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This Special Supplement for Ttaveller, Exotic Atmosphs. ,, is a brief overview 
af the various W s  of atmospheres found on alien worlds which have bwn classified 
as exotic, corrosive, or Insidious. Where the badc nhes for Tbmller issue a blanket 
statement to generally cwer each type of atmosphere, this examination will discuss 
some specific atmospheric compositions, the special hazards they pose, and the 
picture they give us of the worlds on which each 1s found. 

Referees are encouraged to use this information to  paint a more vivid image of 
the sort of environment in which Traveller characters are adventuring. The term 
insidious atmosphere is quite sufficient in game terms, but it is far more descrip- 
tlve if the referee reports that the players are about to debark on a hydrogen- 
atmosphere world where subtle hydrogen seepage could cause a dangerously ex- 
plosive air mix inside a character's vacc suit, which could be ignited by a spark 
from the suit's electrical system. With the introduction of this type of detail, there 
is much more room for the devetoprnent of interesting problems, and far more 
science fiction flavor to  the resulting game. 

ATMOSPHERES 
Few worlds will be found where a single chemical makes up the entire atmosphere, 

Most atmospheres have a complex gas mix which will include a variety of speelfie 
elements, some in great amounts, others barely detectable. Atmospheric mixes ln- 
clude active and inert gases. On Earth, oxygen ( 0 2 )  is active, but forms less than 
25% of the total atmosphere around us. Three times as much is nitrogen W21, plus 
a few trace elements such as argon. These Inert gases are not uaually required by 



animal or plant life, and take no part In the chemlcal reaetlons essential for life Iex- 
eept for nltrogen, a special case). They are, nonetheless, part of the atmosphere. 

In this booklet, when we refer to a specific gas such as methane making up an 
atmosphere, we are referring to  the active element. which may make up only a 
fraction of the total atmospheric mix. 

The Traveller Book defines exotic atmospheres as requlrlng the use of oxygen 
tanks, but not protective sults. In actual fact, some addltlonal protective gear may 
be required in some Instances, as noted In the specific descriptions below. 

The basic definition indicates that exotic atmospheres will be found on worlds 
whieh have a falrly normal pressure and temperature range. Thus the worlds in ques- 
tion will be more or less Earth-like In everything but atmosphere. 

ExotIc atmospheres may be further broken down by the referee in much the same 
way as breathable atmospheres ere. If this is desired, use the table below. 

The table yields some data which is 
useful mostly for color - that which Exotlc Atmosphem Table (20) 
deals with the relatlve prossure of the at- 
mosphere - plus information whieh is 
important to the classification of the et- 
mospheric contents. Terms such as thin, 
standard, etc., refer strictly to at- 
mospheric pressure, not to its composi- 
tion. Atmospheres indicated as belng id- 
tam are borderline cases somewhere 
between exotic and corrosive at- 
mospheres, and might requlre more than 
just an oxygen supply to  keep characters 
alive and healthy. 

A roll of 12 Occasional corrosive, in- 

Die 

2 Very Thin, Irritant 
3 Very Thin 
4 Thin, lrritant 
6 Thin 
6 Standard 
7 Standard, Irritant 
8 Dense 
9 Dense, Irritant 

10 VeryDense 
I 1 Very Dense, lrritant 
12 Occasional Corrosive 

dicates an atmosphere whieh b normal- 
ly exotic, but under the rlght conditlons Is far more dangerous. An example might 
be a nitrogen atmosphere which occasionally precipitates nitrlc acid. The atmosphere 
Itself might be perfectly safe (with an oxygen supply), or only mildly irritant . . . 
a different matter entirely. 

Some of the more common exotic atmospheres are discussed below. 
Carbon Moxlde lCOt): A non-irritant component of exotic atmospheres, CO2 will 

be commonly occurring, either by itself or in various combinations. Earth Itself once 
had an atmosphere which was mostly carbon dioxide. before certain organisms 
learned to use photosynthesis to break down Cop and release oxygen into the air. 

Planets with carbon dioxide in the atmosphere may be worlds in the very early 
stages of developing Earth-like life {though within a mere few hundreds of millions 
of years the atmosphere will have changed completely), or they may have evolved 
life in a completely alien direction - wlth life forms whieh draw their energy from 
sunlight (without using photosynthetic reactions), or from thermal, radioactive, 
chemical, or even more unusual sources. Worlds with C02 in the atmosphere may 
not have developed life at all. 

