
What's"fhe maximum to-hit number when calling in orbital artillery fire? 
1 .While you're at it, what's the initiative bf a Veteran NPC? 
r .  And whafs the truttin ' '  

' 

' Ohveah; ' ,  and haw eve1 points do 
t rate uf a ekree3 

r .  m :you need for'a stiqe 5 psionic sucu -s? :* 1 tion really fast in order to stay ahead of a group of players bent on 
difficult is the Oxher thing? And now that: so 
to keep wen more harebr-I mean, devIw& 

i j ~  ' r .'+ 
head mat fast..; 

and my character Is hang1 
he's wenrtng his tR goggkr, 

T~W TNL mereo's Screen is six 
and all o€ the Traveller fire charts. 

, 

the most: common comb1 

portant tabtes from Trader: The New Era. 

IF your eyes at alt times, 
rp4 fresh, challenging, and, well, player-pmd. 

wse suits. We knock on the 

we're Into Ms flle #bine ts... 

hide behind while pu collect your 
HI reign supreme. Flip through the 16 
refreshe and with the a n w s  you 

trgps. But the players might not like hiis & 

mrrt skill lists and career entry I ' 

make it e&$r.for a group 0' 

Intducjng a pock& empire: the Covenant of 
ve &a&, it's this: Once you've met virus, , 

' &  

wwth getting worked up about.': 

- 
cause refereeing is tough 

enough even when you do 
have all the answers, 1 

I 
I 

etwmington. IL 61702-1 848 

, are: 16, &E in Diaspnra aren't afraid of grasshoppers, 
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+COMMO 

... 

'UCDR = characte$s unarmed combat damaae rpti?! 
Wus M a t i c s  skill, if any %& 

Armed Melee 

Block Avoid Strlke/Lose Actlor 
nidable Damage Chosen Locatir 

*Some weapons have die madiflars. 2 
'"Must have object to block with. 

Thrown Weupon 

rmic *For mast objects. fhrowlng knlfe Is always t Db; grenades do tbxpSlm damage 

7mCt Fire Comb4 - 
MC 

I 

'Modify difficulty level based on Aimed Fire, not possible at Extreme Rang 
'*See Automatic Fire rules ONE rulsboak, page 23'68) 

Indirect F i r e  Combat 

L 4and-Held mpossjble Grenade launcher" Explorive Damage 

'Or appropriate weapon asset of the flrlng character, whkhevar Is 
rpeated fire. 

Note: see page one of charts and g3? 
&.? 

' . table booklet 

" 

, f. . .  
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erruin Effects on Movement Travel Movement 
Move (in km per 
4 -hour period) 
20f 20 

20/2c 
20/5 
1 Of5 

unit 0-p~- fi ' Swamp yIll 'Ilounlai r - -  

Human. 
Anima 
Vehic 
Hovercraft 
Boats 

N: No 4/14 

N 

-: Prohibited Rates for snow artl multiplied by other prevailing terrain. 

1611 6 
Medium motorboat 12/12 - . .  
Fnr v t h i r h  rrinvemeiit rat,,, ,ee t e charts booklet 

Personul Hit Locution Combat Movement Rates 
(in lWeters per 5-second Turn) 

I Multiped 
Head 

Chest 
Chest 

5 
Race Crawl Walk Trot Ru, 
Huma 0 - 20 -- 
V a v  
Ash 

0 20 
0 20 

Hivers 2 0 20 

K'kree - I U  30 60 
Droyne 2 20 

m 
'I m111 

Abdomen-- 

,'' ; :.I 
*May sprint at 60 one out every six turn>. 
"-" indicates that this rate is not available lot 
this race. mi$&. $$$ Biped: table assumes fronthear shot, 

Side Shot: Far side hit equals near slda hit. 
Pmne Biped: Table a w m a  top shot. 
Side Shot: Far side hit equals near side hit. 
Front Shot: Leg or abdomen hit equals miss. 
Rear Shot: Head, arm, or chest shot equals miss. 
Multlped: Table assumes side shot. 
Frwrt Shot: Hindquarterr or abdomen hit equals 
miss. 
Rear Shot: Head or forequarters hit quals mlss, 

..< 11111- 

I 

Shotgun and Flechette 
Charm teris t k s  

Maximum Danger Zone 1 

. "I 

poweewi stup ~ 

'lT C_W."" s ..- ̂ I 

0 or less No Effect 
~ a s i c  SUC, 

Tusk 
D i ffic u I t  y 
f svels 
tasY X f  

Difficulty Asset 

Average x i  
Difficult xl 
Formida t 
lrnpossib 

, . .  
'. 

