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Introduction 

This booklet and the accompanying computer 
software contains one canplete Traveler ll<Mlnlure designed to 
be played solitaire. The COOlJIJ!er S9IV9S es a referee. No 
mtlonal materials are necessary to successfl.lly resolve this 
mnture. Kn<Mle<V! of Basic Traveller Is useflJ but not 
r&eµred. 

"Mertactor: The Volentine Gambit" Is the first 
episode of the Sfan:rysta/ Canpalgn, a CO!llllete set of Traveller 
mntures in District 268 of the Sj:innrd Marches. Each 
episode is pl~e independently oc u part of a campaign, 
where the consecµinoes of your pelf ormance in prioc episodes 
cany 0\181" into the next 

Foc those who are not familiar with Travel/er, baaic 
mechanics are presented in the ~x. II is sufficient to 
understand that 
Traveller is an 
lnt~ly 

consistent science 
fiction uriverae 
that has been 
devel~ and 
detailed since 
Game Designers' 
WIJl1(sl'q> 
pltllished the first 
set of Traveller 
books in 1977. 
Contact with the 
system will leach 
most of what you 
need to know. 
Slu<tf the 
background and 
d:lcumentation 
contained in this 
booklel You are at 
no greater d~ntage than ~who has ever started his 
ocher first game of Traveller. 

STANDARDS AND ASSUMPTIONS 

Dates: Dates used in ll"is a<Mlnture OOIT9SpOnd to the 
lfll>81ial Calendar, which counts years from the foundng of the 
l1ll>9rilrn. Dates are further expressed by the consecutive 
nurrbering of days within the year. For eXM'4'1e, the first day of 
the year 1107 Is 001-1107, v.tile the last day is 365-1107. The 
a<Nenttre begins on 117-1112; the day alter the Far Trader 
'Ivax House' makes planetlall at Mertaclor Down Starport. 

Plice: The acNenl1e takes place on Mertacloc (0707 
B262732-B), which is situated al the trailing edge of the Dislricl 
268 Stbsectoc, which in tum is a riJT"fNard region of the 
Spinward Marches Secloc, wllch is located at the spinward 
fringe of the l1ll>9rilrn. 
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The Planet: Mertactor is a small wor1d with a turbulent 
but otherwise satislaclOfY atmosphere, relatively light gravity, 
and very great mass. Shallow oceans and coaslal wetiands 
cover iEout 20% of the worict s surface. RidiJes, forested and 
jungle areas rimming the oceans account for 8% of the surface. 
The rest of Mertactor is a sell-pe.'Jl8tuating desolation kn<Ml1 as 
the 'drisk.' 

The human population numbers under fifteen millions, 
virtually all of whom live in and around the contiguous 
underground and surface CO!llllexes al Rassad, Wind Harbor, 
and Mertactor Down Starport. The aass B sla!port includes an 
orllitai facUlty of extraorcinary design and efficiency. 

A technological level of B prevails on Mertaclor. This 
level is typical foc the lmperh1n, but high foc a frontier location. 

CHARACTERS 

Except for a 
brief period of 
anarchy followed by a 
religious dclalorship, 
Mertacloc has been 
governed since its 
colonial era by a 
sbtlle, self. 

perpetuating 
oligarchy. Few laws 
are codified on 
Mertactoc, but an 
elaborate system of 
custom is in place. 
Oftwor1ders leaving 
the slalport are 
act.iised lo behave in 
the most civilized and 
conservative manner 
possble. 

This a<Nenture is designed lo be played with a single 
Traveller character that occupies the nanrative point of view of 
the player. This player-character may be the ex-Scout character 
s~ied with the mnlure, ()( a character created on the 
CITIZENS character generator program and lransferrad to this 
adv'entura accordng lo the instructions contained in CITIZENS. 
A lifferanl character and eqJpment set with lifferent skills and 
a different profession can sigrificarily alter the COO'S8 of play, 
though not necessarily for the better. 

Skins: No specific skills are recµred for success in 
this episode of the Sfarcrysta/ c~. but expertise in one oc 
more personal ~ Is deslrctife. Other skils that may be 
useful irdude Brawling, Cocnputer, Electronics, Hunting, 
Mechanical, Recon, and Survival. 

