
new games 
+free games 

good deal 
New games plus free games add up to a good deal from GDW! At the five major 

summer conventions, GDW will release over ten new games and give away hundreds of 
free games. For each new game you buy, you can choose one free game. Titles and 

quantities are limited, so make the GDW booth your first stop at evsry show. 

Trillion Credit Squadron 
Travelkr Adventure 5 

The Argon GambitlDeath M i  
Traveller Double Adventure 3 

Assault 
Tactical Combat i n  Europe: 1985 

Fifth Frontier War 
Battles for the Spinward Marches 

Introduction to Traveller 
Traveller Book 0 

Deluxe Traveller 
Science Fiction Adventure i n  the Far Future 

Tmnchfoot 
Bullets & Bayonets In the Great War 

A House Divided 
The Arner~can Clvll War. 1861 1865 

Striker 
Rules for 15mm Traveller M~n~atures 

MaroortedIMamomd Alone 
Traveller Double Adventure 4 

Invasion: Earth 
The Flndl Battleof the solo man^ Rim Wal 

Library Data 
Traveller Supplement 8 

Michicon X-Oakland University-Rochester, MI-June 12.13.14 

Pacific Origins- Dunfey Hotel-San Mateo, CA-July 2,3,4,5 

CWACON '81 -Northlake Hotel-Northlake, I L-July 16.1 7.18.19 

Gencon EM-Cherry Hill Inn-Cherry Hill, NJ-July 23,24,25,26 

G e m  XIV-University of Wisconsin-Kenosha, WI-August 13,14,15.16 

Game Designers' Wor~ 21 
PO Box 432, Normal, l L  61761 

Look for GDW's new games this summer in fine hobby shops around the world. 
Free catalog on request 
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c 
This issue of the Journal culminates two years of work, months of 

B specific preparation, and some rather subtle publicity at times. .Soon 
after the now notorious issue number one of the Journal was Conceived 
and written, several designers on the GDW staff settled down to puzzle 
out not only the history of the Imperium, but also to plot out where 
that line of history would lead. The more thought that went into it, 

Q) 
the more i t  became apparent that many many different aspects of the 
Imperium's future were s t i l l  fragmentary. As a result, we saw that some 
of the most exciting potentials for Traveller needed to wait until a 

m suitable background on social systems, history, culture, economics, and 
technology had been established. 

Look back over the last two years for Traveller, taking in not only 

Q the Journal, but also the adventures, double adventures, books, and 
supplements that have appeared. Slowly over that period (because the 
staff has only so much time, even when working twelve hours a day), 

c clues have emerged on the governmental organization of the Imperium, 
on the scout service, on the navy, and the other branches of the 
military. Details on the fleets and the ships of the lmperium have come 
to light; details on the political and military situation in the spinward 

1 marches have been important topics for discussion. All this has been to 
one ultimate purpose: this special issue of the Journal, the War issue 
marking the outbreak of the Fifth Frontier War, on 187-1107. The 
attack has just begun. The Zhodani have struck against the Imperium, 
and the control of whole subsectors of the marches lies in doubt. 

Soon after the appearance of this issue, GDW is publishing Fifth 
Frontier War, Battles for the Spinward Marches, a detailed game of the 
course of the war. The game has been in design for months, and it 8 simulates all of the important aspects of the attacks and counterattacks 
that will take place as the battles continue. The game itself i s  relatively 
simple and straightforward, while dealing with space combat, ground 
combat, and many background details. Since it is set in the Spinward 
Marches, many Traveller players are already familiar with the astro- I)Y graphy of the region. Now, the game shows the strategic importance of 
each location, and points out which areas are trouble spots. 

The game of the war is intended to be an interesting, exciting game 
on i t s  own, but it has a further, very interesting use. Once players are 
familiar with it, it can be used as a backdrop to many exciting adven- 
tures. While the game is played, week by week, the character and 
the referee deal with the Spinward Marches and conduct adventures 
normally. At times, those adventures will bring players to the edges (or 
into the middle) of major battles. Adventuring can be conducted within 
the larger context which no one really controls. Of course, the ~otential 
for immense gain (or loss) is ever-present in a war situation. 

