than his instructional skill. 
Thus a character with Instruction4 and Demo-4 could train students to the level of 
Demo-3. 

ORGANIZATION 
Upon completion of training (if any), characters hired as part of a mercenary 

unit must be organized, All units are formed from two basic organizational build- 
ing blocks, the individual and the team. Individuats are single characters operating on 
their own. Teams are grous of four ox fewer charmers operating in concert. If us- 
ing miniature figures, individuals would be mounted on separate bases while teams 
would be mounted on a single base. Recornended base sizes are %" square for 
individuals and 1" square for teams. As a general rule, only unit leaders, senior 
NCO's, ete will be mounted as individuals, while most combat troops wCH be 
mountd as teams. Player characters will generally be represented by an  individual, 
as. will especially skilled soldiers in special units (men in battle dress, commandos, 
and so on). 

Units: Players have some flexibility in forming units, but the following is pre- 
sented as a general guide. Radical departure from the standard organizational 
scheme should require training of the men to aquaint them with unfamilar tactics, 
organization, and chain of command. 

Fire Team: A fire team is the smallest organizational unit, commanded by a 
junior NCO (almost slwavs a corwrall and consists of four men. The team leader 
should be mounted on the team base. 

Squad: A squad will consist of two or three fire teams. A squad is commanded 
by a Lance Sergeant or Sergeant. The squad leader will command one of the fire 
teams in addition to commanding the squad. 

Section: A section generally consists of two squads, and i s  an intermediary step 
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between squad and platoon. Sections are often omitted from organizations. A sec- 
t ion is commanded by a Sergeant or Gunnery Sergeant, who may either be mount- 
ed as an individual leader or serve as one of the two squad leaders in the section, 

Platoon: A plazoan consrsts of up to three squads or two sections. A platoon is 
mrnrnanded by either a Lieutenant or a senior NCO (generally a Leading Sergeant). 
A platoon may also have a uni t  senior NCO, who should be one grade above the 
highest squad or section leader in the platoon (generally either a Gunnery Sergeant 
or Leading Sergeant). A platoon may also have a runnerlcommo specislist/guard 
wi th its headquarters element. The platoon leader, unit NCO, and specialist may be 
mounted either as a team o r  as individuals. 

Company: A company consists of several platoons and is generally commanded 
by a Captain, although companies may be commanded by Lieutenants and Majors 
as well. Companies may have unit senior NCO's, generally Leading Sergeants or 
First Sergeants. Tha company commander and unit senior NCO would be consid- 
ered individuals, while additional headquarters personnel Fcamma specialists, ete.) 
wutd t~ mounted a5 either individuals or teams, depending on their function. 

Battalion: A battalion consists o f  several companies commanded by n field grade 
officer, generally no  higher in rank than a Lieutenant Colonel. Battalions on 
oeeasbn are commanded by captains. Battalions may have unit senior NCO's, 
generally First Sergeants or Sergeant Majors, and may also have a battalion 
executive officer of field grade or below. Headquarters personnel may be mounted 
as individuals or as teams depending on their function. 

Units Above Battalion Level: Units larger than battalions wil l  seldom be used 
in the type of environment mercenaries are employed in, and when used wi l l  gen- 
erally be combined arms task forces tailored to a specific mission. Players thus have 
a great deal o f  flexibility above battalion level, but En forming such units, and even 
in determining the size of smaCier,dnits, referees should bear in mind the principle 
of span of mntrol. As a general rule, a unit should consist of no more than three to  
five sub-units. Command efficiency and unit coordination wil l  begin to deteriorate 
i f  any more than five sub-units are directly controlled by s single headquarters. 

Experience and Morale: After a prayer has organized his mercenary units, zhe 
referee should determ ine the morale of each 'basic organizational component (each 
individual and each team). Ideally, this should not be revealed to  the player until 
combat is first joined, although wi th large mercenary units, referees may f ind this 
quite impractical. 

To determine the morale of en individual. total the individual's experience 
points. Experience points are awarded for the following: 

Raw Recruits: A raw recruit has no experience points unless he has undergone 
basic training. If he has undergone basic training, he has one experience point. 

Veterans and Veteran Officers: Each such individual receives one more exper- 
ience point than the number o f  terms served. Thus, an individual wi th three terms 
of service i n  the marines would have four experience points. Each such individual 
also receives one experience point per level o f  Tactical expertise skill. 

Mercenaries: Individuals wi th characteristics generated by the Mercenary chara- 
aeter generation procedure receive one experience point per combat service ribbon, 
purple heart, level o f  tactical skill, and MCUF. Two experience points are received 
per MCG. Three experience points are received per SEH. 



After the individual's experience points are totalled, roll one die and add it to 
the total points. The result is the individual's morale rating. The morale rating 
will be used to determine how well the individual will respond under conditions of 
stress, and is essentially the number that must be thrown, or lower, with two dice 
to amid panic. Express morale ratings as a number followed by a minus, for 
example 8 -. 

To determine the morale level of a team, a procedure similar to that for indi- 
viduals is followed. The experience point totals for each member of the team are 
determined as above, with some modifications. The experience point total of the 
highest ranking character in the team is the upper limit of experience points for 
each ather member of the team. For example, a platoon headquarters mounted as a 
team contains a Lieutenant with f ive experienw points, a Gunnery Sergeant with 
ten experience points. and a Lance Corporal with two experience points. The Gun- 
nery Sergeant would count as having on1 y five experience points, as the Lieutenant 
with only five points outranks him. In a team containing a character of NCO rank 
or above, the highest ranking figure receives, in addition to the experience points 
listed above, one experience point per combat command (Mercenarygenerated 
former officers onky1. Once the total experience points for each member of the 
team has been determined, sum them and divide by the number of figures in the 
team (rounding down), thus obtaining an average experience number. Roll one die 
and add this to the average experience to determine the final morale rating. 

Morale Bonuses: Unit commanders from squad level up have a morale bonus 
equal to their level of leadership expertise. This morale bonus i s  not added to their 
morale, or the morale of the team they are a member of. Howewr, if friendly 
individuals andlor elements in their immediate vicinity wl ich are part of the unit 
they command are called upon to make a morale check, tl-e unit commander may 
add his morale bonus to those units. If the leader or the tram to which he belongs 
also makes a morale check, that check i s  made first, the rtorale bonus only being 
applied to other individuals and elements if the leader successfully passes his own 
morale check. I f  he fails his morale check, his leadership Fevet is applied as a negative 
morale modifier to all nearby stands of units. 

Medics: While mercenaries anticipate considerable danger :r7m their chosen I ine 
of wark, needless death or suffering is anathema. Provision of minimum levels of 
medical care for wounds and injuries is necessary to the continued maintainance of 
the morale of a unit. Each platoon must have medical skill points available to it at 
least equal to 1 B  of  the platoon's strength. Medical skill points may be provided 
by the skills of combatants in the unit. or by specifically designated medics, or by a 
combination of the two. For example. a 50 man platoon w o ~ l r  require 5 medical 
skill points. If three members of the platoon had Medic-I. the ad. .'anal two points 
would have to be provided by a specifically designated medic. Per .nnel designated 
as medics double their skill level for purposes of determining tht number of skill 
points provided. In the above example, one medic with a skill leteel of Medic-1 
would provide the two needed medical skill points. Medics are non-c nbatants, and 
as such may not Ln? armed or required to carry out any function other than care of 
the wounded. 

Each company must have, in addition to the medics provided by each platoon, a 
casualty clearing station with at least one designated medic with a skill of Medic-2 
or higher. Medical requirements above company revel are dependent primarily upon 



outside factors, such as availability o f  local medical facilities, ability to rapidly clear 
casualties to  such facilities, ete. I n  the absence of 1-1 medical facilities, units of 
company size or larger should have as a minimum one surgeon and several assistants. 

Failure to  provide adequate media l  care should result in reductions in the 
morale levels of elements and individuals, in amounts determined b y  the referee 
based on the situation [but at least - 1). 

Heavy Weapons Teams: Heavy weapons teams wil l  consist of two or more men. 
Morale is determined by averaging the experitwee points of the team members. 
Each heavy weapons team must have a designated gunner wi th at least a level one 
s k ~ l l  in the weapon used; gunners must be classed as lance corporals or above. 
Weapons teams with more than four members must have a gun crew commander 
wi th a rank of a t  least corporal. 

Ranks: Hirelings and other player characters must be assigned ranks within the 
highest command structure of the unit. Player characters are free to  accept any 
rank offered by another player character, but  non-player characters must be offered 
ranks equal to  or greater than the minimum acceptable ranks listed in the earlier 
section covering hiring on. Characters must be assigned responsibilities roughly ap- 
propriate t o  their ranks, as arbitrated by the referee. All doctors (Medic3 or highw) 
must be made commissioned officers. 

Miscellaneous Srtpport Penannet: Mercenary units wi l l  accumulate equipment 
over time (weapons, vehicles, personal armor). and this wuiprnent must be main- 
tained. The referee should f rwn time to  time impose breakdowns on the player's 
equipment, with mechanics required t o  repair the equipment. The presence af full- 
time mechanics and electricians i n  the unit should reduce the rate of breakdowns, 
and decrease their severity when they occur. 

Gaining experience: At the conclusion of each mercenary mission, al l  personnel 
who came under fire gain one experience point, which wi l l  increase the morale o f  
units in subsequent actions provided a large number of personnel stay wi th the unit. 

Unit Senior KO's:  Units of platoon size and greater commanded by a commis- 
sioned officer may also contain a unit senior NCO. The uni t  senior NCO is attached 
to  the unit headquarters and is generally responsi bke for discipline, training, and the 
smooth functioning OF noncombar administrative activities within the unit. In a 
combat situation, the uni t  senior NCO wil l  assist the uni t  commander i n  making 
combat decisions, assist in carrying out  orders, etc. At the platoon level, the pla- 
toon sergeant (the unit senior NCOI will sometimes command part of the platoon 
while the platoon leader commands the other part. 

While unit senior NCOas are not  necessary, the provision of qualified personnel 
in these positions carries certain advantages. IF a unit has a uni t  senior NCO, the 
tact~cal skill of the unit commander is considered to be his skill level plus that of 
his senior NCO, although the senlor NCO may not more than double the com- 
mander's original level of tactical expertise. This added tactical skill may only be 
used when the two characters are 0perati;rg together (in close physical proximity - 
mounted on the same stand ar stands touching). When operating together, both 
may add their leadership levels to obtain a combined higher morale bonus. The unit 
senior NCO adds his ful l  leadership level t o  the morale bonus, regardless of the 
leadership level of his commanding off ieer. When operating separately, both 
characters may employ their leadership levels as separate morale bonuses. 



Battles 
There are three means of resolving a mercenary mission: the standard Traveller 

adventurelcombat system, the abstract system included later in this section, and a 
free-form system created by the referee. All three are discussed to a greater or Lesser 
extent, but it should be born in mind that these are intended only as a general guide 
to the referee, not as a definitive miniatures rules set. 

THE TRAVELLER COMBAT SYSTEM 
f he expanded weapons tables included in this section integrate the additional 

small arms and supporting weapons into the basic Traveller cornbet system. In 
addition, the following additions and changes are used. 

Morale: While the standard Traveller morale rule (book 1, page 33) may still be 
used in random encounters of a small nature, parties engaged in purely military 
functions (including military units encountered by player-characters! should use a 
modified morale system. Morale for an individual or a fire team is determined as 
described in the Organization section of this book. The morale number is the 
number or less that must be rolled on two dice to pass a morale check. While 
referees may wish to impose morale checks for a variety of special eases {such as 
non-player hirelings continuing to accompany player-eharacters in the face o f  
almost certain destruction), the following general events should always trigger a 
morale check. 

1. Unexpected Fire: i f an individual or fire team is fired upon unexpectedly 
(from ambush or from individuals not previously considered threatening) a morale 
check is necessary to determine whether they will return fire and follow orders 
given to them. Failure of the morale check will cause them ta ga to ground to take 
cover, scatter tu cover, run away, or surrender, depending on the situation. SUP 
render should be based on the apparent hopelessness of the situation, the amount 
by which the individual or team missed their morale throw, and the perceived 
willingness of the belligerents to take prisoners. 