Carbon dioxide atmospheres have the property of trapping heat, causing a pro- 



GUM known as the greenhouse effact, which can cause planetary temperarums 
to rise far o w  the ranges In which humans couId flwrleh wIihaut complete pro- 
tective equipment. In order for an atmosphere of this klnd to exist at a poht d e  
fined ma exotk (rather than some more extreme candhion), the world wfll probabiy 
be rather distant from its star, and will probably have a fairly low prmsunr (very 
thin or thin). The hydrographic percentage of such a worid would probably also 
be- rather low - say In the regbn of 30% or less. All these factors would allow 
heat to redine back from the planet deapIte the heat-retentive properties of COo. 
This Information can he tp us vbuatim the planet qufte effectively. 

An exotic COI  atmosphere on a planet whh more tropical condMons - warmer 
temperatures, grwter hydtospb, etc, - would ba poisad right on the brink of 
a runaway g r w n h e  effect which, withln tt few c e n t d s  at most, wwld turn 
the wwld into 8 hostile i n f a .  This might be put io  good use by a refem, who 
could set an adventure on such a worfd against the backdrop af achdflc mearch 
into the greenhouw effect - which will surely interest planatolaglsts as much in 
the 60th century as it would today. 

(Ma): A [usually) non4rdtant component of exotic ~~, nbgen 
k probabIy typicsl of the classic sxdc  type. Because nitrogen Is relethrely Inert, 
atmospheres contahlng nitrogen In standard temperature and p r w r e  ranges are 
rarely a problem. 

If nitrogen and oxygen are present In an atmosphere in o~rnain combinations, the 
atmosphere hcomsrs somewhat more hostile. PlZtric acid (HMOs1 can form under 
ctarteh condltlons, as can ather interesting compounds which can be irritants in 
low concentrations, or can make the atmosphera mrroslve In higher doses. 

An atmosphere containing nitrogen can be Imagined on almost any type of world. 
kkdmm (W: A non-lrr0terrt component of exotic -heres, mthane Is found 

In terrestrial swamps aa "marsh gas." It Is also known 8s "natural gas," and the 
propems it exhibits on Earth are typlcal of the chief specid danger methane poses 
to adventurers. 

When methane is mixed with n normal oxygen-nltrugen atmosphere, the resul- 
tant combination can be qulte dangarous. At  a critical concentration of between 
7% and 14% methane in the air, a spark 
can cause the methane to explode and 
burn fimdy. Though it is highly unllkely 
that free oxygen will be found in an at- 
rnoaphm containing a high percentage of 
methane, there 1s a great danger thet 
adventurers visiting a methane world 
could themselves create the proper eon- 
dltions for an expbsion. Airlocks which 
fall to cycle properly, or small leaks In 
s hlps, habitats, or spwe wks, wuM lead 
to a concentration of methane; eleGtrical 
equipment (or static electricity) could 
cause a spark whjch wlll lead t o  a pot- 
tially dwaateting explosion and Fm. 
Though associated wlth a foul smeR In ter- 
restrial swamps, methane k normally an 



odorless, colotlesa gas which could easi- 
ly pass unnoticed until it is too late. 

Methane genemlfy occurs as an active 
part of an atmosphere on large, cold 
worlds. The hydrogen which makes up 
parf of the gas is usually lost marly in the 
plsnet's history when the world b as small 
and warm as Earth. Thus, most worlds 

4 with methane in the atmosphere will tend 
to be larger (dm 8 and up1 and colder then 
generally habitable worlds. A dense or 
very dense atmosphere is most common. 
There are, however, exceptions - In the 
Solar System, Titan {size 41 has methane 
In its atmosph~re, though it is quite a bit 
colder than a habitable worfd - requiring 
the need for protective clothing. 

Ammonia INb): Ammonia is an irritant 
found In some forms of exotic at- 
mosphere, requiring some type of protee- 
tion over and above the usual source of 
airta allow adventurers t o  survive. As an 
absolute minimum, ammonla in an at- gm mosphre requires .rotedon for h e  
characters' eyes, nose, and mouth, wd @ 

a form of gas mask would be one choice 
for protection. Another would be s trsnspsrent "goldfish bowl" helmet, sealed at 
the neck, Into whIch an air supply is pumped. 