Air/raft skHI is necessary for the character to travel 
from the starport area to where the investigation begins. II the 

character OOes not have Air/raft oc Grav Vehicle skill then the 
system will arbitrarily assign Air/ralt-0, indicating a minimum 
proficiency which will help the character get airborne, pertiaps 
navigate well enough to reach the destination, and maybe get 
back lo civilization without being killed in a traffic accidenl Since 
the airlrafl is the only available transportation, characters 
without air/raft skill begin with a handcap. 

Gender: Whether a character is male or female 
necessaily matters, but is not crucial to the course of play 
except in local cultural circumstanoes, which oo not occur on 
Mertactor. Any character is playable as either sex, except for the 
tendency f()( starship pilots and gunners lo be female. (Note, 
however'. that this irrpression may be an artifact of fauty 
observation rather than a statistical evenl) 

Pre.Generated Character. A suibtlle character is 
supplied with the mnturu and described below. AA 
explanation of the characte~s skills and characteristics and how 
they relate to the game is presented in the appencix. 

Name: (Player Characle~ 
UPP: 780977 
Service: ex-Seoul 5 terms 
Age:38 
Skills: Electronics-3, Mechanical-1, Airlralt-1, 
Varx:. Suil-1 , SMG-1, Pilot-1 , Jack-of-.AJl-Trades-2 
Possessions: SMG, Blade 
Money: Cr 3,000 
Comments: The ex-Scout owns a stbmachine gun 
and ammunition, a blade, cloth armor, and 
miscellaneous personal belongings. A 4mm Gauss 
pistol is among the ex-Scout's possessions, but is not 
owned. 

Non.Player Characters: During the course of the 
a<Nenture one or more of these non-player characters (NPC) 
may be encountered by the player-character (PC) as patrons, 
a<Nersaries, allies, oc neutrals, accorcing to the stOfY line and 
the context within which the NPC appears. These descriptions 
are a rough guide. AA NPC will not necessarily be encountered 
during a given a<M!nture. 
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Name: Jamal Ito 
UPP: 577BAA 
Service: Bureaucrat 
Age: 87 
Skills: Admirislration-5, Leader-2, Uason-2, 
lnslruction-1 
Money: Cr lXlknown 
Comments: Represents the Ito family on Mertactor's 
ruling council as well as being the Diractoc of Mines 
and mineral projects for DerSonne Merchants, L.l.C., 
on Mertactor. 

Name: Sandra Nakura Warren 
UPP: 869877 
Service: Merchant Captain 
Age: 47 
Skills: Pilot-1, Navigation-2, Leader-1, Engineering-I , 
Forgery-1 , Ship's Tactics-2, Snub Pistol-2, Gunnery-1 , 
Cutlass-2, Bra'Ming-1 
Money: Cr 40,000 
Comments: Captain Warran is the owner" the Type 
A2 F<¥" Trader Starship 'Arax House.· 



Name: Cyrano W$ Nakura 
UPP:558965 
Service: Diplomat 
Age: 42 
Skills: Uason-3, lnterrogation-2, Carousing2, 
Carbine 1, COfll)Uler-1 , Dagger-1 
Money: Cr unknown 
Comments: Very little is known about this man. He 
tends to little bits of business foc various corporations 
and interests as a freelance representaUve. 

Name: Rosco Thacker, a.k.a. 'Thumper' 
UPP: "87576 
Service: ex-Marine 5 teems 
Age: 38 
Skills: Blad&-5, Rifl&-1, Brawling-1 , Cutlass-1 
Money: Cr mirlmal 
Comments: Mr. Thacker is an employee of DerSonne 
Security Services. 

8 

I 

Name: KaiUin Kai Nakura 
UPP:687AA6 
Service: Other 
Age: 34 
Skills: Computer-1, Auto Pistol-2, Brawling-1, 
Leader-1, Dernolition-1, Streetwise-2, Dagger-0. 
Money: Cr 12,000 
Comments: She is a native Mertactan employed as a 
plbllc relations specialist by DerBonne Merchants, 
primarily to interact v.ith the Nakura Firnily. 