2. Casualties: Whenever a unit of platoon size or smaller takes casualties, all 
elements of the unit in the immediate vicinity should take a morale cheek. Fail- 
ure of the morale cheek should result in the unit taking cover, halting of the 
advance, actual retreat, or surrender. again depending upon the circumstances listed 
above. The referee should apply DM'S to the roll based on the seriousness of the 
casualty (a light wound will not effect morale as much as a death). Additionally, 
the death of a commanding officer or NCD should cause a negative DM equivalent 
to his normal morale bonus due to leadership, 

Full Automatic Fire: Certain weapons am capable of either serniautornatFc ox 
full automatic fire. These weapons are shown on the weapons charts with the two 
DM'S in each column separated by a slash. The first DM is used when the weapon is 
fired semi-automatically; the second is used on full automatic fire settings. Each full 
automatie burst, in addition to the higher hit probabilities, allows two chances of a 
hit on a designated target. Gauss rifles firing ten round bursts receive three chances 



of a hit on the designated target, as do weapms which are fired exclusively in the 
full automatic role (light machine guns. autocannons, and VRF gaus gum], 

Group Mi& by Automatic F i n :  Regardless of the designated target of a weapcn 
which is firing with automatic fire, non-evading targets adjaeent to the original 
target area are also attacked by the weapon's burst of fire. A DM of -3 is imposed 
to hit. From a normal four round burst, no more than two adjacent targets may be 
hit. From a ten round burst or greater, four adjacent targets may be hit. 

Additional Damaga from HE Rounds: After normal hits have been determind 
(including resolution of group hits from automatfe fire, if used), blast effects may 
cause damage to individual largets adjacent to the target hit. R011 for hits as if fired 
at normally, but apply half damage. 

Flechettes: AH flechette rounds fored at long, very long, or extreme rane we 
the Group Hits by Shotgun rule (book 1, page 39). 

High Energy Weapons: All PGMP's and FGMP's fired a t  very long or extreme 
range use the Group Hits by Shotguns rule. 

Zero4 Firing: Projectile throwing weapons fired in a zero-G environment do 
not lase accuracy with range to the same extent as normally. A t  medium, long, and 
very long range, such weapons use the DM for either s h o r t  or medium range, which- 
ever is more favorable. 

panic Firs: At medium range or less, players may voluntarily chose to use panic 
fire, if firing small arms slug throwers. Panic fire uses all rounds in the weapon, and 
hits are resolved as if the weapon were being fired a t  i ts highert wzting (four round 
bursts, ete). The player may take up TO three normal fires (or less, depending on 
how much am.?unition is left in the weapon when panic fire is initiated), all of 
which are made at a DM of -2. When firing rifles treat them as assault rifles on 
automatic setting Players firing carbines treat them as submachine guns. 

Extreme Ran* Firing: Certain r~eipons may fire a t  ranges longer than very long. 
The extreme range for such weapons i s  listed with the weapon description. Weapons 
fired at extreme range do so using the modifiers for very long range with an 
additional DM of -4. Only players with expertise in the weapon may fire at extreme 
range. To fire at extreme range, players must be stationary and prepared to fire 
from a rest (log, tree limb, bunker embrasure, etc). Vehicles must be stationary for 
weapons to be fired at extreme range. High energy weapons (FGMP's and PGMP's) 
inflict quarter damage at extreme range. 

Hand Grenades: Hand grenades may be thrown only at targets which are at 
medium range. Each character may throw one grende per combat round, during 
whrch time he is considered to be evading. No expertise or range modifiers are used 
in dezerm~ning hits, but the target modifiers of a 4 em RAM HE grenade are used, 
Grenades use the Additional Damage from HE Rounds rule. This rule specifically 
applies to concussionlfragmentation grenades. Refems may introduce other 
varieties at their option. 

THE ABSTRACT SYSTEM 

The abstract mission resolution system is particularlv valuable in resolving a 
mercenary mission involving large numbers of troops on one or both sides and in 
which player characters are not primary participants (serving as NCOs in an infantry 
battalion, For example). 

The abstract system is conducted in two parts: pnepb~ation and mmlution. 
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Mission Table 
1 Commando 
2 Cadre 
3 Striker 
4 Security 
5 Security 
6 Security 

Element Engaged 
1 down3 
2 down3 
3 down2 
4 down 2 
5 down 1 
6 down 1 
7+ full 

Firing 
Unit: 

Fire 
Indiv: Team Sqd: 

lndiv E - 1 -2  
Fire Tm 4 E - 1 
Sqd +5 +1 E 
Sect +6 +2 +1 
Plt +7 +3 +2 
Co +8 +5 +4 
En +9 +8 +6 
Rein. Bn +I0 +10 +8 
Bde +I1 +11 +10 

Unit Size Table 
Firc team 141 
Squad 19) 

O Section (191 
1 Platoon (41 3 
2 Platoon 
3 Company (127) 
4 Company 
5 Company 
6 Battalion (4521 
7 Battalion 
8 Reinforced Bn (6351 
9 Brigade I15001 

Firing Matrix 

Targei Unit: 

Sect: Plr: Co: 
-4 -6 -7  
-2  -4 -5  
- 1 -2  -4 
E - T  -2  
+f E -1 
*2 +2 E 
+4 +3 +2 
+6 +5 +3 
+8 4-7 +5 

Bn: Rein. Bn: Bde: 
- 7 -7 -8 
-6 -7 -8 
-5 -6 -7 
-4 - 5 -6 
-2  -4 -6 
- 1 -2 -4 
E - 1 -2  
+I E -1 
+3 +2 E 

Encounter Type 
-3 Own Surprised 
-2  Own Attacking 
- f Own Attacking 
0 Own Attacking 
1 Own Attacking 
2 Firefight 
3 Firefight 
4 Firefight 
5 Firefight 
6 Enemy Attacking 
7 Enemy Attacking 
8 Enemy Attacking 
9 Enemy Attacking 

10 Enemy Surprised 

Fire Results Table Personal Cmualty Table 
-2  No Casualties 5% 3+ 
- 1  1% 10% 4+ 
0 1% 20% 5* 
1 5% 30% 6+ 
2 5% 40% 7+ 
3 10% 50% 8+ 
4 1096 
5 20% 
6 2Q% 
7 30% 
8 40% 
9+ 50% 



Preparation: Preparation consists of determining the most important character. 
istics of the two opposing forces. These characteristics consist of mission, tech 
level, size, and eff ieieney. 

1. Mision: Roll once on the mission table (in the Hiring On section of Tickets) 
to determine if the players unit is on security, commando, or striker mission. For 
the opposing force, roll a six-sided die. If the result i s  1 d 3  the opposing force is an 
indigenous military unit. On a roll of 4 - 6, i t  is another mercenary unit. In this 
case, roll again to determine its mission. 

2. Tech Level: Roll a six sided die for the tech level of both forces. Apply the 
following DM'S: 

Mercenary unit (except cadre) - +6. 
Cadre unit - +5. 
Indigenous unit - +4. 

3. Site: Roll one die and consult the unit size table. Apply the following DM's: 
Commando unit - - 1. 
Striker unit - + I .  
Cadre unit - +2. 
Indigenous unit - 4. 

The result on the unit size table will indicate the military unit employed by 
each force. The number in parentheses following the unit type is the number of 
combat effectives in the unit.This number will be used later in mission resolution. 
The listing for a squad i s  also includd for mission resolution, even though it is 
impossible to initially field only a squad. 

After determining size, the referee should record each unit's preservation level. 
The preservation level i s  40% of the unit's effective strength. Thus, a 452 man bat- 
tal ion has a preservation level qf .I 81. This means that the unit will surrender or 
wFthdraw from action after sumining 181 casualties. 

4. Efficiency: To determine a unit's efficiency. roll one die and add two to the 
roll for mercenary units other than cadre units. Add one for cadres; use the 
unmodified roll for indigenous troops. 

Reralu'tion: Mission resolution is conducted in a series of combats, each between 
part or all of the two opposing forces. Each such action will result in casualties to 
one or bath forces. When one force suffers casualties equal to or exceeding its pre- 
servation level, it surrenders or withdraws, allowing the other side to complete its 
mission. Each combat is resolved in four steps. 

1. Element En@ged: Determine the element engaged in the combat from each 
force by rolling a six sided die and applying the following DM's: commando or 
security mission - +2; indigenous troops - -2. The result will read out either as 
ft11! (indicating that a l l  the force i s  engaged) or down N with IN being the number of 
levels lower than the size of the force the committed element represents. 
Thus, a battalion which received a down 2 result would commit a platoon. A 
platoon which received a down 3 result would commit an individual soldier. 

2. Encounter Type: Ro!l one six sided die to determine the encounter type. 
Apply the following OM'S: if own committed element smaller - + F ; if enemy corn- 
mitted element smaller - - 1; if own efficiency higher than enemy efficiency, DM 
+ the difference; i f  enemy efficiency higher then own efficiency, DM - the dif- 
ference: i f  own on security mission, DM + 1 : if enemy on security mission, DM - 1 ; 
if own on striker mission. DM -1: i f enemy on striker mission. DM +l. The type of 
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encounter wi l l  have a great effect upon the resolution of combat. 
3. Combat Resotution: Combat resolution consists of rolling once on the fire 

results table to  determine casualties. In  a f irefight or attack encounter, both sides 
wil l  rot1 once to inflict casualties on the opposing force. In a surprise encounter the 
surprised side wi l l  not  fire. A six sided die is rolled once to determine fire casualties, 
subject to several DM'S. A DM is generated based an the relative sire of the corn- 
mined element as shown on the firing matrix. Firing units are listed on the left side 
while target units are listed across the top. The intersection of the two shows the 
appropriate DM. Thus, a battalion firing at a platoon would fire with a DM of +3, 
while the platoon would fire wi th a DM of -2. Two additional D M's are applied. A 
DM of -2 is applied t o  fire from the attacking unit. The difference in tech levels o f  
the opposing forces i s  also applied as a positive or negative DM in every fire, Thus a 
tech level 7 unit firing on a tech level 6 unit would fire with a OM of +I, while the 
tech level 6 unit would return fire wi th a DM of -1. 

Casualties read out as percentage losses by the engaged element. Fractional losses 
of .5 or mare round up, while all others round down. For example, a section 
(19 men] receives 10% casualties, amounting ta 1.9 men, rounded to  2. 

4. Personal Casualties: If the force a player character i s  in suffers 5% casualties 
or greater in combat, there is a chance the player character wil l  be wounded, or 
worse, The personal casualty table gives the number on two dice which must be 
rolled to avoid a wound. If the number immediately below the specified number is 
rolled, the player has been killed. I f  any number below that i s  rolled, the player has 
'been wounded. 

f HE FREE- FORM SYSTEM 

The free-form system of mission resolution i s  best used to resolve larger conflicts 
involving player characters. No  precise rules can, or should, be given here, as much 
of the realism o f  the system derives from the on-the-spot interaction tsetween the 
referee and the players. 



Ironmongery 
This section on equipment i s  designed to accomplish two things. First, it wi l l  

give prices and dwcriptions o f  a variety of small arms. light support weapons, and 
miscellaneous personal equipment in a form similar to that used in Traveller. f hese 
are obviously only intended to be representatives of the type of equipment avail- 
able at each tech level, and serve as a general guide to cost and lethality for the re- 
feree. Since players wiH occasionally encounter larger wellequipped forces, either 
in mercenary adventures or normal zravelling, a second part o t  this section gives a 
brief overview of the general types of equipment in use at different tech levels. 
These include small arms, infantry support weapons, corn bat vehicles, and artillery. 

A. Small Arms: 
Slug Throwers 
The following weapons are standard military issue and become available a t  the 

stated tech Levels. These weapons, as a general rule, cause casualties by propelling a 
metal slug at high velocities toward the target, causing damage on impact by kinetic 
energy. 

Assault RElle: A lbghter and less expensive militarv version of the automatic rifle. the assault 
rifle Irres B 6mm. 5 gram bullet at velocities of 900 meters per ~ c o n d .  A magazine containing 
30 rounds is ~nserred Into the underside of the assault rifle,ahead of the trigger guard. Reload- 
ing takes one combat round, durrng which the firer t s  treated as wading. The weapon may 
e~ther be fired automatically [four rounds par pull of the tr~gger) or semi-automsttcally (one 
raund per pull of the rrigger). f he fire setting may be changed at the end of each combat round. 

The assault r i l le has an ~ntegral carryrng griplsight, and IS generallv pmvlded w ~ r h  a s l~ng as 
well. Belt fed versions are nor ovarlable, and speciel sights mav not be attached without 
considerable mod11 rcat ion of the bas~c des~gn. 