Unlike methane, ammonia b s  a sharp and pungent odor, and leaks will be quickly 
notked. An ammonia bak, even in a wwkty concentrated ammonia atmosphere, 
will c a m  some damage to the charauter by burning eye6 or mucous mernbrsnes, 
One point of damage is scored for every mlnute Ifour combat rounds1 a character 
L expored to ammonia. 

Atmospheres contahfng ammonia will have to be extremely mild to elsssify w 
exotic rath~r than corrosive, for In any kind of concentration ammonia will cause 
serious damage even to exposed &in. 

Worlds on which ammonia is found in the atmosphere will be much like those 
doscribed for methane - large, cold and with atmospheres falling in the standard 
- wry dense pressure range. 

C M d m  (&I: An Irritant found in exotic atmospheres, chlorine is often postulated 
as a lrkely alternative to oxygen as a fife-supporbtng gas. Chlorine is in many ways 1 
similar to oxygen, reactlng readily fn the same ways as oxygan in various chemicsl + .  

processes. This makes It a prime eandldate as an mosphere whleh would sup  
port life, though such life would be qutte alien as compared with our own. 

Greenish-yellow In color, chlorine is a deadly p o h n  even in relatively smell con- 
centrations, though it can be detectad by Its odor long before it reaches a lethal 
level. It is also far more dangerous to exposed tissues than smmonia, and requires 
head-to-toe protecdve clothing, Lack of such protection causes the character to 



take 2 points of damage every minute 41 ev%ry 2 comb& roundr). In this rwpect, 
such atmospheres ere more cormive h nature, but a human could operate wkhout 
protection for a shoe time and survlve. 

A planet with chlorine in its atmosphere would be a mystedous and aerie snviron- 
ment, with the dWng yeliow-gmn hate causing the landscape to waver in e murky 
green half-light, hiding and dlstortlng objects and hap-. Life forms evolving under 
such conditions wodd be qub  alien in appearance, and might be expected to be 
more active and energetic than their terrestrial counterpa*. This Is because the 
superior reacthe propedes of chIorIne couId make the bioIogk8l power plants to 
these chlorine breathers more efflclsm than those which run on oxygen. 

Sulfur Compoumk: A varfety of sulfur compounl can be found in various types 
of atmospheres, ranging from non-irritant and even up to corrosive In netun. Thew 
compounds can be found in the atmospheres of otherwise perfectly EartWike 
worlds, and indeed are one of the prime components of smog. 
In exotic stmospheres, sulfur compounds might represent the result of an ex- 

treme atmospfierk taint resulting from prolonged industrialization. Other com- 
ponents of the atrnoaphere coutd include oxygen, nitrogen, and other perfectly nor- 
mal g a w ,  but the afr would be completely unbmthble. In otheP -, sulfur c ~ m -  
pounds can be encountered er part of the natural atmosphere of a world, and pm- 
bably go hand-In-hand with a great deal of volcanic acdvlty. 

Sulhrr comp4unds would be 8 good rltematlve to the usual carbon-based organk 
ehemistty. These would lead to a totally alien group of life forms. 

CORROSlVE ATMOSPHERES 
Corrosive atmospheres require the use of protecdve s u b  or vsce s u b  to inarulate 

the wearer from harm. Several of the exotlc atmospheres classified as irritant are, 
in fact, mild forms of corrosive atmospheres. The chief difference between thetwo 
lies in the degree of danger posed by the atmosphere - irritants cause only minor 
damage, while true corrosive atnwspbm kill unprotected humans in a short ffm. 



When creailng a world with a corrastve atmosphere, the referee may wish to 
fill In addMona1 detalb as to the nature of the soeeific environment. The corrosive 
atmosphere table, on the next pege, is one way of supplying such background, 
The tabfa glves resub whbh can define the nature of en atmosphere. 

A designation of pressure (primarily of 
Cwroaive Atmo~hem i201 use to add color to a world's statistics1 

2 Extreme Low Temperature Is giwn, as Is a description of the 
3 Very Thin, Low Temper~ture temperature. A low temperature b one 
4 Very ThIn, Moderate which averages between -2S0 and 

Temperature - 2Q0° C. Moderate temperatures are 
6 Very Thin, Hlgh Temperatute those which alow life (as we know it) 
8 ThinlStandardlDense, Low to survive. High temperatures run o w  

Temperature W0 C. Extreme temperatures are 8 t h  

7 Thin/Standard/Dense, upper and Lower end of the tmperature 
Moderate Tempemre scale, and require extra equipment to 

8 ThinlStanderdlDenw, High compensate for the difflcult!es 
Temperature 

9 Very Dan-, Low 
Temperature 

10 Vexy Dsnsa, Moderate 
Temperature 

1 I Vely Dm=, Hgh 
Temperature 

encountered. 
In general, there are two major 

reasons for a designetion of corrosive to 
be applied to sn atmosphere. These are 
covered below. 