I 

" , 

Automatic Hre Range Attenuation 
and Recoil Penalties 

I Power Level = Pslon's PSI Attribute + 
Skill Level + I D10 - (Target's Willpower 
Skill Level + INT) 

' ,  If Ouktanding Success, final power level 
is doubled, ". ' . 

m .  

1 . 1  
' I  . ' .I 

I 
. I  

, ,q? I . '  /empathy . , ." # '  

t u p  of Success Reductions ' ' I .  ' 

1 
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I 
In direc t Fire D evia ti0 n 

Devi I W I  Mu 
T c of Weopon l!P ~~ ~ 

Grenade launcher rille ( 
MurldrS, qu~is, 

mass drivers, 
Art i l l~ ry  rorkw 
Orbild fire 

I Crenodtr Deviiition 
Rrrnqp Devwtinn 
Cttective 1 mete 

I Long 2 rnctc. " 3 

Spotting Task 
Short Ranges 
Vision Device Short Range 
Unaided eyes 1000 mctcr 
IR Goggles 100 meters 
L4 Goggles 100 meters 
Image Intensifier 250 meters 
Therm ' ' 'iew '00 ters 

3 Spotting Modifiers 
Visibilil y Corrdiliorrs Modifier Notes 

Applies to unaided eyes, image intensifiers (at 
2, min O), and light a 

P Wedttll Does 1101 apply to 1 
Very Poor v1 Affects all vision aids 
Smoke Affects all visi 
I argel moving Applieb lo rlll 
Each halving of Short Rani Applies to all 

*Diff mod is equal to the background light level, 

Target and I Spotting Size Table 
Dtsplucemcnt whit Spot tino 1-11 

Sire 

Micro {Mc) 
Very Small C 
Small (5) 
Mediurri (M 
Large (L: 
Very Lart 

- 
Sub-l 

1 00-93 7 
1000-999 

400-1 3,99 
4,000- 139, 
40,000-1,399, 

I 

2m 

4 u  
-3 

5 

10,000-99,999 
100,000-999,995 
1 ,ooo,ooo+ 

,400,000-1 
4,000,000- 

I'hermit 
:uel 

- StrutturPlgrass tire +-- I- 

* . AII aamage dlce are per second, except 
- for structurelgrass fire, which is per turn. 

, *  
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i p e  

Bonded Superdense 
Sup e rd e n se 

: Crystaliron 
Composite Lirralr 
Liaht Cornnosite: 

3 
14 
8 

' ' &r Plate 2 '  
Sheet Steel, Light Alloy 1 . i  

' - ' 'R~III~WC&CO~CM~- 0.4 
. .  Concrete and Bricks 

. Stone, Packed DSR Woad 

+1 to die roll for slde shots 
* 

In half; major damage immobilizes. Two minor I 

I .Suspension Damage: Minor damage cuts speed 

Loose Dlrt, Sand ' damage results equal malar damage. . '  

Waterline Superstructure 

I I 1 2 Waterline hul 2 crewmember 2 Ri 
3 
4 Auxiliaw rnach. 4 Secondary 

'L' &*"u 

wa ine 

Result C I 
3 major damage VIE h z FW = Final penetration value of 

AV = Armor value of target 
: ,weapon 

,!@p!! 
2 Rudderlscrew - 116% 2 crewmemt 

, I .. 
" . . .. . 

- ,  

. '  

6 Minor ..,I1 

I venicie uamuge Aifcrafi Dumagc 
Turret 
'Minor ResuP n 

I 

' 

2 cr 

Di 
L L 1  

I 
Loader is either a hit on the auto-loader mechanism or the actual crewmember loading the gun. This becomes a 

Jriver hit if neither are present. 
**2 passengers becomes a 1 crewmember hit if this is not a passenger-carrying vehicle. If it is a passenger-carrying 
'ehicle but no passengers are present, the hit has no effect. Cargu destroyed may be substituted for this result a t  the 

referee's discretion. 
t l f  turret is an unmanned remote turret, use the result after the slash. 

Sa
m

pl
e 

fil
e



Sa
m

pl
e 

file