Length: 850 mm. Werght, unloaded: 3000 grams [loaded mmzlne wighs  330 grams). Base 
price: CR 300 lloadecl Magazine: CR 20). Tech level 7. 

Advanced Cumbar t%fl@: A progressive development of the essault rifle, the advanced 
combat rrlte IACR) (rres elrher a gmm, 5 gram h ~ g h  explosive [HE) bullet at 900 meters per 
second, or a 916mm. 3 gram dixardlng sabot  (DS3 bullet at 2200 meters per second. A 
magazine contarnlng 20 rounds is inserted into the unders~de of the weapon beh~nd the p~s to l  
grlp. Reloadtng takes one cornbar round, during whrch the firer is treated as evading. The 
weapon may f Ired e~rher auzomatically or semi-awtomat~celly (as wtth the assault rifle). 

Standard equipment includes an electronic bat t le fdd sigh?, incorporating both light 
ampltfecation and passive 18, vjsual magnif$cat~on, and a laser rangefinder wheh rnw a!- be 
used as a target palntlng device. The weapon i s  afso gyroscopically stab~lized during firmg. A 
slrng IS provrde-d, and the muzzle of the rtfle incrudes an integral flash suppressor and adaptor 
l o r  launching a 40mm R A M  shoot-through grenade I see below) . 

Length, exclusive of grenade: 750mm. Weight, unloaded: 3500 grams I loaded magazine 
weighs 500 grams). Base prrce: CR 1OOO Iloaded HE Magazine CR 20, Loaded OS rnaqazlne 
CR 25). Note. due to  the h ~ g h  per round cost, solid slug ammunition 1s often manufactured 
locally. at a b a n  p r im  of CR 15 per magazine. When fmng slug ammun~tion. use the range 
m a d ~ f  iers of the ACR and the target modifiers and damage levels of the assault r ~ f  re. Extreme 
range, t O Q 0  meters. Tech level 10. 

Gauss Rifle: The ultimate develapment of the slug thrower, the gauss rif le genwates an 
electromagnerlc field along the length of the barrel which accelerates a 4 mrn. 4 gram needle 



bullet to  velocities of 1500 meters per second. The m u d  i t a l f  consists Of a dense armor 
piercing core surrounded by a softer metal covering. endrng in a hotlow F l n t .  gluing the round 
both h ~ g h  stopping power and a good armor piercinq wpabrlity. Ff~ght along the barrel i s  nearly 
frictionless. wrth spin stabilizatron lrnparrd through magnetic bias. 

A 40 raund magezrne IS artached behjnd ?he pistol grlp. and each pull of the trlgget fires 
one, four. or ten rounds. The firrng sertrng may be changed at the end of each combat round. 

Standard wutvment an the gauss rrfle Include$ a battletbeld sight s~rnilar to that uad on rhe 
ACR. a RAM grenade adapter, gvrostab+lixarion. and a shng. Reloedlng by replacement 01 an 
empty magazine or RAM grende takes one combat round, dur~ng whach the player IS consider- 
ed to  be evading. Power 15 provrded by a d~sposable power pack mcluded In each msgazme. 

Length. exclusive of grenade: 750 mm. We~ghr. unloaded: 3500 grams (loaded maqaz~nes 
weigh 400 grams). Base prlce. CR 1500 (40 round magazrne and battery pack. CR 30). f ech 
level: 12. Extreme range: 1260 meters. 

Snub P;$tul: The snub p~srol  15 a low velecity revolver designed tor use a n  shpboard and tn a 
zero-6 anvrronment. I t  flres 10 mm, 7 gram bullets at ve l~c~t resof  100 to 15Qmeters per second. 
No magazlne IS used, six lndlv~dual cartr~dges berng rnserted In10 the revolver separately. 
Reloadrng lakes one combat round, two combat rounds rf the f rrer IS evading. Standard ~ o u d s  
Include a transu~llzer round. gas round, h ~ g h  explosrve round. and a h ~ g h  exploslue shaped 
charge round to defeat personal armor. The snub plsrol IS 8 standard shipboard securlty weapon 
generally loaded wrth f ive tranqurlizers and one gas round. 

More expensive pure combar verslons of the snub plrml ere avallabte. generally in the auto- 
rnmtrc pls€Ol conflguration w t h  extended magerrnei hold~ng up to twrnty rounds. 

Length: 1M) mm. Wsrght, unloaded: 250 grams (weigh1 of six cartr~dges. regardless of type, 
is 30 grams). Base prrce far revolver: CR 150 (six carrrrdges, regardlea of t v p .  cost CR 10). 
Combat version costs CR 150. Loaded 20 raund magazmes we~gh 125 grams and cost CR 40. 
f ech level 8, 

Acceleraror Rifle: Destgned spcif ically for zero-(; comba~, the accelerator rifle flres a 
6 mm. 5 gram bullet at an rn~tlal muzzle velocity of 100 to 150 metersper emnd which upon 
leaving the barrel IS accelerered by a secondary propelling charge 10 veloatres of 700 to 800 
meters per second. Normafly the rif le flres bursts of three rounds per pull of the trlgger, bur 
may be adjusted to f Ire slngle rounds at the end of any f l r~ng round. A fllteen round mqazlne 
IS rnserted In the bottom of the weapon In front of the trigger guard, and reloadkng takes one 
combat round. 

Length: 800 mm. Weight. unloaded: 2500 grams [loaded magaxlne werghs 500 grams). Base 
price. CR 900 1 l o a d d  magazine costs CR 25). Tech level 9. 

High Energy Weapons 
The following weapons are classif i d  as high energy weapons causing casualties 

by projecting beams of super-heated plasma a t  the target thus subjecting it to both 
thermal and kinetic energy. 

Plasma Gun, Men Portable-I2 IPGMP+I21: The first lylht energy weawn lother than 
b @ t s ) ,  the weapon mns~sts of  a power pack carr~ed on the Iqrer's back. the weapon 1tsel1, and a 
l lex~ble power Imk. The power pack powers a laser lgnitron system rn the weapon itself whrch 
heats hydtogen fuel to  a plasma state. The plasma is mnralned m the lgnrtlon chamber brrefly 
and then released through a msgneticalty focused field along the weapon's; barrel. The high 
rnltial veloc~ty ptasrna jet IS 2 cm In dramerer but begrns to  dlssipatc lmmediarely. Each power 
pack has sulf lc~ent energy to drscharge 40 plasma holts before recharging 15 

necersary. Each pull of the trggger discharges one plasma bolt. Because of the cunsderable 
recorl. the FGMP-12 may onlv be f Ired every other combat round. Rechargang requtres four 
hours connected to a high energy source (such as a sh~p's power untt). 

Length: 800 mrn. We~ght of weapon: 6000 grams. Weqhr of power pack: 3000 gnms. Base 
Price: CR 1OOOO [extra power packs: CR 2500. mrnrnerctal cosr to recharge: CR SO). Tech 
level 12. Extreme Range 750 meters. 

PWf-13 :  A h ~ g h  garn l qh t  plasma gun dmgned enclusrvely lor  us! wrrh bartie dress. 01 
Skmitar general mn f  rguratlon to  the PGMP-12, the PGMP.13 may onlv h l ~ r e d  by an rndtv~dual 
wearing battle dress and onby when the llrer i s  statlonary and ftrrn~y b r a d  in  one of  several 
standard frrlng pos~rions. This allows the suit's normal strength enhancemmr unats to funcl!on 
as a recoil carriage. Instead of  a convent~onsl stock. the PGMP-13 has a recoil cylinder terrnln. 



ating in a computer link to  the battle dress. The computer link engages when placed in the 
PGMP socket rntegral rntc the battle d rss  (placed over the upper right or uppw left chest! 
shoulder). The vwapon may not be fired unless the wcket is engsged. Engagement projects 
crosshairs on the faceplate for targeting. The weepon may be flred every combat round. The 
power pack 1% a small fus~on reactor w l th  effectrvelr unlimited fuel for combat purposes (bur 
requlres periodic refueling and four lne maintainance every 24-36 hours. depending on amount 
of ugeh. 

Length: 900 mm. Weight of weapon: 9M) grams. Weight of powar pack: 7OWgrams.  bas^ 
prrce: CR 65000 (extra power packs: CR 50000; refueling: CR 201. Tech level: 13. Extreme 
range: 1000 meters. 

PGMP-14: The final development af the right plasma gun, the PGMP-14 incorporates a 
gravltlc freld generator which enables personnel not in v w e r e d  armor both to wrry the weapon 
and to flre ~ t .  smce the weapon's computer system automarreally brases the field to  provrde near 
loIa! tecoif cornpensarion. I t  IS otherwise slmrlar to rbe PGMP-1 J m performance. 

Length: 800 mm. We~ght of weapm: 9000 grems 150 grams with f ~ e l d  generator on]. Weight 
of power pack: t600 grams 190 grams wrrh held generator on). Base price: CR 3000Ml ( e ~ t r a  
power pack: CR 250000; Refueling: CR 501. Tech level: 14. Extreme range: 1000 meters. 

Fusion Gun, Man Portable - 14 /FGMfi?d: Similar In design and function to the PGMF-13. 
the FGMP-14 di f fers  only In that it contams the plasma slrghtly longer unhl  a Ius~on reaction 
begrns to rake place. 1 he weawn IS somewhat more povverf ul than a plasma gun, and may only 
be u& by lndiv~duais wearrng battle dress. 

Length: 900 mm. We~ght of  weapon: 1000 grsms. Weight of power pack: 9000 grams. Base 
price: CR ?00000 [extra power packs: CR 65000: Ref uelrng : CR 50). Tech level: 14. Extreme 
range: 1500 meters. 

FGhfP- 15: I nmrwratrng a gawitie field generator similar to  that usad on  the PGMP-14. with 
a weawn system slrnilar to that of the FGMP-14, the FGMP-15 is the most p w e r f u l  man- 
wrrled dlrect f lre weapon covered in  these rules. 

Length: 800 mm. Weight of weapon: 1000 grams I50 grams with field generator on). Weight 
of power pack: 2000 grams (1 10 grams wcth field generator on). Base price: CR 400000 {extra 
wwer pack: CR 300900; Refueling: ,CP 701. Tech level 15. Extreme range: 1500 meters. 

8. Support Weapons 
The following weapons cover a small selection of representativesupport weapons, 

'both mancarried and vehicle mounted. Heavy Weapons skill k s t i l l  needed to 
efficiently operate them. 
Slug f hrowers 

Slug throwers of this class are heavier and more powerful versiclns of small arms. 
Light Amult Gun (LAG): Eaentrarly a heavy rifle, the LAG fires a 20 mm. 30 g r m  

butler at wlocbtles of 400 to 5M1 meters per second. A magazine wntarning 5 rounds is inserted 
Into the underside of the wpapon, ahead 01 the trlgger guard. Reloadlng takes one combat 
round. durrng whlch the firer IS treated as evadrng. One round is fired per pull of  the trigger. 
Ammunltion rncludes HE, flechette, and 2019 m m  discarding sabot rounds. 

The LAG 15 p o v ~ d e d  w ~ r h  a sling to  assist carrying. Due to  the weight and recoil of the 
weapon, indrvrduals wlth a strength of less than 9 (unless wearrng batt le dress1 suffer a DM of 
-2 when firrng the LAG. 

Length: 900 mm. Weight, unloaded: 4000 grams [loaded magazine weighs 500 grams). Baje 
prlce: CR 600 ilsaded magazine: CR 20). Tech level 8. 

L@ht Machine Gun ILMG): A heevrer belt fed version of the automatic rifle. the LMG fires 
a 6 mm, 5 gram bullet at ~elocitres of 900 meters per second w ~ t h  a practical rate ol flre of 200 
rounds per m~nute  150 rounds per combat round). Ammunt tbn is provrded m 3 0 0  round belts. 
Reload~ng requlrer three rounds II the weapon 1s manned by a srngfe ~nd~vrdual, one round r l  a 
loader rs present. If a loader Ir present. he may l ink twa 100  round belrs to  for m a  200 round 
belt on the spot. Th~s may no4 generally be done ahead of tlme as each belt IS carrred In its own 
ammo box.  Lrnked 200 round h l t s  are often provrded shead o f  time i f  the w e e p n  rs ernplaced 
In a defensrve fletdwork or IS vehlcle mounted 



Each pull of the t r i w r  fires a 10 round burst, u p  to f ive of which may be fired in any One 
combat round. Each burst m y  be directed at a different target. provided all are within a 45' 
firing arc. I f  more than 2 bursts are fired per combat round, there 1s a chance that the LMG will 
overheat and iam. Roll 2D 13+ to jam, DM *I per extra burst fCred,w~th OM'S curnulat !~  and 
carried over to succesive firtng rounds. Thus, f i r ~ng  four bursts would w u w  a DM of +2. Firlng 
tour bursts the next combat round would cause a DM of +4. kccumulated OMS are reduced b y  
one for  each turn in  which the LMG 13 not fired. I f  the weapon jams. rol l 20  lo+  to clear I!, 
DM +1 per level of Heavy Weapons skill. Ro l l  to  clear the lam once per combat round. 