Some corrosive atmospheres ara the 
12 Extreme High Temperature result of concentrates of corrosive 

chemicals in the air. Several of these ' 
have actually k m  covered previousty, In the exotic atmospheres section, but are 
considered eonosivrr when they occur in higher concentrations. They are dlrcussed 
again, in brief, in this section. 

Nttrogen IAld: A world in which free oxygen and nitrogen exist together In the 
correct proportions will have a corrosive atmospbre. In this case, seas of nitric 
a d d  and the presence of nitrides Inltrogen-oxygen compounds) in the atmosphere 
cause it to bemme most dangerous for unprotected humans. 

Ammonla lNlH~1: An irritant at beat, atmospheres containing high concentrations 
of ammonia become corrosive. Usually characteristic of low temperatures. 

CMorlne {W): More active, more poisonous, and more irritating to expos J skin 
than ammonia, chlorine in the atmosphere wilt be corrosive k any but the mildest 
eoncentrstiom. 

Srrlphur Compoundr: The presence of sulfur compounds in sufflcient eoncentrer- 
tlons will be conoslve, and can cause damage to unprotected individuals. 

Ruorine (Fa): Simllar in nature to chiorhe, fluorine In an atmosphere is even more 
imitating, e m  in smlt quantitim. Atmospheres containing fluorine are always con- / sidered corrosive et best. Fluorine shares many properties with chlorine, inciuding .. 
the possibility of supporting completely alien forms of life. It is easily detected by 
smell and by color, but quickly lethal if a major leak occurs. 

Corrosive em-, requiring the use of a protective outfit, can be the result of 
factors other than the mix of gases in the atmowhi5re. Temperature is the most 
Important of these. No matter what gases comprise the atmosphere, a very low 



or very high temperature will kill an unprotected human in a matter of minutes. 
The actual gas mixes which go with worlds with hostile temperature ranges wlll 

vary. For worlds with high or extremely high temperatures, atmospheres can In- 
cluL our own farnllier oxygen-nitrogen mix, eatbon dioxide, nbrogen, chlorine, or 
fluorine, possibly with interesting sulfur compounds mixed In. Low-temperature 
worlds tend to have combinations of methane and ammonia in their atmosphere. 

To combat problems of ternpermre, protective suits end vacc suits must be e- 
quipped with suitable heating or cooling equipment. Such equipment (nomally built 
into vaee suits and Is available for Installation and use with protective suits) will 
combat the affect3 of tmpwahrms Wgnated as low or high. Extrama temperatures 
cause further problems, and wn put the atmosphere w a r  tho edge into an imidlous 
.classifbation without heavy-duty equipment and multiple backup systems. Sea the 
section on equlprnent for some speclflc hems designed to combat thew problems. 

The most dsngerws of afl atmospheric types encountered by frwelkr adven- 
turers Is the insidious atmosphere, defined as an atmosphere similar in nature to 
carmsive, but capable of defeating any personal protective measures in 2 to 12 
hours. 

Most of the atmosphererr discussed as being corrosive In nature can, in 
sufffcleni wncenttatlona or under the pro- 
per circunwrtances, be considered In- 
sidiaus. For example, a planet wlth high 
percentages of chlorine R Its mosphere 

A- 
at an Earth-like pressure and temperature 
could be expected to have large amounts 
of hydrogen chlorfde gas In the a t  and 
seas of liquid hydrochloric add. Hydrogen 
chloride droplets would condense on sx- 
posed porlions of a vacc sult, work their 
way hto joints and crevices, and might 
eventually cause the suit integw to give 
way entirely in dozens of smsll but lethal 
leaks. 

One speelfie type of insidious at- 
/r 

rnosphere that might be encountered 
would be made up of a surprisingly 
harmless gas mix - simple hydrogen (Hd. 
The smallest and lightest of all atoms, 
hydrogen poses s special problem that 
makes Its classifieatfon as a component 
of an iddimus atmosphasen m a w .  The 
atom* are so small that they can seep right 
through fabrics, plastics, and even miid 
metaf in a proms known as diffusion. An 
air-tight seal is not necesssrlly hydrogen- 
tight. 

