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Ablat Armor

An inexpensive material designed to ablat (vapor-
ize) when struck by laser fire. When the material
vaporizes, the energy of the laser fire is carried
away, offering protection to the wearer. Ablat will
eventually lose its effectiveness against laser attacks
because the armor wears away each time it is hit.

Armor Value: 1 (6 vs. lasers)
Weight (Kg): 2
Cost (Imperial Credits): 75
Tech Level: 9
Reflec Armor

Reflec armor is extremely effective against laser
weapons, but virtually useless against most other
types of attacks. This armor is constructed of a
reflective material on a plastic base. It is worn
underneath your clothing. This armor is rare,
difficult to purchase and very expensive.

Armor Value: 1 (10 vs. lasers)

Weight (Kg): 1

Cost (Imperial Credits): 1,500

Tech Level: 10
TL 8 Vacc Suit

This suit is not manufactured explicitly for combat
situations. Instead, it is meant to protect you from
extreme temperatures, pressure variations, and
atmospheric conditions. The vacc suit is a basic
survival tool on worlds classified as desolate vacu-
ums. The TL 8 vacc suit is more unwieldy and
uncomfortable than more advanced suits. However,
this suit serves the same purpose at a lower price.

Armor Value: 5

Weight (Kg): 10
Cost (Imperial Credits): 6,000
Tech Level: 8

TL 9 Hostile Environment Vacc Suit (HEVC)

The TL 9 HEVC is a more advanced version of
the TL 8 vacc suit. It is less cumbersome and
provides suitable armor protection in combat
situations. However, the main purpose of the suit is
to offer protection against the harsh and dangerous
environment of a vacuum.

Armor Value: 7
Weight (Kg): 8
Cost (Imperial Credits): 8,000
Tech Level: 9

TL 12 Hostile Environment Vacc Suit

Similar to the TL 8 and the TL 9 HE vacc suits, the
TL 12 offers protection in vacuum environments, as
well as armored protection against enemies. The
main advantage of the TL 12 over other vacc suits is
its flexibility and mobility. Overall, it is the best suit
and armor combination next to military combat
armor and battle dress.

Armor Value: 8
Weight (Kg): 2
Cost (Imperial Credits): 10,000
Tech Level: 12

TL 12 Combat Armor

Combat armor is restricted to Imperial combat
troops and is not sold on the open market. But,
due to a thriving black market for military supplies,
the armor can be purchased on high tech level
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worlds. The armor, which also serves as a vacc suit,

utilizes advanced metallurgy and synthetic research.

Armor Value: 10
Weight (Kg): 10
Cost (Imperial Credits): 30,000
Tech Level: 12

TL 13 Battle Dress

An advanced and powerful version of combat
armor, battle dress is the ultimate form of personal
protection. Though battle dress is restricted to
military use, it can be purchased on the black
market of high tech level worlds. Detailed informa-
tion on battle dress is not available because it is
considered highly classified in Imperial military
circles.

Armor Value: 10 est.

Weight (Kg): 26 est.

Cost (Imperial Credits): 200,000 est.

Tech Level: 13
Combat Weapons

This weapons guide features a description of the

weapon along with some important statistical informa-
tion.

Rounds/Clip

This represents the number of rounds (bullets)
that can be loaded into the weapon. In some
instances, ammunition is contained in a clip, which
is loaded into the weapon. For energy weapons,
this is the approximate number of shots an experi-

enced person can fire before the power pack needs
to be recharged.

Penetration Factor

The higher the penetration factor, the more
effective the weapon will be when fired against
armored protection. You should compare the
penetration factor of the weapon against the armor
factor of an opponent to determine how effective
your attack will be. If the penetration factor is
greater, your assault will cause damage. The greater
the difference of the two factors, the more effective
the weapon will be.

Damage

The base amount of damage caused by the
weapon. Damage is also effected by the protective
armor an opponent is wearing and the various skills
of the weapon'’s user.

Weight
The weight of the weapon in kilograms (kg).