The LMG is provided wrth a bipod, and generally must be tlred whire prone with the bipod 
extended, although the weapon can also be fired from any convenlent rest (bunker embrasure, 
log, etcl. T r l w s  may be purchased, use of whrch allows the weapan to  frre at target5 at  eu- 
treme range and extends the weapon's arc of f  re to 90'. 

Length: 1100 mm. Weight. Unloeded: 5500 grams (100 round belt: 2500 grams; t r i m  
mount: 3500 grams). Base price: CR 1200 (100 round belt Cr 120, t r i m  CR 2501. Exrrerne 
range (when trlpod mounted): 1000 merers.Tech level 6. 

(Mote: at tech level 5, a m w e  lprirnrtiw versron of the machinegun bemmes wailable. This 
versron rs water m o l d ,  weighs 6000 grams w~ thou t  trrpod. must be u a d  wi th  a tripod. may 
only fire up to four bursts per combat round. and may jam i f  more than one burst is fired per 
combat round.1 

Au?o.Cannon: A linkless Feed. ful ly automatic weapon, the au toennon  firer a $00 gram 
round at velocities d 1200 meters per second with a practical rate of fire of  200 rounds per 
minute. Ammunit~on is provided in  200 round drums. two of whleh may be attached to the 
weapon at any one tlrne. Two d~fferent ammunition types may be used. one In each drum. and 
drum selection may be changed at the conclus~on of saeh combat round. Replsclng an empty 
ammunition drum requires four combat rounds. I f  a loader ts present. this may IE done while 
the weapon rs being fired from the other drum. Amrnunrtion provided includes HE, and 
2019 mm discarding sabot. Every tenth round in an HE drum i s  an incendiary round. 

The w a w n  flres 10 round bursts, up to  5 of whrch may be fired per combat round. Bursts 
may be dlrected at different targets within the weapon's arc of fire. The w a p n  IS awailable in 
three different mnf~gurat~ons: turreted. towed. and pintel mount. The turreted verslon has a 
180' arc of flre while the other versions have a 9 0 ~  arc of l ire. Turreted and pintel mounted 
weapons must be mounted on vehicles, wh~ le  lhe towed verslon is provlded with a cruciform 
platform for firlng ernplaced. 

Length: 1500 mm. We~ght, unloaded: 400 k i lq rams (turret), 300 kilwrams (pintla mount), 
1000 kilograms (towed). (200 round drum. 100 kilogremsl. Base price: CR f 2000 (turretl, 
CR t0OI)O [towed), CR 7500 Ipintle mount). (200 round drum, CR 1000). Extreme range: 
ZOO0 meters (except plntle mount, 1000 meters). Tech leuel S. 

(Note: a varlety of more primitrue automatic cannons ranging from 20 mm to 60 mm 
s e  available bglnning wi th  tech level 6. generallv more bulky and l e s  eflectlue.l 

Very Rapid Fire (VRF) Elruss Gun: A cryogen~cally cooled rapid f ire support weapon, the 
VRF gauss Aun fires a 4 mm, 4 gram needle bullet to wloc~ties of 4500 meters per second wi th  
an effecove rate of fire of  40DO rounds per rntnute. Frring openflon ts similar to t h a ~  of the 
gauss rltle. The weapon flres 100 round bursts, up to  10 07 which may be tired tn any one 
mmbat round, Each burst may directed at a separate target w ~ t h i n  the ftrlng arc of the weapon. 
The weapon rs only avatlsble In the turreted configuration. and requires rpec~al modifications to 
the veh~cle carryrng rt. The turret normally gives a 180 degree arc of (Ire, although a more 
M~hlat lcated turret (cosrlng an addlrtonat CR 50000) provides a 360 degree arc of  Fire. 

If more than four bursts are frred in  a turn. there is a chance of  a stoppage. Rall 2 0  12+ for 
a mlnor stoppage and 15+ for a rneior stoppage. (Roll only once wi th  !he dre rol l ~ n d i a t i n g  no 
stoppage, mmor sloppage, or malor stoppage.) Apply a DM ot +1 per addltionrtl burst f Ired. 
a d  -1  per level of Heavy Weapon skill. If a minor stoppage develop, the weapon may not Irre 
for f rom 2 to  12 combat rounds troll two dice, and subtra* the gunner's expen~se from the 
total). IT a major stoppage develops, the weapon may not f ~ r e  again unti l  malor maintenance 
hm been performed. 

Ammunltion IS provided in  1000 round hoppers. which are loaded directly into the wea- 
pon's amrnunlrion bay. The ammunition bay of s VRF gauss gun vehtcie will generally hold up 
to mOO0 rounds although this w14l vary somewhat with vehicle size. Reloading is not necessary 
until all rounds In an ammunition b y  haw been expended. Reloading generally takes In excess 
of one hour. 
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Grenada Launchers 
Grenade launchers project medium caliber grenades at targets, relying on the 

destructive power of the grenade's warhead, rather than the kinetic energy of the 
round impacting against the target. 

b r l y  Grenade Launcher: Functdantng on e highltuw pressure propulsion system, the sarlv 
grcriotlc! launcher llres a 4 0  mm grenade to  ranges of 500 yards. The early grenade launcher 
r~semhler a 'break open shotgun. carry rng only one round m the weapon. Reloadrng rwurres 
one combat round. durlng whlch the I ~ r e r  IS treated as wedlng Early grenade launchers lore 
only HE rounds, usrnq thr: wm~-automal~c  lrre rnodrf rws of rhe RAM grenade, but fauslng Only 
60 damaqc. They are lnapahlc of reachrnq to extreme range 11e Myond 500 meters). 

Lenqlh: 750 mm. Wcrqht. unloarled 3000 grams 140 rnm grenade welghs 200 gremd. Base 
r)rnm: CR 200 110 round grenede bandolier costs CR 501. Tach level 7. 

(Note. A t  tech level 6. 7, and 8 a varrety of speclallzed antr-tmk grenade and rocker 
launchers are also In uw. rangmg from one+shor dlsposabre grenade launchers 10 tube launched 
rockets.1 

Auto-Grensde Launcher: Essent~ally an u ~ r a d l n g  ol the early grenade launcher for vehieu- 
lor ~rse, the auto grenwle launcher lrres 40 mrn grenedes at a pract~cal rate ol frre of 100 rounds 
p r  mjnute. The wpapon IS avaltahle In two confyurattons: plntel mount and turret mounz. The 
turret mount wrsron IS fed l rom a 200 round amrnunltlon bay, whlle the p~n te l  mount 15 fed 
ffom a 16 round drum. Ralmd~ng of ?he ammunrtlon bay requlres frlteen l o  twenty minutes, 
Replawment ol an empty drum requlres three combat rounds r l  only a s~nglc gunner IS manning 

thr weapon, one combat round r l  a loader 15 present. 
Each pull of the lrlggcr trres a four round' burst, up to six of w h i h  may be fired per combat 

round Isublcet to ammunltlon supplyl. Each burst may be targerted on a separate target wrthln 
the flrlng arc of the wapon.  P~nt le  mounts have a I lr lng arc01 90degrees: turrets have anarc of 
180 dqrper. Auto  grenade tounchers frre only HE Grenades, uslng the automafic irre m o d ~ f e r r  
of the RAM grenade, but only mure 60 damage. Flre beyond 500 meters. IS not possrble. 

Length. 900 mm. Weqhl, unloaded- 6000 grams teach 40 mm grenade werghs 200 grams; 
I6 round drum welghs 5500 grams). Base prce: CR 1400 [crate of 20 grenades for the 
ammunttron bay, CR 100 16 round-drum CR 851. Turret lnstallatlon costs CR 500. Tech 
level 7,  

Rocker Assisted Multi-putpose (RAM) Emnade Launcher: tnmporatnng rocket asuslance 
to qlvp thc round StIprrlDl ranqc and f lar Zcayectory capabll~ty. the R A M  grenede IS flred both 
l rom smctal lnurichcrr and ar rlfle qrsnades from the ACR and Gauss rrfle. The RAM grenade 
launcher flres 40 mrn RAM qrenades at lnlltal wlocrt~es ot 150 to 200 meters per second, the 
qrenade's hoorter charge accelerating rt to ve loc~r le~ of 500 to 6QO meters per second. A three 
roirnd magarrnr: 4s rnserted In the top oE the weapon behrnd the prstal grlp. Each pull of the 
I r  lqqer Carps om qrende. Reloadrng requires one combat round, durlng whlch the firer rs 
treated as evarltng. Rounds avarlalllc ~ncludr: HE, Hechette. and hlgh explosive armor pa rang  
{HEAP). HEAP rounds have followup sensors ro enable muPt~ple hgts. 

f he weapon includes an ~ n r q r a l  eleclronlc slght w ~ t h  balh passive IR and l ~ g h t  ernplltlea. 
tlon, as well as a laser parntrng and range f lndrng devrce. b slrng IS provded to asslat carrying. 

RAM rrf lr grenades we slmllar. allhough not ~nterchangeable, w ~ t h  ammunltron lor Ihe grenade 
launcher. G~enedes f wed Irom both  rrllas and from the launcher use the wml.automatlc DM'S of 
the RAM grerlads. and haw Ihe same entreme range 11sfed below. 

Lenqrh. 9ME mm. W P I ~ ~ ? .  unloaded. 4000 grams 140 rnm RAM grenades Wrgh 450 grams 
each 3 round clip werqhs 1400 grams1 . Base prjce: CR 400 (3 round clip or 3 round bandorler 
oi r lfle grenarles mr t s  CR 501. ExtrPme ranqe. 1000 meters. Tech level: 8. 

RAM Grenarfe Auto-Launcher: E~jenrlal ly a modrlled version of the earher g e n d e  auto- 
launcher, lhr? R A M  auiu.launchcr Ir avatlable as erther a turreted or plntel mount. The turreted 
wrsron IS Id by two 150 round ammunltron bays. the prnrel mounf by two 20 round drums. I n  
bocll caws rtie two feed systems are genersHy loaded wlth d~f lerenr ammunttron types. and the 
qulintr may select whrch amrnunltlon type wtll be used In each burst. Retoadlng tlmes are the 
same far the ea? lwr auto-launcher. ar are rater af f we. 

L ~ n q t h :  900 mm. Weiqhi. unloadd: 6500 grams Ieach 20 round drum of RAM grenades 
w t q h r  9000 qrams) B a r  rn Ice. CR 2200 120 round drums CR 350). Turret lnstallatlon c o s t s  
CR 100 T t ~ h  1~w. l  F3 E htrrrne r,inry 1000 meters. 



Miwilaneour Equipment 

I t  is obvieuslv impossible to cover all possible equipment used in military actions 
in the period spanned by the tech levels covered in Traveller. A representative 
sample have been given of light mancarried and vehicle mounted weapons. The 
following are a few selected additional items with brief descriptions and prices 
covering a variety of additional possible acquisitions. 

Hand Gremdes: The modern hand grenade s p p r s  at tech level 5 and i s  generally available 
thereafter. Hand grenades may only be used against targets at medlum range. One grenade may. 
be thrown per combat round. during whlch the thrower is treated as evading. A player may 
elect not to evsde, in which w s  a DM of +1 t o  h ~ t  IS applied. NO specific weapon skill is 
required to  ure gran&, but a required and advantageous dexterity lewl is noted on the 
weapons table. A basic throw of 7+ to  h i t  ir tequired. wlth no range md i l i e r s  used and the 
larger modifiers of the LAG flechette round used. Additionally, the following tech lwel  m d -  
llrers are used: Tech level 5 & 6: DM -2 (4D damage). Tech level 7 & 8: DM -1 (60 damage). 
Tech level 9+: DM 0 I8D damage). Al l  grenades a n  thown at a single target and use the 
Additional Darnsge f rom HE Rounds rule. 