Hydrogen Is not poisonous. However, 
like methane, hydrogen and oxygen which 

-9- 



m s  m r  oombine expl-. A spark can cause m expiosim, followed by 
* ~ - ~ o f d W p r p ~ w ~ - ~ p r o d u ~ ~ t h e o o ~ d ~ m o  
eDam- 

s a r s h l p w a n d ~ m a l w b u n a g s ~ b e ~ ~ ~ t ~ i  
vacc stlk h o w w *  carnot be buiit wCth mm feahnw te hydm&gen diffu- 
~ m & w ~ c m h s u l t O b e f e r w b u l k V e n d m M t o a M d w *  
wamr w mwe m l y .  

Hydmgen will make up aa-&nlficant pwpartiorr of theatmo~ph$re on large, cdd 
worlb, end ia- ofaen found In ~~ whh metharm and ammonia, 

Temptmure Can also be the element which makes an atmosphere insidbus, For 
~ L , h o u l ~ ~ , * . ~ V w h m ~ ~ l a F E g e f y  
a f ; C ~ a g a s ~ h m ~ e h ~ . H ~ r , ~ ~ r a m V ~  
L i n ~ t ~ l e n e O s h b o F h o a d a f ; W ~ C , ~ ~ ~ r s Q D d m e s W - b f k ~ & m  
~ ~ . P r o W m m & t o ~ ~ r a r e l y l l a B t m o r t r t h a n a f s w ~ n .  

Though M a t y  efWeht h- or cnoflng y m m s  can compensate for high or 
Iwv m p e m r e r i  to a mmln extent, lt lar very d t f h l t  to equip a personal 
tlve suit, orevmn a whicle, with earnpensating systems that aan ofhet such mar- 
mws temptlraaadt problems. A mnhip or large 'habbt can k d e s i u d  to over- 
o w n e t h e e f f s m o f e ~ W o r c o W ; h r W e q u i p m e r r t , s ~ w ~  
b t h ~  bRSi mfi k for. 

fhe fhal sgmt whi& can MWW~ an enviranment to be w d d m d  imidhm Is 
high mdhtbn. t tb~dffkukto SMeld indlvidwl s u b  ~ T ) l a ~ p f i n -  
rn ratl&onI #ch as Mght b mcountered om a planet vwy do- cs lam 
hat sun, M i n  th8 radPBoion m e  &fa gag g h ,  or on warlds Were recant nuclwr 
nwrs have de.va$tmW tha world, 

In this cantexb tbtim limlt given by the pmtectiori's duration wwkl not repre- 
smt the gradual Mtun of the auk, but would i m d  lndlcate the amoum of ex- 
powman Irrdhriduai d d  teke. Moreover* expaam wwld be a cumulatlue matter 



more than 6 hours on the surface. If he spends 2 hours outaide, and then returns 
to the ship, he can spend only four mare hours on later tdp.  Exceeding this overall 
t h e  factor will result in the character's death, or will at'lsan make hlm extremely 
sick from radiation poisoning. 

Insidious atmospheres of ell forms pose a special dangesto adverrhrrers. Rrther 
details are left to the referee to develop to best fit the adventure r r i t u ~ .  For a 
good example of an insidious atmosphere (of the type caused by chemical Mac- 
ffond, the interested reader should me Ord88l b y  Eshaar, an adventure approvrd 
for use with 'ffaveller published by FASA Corporation. This 8dVefrtUm shows some 
special hazards, and even addresses the 
question of life forms which might exist carbon dioxide 
In an insidlwri atmosphere environmerrt. carbon dioxid+wlphur dloxide 

REFEREE'S NOTES 
In utilizing these detailed develop- fluorine-carbon dioxide 

m t s  of exotic atmospheric types, the Ruorine~ulphur tetrachloride or other 
referee is encouraged to use imagination sulphur compounds 
and creativity to supplement the bald hydrogen 
facts derived from world creation infor- carbon dloxideniwwen 
mation. Some gas types are m e d  as oc- methane-ammonia 
curring most frequently on specific chlorIn+carbon dioxide 
worlds. When a world k created which chlorine-disulphur dichlorlde 
turns out to have an exotic, irritant at- fluorinenmen 
mosphere, at high pressure, with a size 
of 0, the referee can look through the descrfpdons and ehuosle ammonia as 



s prlme Ingredfent, further nodng that the planet wlll tend to be a cool one. He can 
go further, Indicating a methane-ammonia mix, which will mean that the problems 
associated with both gases will be found on the world in question. 