Cost

All monetary transactions are carried out in
Imperial credits. The credit amount represents the
base cost of the weapon. This cost can increase or
decrease based on the personal bartering skills of
the buyer or seller, and the tech level of a particular
planet.

Tech Level
The technology level needed to create the
weapon.
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Law Level

The law level of a world indicates the level at
which the weapon is prohibited. Some worlds with
stringent law levels will confiscate certain weapons
outside of starports. It is not uncommon for weap-
ons to be smuggled past starport checkpoints.
Punishment for weapons smuggling is severe, and
can result in death.

Personal Slug Throwers

Slug thrower is a term used to describe a firearm, or
weapon, that fires a projectile within your line of sight
(LOS). These weapons range from a simple revolver or
shotgun to the Gauss Pistol, the most advanced slug
thrower in the Imperium. All of the slug throwers are
either single shot weapons that fire one round for each
pull of the trigger, or fully automatic firearms that fire
bursts of several rounds when the trigger is pulled.
Ammunition for slug throwers is always purchased by
the clip (magazine) or an amount necessary to fully
load the weapon. Ammunition is never sold by the
individual shell.

Magnum Revolver (9 mm)

The 9 mm magnum revolver fires a large shell
and has a high penetration factor. One round is
fired with each pull of the trigger. The pistol holds
six rounds which are always purchased in a group
and not separately. The magnum revolver can be
found on many lower tech level worlds.

Rounds: 6
Penetration Factor: 3

Damage: 3

Weight (Kg): al

Cost (credits): 300

Tech Level: 5

Law Level: 5
Body Pistol

The body pistol is often smuggled into high tech
level worlds. The pistol is small and easy to con-
ceal. Designed to evade detection devices at
starports, it is constructed of non-metallic material.
The magazine holds six rounds and is loaded into
the pistol’s handle.

Rounds: 6

Penetration Factor: L

Damage: 3

Weight (Kg): 0.25

Cost (credits): 5

Tech Level: 8

Law Level: il

Auto Pistol (9mm)

The auto pistol is the most commonly used
automatic weapon. It fires bullets at 400 to 500
meters per second. The weapon is fitted with a
magazine that can hold up to 15 rounds of ammu-
nition. A favorite among ex-military travellers, the
auto pistol is small, inexpensive and quite effective
against opponents not protected by armor.

Rounds: 15
Penetration Factor: 2
Damage: 3
Weight (Kg): 1

Cost (credits): 200
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Tech Level:
Law Level:

Gauss Pistol (4 mm)

5
5

The Gauss pistol fires a needle shaped projectile
that spins through an electromagnetic field. The
Gauss pistol is silent and deadly. There is little
kickback when firing the weapon. Gauss weapons
are rare, and can only be purchased on high tech

level worlds.
Rounds:
Penetration Factor:
Damage:
Weight (Kg):
Cost (credits):
Tech Level:
Law Level:

Auto Rifle (7 mm)

15
4

4
0.8
600
13
5

Because of its automatic firing capability, the 7
mm auto rifle is restricted by most worlds in the
Spinward Marches. During combat, the weapon
must be reloaded frequently because the ammuni-
tion clip holds only 20 rounds.

Rounds:
Penetration Factor:
Damage:

Weight (Kg):

Cost (credits):
Tech Level:

Law Level:

Gauss Rifle (4 mm)

20
i

3
4.6
400
6

3

The 4 mm Gauss rifle is considered the state-of-

the-art direct fire slug thrower. Using the same
technology as the Gauss pistol, it fires a needle
shaped projectile through an electromagnetic field
at a velocity of up to 1500 meters per second. The
weapon is a good value, considering its fully
automatic firing capabilities and high penetration
factor. It is a very effective rifle against armored
opponents. The Gauss rifle is a very rare weapon,
and can only be purchased on high tech worlds.