A l l  grenades weigh 1 kilogram and m s t  CR 200 for a case of 20. In addition to aosault 
grenades (covered a b w )  a vartety of  smoke grensdep ere available fo r  signalling end ohcura- 
tion. and spec~allred grenades (gas. anti-tank. etc.1 are sometimes used. Referees must devise 
speciftc rules for the use of speeiallzed grenades. 

F f ~ k  Jackel: A ftak jacket is a less exwnslve mllltary verslon of ballistic clath armor, 
generally covering only the torso and groin. I t  $3 available at Tech level 7, COSTS CR 100, end is 
Treated as Cloth +1, except where that modtfiwtion would cause it to be less effective than 
Mesh, in which case it is treated a5 unmdi f ied  Cloth. 

Combet Envirnnment Suif: A neck to  toe atr-trght loose f i t t ing suit constructed of ballistic 
cloth generally worn open at  the neck and wrists. tha combat environmmt suit can be sealed by 
donning gaunrlets and a clear flaxible plastic head bag, thus giving complete protection against 

most chemical agents, talnted atmospheres. biolagacal agents. and a moderate defense agalnst 
radration. Heat buildup in the suit IS handled by a simple cooling system, solid stare and woven 
Into the garment, which eliminate all IR signature except from the exposed face. hands. and 
heat exhaust. The heat exhaust 15 a very pronounced IR  wurce, but it can be  dampened to nil 
tv use of a chemiml chill a n ,  easily 1n5wted into the cooling system bv the soldier. Each chill 
can will eliminate exhaust signature for between 45 minutes and 2 hours. depending on outside 
temperatures end exsrtlon. A t  the end of  the tlme, the spent chill can i s  disposable. Toral re- 
ducrlon of  IR signeture IS achieved by the gauntlets and he& beg mentioned above. Reduction 
of IR signature wil l  prevent long range detectton of personnel by lR equipment. and w ~ l l  defeat 
IR homrng anti-personnml rounds, but wil l  no? prevent derect~on in the ~mrned~ate vicinity of 
the enemy, as each sold~er wrll appear as a very visible dark spot aga~nst the overall I R back- 
Sround of foliage, landscape, etc. 

Ths combat environment suit is treatsd as Cloth -1. I t  is available at tech lev64 10, and costs 
CR 1000. RI tach level 12 the chameleon suit become% essilabte for CR 1500. which ~ lec t i ve l y  
bleeds heat to match the background IR levet, effectively rendering the soldier invisible t o  IR 
sensors. 

Combat Armor: Similar in construction to batt le dress. combat armor povides comparable 
Potectlon and (unlike the combat environment suit! may be pressurized for urn in vacuum or 
mndrtions of extremely Iuw sir pressure. Combat armor dampens heat signature in the same 
fashion as the combat environment suit. Combat armor is not powered and thus troops so 
equ~pped may not f ~ r e  hagh energy weapons designed exclusiwly for use with battle dress 
(PGMP-13 and FGMP-14). 

Combat armor 1s available at  tech IweF 11, costs CR 20000 and i s  treated as battle dress 
when fired at. A t  tech level 12, combat errnor i s  available In chameleon configuration for 
CR 25000. 

Radio Jsmme~~: First avsilabte at  tech lws l  6, made portable by tech level 78, and in- 
weasingly sophistrcatecf thereafter. Available In short range, compact versions (man-portable, 
CR 20000) wi th  ranges of up to  10 Km. and ranging up to long range versions lemplaced or 
jhrpmount&, 1.5 tons, CR 50-200000) capable of lamming large areas o f  a planetary surfsce 
from orblt. Most jammers are not effective agalnn tight beam laser communieati~n. 



fm Mjsfiils~: m c r i b s d  &sawhere, the morm primitive tat mksilsr cost CR 200 with launcher 
systems costtng CR tM1Q. Increasing w p h ~ ~ t t w t i o n  wilt push the p r ~ m  up to CR 10a) per 
rncrr~le and CR 1 W  per Iauneher syr tem at tech level 12. Launcher wnPmr wsagh f m m  5C) 

(e& level 73 m 1MM k~lograms I tech level 12+) with masiles ranging from 10-100 kilograms. 
!?&!CUR Drongs: About the sire of a ground car, small recon drones wr ry  e wrde array of 

radar and vlsual ensor$ and are prloted from a remote location. Mosr are grav vehicles, and thus 
h~ghty maneuvereble, Avallable a4 tech level 9 end #bore, Base prlce CR 200M)OO. More expen- 
sve versrons may be obtatned with hardpornts for Mapons mounts. 

Computer F h  Contml System: Artrl lwv fire control is greatly enhanwd by t b  yra of  corn- 
puternred systems Frrst ava~lable st rech l e d  8, systems cest CR -with rrmn p w t l l r  
termlnals cnstrng CR 10000 each. Rrrms for the basic system at each tech 1-1 are hall the 
amunr  of the sh~p's bas~c computer st that level. Thus, st tech level 13, the bastc system would 
mot CR 30000000 4 the same as half rha model 7 computer). Cost of terminals remalni mnstent, 
wdth eech tech l e d ' s  termtnalr progrea~vely refined. The basic system Wighs the same as the 
sh1p.5 cornput~x model evarleble at that level, snd us generally m r r r d  m its cmn vehicle. 

Light Air dek#S@ Mi#i/#: Ogspos&le ofto shor surfam? to  slr musiles are m a ~ l a b b  at tech 
Iml 8 and above. Each wetghs hetween 10 and 25 k~lograms. Basz prree for the tech lewl 8 
mlsslle 15 CR 20000 and can range up to  CR la00(KH1 at h~gher tech levels. Emn r he best of the 
mtssrlas has only a mderate  lethal~ty agsrnst a~rcraf t  of ttr own tech lewl, but is generally w r y  
rethal w r n s t  more prrmltrve srrcraft. IGenerally, but not always. A tech 8 h e n  seekrng mitldlr 
IS vrrtually worthlass against a tech 6 plston powmed a i r c r f  t). 

Map Box: Avar6able at tech level 9 and abve,  the map bow is e Eomplet 1250 x 250 x 
10 mm, expandlnq to 1 0 0 0  r 1MHl x 10 mrn when opened. weighing 1 k~lograrn) Itorege #stem 
far computer generated m a p  of a world. Scale rnw be adjusted. Mwt inhabrted pfanets haw 
Inwrt ch~ps avarlable lor CR 150. When not ava~lable, two orbfital weeps of the world are 
reqwred to  abta~n the nereswy photographs to construct a map chtp. Blank map c h r p  are 
marlable for CR 30. Base prlrm of the map box n CR 2500. 

Battle Computer: Available at tech lml 9 and up. the Imttte armplta m a mm.pon&le 
wstern (backpack vva~ghrng 15-20 k~logramrl mpable of wlrating intslliganca mtnataJ md 
provrdlng approxlmstrons of  enemy forces. I t  can be lrnked to untended ground senrors vla 
mrnmunjcatrons links to incream rts potent~al, and can provide vinval displays overlaid on maps 
when Interfaced w ~ t h  a map box. When llnked to  a eornmunmtor, i t  mn direct laser com- 
munlcatlon beams at OM of sever& prepfogrammed targets (such as relay ~ t t e l l ~ t c s l  and auto- 
malrcally m l t c h  to back-up relays d prmarles are jammed or rendered moperable. Base p r l w  Is 
CR IOMWIO. 

NucFear Dampers: A m m o n  term. dempers units sc tw l ty  may be ulsd to  increase or 
decrease the stabll~ty of  atomic nutlei. Projecting from two Isparate stations, the intervaction 
of the two trsnsmitted broadwts p r o d m  a wrrw of nodes end anti-nodm. In the area of  the 
n-s, the strong nuclear force is enhanced. making the nucleus more nabh?. In tke aeao f  ~ h s  
anlr-nodes, the strong nuclear f w w  IS deprasaed. making the nuclevr muFh h stable. Anti- 
nodes are focused on  inmrnrng nuclear warhseds, causmg them ro shed neutrons at Imr nsrgy 
levels, render19 ?he warhead r no per able. The range ot  the damper lleld IS p ropr t iona l  to the 
drstsnce separetlng the rwo projectors. A t  tech level 13, the ratio 1% 100:l (thuss =paretion of  
50 meterr would vimld e range of 5 k~lometersl. A t  tech Cwel t4 and above, the ratro IS 1000:l. 
Battlet *Id dam* battwres customarrly mnslst of  nno projector w h l c l ~ r  (CR 200000M) each1 
and a target acsunat~onlfire drrection whlele ICR 75-1. The latter may be omrtted rf a 
~ t d e  array of targer acqulsltlon dev~ccl  and a c o m p u t e r i d  artillery fire control system Ir ava11- 
able as a subst rtute. Smaller damper f ~ e l d  unrts are avaolable lo transport f rssonable matergal 
wlrk a short half 11fe both to lengthen the half tlfe and reduw radiatron. Such unltsfocus the 
nodes on the rnafersal carried, and weigh from 1 to  10 tons l a s t ,  CR 1OOOOOO for the 1 ton 
versaon plus CR 700000 per addrtranal ton; caoacrty 15 3 tonsof material per ton of murpmmt 
wrght). The damper IS later developed Into a drslntegrator Mapon. begrnnlng st nrch l e d  16. 

Antbbwr Aemsds: The I r r a  antr-leser aerosofis are available at tech lewl 8 and pruvae 
temporary potecrlon (e~ght combat rounds! lor  a fire lean or veh~cle sizecl targst from laser 
I r e ,  target declgnatlon, or accurare range-frnd~ng. Each such aerosol bottla weighs 1 kdogram 
and costs CR 10. At tech level 9, rnul11- wavelength lasers are capable of defeating a w o w l  and 
smoke obscurallon rc a large degree (weapons do half damage, conventmnal weapons usrng 
r a 9 e  lrnders or target pabnzlng frre wlrh an addrtronal DM o! -2). At tech l ew l  10. pnmat i c  
moso ls  are tntrOduml whrch povrde complete pratectlon f rom al l  lamrs lor four c o m b  
rounds far a frre tRllm or vehicle srred target. Weight and cost si the m a  as for conventional 
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rounds for a fire team or vehicle sizad zmgat. Weight and cost are the same as for conventional 
gerosolk For con~entional and prismatic serosds, proteetion is only provided for one combat 
round for a moving targat. Note that wind wil l  reduce the eff~criveness o f  al l  aerosols. depmd- 
ang upon its valocity. 

Notes on Prlces and Tech Levels 

The following corrections to the prices in Traveller should be implemented. 
A l l  p i ce  changes oonsrst at l~nrering the pr rw of mlected t r a n s ~ r t a t i o n  syotems by One or 

mare decimal places. Thus, a vehicle listed as costing CR POOOO and noted as k i n g  r e d u d  one 
decimal place w ~ l l  msf CR 4000. Ground Car ( - I ) ,  ATV I-21, AFV (-2). Howreraft (-1). 
Prlmitlve Btplsne Aircraft 1-1). Helicopter ( . ? I ,  Airlraft (-11, Griw Belts (-11. Addit~onally, 
Mesh and Cloth should be reversd on the tech level fable (Book 3, p. 101. 

I n  Sneral, prlees w i l l  tend to drop by  5.15% at each tech l ew l  after the IWl of intro- 
duction ol an item, with errample$ of the Item sold at the regular base price generally inmrpor- 
Bring improvements or representing deluxe d e l s .  Most items o l  a rnlEitary nature can, on 
worlds w i th  a population l ew l  of 9+, be purchased in  qumrrty m a discount. Whrle discounts 
vary f ram world to world, s general average p r o v h s  discounts of 20%, 40% and at MI- 
urn. Small arms and support weapons must be purchased In lots of 20 (a caw1 to recerve the 
20% discount, lots of 108 to rece~ve the 40% d~scount m d  lots of 1OOO to recelve the 60% 
dlsmunt. Vehicles must be purchared in lots o f  10 to recerve the 20% dlswunt, lots of  50 ro 
recewe the 40% diswunt. end lots of 100 to  racelw the 60% drscounr. Ammuni t~on must be 
purchased in  lots of 500 unlts (cl~ps, drums, acases, etc.1 ro receive the 2D% dixount,  lots of 
1000 units t o  r e a l m  the 4086 dlscaunt, and lots of 10000 units to  receive the 60% discount. 