Name: !Nir Anastocia 
UPP:MEABC 
Service: ex-Marine Lt Colonel, 3 terms 
Age:33 
Skills: Gauss Pistol-3, Gauss Rlfle-2, Streetwise-2, 
lnterrogatioo-2, Blad&-2, Forgeiy-1, Bribery-1, 
Brawling-1, Recon-1, Vacc SLit-1, Battle Dress-1 , 
Demolition-1, lnstruction-1, Computer-1 
Money: Cr 30,000 
Comments: No Awards oc decorations. No military 
record. 

SCORING 

Episodic Goals: Do the job foc Baron Ecllos 
Volentine, get paid foc tigh passage off Mertactor, and go home. 
You don' have to actually recover the artifact All you have to do 
is look around. You could waste lhe entire weekend poking 
around the DerBonne facility, enjO'ying the SC8nefY, and visiting 
the nearby Sephir Te1T4'.lie, once a mnor tourist attraction and 
not without points of interest Nobo<tf is going to travel all the 
w~ out from Rassad just to hassle you or to dscover whether 
your search is enthusiastic Of lnciflerent... right? Silly you. 

When you're ready to leave the aO/enture, get into the 
air/raft and head back to Rassad. However, be aware that 
returning to Rassad much in act.iance of three standard days 
without tangible results wot.Id be bad form, incompetence at 
best, and possibly criminal, deperdng on the 1K1Jipment and 
services Baron Volentine had made available oc you had used. 
There are 72 hours before you are due back at the 'Arax 
House.' Use them. 

For campaign purposes, the bottom line is to lake 
possession of the artifact known as the Starcrystal and escape 
with it in the air/raft back toward Rassad, but without wounds oc 
cisease requiring medcal attention. Episode 2 begins before 
Episode 1 ends, so It is lfl'4Xlllanl to gather usefli information 
and eqJipment. Figure out what has happened on Mertactor, 
and what is about to happen. Objects taken In this episode are 
portable to the next episode, but within realistic constraints of 
weight and cisplacement. 

Points are awarded foc certain objects taken Into the 
character's possession and the dscovery of vital lnfocmation. 
Points foc information are awarded if the character encounters 
that informaHon, regardass of whether the player recognizes the 
ciscovery as illllOrtant 
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The Job Opportunity 

FARTRADER 

The 'kax Houae' is a tirty-thrae year old 200-ton 
t,pe tv. Far T radar presenting 1"1)8rial registry out of 
GlisterJGlisten. This ship ia o.vned by Captain Sancia Nakura 
Warren, a native and resident of MertactorlDiatrict 268, and for 
the laat twelve years haa been operated under exclusive 
contract to DerBonne Merchants, Ll.C. of New Rome/Glisten. 
Capable of iUfll>-2, 'kax House' has seen extensive SSIVice 
coreward into the Sword Worlds, in adcition to coomon carrier 
duty on the Spinward Main comecting Mertactor and Glisten. 
Caigo capacity is 61 Iona. Each of her two har¢oints mounts a 
triple turret heterogeneoualy fitted with bean laser, misslle rack, 
and aandcaster. 

Pressed Into Naval courier se!Vlce from a dstant 
coreward leg of her route during the Filth Frontier War, 'Nix 
House' aetVed in Regina and Jewell Slbaectora and eventually 
participated In the relia! of L.anth, delivering under fire a aucial 
resLWfy for the third batta6on of the Rassad Lift Regiment, a 
native Mertactan untt. Enormous attrition imong Sccx1/Courier 
vessels ~ired that 'Am House' be committed to 
commllllcations duty. She successfully avoided interception 
with a fighting withd'awal on two occaaions, and si.worted 
Patrol Cruiser 'Dunbsr Glows' in a boardng engagement near 
Fotboldn. During tha action 'kax House' austained a 12-meter 
laser strike across the ventral port aspect while the PC 'Dunbar 
Glows' was lost with all hands. 