Rounds:
Penetration Factor:
Damage:

Weight (Kg):

Cost (credits):
Tech Level:

Law Level:

Shotgun (18 mm)

40

7

3

3.9
1500
12

3

The shotgun is a powerful weapon, not built for
accuracy, but for shock effect at short range. The
shotgun fires shells containing a large number of
tiny pellets which travel at 350 meters per second.
A 10-round clip is loaded under, and parallel to, the
gun’s barrel. While the shotgun is very powerful, it
has a low penetration factor. It is nearly useless

against most forms of armor.

Rounds:
Penetration Factor:
Damage:

Weight (Kg):

Cost (credits):
Tech Level:

Law Level:

10
1

4
5.5
500
4

7
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Sub-machine Gun (9 mm)

The sub-machine gun is a small, lightweight
automatic weapon. A 30-round magazine is loaded
in the underside of the weapon. It is much easier to
smuggle this weapon through starport checkpoints
as opposed to some of the larger automatic rifles.
The sub-machine gun is a favorite among ex-
military adventurers and rebels on lower tech
worlds that can not afford advanced or expensive
armament.

Rounds: 30
Penetration Factor: 3
Damage: 3
Weight (Kg): 3
Cost (credits): 500
Tech Level: 5
Law Level: 3
Assault Rifle (5 mm)

This weapon is similar to but lighter and less
expensive than the auto rifle. It fires a projectile at
velocities of up to 900 meters per second. A 30-
round clip is loaded into the underside of this fully
automatic rifle. Ammunition is inexpensive and is
purchased by the clip. The assault weapon is not
permitted on most worlds with a law level of three.
It is difficult to smuggle the weapon past starport
checkpoints.

Rounds: 30
Penetration Factor: 3
Damage: 3
Weight (Kg): 4.6
Cost (credits): 400

Tech Level:
Law Level:

Accelerator Rifle (6 mm)

Designed specifically for Zero-G combat, the
accelerator rifle fires a small bullet at an initial
muzzle velocity of 100 to 150 meters per second,
and upon leaving the barrel is accelerated by a
secondary propelling charge to velocities of 700 to
800 meters per second. A 15-round magazine is
inserted in the bottom of the weapon in front of the

trigger guard.
Rounds: 15
Penetration Factor: 3
Damage: 3
Weight (Kg): 3
Cost (credits): 900
Tech Level: 9
Law Level: 4

Advanced Combat Rifle (7 mm)

More sophisticated than the assault rifle, the
advanced combat rifle fires an explosive bullet at a
velocity of 900 meters per second. The weapon is
fully automatic, and ammunition is purchased in 20-
round clips. It can be bought only on high tech

worlds with a low law level.

Rounds:
Penetration Factor:
Damage:

Weight (Kg):

Cost (credits):
Tech. Level:

Law Level:

20
3

3
3.4
800
10
3
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Light Assault Gun (LAG)

This heavy rifle requires a sling to assist in its
firing. It blasts a 20 mm shell at velocities of 400 to
500 meters per second. Although the weapon is
cumbersome, it has a high penetration factor and is
effective against armored opponents.

Rounds: 5
Penetration Factor: 8
Damage: 4
Weight (Kg): 4.5
Cost (credits): 600
Tech. Level: 8
Law Level: 4
Personal Energy Weapons

Personal energy weapons are activated by power
packs that are worn on the body. These power packs
energize a weapon and allow it to fire a set number of
rounds. Personal energy weapons are found only on
high tech worlds, and are restricted by most law levels.
Some of tne more powerful energy weapons are used
for military purposes. Energy weapons have excellent
penetrating power and are very effective against ar-
mored foes. Recharging can be done in your ship or for
a small fee at a hypermarket.

Laser Carbine (TL 13)

The laser carbine, powered by a backpack, fires
high-powered energy bolts. As in all energy weap-
ons, the power pack is connected to the weapon
by a strong cable. The laser carbine fires 2 9 mm
concentrated energy beam that is aimed with an

optic sight.
Rounds: 100
Penetration Factor: 12
Damage: 3
Weight (Kg): 5.9
Cost (credits): 4,000
Tech Level: 13
Law Level: 2

Laser Pistol (TL 13)

The laser pistol functions in the same way as the
laser carbine, but it is lighter and does not penetrate
as well as other laser weapons.