PART II: OVERVIEW OF EQUIPMENT 

Infantry Small Arms and Personal Equipment: 
Tech level 5: The standard m a l l  arm is the bolt snion rifle, similar to the rif le b e s c r M  m 

Traveller Book F, but wi th  a lower rate of fire. Gar masks we standard. as are steel helmets. 
Steeb m e h  body armor IS available. but  ~ t s  bulk and weight make I? irnpraclical tor at1 bur a few 
spec181 purpases. Hand grenades are in wlde use. 

Tech level 6: The bolr actton rif le remains the standard infantry small am. generally super- 
mded by the *mi-automahc rtfle throughout the period, f he carbine and SMG ache* w~de 
mrlitary use. Primitive rsfle grenades are wldely used, some with limited anrl-tank wpability. 

Tech l e d  7: The marn rnfantry weapon becomes the assault rifle. Balltsttc cloth flak jackets 
are ~ntroduced. but due to  expense. do not yet enjoy un~versal use. The r ~ f l e  grenade passes 
Irom use. replaced by a veretv of  tqh t  support weapons. 

Tech level 8: T h  assault gun remalns standard, bu t  is supp!emented by the lawr arbme. 
The laser carbine has limited weapans petenttal, but rs used prlmerlly gs a target designator and 
range f ander. Ballirtlc cloth flak jackets are In universal use. 

Tech l e d  9: The more powerful and robust laser rd4e replaees the laser wrbine and hasa 
much greater lethalrty. Most lasers are mult~.eolor to  defeat smoke and aerowl obscuratlon. 
Laser ablat rve clothing I 5  available for infantry, although expense precludes univetsal u ~ .  In-  
helmet cornrnunlcarlons, light ampl i f la t~on,  end passlve IR detection equtpment are avarlable, 
although agaln not universally in  use. 

Tech /eve! 10: The basrc infantry weapon bearrnes the advanced cornbet r if le capable of 
firing a 4 crn RAM grenade. Personal unrform conslsts of the combat anvlronment sult, and all 
helmets lnmrporaw radio m m u n l c a t + o n  gem and IRll ight ampliflcat~on night vrsion sensors. 

Tech level I f :  Combat armor rs available whtch cm be pressurized for lpperatlon In a 
Vacuum, or hostile envrronmenl, but expense precludes general Issue. 

Tech /I?v~/ 12: The gauss r if le IS introduced in lrmlred numbers as a sniper weapon, expen* 
Precluding general issue. f he individual grav belt ts  occasronafly used for scoutlng purposes. 

Tech Iwel 13: AII anfantry is generally-now an wmbar qrmor and equipped wi th  gauss rtfles. 
Battle dress IS lssud to  selected assault rr+ps. 

Tech l e w l  74: A htgher proporrlon of the infantrr is equipped with b s t t t  dress. and the 
nandard small arm far such troops becomes tha PGMP-13. 

Tech level 15: Most lnfmtry ts by now equipped with battle dress and hasconverted t o  the 
F G M ~ - ~ 4 .  The gauss r i f  la remains the standard arm of non-powered troom. 
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Infantry Support Wslponr 
T ~ c h  /eve/ 5: Both the machine gun (as oppoad t o  earlier gatling and volley guns) and the 

trench mortar are ~ntroduead as the primary Infantry support weapons. Both are bulky and 
tend to  be concentrated rn separate unlts. Mortars flre only HE and smoke rounds. 

Tech Iew/ 6: Both the t~ght mech~ne gun and the automatic rlf le are Introduced as q u a d  
Level support weapons. Lighter mortars are available t o  company and platoon sized units and 
r e  cspable o f  f lrlng chemrcal rounds. The increase In the Importance of armored vehicles leads 
to  the lntraduct~on of a verlety of anti-tank Infantry support weapons. the most tmponant o f  
them belng the one-shot dlsporsble anti-tank grenade launcher and the ~ndtvldual loaded ant#- 
tank rocket launcher. Both weapons rely on the hollow charge principle (referred to  In thls 
book as h~gh  explosrve armor prrtrclng or HEAP). Llght, low veloclty fleld guns are usedat the 
regrmentallbrigade level as tnfantry support pleces, flrtng HE, smoke, and chemlcal rounds. To- 
wards the end of the perrod HEAP rounds are also edded. 

Tech level 7: The first battlef leld guded tacttcal mas i la  (tacmissilesl am introducsd.They 
have a marlmum range of about 2 - 3  kllometers, are equipped wl th  a HEAP round, and are 
f lown to  the target remotely b y  the gunner. I n  the early part of the period, reco~lless weapons 
are In w ~ d e  use, but are soon superceded b y  tac mtsslles and Improved anti-tank grenade 
launchers. For close support the early grenade launcher IS ~ntroduced. Mortars almost complete- 
Iy r e p l a ~  Infantry support guns. 

Tech /em/ 8: The R A M  grensda replaces the early grenade launcher end most specialized 
sntl-tank grenade launchers. Mortars are now capable of firlng c l u r tu  bomblet rounds. The tac 
mrssrle's nudance system now requlres that the operator track only the target, not that hegulde 
the mlss~le. Advanced forms of  the tac mrssile Incorporate laser target desrgnation. 

Tech level 9: Tac rn~sstCes now range up to 4 kilometers and Incorporate follow-up IR 
sensors to  achlem successrve hits on compostte armor. RAM grenades are also equtpped wi th  
follow.up sensors. Mortars lnmrporne early ballrstrc adjustment to confuse counter-battery 
radar aqurpmen t. 

Tech level 10: Tac missiles range to  5 kilometers and incorporate tekguidanw. Warheads for 
rec missiles are expanded to  include HE, flechette, and chem~cal capabll~ty. Mortars are now 
capable of del~vertng small nuclear warheads, but expense, storage, and doctr~ne make thls a 
non-ltandard round. 

Tech I8vei I f :  Tac mlsslle warheads now include small nuclear weapons, raylo to 6 kik-  
meters and rnmrporate inertral target m e m a y  and homlng. LMG's haw almost totally dls- 
sppeared m support weapons. Mortars are almost completely replaced b y  inexpensiw dlrpos- 
able remorely tr~ggered rocket launcher (MRL) unlts. Repesentat~ve unlts are 1 meter square 
and hold oround 100 6 cm rockets. Each launcher can be manually placed or airdropped, and 
upon actlvatton IS brought Into reglster by the battery flre control center.Sinm the launchers 
are disposable, no el for t  1s mede to  confuse counter-battery radar. HE. smoke. cluster bomblets, 
HEAP. and HEAP follow-up rounds are available. 

Tech /EW/ 12: The PGMP.12 r s  ~ntroduced as a h g h  energy squad support weapon, in many 
untts replacing the grenade launcher. Most other support IS provlded by gunshlps lntegrmed et 
the squad and platoon level. 

Tech level 13: The PGMP-I3 is tntroduced as a support weapon in battle dress equippsd 
unbts. The throwawray rnlssrle IS mtroduced. Incorporattng telev~sual g u d a n a  and vrswl as well 
as rnertral targel l0cahOn. 

Tech kve l  14: A t  the squad level the PGMP-14 replaces the PGMP-12, while battle dress 
equrpped unlts recelve the FGMP-14 In place of  the PGMP-13. 

Tech level 15: The FGMP-15 becomes the standard squad support weapon. 

Artillery Wsapns 
Tech level 5: Fletd artrllery included a veriaty of breechlMlng pieces between 7 and 40cm 

rn bore d~ameter, wlth most weapons under 15 cm being of the qulck firlng (recoil cylinder) 
varlety. Most artrllery IS horse tor Muwalent) drawn, ftre control IS prlmltlve, and counter- 
battery target acqu~sltion IS virtually non.extstent. Ammunltton conslsts of HE, smoke, and 
chemlcal rounds. 

A I ~  defense artillmy system are almost completely improvised, consisting of M i n o  g u m  
and a few l~ght  (veld guns adapted for hrgh angle flre. Target acquis~tlon IS entlrely visual. 



Specialized enti-tank artilksry does not exist, although light field guns are widely ured in this 
role w b n  neoe55ery. 

Tech lew16: Al l  tube waponsare now quick firing w i th  field a r f d l e ~  in the 7-10 cm range. 
medium ertrrlery in the 12- 15 crn range, and heavy artillery in the 15* m range. The bsslc 
rounds remaln HE, smoke. and chemical. The first ~ u d e  multiple rocket launchers are inTt0- 
d u d .  Toward the end of the perrod the large strategrc rn~sflle 1s ~ntroduced. although It Is not 
capable of  carrying a nuclear warhead. F ~ r e  contml and forward observatrnn and adjustmmt are 
~mproved. w ~ t h  counter-battery target aqulsrtion based on  pr~mitrva sound and flash ranglng. 
Air defense artillery now consists of  a wide variery of w i a l l y  deugned guns of al l  calrbers 
f rom 2 cm up. Radar is avaalsble for target acquigl~ron. but mt IS bulky. generally atat~c, and not 
marlable for fire direction. Anti-tank artillery oclnsig~s at high velocl'ty guns in the 3.9 crn 
range generally faring solid shot. 

Tech lewl 7: Field artillery consists of weapons in the 10-15 cm range. medium artillery of  
weapons rn the f 7-20 crn range, and heavy artrllery from 20 cm up. Heavy artillery rs capable 
of dellverqng nudear warheads. as can strateg~c rnlssrle systems, A UaTleQ of fierd artillery 
rni$st\n systems with ranger of up to m e l a \  hundred k i l ~ m t e r s  are ln t roducd capable of 
delrvering nuclear werheeds, HE, or chemical payloads. Most artillery i s  =If-propelled on 
tracked chassls. Counter+barrery work IS assisted by radar and by mechanrcally assisted 
sand and flash ranging. Cluster bomblet mun~tions are available for artrllwv and flechette 
rounds are used fur close support. The MRL IS upgraded wrth provrslans for greater mob l l~w ,  
accuraw, and faster reloading. Air defense artillery now ~ndudes a variety of rada d~rected 
guns on pelf-propelled chassis for dos? defense, a d  rhe alr defense rnisstle is introduced for 
long-range and htgh altltude proteetlon. Air defense rnrss~les tend to b e  bulky and Incorporate 
ln~rral radar gu~dance w ~ t h  Imal Intercept generally belng acmmplrshed by  IF1 sensors. Spec~al 
anti-tank artlllary as gradualry phased out and replaced by tec missiles. 

Tech level 8: Weapons of 15 cm and larger can now deliver tactical nuclear dsvic~s, and 
gu&d rounds are avallable which home on laser palntecl targets. Towards the end of  the period, 
telegulded rnunltions are ~ n t r o d u d .  The flrst computer frre mnt ro l  synern is rntroduced with 
remote terrnmals placed with forward observws to speed response tlme and flex*bility. A I ~  
defense artillery now tncludes man portable air defense rnisslles, all heat seekers. Larger str 
defense rnrssrlw are more compact and lethal, and are available for  forward area defense on self- 
popelled chassis. R a p ~ d  fire radar-directed auto-cannons provlde most polnt defense. 

Tech level 9: Heavy convent~onal ar t~l lery ts gradually r e p l a d  by m m  drlver IMD) gum. 
large mqnetrc lrnear accelerators wh~ch, although requiring large amounrs of power, are capable 
of long range, high muzzle velocrtles, and rmpid rates of Ilrs. A l l  artjllery munitions are 
capble of pregrogrammd deviarlonr In baltlstie paths to contuse counter.bettery radar. 
Course deviation programs are provrded by more sophlrtmited computer fire mnt ro l  systems. 
Counter-battery radar l tw l f  IS upgraded to  allow multiple s~multanecrus tracks and graceful load- 
shedd~ng apabil i t~es. makl ty ~t vlrtuaily imposshle to avertoad by massed fires, lrnpoved 
sound and flash ranging arrays ere ava~lsble, and are supplemented by retell1 ta surve~llance, eIF 
Integrated by the f Ire control syflem. Man-portable alr defense mrsslles now have an effective 
rnnge of  4 k~lornewrs and a head-an engagement capability. Larger mrssile systems rncorporats 
televlswal gu~dance. Ladar I laser based radar) replaces radar. 