The breached cargo bay was patched Inside a fleet 
tender at naval expense. 'Nix House' was released from duty 
and sent homeward with a conmendation and a &e!Vice code 
awended to her identification beacon. along with the first news 
that the Fifth Frontier Wa1 had been stalemated and Mertactan 
units would be 1111ong the first to stand down. The DerBonne 
Mari<eting Department suggested that the laser strike not be 
painted over until the patriotic &Yidence had been dsplayed 
throughout the DerSonne service area. 

DerBonne Merchants has great confidence in the 
pertonmance and enduring profitability of tis vessel and crew. 
Her service record has been consistently satisfactory. 
Passenger accommodations are above average for a Far 
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Trader. The cuisine is excellenL ~cal of Mertactan SS!Vice. 
Two of the crew can actually cook. The ship has earned a 
reputation worth protecting and preserving. 

Consequently, when C~tain Warren announced the 
unexpected layover on Mertactor, the delay was accepted as 
unfortunate but unavoidable. 

FAR TRADER DOWN 

Reportedy the last annual inspection and overhaul 
somehow faHed to expose the lrrrninent and now present failure 
of magnetic couplings throughout the maneuver drives and 
gravities. Replacement parts are available in Rassad, but the 
SSIVice personnel and faciHties of Mertactor Down Starport are 
fully OCCl.pied for the next nine days. Engineers employed by 
DerBonne Merchants will be shuttled from Mertactor Orbital 
Starport to do the job, wtich should take two or three days. 

The ship is unable to lift, not even in an emergency. 
Nonmally, she would be tugged underground, but the pariling 
and SSIVice bays are full, and alt8fllltS to bribe some space 
open have failed. 'Arax House' must remain immobile in a 
surface revetment On Mertactor, this condtion engages a 
tangle a laws and customs, and triggers an astonis/lng bul1> in 
insurance premiums. 

Passengers are expected to disembarl< and not 
reoccupy their staterooms until notified. Crewmembers whose 
presence Is not required during repairs are asked to vacate the 
ship. Passengers will be contacted on the PIG when repairs are 
CXJnllleted, when liftoff is rescheduled and at hourly intervals 
until liftoff is achieved 

Until then, have a nice weekend. 

SCOUT ON THE ROPES 

Astonishing. Ifs rairing rocks on Mertactor, just like 
the ship's Library Program said it might The rocks aren1 much, 
just dust and grit and the occasional pebt:je, but they are 
coming from the advertised drection. The near horizon over the 
mountains surrouncing Wind Harbor Basin and the starport is 
black and red and orange and impossibly active. ~ on 
the other side a this smal planet a drisk storm is <1(fng out The 
residue is falling here. Few of the thousands of people in the 
starport are entertained by the rain, but for you at least the 
layover on Mertactor is no longer a total loaa. You have seen 
something new. 

Mertactor Down Starport la jarrmed with people. The 
transportation and commurications overload Cl9ilted by the Rflh 
Frontier War two sectm coreward has reached Mertactor. The 
port authority is crowded. The p!bllc transportation ramps are 
crowded. The bars and hotels and wondelfl.I restaurants are 
crowded. SUlen, unhappy people are lined ~ twenty deep for a 
chance at the freshers. Customs is impossible. They are ciggng 
through fN9IY bit of gear presented, searching for weapons and 
contniland. People back in the lines are falling asleep. 

Half the people in the starport are trying to leave the 
extraterritorial boundaries and go home. The other ha~ are 
trying to secure outsystem passage and continue lc1'Nm 
home. You might try to get a room and meal, bli ~ else 
has the Slllle idea. You don't have any money to spare anyway, 
and ifs a cinch you1l have to come ~ with the extra Cr2000 to 
convert your mklde passage on 'kax House' to high passage, 
either that or get burrped from outgoing flights for the next 
month. No dolbt the square meter of pavement that you have 
staked out next to a retaining wall will seem to shrink as the 
weekend wears on. 
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Just when you are beginning to think !tings coiJdn't 
get worse, they ch Here comes a pair of goons in combat 
annor, swaggering through the crowd, anmed and curious but 
not in a hurry. The short one spots you. She taps the side of her 
helmet and gestures for you to stay puL as ~ there was 
someplace else you could get to. 