-2- 
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The Traveller News Service, an 
ongoing feature since issue number 2, 
is  another example of the long-term 
preparation for the war. Look back 
over the articles in each issue (they are 
reprinted in Fifth Frontier War for 
those who don't- have all the back 
issues) and notice how the clues slowly 
emerge that a war i s  brewing. 

By the way, the Vargr are also deeply 
involved in the Fifth Frontier War, on 
both sides. That's why they were one 
of the first races to be covered in our 
Contact! series. The Zhodani are cover- 
ed in this issue, and the article gives 
substance to this shadowy enemy of the 
Imperium. 

In case you hadn't noticed, issue 
number 9 marks two years of publica- 
tion for the Journal, and in those two 
years, we have grown from a gleam in 
Marc's eye to a successful, award- 
winning role-playing magazine that we 
here at the Workshop are all really 
proud of. What better way to celebrate 
our birthday than to give you, the play- 
ers and referees, a spectacular treat like 
the Fifth Frontier War for your adven- 
turing pleasure. We hope you enjoy 
playing i t  as much as we enjoyed getting 
it ready. 

At last, the reason for all those draft 
registration forms that have appeared in 
the Journal can be told. If you register- 
ed your character with us, you received, 
personally addressed, an official draft 
notice from the service you registered 
with, calling you up for service. Each 
draft notice included a randomly 
generated Traveller character and 
assigned that character to a unit counter 
which appears in Fifth Frontier War. 
Lets all hope he or she lasts longer than 
the war does. 

Other news for Traveller players is  
the release of several new Traveller 
items, including the revised rules. These 
have been re-typeset to clean up typos 

from the original edition, to smooth out 
a few rough spots that have turned up 
and to add some new material not in the 
first edition. Few substantive changes 
have been made, and the old and new 
editions are compatible. 

Basic Traveller consists of revised 
Books 1, 2, and 3, and two dice in a 
box, for $1 1.98. Deluxe Traveller con- 
tains the three books, two dice, a special 
introductory adventure, The Imperial 
Fringe, a map of the Spinward Marches, 
and Book 0, Introduction to Traveller. 

Book 0, i s  a neophyte's guide into 
the sometimes bewildering world of 
role-playing, concentrating on Traveller. 
Book 0 will help referees and players 
avoid the problems usually encountered 
by newcomers to Traveller. Book 0 i s  
available in Deluxe Traveller, and 
separately for $5.98. 

Double Adventure 3, Argon Gambit/ 
Death Station, i s  the next in the popular 
back-to-back adventures series. In the 
Argon Gambit, the players are caught 
up in a complex political game of cat 
and mouse. In Death Station, a biologi- 
cal laboratory station, high in orbit, 
has gone awry, and the adventurers 
must board the vessel, and solve i t s  
mystery. 

Loren K. Wiseman 

Traveller i s  available overseas 
through GDW distributors in the 
UK and Australia. 

United Kingdom: Traveller 
(and i t s  additional booklets, 
adventures and supplements) is  
printed under license from GDW 
by Games Workshop, 1 Dalling 
Rd, Hammersmith, London, W6. 

Australia: Traveller i s  imported 
and distributed by Jedko games, 
18 Fonceca St, Mordialloc, Vic. 
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JUST 

ORDEAL BY ESHAAR 

As the Fifth Frontier War brews in 
the Spinward Marches, the Imperials, 
the Zhodani, and the Vargr hold an 
uneasy truce on Eshaar, where i t s  truly 
alien life holds the secret of affas, 
natural hi-temperature lubricants vitally 
needed for the war effort. Psi-shields, 
intrigue, treachery, and overland treks 
all combine to make this adventure 
exciting and fascinating. 

Seen in pre-publication form; due to 
appear in July. $6.00. About 40 pages. 

Designed by J. Andrew Keith and 
William H. Keith, Jr. Published by 
FASA, 81 1 W. Junior Terrace, Chicago, 
6061 3. 