Rounds: 100
Penetration Factor: 6
Damage: 3
Weight (Kg): 3.2
Cost (credits): 3,000
Tech Level: 13
Law Level: 2
Laser Rifle (TL 13)

The laser rifle is the standard high-energy
weapon. It is heavier and more powerful than the
laser carbine. The rifle fires a concentrated beam of
energy that strikes a target with an intense burst of

light and heat.
Rounds: 100
Penetration Factor: 20
Damage: 3
Weight (Kg): 10.8
Cost (credits): 8,000
Tech Level: 13
Law Level: 2
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High-Energy Weapons

High-energy weapons fire beams of superheated
plasma. They cause extensive damage because of their
intense heat and kinetic energy. All high-energy weap-
ons require a power source.

PGMP (Plasma Gun Man Portable TL 13)

The PGMP is energized by a portable power pack
that connects to the weapon via a flexible power
link. The power pack utilizes a laser ignition system
to heat hydrogen fuel into a plasma state. The
plasma is then fired through a magnetic field. One
powerful plasma bolt is fired for each pull of the
trigger. It is one of the most powerful weapons a
person can use; very few forms of armored protec-
tion can withstand a blast from it. It can be found
only on high tech level worlds with exceptionally
low law levels. Battle Dress must be worn to use
this weapon. Periodic maintenance and refueling is
required.

Rounds: Unlimited
Penetration Factor: 25
Damage: 13
Weight (Kg): 16

Cost (credits): 65,000
Tech Level: 13

Law Level: 2

FGMP (Fusion Gun Man Portable TL 14)

The FGMP is the most powerful weapon that a
traveller can carry. It is more powerful than a
plasma gun, and it may be used only by individuals
wearing battle dress. The FGMP is a devastating

weapon that causes extensive damage. Like the
PGMP, the FGMP requires periodic maintenance

and refueling.
Rounds: Unlimited
Penetration Factor: 34
Damage: 16
Weight (Kg): 19
Cost (credits): 100,000
Tech Level: 14
Law Level: 2

Grenade Launchers

This classification includes any weapon which fires
a grenade that explodes upon impact.

4 cm RAM Auto GL-11

The 4 cm RAM Auto GL-11 is a dangerous and
highly restricted weapon. They are only found on
worlds that have no laws. This is a very effective
weapon because it can damage a group of enemies
as opposed to a single target. Also, this grenade
launcher can fire grenades over obstacles such as
walls, trees, or rocks.

Rounds: 3
Penetration Factor: 36
Damage: 8
Weight (Kg): 3
Cost (credits): 800
Tech Level: 11
Law Level: 1
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Melee Weapons (Hand to Hand)

Even though we are in the advanced age of high-
energy laser and plasma weapons, the very basic
weapons, used for thousands of years, still play a part
in today’s combat. Some worlds have restrictions
imposed by their governments that forbid any weapons
except for knives and swords. Hand-to-hand weapons
can not be thrown at an opponent. They can be used
only for close range fighting. All melee weapons are
constructed of sturdy, high-grade steel.

Dagger

A small, double edged weapon that can vary in
style, workmanship and length. Most daggers are
approximately 200 mm in length.

Penetration Factor: 2

Damage: 2

Weight (Kg): 0.2

Cost (credits): 10

Tech Level: 1

Law Level: 9
Sword

The sword is the most common hand held
combat weapon. On several low tech worlds, the
sword is commonly used as the main armament of
militant forces. Through the centuries, the sword
has been a symbolic, decorative weapon worn by
many nobles and upper class citizens. Swords are
forged in a variety of styles and sizes, with single or
double edged blade construction.

Penetration Factor: 4

Damage: 2

Weight (Kg): 1
Cost (credits): 150
Tech Level: 1
Law Level: 9
Starships

There are eight classes of starships in the game. For the
most part, your party will only be able to acquire, or
purchase, a Scout/Courier or a Trader. The rest of these
ships will be encountered as you journey through the
spaceways.