The tal l one does the talking. 'If you're the Scout who 
came in yesterday on that tv. what tossed her C0\4)1ers, then 
Baron Eclos Volentine requests that you attend a personal 
audience. Wood you care to store your gear and come with 
us?' 

Both are armed 'Mth autcmatic shotguns, just the ting 
for crowd control In a busy starport. The request is not much of 
a request. You're off to see the Baron. 

THE BARON 

The news is not entirely bad. You shared passage 
'Mth Baron Volentine since Glisten. He is a corporate cirector a 
DerBonne Merchants. The man is gregarious, educated, and 
entertaining. He had been good company on the trip, having a 
good time, traveling to Mertactor to meet his brother, another 
Baron Volentine. They were going to do something i~nt. 
although the Baron never explained what. tt ~ in con-bat 
armor come around to pick you t.p, then better on behalf of 
someone you know isn't already mad at you. 

The goons are wearing insignia of DerBonne Security 
SeMce. Starport customs waves the group through 'Mthout a 
second glance. Oliside an air/raft is waiting to whisk you over 
the congested ground traffic to DerBonne's Rasaad offices. The 
driver has to be a lunatic. He doesn't even notice the rain. 

THE BARON'S PROPOSITION 

'My brother, Baron Aramis Volentine, was murdered. 
His body was found on the landng zone S8Mng the 
environmental shelter where he was W<rtlng, about a hunci'ed 
kilometera north a here. DerBonne employees dscovered the 
body during a weekly ~Y mission. Tha~ plus several other 
reasons I cannot ciscuss, prevent me from fuly trusting the staff 
available to me locaHy. • 

'Aramis was an ethnologist He had a professional 
interest in the Sephir T ample, near where he was killed, and in 
several religions practiced in that area from time to time during 
Mertactor's... ah... sometimes-obscure history. My family Is 
native to Mertactor, though kamis and I were born on New 
Rome, so he could maintain a dspassionate interest in the 
sometimes-fanatic behaviors of our ancestors. Mertactor has 
always had a share of lunatics, which seem to have been more 
urbalanced than those found elsewhere. Reli~on la a delicate 
matter. I'm sure you are famil iar with the situation on Pavabid 
Mertactor was once controlled by a group known as the Send 
Mai, as vicious a group of extremists as you can possibly 
imagine.' 

'kamis had a curious idea - that fanatic or cultist 
religious movements in the lmperill!l have tended to originate 
on worlds with a hyctographic percentage of less than 30%. 



Perhaps sometllng about a desert or desdation plucks a 
murderous chord somewhere deep within us, somewhere Vf!J'f 

basic and very hlrnan. I rather lend to agree with Aramis' 
hypothesis - probably something about being drty and tllrsty all 
the time.' 

'Be that as it may, several months ago I received an 
xboat message and 
image transmission from 
him requesting that we 
meet on Mertactor to lake 
possession of an artifact 
In wtich my family haa 
had a passing interest for 
sewral generations. 
During the course of his 
ethnological studies, 
Aramls either located the 
artifact or actually took 
possession of il I rath« 
auapecl the former, as the 
Image transmitted waa 
indstinc~ as if recorded 
from a phol~. The 
object is associated In 
oral history and Inly 
tradtions with the Send 
Mai religion that I 
mentioned a moment ago. 
The Sandi Mai follower1 
were wiped out """ a 
hun<ted years ago. There 
was no hope of locating 
anything of theirs on the 
ctisk, but something could 
have been preserved in 
the jull\Je, as was the 
Sephir T• site.' 

'The artifact Is 
known as the Staraysf 11. 
Of course, I OOl11 know 
whether It is actually a 
crystal, or a jewel, or 
what... but ii is definitely 
an ~e of early 
Mertactan craltsnwhip 
and art. A nlJTi>er of 
chains sl4lflOll the crystal, 
a necklace or headland 
sort of affair. As I said, the 
image was indstincl As 
you have no do\bt seen 
or read by now, the 
people here are 
marvelous jewelEn and metalworilers. There's no W<rf to 
det91Tlline the historical or monetary value of this piece without 
actually recovering It. Now that ii is known lo axis~ I feel that the 
effort is worthwtile. Ararris certanly thought so.' 