By and large, gas mfxtures will revolve around one or two active ingredknts, plus 
one or more inactive ones. Some fairly Mlmmon mixes are noted on the previous 
Paw. 

This list is by no means deffnttive, but gives an idea of the posdbllies. When 
combining gases, their effects are also wmbhed. An ides of proportions should 
be kept in mind at all times. An atmosphere composed of chlorine end nitrogen 
might be considered e x d c  If the chlorine concentration were relatively small, cor- 
rosive if it were somewhat Hgher, and insidious If it were higher still . . . an lm- 
portant difference from the point of view of the adventurer who must deal with 
it. Exact percentages are not required - but a faet for the various mixes will help 
Iend color and conshtency ta the setting. 

The equipment described in this section is designed for use in various types of 
hostile atmospheric conditions. 

Pmtectlvs Ma* For use in irrltant atmospheres, the protective mask covers the 
wearer's mouth, nose, and eyes, and hooks up to an oxygen supply, This is ideal 
for use in atmospheres containing mild amounts of ammonia, sulfur compounds, 
and/or minimal amounts of chlorine. 

Availabts at tech level 6, the protective mask weighs 600 grams (plus oxygen 
tanks), and costs Cr25. 

Trensparmt Helmet: A "goldfish bowl" type of helmet, this protective device r 
has certain advantages over the protective mmk. R is lighter, offers more com- 
plete protaction against irritant atmospheres, and doas not hamper the wearer as 
much as the clumsier mask. The helmet can also be worn with a protecthe suit 
or vacc suit In corrosive atmospheres. 

The transparent helmet weighs 750 grams {without oxygen tanks), and costs 
030. It b first available at tech level 8. 

Suit Htwter: A portable heating unit which is used in protective suits to combat 
the effects of low-temperature corrosive atmospheres. WIthout a suit heater, a pro- 
tective suit Is worthless in thew conditions. 

In insidious cold atmospheres, the standard suit heater h good for 2-1 2 hours 
before failure. A heavy duty version of the heater wlll allow a DM + 4 to ihe dura- 
tion throw (8-1 6 hours). Weights include additional suit Insuiulation. 

The standard suit heater weighs 3 kg, costs Cr250, and is available at tech level 
8. The heavy duty heater becomes available a? tech level 10, weighs 6 kgs, and 
costs Cr46O. 

Suit AIr Conditioner: A cooling unit designed to function in hot atmospheres as 
the suit heater fundons in cold. Effects of standsrd and heavyduty versions are 
roughly the same as descrIbd for the heaters, 

The standard suit air conditioner welghs 3 kilograms, costs Cr200, and is available 
at tech level 8. The heavy duty version costs Cr375, weighs 8 Idlograms, and sp- 
pears at tech level 9. 

Powered Vacc S u k  A heavy-duty vacc suit deslgned specifically for use in in- 
sidious atmospheric condkions. The powered vacc suit contains extraheavy 



shielding, wpaclally wound the joints, and 
b extremely effeffeethre at elowhg the p r e  
cess of comb due to acldic condensa- 
tion. it also retard@ hydrogen d W l o n ,  
and contab heaqdmy W i n g  and m o C  
ing system. To counteract the exc#sIve 
weight and bulk of all thh proteetion, the 
powered veec suit features the same 
enhancement effects fwnd In battle 
dress. 

The powered vacc suit gkes a DM +4 
to duration rolk for insidious aftnospham 
(except IethaI tadlation). It does not pro- 

vide enhanced &amwlstlcs, as the weight of the suit *half &## this sspect 
of the equipment. Battle d m  sWII Is required to operate the powered vsec suk 
If desired, 112 vacc suit skill can be applied Instead. 

The powered vacc auk costs Crl50,000 and is aveilfhle at tech bvel13. It weighs 
26 kilograms; this wdght is ignored when the suit is worn. Armor is aqulvalem 
to combat armor. 
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This special supplement provides a 
more detailed and comprehensive 
look at exotic, insidious, and 
corrosive 
atmospheres. It originally appeared as 
a pull-out section in the Journal of 
the Travellers' Aid Society, issue 
number 7Z 
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