Scout/Courier

One of the most
common starships
in the Imperium is
the Scout/Courier.
This sleek, simple,
lightly armed and
highly maneuver-
able ship is used
for exploration and
survey duties. It
has fuel scoops and a purification plant.

Tech Level: 15

Cost (credits): 28,938,000 (new)
Hull Size: 100

Jump: 2

Acceleration: 2¢

Number of Hardpoints: 1

Fuel Tankage: 40 tons

Cargo Capacity: 3 tons




Far Trader

The Far Trader
is the basic ship
involved in trade.
A Far Trader’s
primary purpose
is to deliver cargo
in and between
systems. To
defend against 3
suspected pirate raids, all trading ships are built
with one or several hardpoints for the installation of
weapon systems.

Tech Level: 15
Cost (credits): 41,070,000 (new)
Hull Size: 200
Jump: 2
Acceleration: lc
Number of Hardpoints: 2
Fuel Tankage: 50 tons
Cargo Capacity: 61 tons
System Defense
Boat
The System

Defense Boat is a
non-jump military
vessel stationed in
important systems
and charged with
their defense; it is
used for customs
inspections, piracy
suppression and normal safety patrols.

Tech Level: 15
Cost (credits): 311,110,000 (new)
Hull Size: 400
Jump: 0
Acceleration: 6c
Number of Hardpoints: 4
Fuel Tankage: 160 tons
Cargo Capacity: 2 tons
Cargo Liner
Using a 3000
ton hull, the

Cargo Liner is a
main-route cargo
vessel employed
in freight trans-
portation activi-
ties throughout
the Imperium.
The Cargo Liner
can carry 1259
tons of cargo; it
requires a crew of 15 and can carry up to 10
passengers.

Tech Level: 15

Cost (credits): 809,010,000 (new)
Hull Size: 3000

Jump: 4

Acceleration: lac

Number of Hardpoints: 10

Fuel Tankage: 1240 tons

Cargo Capacity: 1259 tons
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Passenger Liner
Using a 1000
ton hull, the
Passenger Liner is
a main-route
passenger trans-
port serving
much of the
Imperium. Built
sturdily and
intended to last
in service for
decades, the
Passenger Liner has 50 staterooms and six emer-
gency low passage berths. The ship normally
carries 24 high passage and 12 middle passage

Close Escort

Close Escorts
patrol the
spaceways,
protecting ships
from pirates.
Whether they are
flying in routine
patrols in the hope. SO\
of catching pirates, [}
or in convoys with
other ships, the Close Escort is an ideal small craft
for the protection of merchant traffic.

passengers.
Tech Level:
Cost (credits):
Hull Size:
Jump:
Acceleration:
Number of Hardpoints:
Fuel Tankage:
Cargo Capacity:

15

526,400,000 (new)
1000

4

lc

5

440 tons

130 tons

Tech Level: 14
Cost (credits): 301,370,000 (new)
Hull Size: 400
Jump: 4
Acceleration: 4¢
Number of Hardpoints: 4
Fuel Tankage: 81 tons
Cargo Capacity: 6 tons
Pinnace

Plying the lanes
between planets
are the small craft
which run er-
rands, make small
deliveries, and
generally do
much of the dirty
work that the
larger craft can’t

or won't do. The Pinnace can carry eight passen-




gers and has a cargo hold for 10 tons.

Tech Level:

Cost (credits):

Hull Size:

Jump:

Acceleration:

Number of Hardpoints:
Fuel Tankage:

Cargo Capacity:

Ship’s Boat

The Ship’s Boat
is a small vessel
ordinarily carried
aboard a larger
ship.to perform
odd jobs and

A Ship's Boat is
incapable of
interstellar flight;

it masses 30 tons and is constructed at tech level 9.