'Yrxr value is thci you are an offworider with no ties 
to Mertactor. Mertactor natives can be trusted absolutely, but 
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only regardng each other. During our brief travel together, I 
found you to be a canpetent in<t,;ciJal. I have no parti<:Uar 
reason to trust you, but neither oo I have any reason to dstrust 
you. I know thci the ship we arrived on is unde.'golng repairs 
which wiU last a ~of days, enough time for you to go out lo 
the shelter where my brother's b<xt,' was dscoverad and lo 

have a look around. Sea if 
you can pick LP the trail 
on which Aramis was 
lntern4)ted. Find the 
Starcrystal if you can. Gel 
II back to me here in 
Rassad. In return, I win 
pay Cr 20,000 and provide 
the high passage on 'Aru 
House' you will need to 
continue your trip home.' 

'Are we 
agreed?' 

Without a tigh 
passage ticket, you realize 
you'll be stuck on 
Merlactor for months, 
being bumped ofl wery 
ship l~ng port by wery 
person wiHing lo P<rf extra 
just lo keep going. 
SeClling passage the rest 
of the W<r( home woUd be 
a fine reward for working 
three days wl1ch were 
going to be wasted 
anVW<r(. Furlhemlore, a 
Baron is aways a usefu 
person lo make happy. 
What could go wrong? Of 
course, you1 have to 
spend three days in the 
boonOOcks becauae It 
would be bad form to 
come back early and 
811'4>ty-handed, but a 
pressurized shelter is a 
good place lo rest and the 
SephirTemple is~ 
an Interesting place to 
see, a real tOllist 
attraction. And who Jc.nows 
what the Baron rright P<rf 
H you tum LP with the 
Staraystal? And H the 
Baron would P<rf that 
much, who knows hoW 

much sornelxxtf else rright pay? You OOl11 have any reason lo 
cheat the Baron - yet - but irs an tlJlion to consider. Of course 
you agree. 

Baron Edkos Volentine srriles. 'Welcane lo 
Mertactor.' 

THE POLICE REPORT 

Slilject Baron Arams Volentine, an ethnologist 
reprasenting a noble family with estal:jished econorric and 
cultural ties to Mertactor, was dscovered on the landng zone of 
a DerBonne Merchants pressurized shelter located in the jungle 
imrnedately southwest of the Sephlr T errple at the base of 
North Ridge. Slilject had been stabbed 32 times. Wounds in 
chest and abdlmen arranged In concentric circles. T andons of 
arms and legs severed by deep laceration. Time of death 
estimated in the neighborhood of 108-1112. 

Occ\4)ants of a DerSonne air/raft delivering ~ies 
dscovered Sli:iject These native Merlactans must remain under 
minimal suspicion. They lndvidJally attest to the honor d the 
other. Of course, H all W8/6 Send Mai then they would not be 
<ilia to fail such oaths. In passing, note that the ritual aspects of 
this murder must not be exposed to piblic speculation. Any 
reference to the resurgent practice d Send Mal or to any of the 
similar murdera witlln the last sewral years must be avoided. 

These are the three DerSonne ~oyees involved. 
Kaitlin Kai Natura is a pl.tllic relations specialist who 

states that she ~nled the others to enjoy the ride and 
visit the Sephir T ~e for the first time. 

Cyrano Wedge Nakura, an ~oy d DerBonne 
Operations Group, through lmch ctfices the res~ d the 
DerBonne shelter would have normally been ananged. 

Rosco Thacker is employed by DerBonne Security 
Services, and olfered no explanatioo for his presence In the 
airlra~ Naturally, DerBonne would not be expected to comment 
on their security ~irements in this area. Mr. Thacker is also 
known to !tis ctfice as 1'1uil>er.' 