Tech level 10: Field artrllery IS now ent lrerv MO guns w MRL"s. in  both caes self-propelled 
on h~gh  speed grav vehlctes, and wl th  frrlng controlled mmplefely by computer fire control 
Svstems. I n  wr t rml  envelopment zltuations. art~llery support IS provided exclusively by remote 
mnrrolled, d~sposable, statlc MRL units dropped by arr. Mangartable alr defense m~ssrles 
Incorporate teleguidancs and range to  5 kttometers. I n  point defense the convsntiona! gun is 
Partlallv replaced by the plasma A gun on  large grav mounts. Whlk self-propelled. the unit must 

landed end deployed for firing due both to  the h ~ g h  energy usage and r e m ~ l  associated with 
flrlng. Long range rnlssrter are supplemented by maser unlts (coherent microwave projectors) 
&slgned to muse prlot casualties rather than ~tructutel  damage. The prernrer poltat delense 
weawn bcomes the VRF gauss gun, with much medium range work done b y  beam and pulse 
qatllng laser%. 

Tech l e d  ?I: Field artillery i s  Enmeasingly supplanted by remotely piloted drane missiles, 
although mnwntiona! MD guns and MRL's are strll In wlde use. The plasma B gun is now m urs 
In the air defensa role, with lighrer A gun mounts supplementing the W l n t  defense capabilitres 
of  VRF gauss gun unrts. AH flre contrcll ~ystems are ~rnproved by dlrect vwbal cornmunrwtion 
by forward o k e r w s  and irre dlrectmn officers wrth the system. The more mobrle A gun 15 now 



very often usd In a drreet support role as 'hell as i n  its previous role of air defense waepon. 
Tech !RW/ 12: Both the plasma C gun and the heevier fusion X gun are i n t r o d u d  In the 

air defense end gsneral direct f Ire roh?. The now hyrhtv mobile A gun mmplerelv supplants the 
YRF gaussgun In the pOlnt defense role. Convent~onal artrllery IS alrnos~ mmpretely supplanted 
by drone m~ssfles, 

Tech level 13: The first damper fields are mtrodunrd. enabling limited mutralizetion of 
inwmrng nuclear warheads. The fusion Y gun Is introduced in  the dlraet fire role, wrth the light 
plasma B gun taklng o n r  point defense. G r w ~ t i e  cornpenstors enable the hewresa fusaon guns 
to ltre on Ihe move, and l o n g d a v  d l rea flre by furlon guns executing popup mansums 
becomes standard. 

Tech level 14: Much more ~oph i s t i ca td  dampers enable virtually complete protection Of 
operattonal areas from nuclear werheeds. The fusron L gun IS ~ntrOduced In the dlreet frre role. 

Tech /eve/ 15: The prrrharr dlract f Ire lmapon become the bart lef~r ld meson amlerator.  
Although much smaller than m e w  accelerators useU m planetarv defense. i t  is still by battle- 
l ~ e l d  ~ t a d a r d s  large. bulkv, and egtremely lethal. By now, the standard pcrnt defenpe and 
drrect support weapon becomes the fusson Y gun. D r o m  mrsJiles enjoy an ancrease in  use as rhe 
appearance of meson accelerators linked to en lncreswnglv mphjstrmtad computer target 
afqulsetron end frre drrect ton system makes the long-range popup rncreaslngly impractical. 

Militarf Vehidw 

Tach I& 5: The frrst armwed velrlcles are m t d u e e d .  Tanks era slow and unrelbble. 
Armor IS proof egeinst fragrnentat~on a d  most s m l f  arms. a d  some pratection against w r y  
small HE rourds (grenades and gum below 4 cm). but most flerd guns are mpable of e8sily deal- 
tng with them. Armored cars are olpo available, w ~ t k  armor provldlng partral protecllon egalnst 
small arms end fragmentatlon. Tanks carcy e~ther machine guns or low veloeaty guns In the 
2.5 cm range. Armored cars carry only machine gum. A r m w  IS of rnaehrnable steel. 

Tech level 6: Tanks are constderably more reltable and have a l o p  speed ol around 50 kph. 
Armor rs hardened. and fze.hardenrng end spaced armor are i t rduoed ~n the mlddle of the 
pertod. Main armament conslsts a! high veloc~ry gum In the 5 -9 cm range. Armored cars have a 
top speed of around 90 kph and personnel carrrers (usually half-tracked) are Introduced wlth 
hqht armored protectrort for Infantry wssengers. 

Tech level f: Tanks now rncorwrate vertical srabilizafian of the gun t o  enable shorter halts 
for f lrlnq. Main armament IS now ln  thk 7 - 12 cm r a m .  Speiallzed HEAP m d  drscarding sabot 
rounds are available for a n t r - a r m  work, and fbchette rounds are avatleble for ant~~perwnnei  
use. I n  the letter part of the perbod the llrst laser range Ilndmg systemsand primitive balllstls 
computers appar. Armored cars generally mount guns In the 5-9 cm range. Armored personnel 
CsrrrerS provide overbed protectron and are generally fully tracked. Many APC's mount arm. 
amen1 comparable to  that of armored cars, or tac mlnrtm. Some tanks mount gunllaunher 
sysrems In the 15 em range capable of frrlng e~ther tow-wloc~ty m n w n t i o m l  rounds or lac 
m~sslles. Mosr vehlclm mount IR  nrght vlsion equ~pmwlt. wrsh some usrng light arnpl~f~catron. 

Tech l e d  8: Both horlzontol and wrtlcal s t a b ~ l ~ t a t ~ o n  are In use allowrng frrrng of main 
armament of tanks at seeds up to  40 kph, fop speed  tor tanks IS &out 90 kph. w ~ t h  a r m w d  
cars up to  about 120 kph. Tank maln armament IS In the 10-15 cm rangewlth more sophlstl- 
c a t d  battle computers. Many guns are smooth borer for llrlng hlgh relocrty 11n stabrllzed 
rounds. f oward the mrddle of the perlod the first laper ranks are introduced, mountlng a bulkv 
cryogenrwlly cooled pulse gatl~ng.laser in  a nonrotating mount. Ablative am-laser vehlde 
armor as avaalable. as are antt.lsser aeromls, although rhe latter are expensma. Most l a m  tanks 
mount coanlal auto-cannons to scrub ablative armor off target vehlcres. thus l~mrtang the 
eliectrve range of the laser to That of the auto cannon. Composite armor wlrh a high reslrtance 
to  penetration ~sauarlable, although r tsexpn* l n ~ t ~ a l l y  limrtsrts ure to  msln battle tanks tM8TI. 
A swc~a l  pqgy-back HEAP round IS capable of ach~evrnq multrple hrts on the same locatron, 
glvrng a llmlted composlle armordefeet lq ~apabrlrty. but the prlmmy means ol  knockrng out 
MBf 's becomes dlrecr h ~ t s  from hrgh calrber HE rounds rmultlng In crew deaths f rom concus- 
slon. The alrlrafr comes Into l lrn~ted mtllrary use as a utllrty transport weft .  

Tech l e d  9: The m a n  armament of all MBT's 15 now stab~l*zed In all planes and 
inmrwrates automatic range-target sdlusfrnentr from the belltstre computer. Main arrnammt 
rernelns In the 12- 15 cm range. mostly kyper-wlocsty smooth bores. w ~ t h  the m p a b ~ l ~ t v  o f  
launchrng small nuclear warheads, allhough expense, round storage, and doctrine make this a 
non-standard round. A l l  tanks use suro.loaders on the meln armament provrdrng a much hlghff 
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rate of fire. M B T s  generally mount improved cavity* amor, whils many light rrmorsd m- 
hlcles and armor& wponnel  carriers are wrt ie l ly  or wholly encased in cav i ty4  armor. Gun/ 
launchers can deliver a large variety of. rounds, but still mnnot deliwr hyperlrelocity 

, munrtrons of the giant 12-15 cm gum. W d w  use rs made of the awlraft. generally armed and 
armored and referred to in  the military configuratron 8s the grav sled. I t  is still pr lmar~ly uwd as 
an airmobile parsonnet carrier. A l l  vehicles mcorporele ground surveillance radar. An i m ~ o d  
laser rank mounts tts armament In a fully rotatrng turret, the armament consisting Of either a 
pulse gatling-laser or beam lawr, In either case rnult~.mlored, enabling rt to  defeat most smoke 
a d  wrosol obscwration. Toward t h  end of the perod the first grav tanks are lntroducecl. 

J8Ch lewl 110: Track-lsymg tanks ere now cumpletely pupplantd by grav tanks and I~ghmr 
wheeled armored frghrrng whleles. Grav tanks mount gunllauncher systems andlor beam laoerr, 
wlth some super-heavy var~eties mounting the first heavy plasma A guns. Larger grav tanks 
mount h g h  density armor w ~ t h  signrflcantly increased resistance to  penetration. Light armored 
cars mount gunllauncher systems or VYRF gaun guns. The grav sled is used very widely in the 
permnnel wrrler role. but large numbers of tast wheeld APC's are stdl ured. Mon vehlcler are 
w u ~ p p e d  wath ewltr.8 armor. A l l  vehicles havean advanced target acqunltlon and flre control 
system rntegrated wi th  the vehlelm ball~stic computer whleh consrsts of ground surveilfance 
radar and relevlsual scanning which ldentrf ies movrng obrects, trains the gun, and wwally d ~ s -  
plays the target ~nformatron for the gunner, The gunner ~dentifles the target as friend or loe. 
Once identified sr frrend, the system wall ignore the targer as long as it remains in range of the 
system's wnsorr. H $dentifad as foe, the gunner may fire, or inatlate any of e number of  tk red 
priority pass orders (return to  target when In range. return after next target enga(pd.etc.l The 
system may be keyed to  seek targets of specifred mnf lgur~t ions  [such as MBT's. infantry 
etc.1 and may be manually overridden at any time for direct gunner selection, Often the radar 
and v w a l  senran are mounted in  extensible pods ro allow observation and rmget wsuisition 
I rom complete whicle def llade. 

Tech Eewl I f :  A11 combat vehicles are now grav powered. The g r w  tank generally u t i l i m  
the more compact plesrna A gun endlor tac missile racks, Very heavy grav tanks mount the 
plasma B gun. Laght grav sleds are usM lor srrouting, generally mountlng tac mwi ler  and auto- 
mnnonr. Close support sleds mount VRF gauss guns and tec missiles. A l l  whlcles have pro- 
nounced free-flight capabil~ty. 

Tech level 12: Alr vehteles have sufficient free-flight mforrnane that ground wmbat  
vch~cles effectively no longer e~ i s t .  hsving merged with aircraft. The primmy weapon of the 
heavy gunshrps include plasma 8 guns. VR F gauss gum. and tac missiles. VR F suss guns are 
also widely m o u n t d  on personnel carriers, as are plasma A gum. 

Tech /eve/ f3:  t h e  f rrst damper fields ellow prot rx led  stor+ and transpartatton of sls- 
ments w ~ t h  short hall-l~ves. The trrst malor use of the d a m p  field militarily 1s to anable the 
manulecture, storage. and tranrporlatron of 2 cm cal~fornlum rounds. fired tram auroannon  
mounts In remotely piloted drones. Each round is hollow and collapsx on ~mpct .  the ml- 
lapsed round havrng ruff lc~ent mass to go crlt8cal. thus causing a small nudear exploson. More 
convent~onal gunshtps mount plasma C guns or fusion X guns along w ~ r  h rnimlar. 

Tech level t4: More sophrstlcaled damper Irelds render the calrfornrum drones obsolete. 
Gunships now carry fusion Y guns or rap~d pulse X guns. 

Tech l e d  15: Gunships mwunrang rap~d pulse X guns and heavier Z guns a r t  virtually In- 
dlstrngurshabla f rom orb~ta l  craft. L o w r  performance pwmnnel carraws mount mprd pulw X 
and Y guns and mmsile systems. 

Rotary Wing Aha& (Hslimwenl 
rt7Ch /w/ 6: The flrPt helicopters are introduced. generally for communication, obaewatton, 

and rescuelevae m~sions. Generally unarmed, they are occasionally f ~ t t e d  w i th  LMGs and us?d 
as Ermp carrrers in counter.lnsurgency work. 

Tech level 7: Assuming e wider w t e t y  of roles, helaarpter troop carriers at! bur repbce 
Paratrwoperr as specrallydes~gned gunsh~ps mount auto-cannons and autegranede launchers. 

T e ~ h  /& 8: Both faster and more compact. the gunship now carries tsc mlasiles and 
'becomes the most lethal tank kirler on the battlefield. 

Tech lewt 9: Havrng remhed the l i m ~ t  of 11s d a v e l o p m r  potential, the helimpter is 
gradually s u p r c e d d  by grav vehicles in  ~ t s  mrlrtary role. although rt mnt~nuss in service at a 
less ertpensmve ootlon at t h ~ r  tech Iwel. 