Tech Level:

Cost (credits):

Hull Size:

Jump:

Acceleration:

Number of Hardpoints:
Fuel Tankage:

Cargo Capacity:

15

21,150,000 (new)
40

0

56

1

9 tons

10 tons

15

20,120,000 (new)
30

0

6a

1

9 tons

6 tons

Starship Weapons

If one of your characters acquired a ship during the
character generation process, or if you have purchased
a ship in the game, you have the ability to arm the ship
with high-tech weapons. Weaponry is allocated to
turrets. Each turret uses one hardpoint. When equip-
ping turrets, the price is paid for the weapon (three
weapons can be placed in one turret). Turrets come
with the weapons and are not purchased separately.

In MegaTraveller 2, you can upgrade your turrets
and buy sophisticated lasers that fire concentrated
beams of energy at enemy targets, causing damage by
intense light and heat.

There are two types of turrets that can be pur-
chased for your ship. Each turret can have 1, 2 or 3
weapons (beam laser or pulse laser, but not both). The
turrets that can be purchased are:

Beam Laser Turret TL Power Cost

BLaser (one weapon) 13 250 1,000,000
BLaser (two weapons) 13 500 2,000,000
BLaser (three weapons) 13 750 3,000,000
Pulse Laser Turret TL Power Cost

PLaser (one weapon) 13 250 500,000
PLaser (two weapons) 13 500 1,000,000
Plaser (three weapons) 13 750 1,500,000

Beam lasers, which fire one concentrated beam of
energy, are more effective and more expensive. Pulse
lasers, which fire at targets in bursts, are still very
powerful but less costly than beam lasers.
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Vehicles Grav Vehicle
The Grav Vehicle is the most
You can rent two types of vehicles — the Tracked capable planetary vehicle. It is

restricted only by the most
formidable terrain, such as
elevated mountaintops. The
Grav Vehicle is extremely

ATV and the Grav Vehicle. Either can be obtained at
vehicle rental locations. Entering and exiting vehicles
can be accomplished from the Globe icon on the
interface screen.

heavy because of its protec-

Traisnd. A’.IV 4L_ 0 tive armor plating. It is
AT ; capable of high speeds and

smdard presicle can carry up to 10 persons. The demand for these

designediio,vaucte vehicles is high, and rental prices are steep.

most terrain that would
normally prohibit movement
on foot. Although quite reliable

in most situations, the ATV does have its limitations.

It is not capable of travelling over mountains,
crevices and craters, and it cannot float on water.
The heavy ATV, powered by a standard internal
combustion engine, is capable of high speeds.
Although some military versions exist, the ATV is
mainly used for exploration and travel purposes.
Although it is not as capable as a Grav Vehidle, it is
easier to operate and less expensive to rent.
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WARRANTY and SERVICE

Please complete and return the top portion of your Warranty and Support card within 14 days of purchase.

MEGATRAVELLER 2 software and manual are sold “as is” without warranty as to their performance. The entire risk as
to the quality and performance of the software is assumed by the user. The user, and not Empire Software, assumes the
entire cost of all necessary servicing, repair, or correction, and any incidental or consequential damages.

Empire Software warrants that the medium on which the program is recorded shall be free from defects in materials and
workmanship under normal use for a period of 1 year from the date of purchase. If, during this period, a defectin the product
should occur, the product may be returned to the place of purchase, or to Empire Software along with proof of purchase,
and Empire Software will replace or repair the disk without charge.

The user’s sale and exclusive remedy in the event of a defectis expressly limited to the replacement or repair of the product
as provided above. If your registration card is not on file at Empire Software, then no service or repair can occur.

If your disk is damaged from accident, abuse or misapplication, or becomes defective after 1 year, the disk can be returned
to Empire Software along with £2.50 shipping and handling, and Empire Software will send you a replacement.

RETURNS & ENQUIRIES: If you encounter problems with this product during the warranty period, please contact our
customer support department first on 0268 541212.

Licensed to Empire Software
Copyright © and TM 1990 Paragon Software Corporation and Game Designers’ Workshop.

The user of MEGATRAVELLER 2 shall be entitled to use the product for his or her own use, but shall not be entitled to
sell or transfer reproductions of the software or manual to other parties in any way, nor to rent or lease the product to others
without the prior written consent of Empire Software.