It is worth noting that s~ect's youngest sister, Alesia 
Lai Volentine, was killed three years ago leadng the rescue 
atteqit mounted from M.0.S. v.tien the Slbsidzed Liner 
'ShllfrOll Dale' fell from parking olbit and suffered catastrophic 
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reentry into the atmosphera. Volentines have lived here for a 
very long time. It is not in our interest to acquire a reputation for 
allowing Volentines lo be killed here as well. 

Nole: Although the Police Report fails to mention iL a 
monel rod found on the txxt,< of Aramis Volentine was returned 
lo his brother, the Baron Edkos Volentine, and has been made 
available to the Imperial Scout hired to investigate the younger 
Volentine's untimely derrise. 

PREPARATIONS 

Baron Volentine arranges for yolX personal gear and 
weapons to be delivered from storage at the starport. In 
addtion, he s1.pplies a Gauss pstol, a large-scale map of the 
general area, and a copy of the police report concerning his 
brother's death. You are given formal permission to use food 
sl.pplies and any equi~ found al the shelter, inch.dng the 
computer. Unfortunately, the computer's key was not among 
Aramis' personal effects recovered from the txxt,< and returned 
by the police. Baron Volentine is certain the ~81' files will 
contain Aramis' field notes and perhaps a clue to the motivation 
bet-Ind his murder. It is not if'r'4l0Sslble that tis m had 
somehow gven urintentional but nevertheless mortal offense. 

Ordnerily, a military fire team from DerBonne Security 
SeMces would accorr9<my a jungle or forest investigation, but 
Baron Volentine canno( entirely trust his local employees. He 
has been gone from Mertactor loo long to absolutely rely l.pOO 
family loyalties. Natural trust may have been Mrnls' fetal error, 
or It could have been unnatural dstrusl Anrnis had had neither 
bcxty'guard nor colleagues nor C001J8nlons. 

Furth81T001'8, the Baron has hired transportation for 
the trip of ~ximately 100 kilometera out to the sheller site. 
You are to take an air/raft from Fast Edda's Rassad Rentals, 
instead of attracting attention by using a DerSonne air/raft 
without a DerBonne plot. Pilots are responsible for their velicle, 
almost to the point d personal propel!y. Even a noble would 
giw serious offense by merely suggesting, much lass insisting, 
that any pilot relinq..ish their vehide to 111 oflworider. In the 
course of IUch things, the plot w00d nat\ra!ly obtain 
satisfaction from the stranger, a headache anyboctt could liw 
without and law wolJd be likely to continue living with for very 
long. 

Wilie Fast E<Xti's crew moves an airlrmt out lo his 
seectt. dusty LZ you take the opportunity to browse a nearby 
PIG t91Tlllnal and spend a hardul d crecits for harQ:opy of 
useful screens. Then down into the revetment. A hot breeze 
whistles aroood In the revetment wel, stirring LP drl and litter. 

Time to go to work. 
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Animals 

In Traveller animals are described and ordnarily 
idenlified in tenns of behavior, weight, and modes d interaction 
with acmnturars. A 4-kilogram flying gathel8r on Mertactor {any 
of several toousand TIZiar species) llttle resentles Terran flying 
gatherers {Ducks, for exa11'4lie) but both organisms axlVblt 
simUar behaviors and are thus equivalent In g<rne terms. The 
An<tax la Mertacto!'s 100·kilogram killer which behaves like a 
big killer on Terra, but ciles not In arry other way resentle a 
shark, being in fact a bipedal cµisi-arboreal seni-inteligent 
creature suggestive d genetic interaction between a striped 
leopard and • because of a rather uri~ jaw structure • a 
chainsaw. However, the Interaction of an<iax and sharks v.ith 
acmnturars Is as eqi.ivalent as ciJcks and tizlari. 

Beck's Beast la an lf11l0!1ant facet of Mertactor's 
history. The animal Is a genetically engineered Terran 
h~tamus, a food factory, designed to eat Mertactor'a 
nineral ard metal packed vegetation and l1.ITl it into forms 
easily dgested by hunana. Beck's Beast is acknowledged as an 
Ancient artifac~ and ciroumstantici proof that a hi.man colony 
had been mspianted to Martactor by the Ancients, though no 
evidence of that colony exists. 