SORAG 

This handbook of organization and 
equipment for the Zhodani intelligence 
and counter-intelligence service oper; 
ating in the Beyond and the Van- 
guard Reaches deals with expanded 
characer generation for SORAG char- 
acters, skills, dossiers, and equipment. 

24 page booklet. $3.50. Designed by 
Chuck Kallenbach II. Published by 
Paranoia Press, Box 12614, Ft Wayne, 
IN 46864. 

BEYOND 

Paranoia Press administers two sec- 
tors somewhat farther out from the 
lmperium than the Spinward Marches. 
Vanguard Reaches has already been 
published; Beyond has just appeared. It 
contains 16 subsectors, fully described, 
and a map showing star positions. 

DETECTED 
32-page booklet, with insert. $3.50. 

Designed by Don Rapp and Chuck 
Kallenbach II. Published by Paranoia 
Press, Box 12614, Ft. Wayne, IN 46864. 

THE SPACE GAMER 

lssue 40, June 1981 i s  a special 
Traveller issue with a complete world 
drawn from Jack Vance's Tschai adven- 
tures, a space combat system, and a 
replay of a Traveller session with 
Marc Miller, plus lots more. 

By the way, Steve Jackson an- 
nounces that he will be doing Card- 
board Heroes for Traveller by year-end. 
Look for them. 

40-page magazine. $2.50 plus .50 
postage. The Space Gamer. Box 18805, 
Austin, TX 78760. 

MINIATURES NEWS 

The 15mm Traveller miniatures from 
Martian Metals are getting quite a re- 
ception, and they indicate that they are 
considering both 15mm scale vehicles 
(like grav tanks, ATVs, and AFVs), 
and starships (perhaps 1 :I200 scale). 

Martian Metals, Box 778, Cedar Park. 
TX 78613. 

HIGH PASSAGE 

A complete Traveller adventure, The 
Solar Flare Mystery, plus an ATV, a 
drone, a fighter, plans for an intelligence 
cruiser, and the first of 16 subsectors 
that adventures will be placed in. High 
Passage is a quarterly magazine 
dedicated to Traveller. 

40 page booklet. lssue 1 is  $3.50. 
lssue 2 and beyond will be $4.50. 
Four issue subscription is $15.00. High 
Passage, 5261 W. 90th St, Oak Lawn, l L 
60453. 
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ARE 
YOU 
RICH? 

Really wealthy? Rolling in it? Are you SO RICH that you 
can afford to buy every new game that comes out? 

If you're that rich, turn the page. Otherwise keep read- 
ing. 

The game hobby is growing by leaps and bounds. Publishers print more 
new games every month. Not just games . . . game supplements, game sce- 
narios, computer software, miniatures, rulebooks . . . LOTS OF THEM. 

That sounds great. But how do you choose? With inflation eating your 
dollars, you can't afford to waste money on a game you'll play once and forget. 

That's where THE SPACE GAMER comes in. We run reviews of every new 
game and game product i n  the science fiction and fantasy world. We cover 
every game publisher fairly, without bias. (We review a lot of historical games, 
too.) 

Are you into computer games? Again - SPACE GAMER to the rescue! 
We review new game software - all kinds. With tapes costing $15 to $20 (and 
up) you can't afford to waste your money on a dog. Read the reviews before 
you buy! 

Of course, we carry more than reviews. We've got articles on strategy. 
Variants and scenarios for your favorite games. Letters, cartoons, art. Fiction 
(and every piece of fiction is followed by a game scenario or variant for that 
story). We even have complete games i n  some issues. 

If you're NOT a millionaire, your subscription to TSG may be the best 
game buy you ever make. Don't buy games for the closets. Read the reviews 
first. Your game budget will go a lot farther. 

Name Enclosed is my check for 

Address State Zip - $27 (one year - 72 issues) 

Check here if this is a subscription 639 years - 24 jssues) 

renewal. $2.50 (sample copy) 
Urudian wburibersadd $3 per vex. Orrrwn w b x r i k n a d d  I 20  Dn v c u  IaCm.il1. All pavmenushould be in U.S. funds, PI-. 

THE SPACE GAMER 1 Box 18805-D 1 Austin, TX 78760 
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