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Dozens of ---k plans: scout, 
free trader, liner, corsair, merchants, 
and other vessels. Complete rules to 

build ships for your campaign. 
161-1 100 $20.00 

The soft cover rules for Traveller, 
science-fiction adventure in the far 
future! All the rules for characters, 

worlds, star travel, psionics, and more! 
161-1000 $25.00 

adventurers. Equip your characters 
with gear for deep space and other 

exotic environments. 
IGI-1200 $22.95 

FIRST SURVEY ALIENS ARCHIVE MILIEU 0 

i 

' 1  
Ten new minor alien races for the 

Traveller campaign. Cultural and biolog- 
ical backgrounds, psychological profiles, 

and rules for use as characters. 
IGI-1300 $22.95 

The first Traveller campaign setting, 
right at the end of the Long Night and 

the dawn of the new Imperium. 
Background and options for play. 

161-1400 $22.95 

ps and data for the sectors of the new 
Imperium. World data is presented 

for would-be Traveller explorers! 
for the referee and incomplete 

IGI-1410 $22.95 

I POCKET EMPIRES EMPEROR'S ARSENAL REFEREE'S SCREEN 

The complete guide to w . ons for the 
Traveller universe. Weapons are p n  

sented by tech level, from spear to 
fusion gun, with terrific illustrations! 

IGI-I500 $22.95 

Charts and diagrams for Traveller play, 
referee's on one side, players' on the 

other. Includes the Memory Alpha 
adventure written by Marc Miller. 

161-1510 $12.95 

TRAVELLER products are available at fine game stores everywhere, or visit 
out about special deals, Journal of the Travellers' Aid Society, new game 

Traveller is a registered trademark of FarFuture Enterprises. 01997 by 

Imperium Games, Inc., 9461 Charleville Blvd., #307, Beverly 
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Fleets of starships vie for 
dominance among the pocket 
empires and the growing 
Sylean Empire. Imperial 
Squadrons sets the stage for 
Traveller play on the flagships 
of enormous space fleets, 
drawing resources and 
conquering worlds. Complete 
guidelines for role-playing 
while st i l l  in ttie service, 
adventuring in the midst of 
battles that decide the fate of 
mi I lions! 

I IMPERIUM GAMES, INC. 
9461 Charleville Blvd. #307 
Beverly Hills, CA 90212 

I -  

SEN 1-57828-184-9 $22.95 IGI-1750 I 

A . 

Marc Miller's 
TRAVELLER 4JH EDITI 

Traveller is a registered trademark of FarFuture Enterprises. Copvriaht 01997 Imperium Games, Inc All rights reserved. Printed in Canada. 
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M I L L E  

Science-Fiction 
Adventure in the Far Future 

See the types of squadrons available for battle on page 7. 

Learn all about building an empire in wartime, starting on page 17. 

Ready ... Aim ... Fire! Let the salvos fly on page 35. 

Before you pull ranks, check out the chain of command on page 51. 

Become peacekeepers, prisoners of war, and even pirates! Page 69. 

There's no justice like fleet justice. Page 80. 

Embark on a secret mission to locate a missing ship on page 101. 

The Future is Just Around the Corner 
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Edition 4.1 

1 2 3 4 5 6 7 8 9  

Traveller is Far Future Enterprises’ registered trademark for its science-fiction game system. 

The game and universe presented in this book envisions a referee or game master as the ultimate supervisor of game 
play. The publisher is prepared to answer questions about Traveller provided a stamped, self-addressed envelope 
accompanies the request. 

Imperium Games, Inc. 
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