Field Artillery 

The chart to rhe right lists some of the basic characteristics of various artillery 
and mortar systems available a t  various levels. In  all cases, the tech level  listing indi- 
cates both when the system is introduced and through what tech level it i s  i n  gen- 
eral use. The crew column lists the number of crew memkrs  needed to operate the 
weapon. The price column gives the cost of rhe weapon followed b y  the cost of one 
round. The weapon cost is in thousands o f  credits while the round con is in credits. 
The weight column lists the weight of the weapon in kilograms followed by the 
weight of a single round in kilograms. The range column lists the maximum effect- 
ive range o f  t he  weapon in kilometers. The RO F column lists the number of times 
the weapon may by fired by an experienced crew per combat round. The burst 
column lists the radius of burst of a single roundldischarge of the weapon in meters. 

Mortars: Mortars have a basic chance of 7+ to hit any personnel within the blast 
radius of the mortar round, using the target characteristic DMs of a 4 ern RAM 
grenade HE round and doing 6D damage. The ROF is the number of rounds that 
may be fired p x  combat round far the first three minutes af tiring. After that, crew 
fatigue wil l  reduce the ROF to the number of rounds shown per minute. At each 
tech level past the initial introduction, add one t o  the burst radius for light and 
medium mortars, add two to  the burst radius of heavy and very heavy mortars, and 
add 10% to  the range of  all mortars. 

Howitzers: How~tzer fire is rsolved as for mortars. Howitzers experience the 
same ROF limitations as mortars unti l  auto-loaders are available. Howitzer-type 
weapons are also available in flat trajectorv gun configurations at each tech Level a t  
which howitzers are available. Guns have half again the range of howitzers. a t  twice 
the weight and cost. Round cost is 50% higher. Add to range and burst radius as for 
mortars. 

Maw Driver Guns: MQ guns do not experience the ROF limitations o f  mortars or 
howitzers. MD guns attack targets as mortars and howitzers. A t  each subsequent 
tech level, add two to the burst radius and 10% to the range. 

High Energy Weapons: Plasma (A. E, and C) guns and fusion IX,  Y, and 2) guns 
all we~gh approx~rnately 4000 kg at their tech level of introduction. One tech level 
later rhey weigh 2000 kg. One tech level later they weigh 500 kg and their ROF 
increases to  5. All high energy weapons hi t  on a rol l  of 8+. Targets within the blast 
radius are attacked using the target DMs for a PGMP-12 and. i f  hit, suffer 10D 
damage. A l l  targets within half the blast radius are attacked using the target DMs 
for a FGMP.14 and -1 5 and. i f  hit, suffer 200 damage. 

Meson Amleratcr: All largets within the burst radius of the meson accelerator 
are destroyed. 

MRLs: MRLs attack as per mortars and howitzers, with range and burst radius 
increases per tech level done in the same manner. ROF is the number o f  tubes gen- 
erally employed, althouqh this may vary greatly. Al l  tubes may be salvoed in a 
stngle cambat rotlnd. 



Cluster Bomblet Munitions: Mortars, MP guns, and MRLs may fire cluster 
bomblet munitions at tech levels where they are maitable. When firing cluster 
bomblet munitions, double the burst radius and use the target modifiers far the 
4 ern RAM grenade flechette round. 

Aflilery Table 

~yrtem: Tech Level: Crew: Prim: Weight: 
~t Mortar 6-10 3 ,3120 2014 ' 

Md Monar 5-10 6 7-5/35 4016 
Hvy Mortar 5-70 9 25150 300115 
Very Hvy Mortar 5-10 12 4011 00 3500Jf 00 
Lt Howitzer 5-9 6 5/50 100016 
Field Howitzer 5-9 8 t o n 5  1800/15 
Med Howitzer 5-9 ?O 20/1M) 4000140 
Hvy Howitzer 5-8 12 401200 18Q001100 
Lt Mass Driver 11 8 500135 18000115 
Med Mass Driver 1 0-7 t 10 1 500/50 30000/40 
Hvy Mass Driver 9- 1 1 12 400011 SO 70000/150 
A Gun 10-15 5/3/1 1000 4000 
B Gun 11-75 5BJ1 1500 4000 
C Gun 12-15 5/3/1 2000 4000 
X Gun 12-15 5D/1 3000 4000 
Y Gun 13-15 5D11 5000 4000 
Z Gun 14-15 51311 10000 4000 
Meson Am. 15 12 30000 60000 
Lt MRL 11-15 1 ,5130 6015 
MRL 6-71 10 5150 1800150 
Remote MRL 10-11 3 5160 1000120 

Range: ROF: Rum: 
1.5 5 3 
2.5 4 5 
4.5 3 10 
6 1 20 
7 4 2  

I 1  3 4 
71.5 2 9 
12 1 18 
20 10 25 
22 10 30 
24 10 35 
5 2 5 
8 2 8 

3 2 2 10 
18 2 12 
21 2 15 
31 2 21 
50 2 50 
10 100 3 
12 40 I0  
20 100 20 



RANGE MATRIX 
Attsnlrw's B M w ' s  R m  W m d  
w w m  C h  Short Mbdium Long vaylong Inflrctd 
Assault Rifle -4J-4 +t/+l -1iJ+2 - 2 1 0  -41-3 3D 
Light Assault Gun (LAG1 

Discarding S a h t  - 8 0 +2 +I - 2 40 
High Explosive - 4f  +I r 41 0 - 1 4 0  
Fl~~hettttb - 4r +I f *3 +2 - I 2D 

Advanced Combat Rifle ( ACA) 
Discarding Sabot - 4/- 4 +1/+1 01+2 - I/+? - 21 0 3D 
High Explosive - 42 +It -t /+l  - 2 1 0  -41-2 40 

Gauss Rifle - 41- 4 +t/+l +2/M +3/+5 01+1 4D 
Accelerator Rifis - 81- 8 - 61- 6 +2/+4 *1/+2 no 30 
Snub Pistol 

High Explosive na +2 - 8 no no 4D 
HEAP +I  +2 8 no TW) 4D 
Tranq +1 +2 - 8 no rm vsr i l le  

4 cm RAM Grenade 
High Explosive nq no +3/+8 +2/+6 4/+1 80 
Flechette IKI no +31+6 +2/+5 - 4 1 0  3D 
HEAP IW no +21+4 0/+2 -6E-4 BD 

LMG no - 6 M +2 0 30 
Auto-Crtnnon 

Discarding Sabot no no 4 4 +2 6D 
High Explosive no RO *6 +4 *2 8D 

PGMP-12 no rm +2 +1 0 lOD3 
PGMP-13 &MI f 4 no W ' +3 S3 +2 12@ 
FGMP-14and15 no MI *4 +3 *3 1603 
VRFGarrssGun no no +8 +S +2 1 OD4 
1. Tmat HE nnd Flachstn LAO shm at  dose and short r a w  #I dfle d m t n  for mmm and hits. 
2 ?mat HE ACR shots n clora and short r o w  us Fabim hots for rmws a d   wound^. 
3. Wounding 1% hnlved at vsry long r q ,  and qwrtsrcd a smtmm range. 
4. Wounding ir hatrsd sr elhame range. 



WEAPONS MATRIX 

A rtacker 's Defender's Amor 
Weepon Nothirrg Jack Mwh cloth ~ e f t e c  
Assault Rifle +2/+4 +2/+4 -1J+2 - 3 f - 1  +21+4 
Light Assault Gun (LAG) 

Discarding Sabot +3 *3 +2 +1 +3 
High Explosive +3 +3 0 - 2 *3 
Flechette +5 +5 0 - 3 *5 

Advanced Combat Rifle (ACR) 
DiscardingSabot +3/+5 +3/+5 01+3 -21 0 +3/+5 
High Explosive +21M +21+4 01+2 = 3r'- t +2/*4 

Gauss Rifle *4/+7 M/+7 +2/+5 +11+3 41+7 
Accelerator Rifle +31+4 +31+4 01+1 - 21- 1 +31+4 
Snub Pistol 

High Expksive +2 *2 - 1 - 3  +2 
HEAP +2 +2 +1 - 1 +3 
Tranq - 1 - 1 - 4 - 6 - 1 

4 ern RAM Grenade 
HE +41+6 4/+6 +2/*4 +IN3 41+6 
Flechette +7/+9 +7/+9 *3/+5 - 21 0 +71+9 
HEAP +21+4 +2/+4 +2/+4 +2/+4 *2/*4 

LMG *6 +6 +2 - 1 46 
Auto-Cannon 

Discarding Sabot +6 +6 *6 +6 4-5 
High Explosive +6 *6 46 c6 -6 

PGMP-12 +2 +2 +2 +1 +2 
PGMP-13f a d  14 +4 +4 +4 +4 +4 
FGMP-14rend IS +4 *4 +4 +4 44 
VRF Gauss Gun +7 +7 +7 +7 +7 
1. Battle Dren requtrtd to fire PGMP-13 and FGMP-14. 

Weapon 
Hand Grenade 
Aasault Rifle 
Light Assault Gun 
ACR 
Gauss Rille 
Accelerator Rifle 
Snub Pistol 
Grenade Launcher 
LMG 
Auto-Cannon 
PGMP-12 and 14 
PGMP-13 
FGMP-14 
FGMP-15 

D E X f  ERITY REQUIREMENTS 
Required Dexterity 
Level DM 

7 - 2 
5 - 1 
7 - 2  
6 - 2 
7 - 2 
6 - 1 
7 - 2 
8 - 3 
7 - 2 
7 - 2 
8 - 2 
7 - 1 
7 - 1 
8 - 2 

-51 - 

Advantageous Dexterity 
Lever' DM 
11 *1 
8 +2 

10 +2 
8 +2 

10 +2 
9 +I  

10 +I 
11 +I 
10 +2 
10 +2 
11  +1 
10 +I 
10 +I 
11 +1 



WEARONS AND EQUIWENT -WEIGHTS AND PRICES 

B m  
Em Weigh r 
AssaultRifle 3000 
ACR 3500 
Gauss Rifle 3500 
Snub Pistol 250 
Accelerator Rifle 2500 
PGMP-12 6000 
PGMP-13 900 
PGMP-14 900615O 
FGMP-14 1000 
FGMP-15 1 000/56 
LAG 4000 
LtMachinegun 5500 
Auto-Cannon 300k 
VR F Gauss Gun 2000k 
GL 3000 
Auto4 L 6000 
RAM GL 4000 
RAMAuto-GL 6500 

Ammo Rds/ 
WeiHt Clip 
330 30 
560 20 
4Mi  40 
30 6 

500 15 
3000 40 
7 m  - 
1mm - 
9000 - 
20001110 - 

500 5 
2500 100 
look m 

10k 1000 
200 1 
200 16 

1400 3 
9000 20 

Length Bese 
Owra!f Price 
850 300 
750 1m 
750 1500 
100 150 
800 900 
m r m  
900 65000 
800300000 
900 tOOOOO 
800 400000 
rn 600 

11m 1m 
1m l r n  
1500 2M)OoO 

750 200 
gDO 1400 
900 400 
900 2200 

Ammo 
Price 

20 
15 
30 
10 
25 

2mm 
50000120 
2500W150 

65000150 
300000/70 

20 
120 
lm 
200 
5 

85 
50 
350 

Male: Consult rhc HlesWn descriptions for further data. 
Note: We~ghts In grams (k lnd~Fstn 1MH) grams), langthl in millimsters, pipar in a a l i t r .  
Note: Furlon sndl P l a m  Gun m y l h l s ' a d  ammo weighla JIn tha Ilmh idimte reduerim 

due 10 grwhlc Ircld prwrator. A m  prcs  ~ r d ~ w t n  mt of t k  pow pack; the figure 
alrer the sbrh rnd~rafes rechargrng cost. 

BODY ARMOR 

T ~ p e  Prim 
Flak Jacket 100 
Combat Environment Suit 1000 
Combt Armor 2Nm 
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In depth, a treatment of all aspects of 
military adventures in the universe of 
Traveller. Detailed character generation 
for mercenary characters, including 71 
new skills and 72 advanced weapon 
types. Plus, rules for recruiting, tickets, 
and the resolution of battles. 

Mercenary, aimed at the military 
oriented Traveller adventurer. 
Look for Book 5, High Guard, and its 

concentration on the personnel and 
ships of the interstellar navies of the 
universe. 