The animal contains glands specifically ~led to 
removing minerals ard trace elementa from vegelable matter, 
and isolliing those materials from the animal's musculature. 
The animal's <tuwlnga are d such high metalUc content that 
they are actu<ily worth harwsting. 

Terran cats are extinct on Mertactor, but Terran rats 
have thrived. Over thousands d generations on this low gravity 
wolid, they have developed Into remarkably intellgent creatures 
averaging twenty kilograms in size. These wild rats, often known 
as 'Mer-rats' on Mertactor, can be dangerous, but occ~ an 
if11lOllant part of the forest food chain. Trained rats are herded 
cbtln jlJ'9e trails eaten or bruised through the root systems by 
Beck's Beasts and used by huntin to trigger a Sc.ylitha 
ant>ush. If the rat pack starts t»inding then danger is at hand. 
Rats are an ~nt feature d the remarkable Mertacian 
cuisine. 

The Tilok Lizard is another curious facet of Mertactor 
wildife. These are small {ooder 1kg each) 
camivore/scavengera, which swarm throughout the root systems 
of tlhe jufl\je and fores~ rapidy consllTiing any dead irimal 
matter that t"its the ground. Tiloh can be foord in el10fll10Us 
cµintities any-Nl1era other arimals are foond. Hunters are fond 
of proYidng a spectacular show for tourists by kiling a rat and 
throwing It as f8' as possible cbtln a trail to trigger the nok 
swarm which engulfs the CO!pse moments after it hits the 
ground. The Tilok feecing frenzy can be obselved from very 
close range, as the Clllatures simply will not bite humans, alive 
or dead, rilss someone Is silly enough to stick a hand ilto a 
feecing mass. 

Animals on Mertaclor are much more intelligent than 
usual. There are very IENi major species, iii cootendng for 
simHar resooo:es and an territorial in tlhe extreme. The food 
chain is sinlJ!e and UflCOOlllicated, and thus vulnerable. All 
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wildife on Mertactor is protected by law and by custom. Oriy 
licensed hunters may take Beck's Beast for food. Andrax may 
be killed In sett-defense, but as far as Is known, this has never 
been successfully accomplished. 

Sc,1ilha are specicily protected because of tlhe 
extraordnarily beautiful horn masks covering their face. Sc,1itha 
masks have loond extensive ceremonial use since tlhe colorial 
era, and are considered collactive treasures OYllled by Family. 
Ideally, the Sc,1itha can be taken only in self-defense, but 
licensed hunters will trigger cri antush attempting to get a flank 
shot. The mask is so irrportant that native Mertactan hunters 
have ded defendng against a frontal attack rather than deface 
the mask, through which tlhe arimal is vulnerlille only to a rifle 
shot or arrow placed through an flf9 socket. About twenty years 
ago, an albino Scytitha was taken with a laser cirbine ~ipped 
with electronlc sights and bore-sighted cbtln a trail known to be 
part of the animal's territory. One hunter ded in the ambush and 
two otheB were killed leadng the creature into the carbine's fire 
line. The albino mask was sent to the EfTl>81Tlf as a token from 
the people of Mertactor. 

Biologists have not been able to reconcile Mertactor's 
narrow ecosystem with the geological age d the planet There 
si11'4liy has not been enough time for what convincingly swears 
to be native v.ildife to have &YOlved naturally, yet except for 
Beck's Beast there is no evidence of engineering or 
transplantation from other worlds. Similarly, the pasSv9 plcrlt Itta 
is too coirpiicated for tlhe timespan involved, and the territorici, 
aggresslw plant ~e Is too complicated for any time span. 
Mertactan trees seem to spend most of their time trying to kill 
each other, while Mertactan animals seem to be consciouSiy 
balancing each other's pcpulations. However, the lack of an 
obvious or accessible explanation ciles not mean that an 
explanation ciles not exist. It ciles mean that biologists have 
been slow to generalize from the Darrian cootention atxxi 
Mertacto!'s geology and origins to a sirrilar explanation of 
Mertacto!'s ftora and fauna. 

Mertactor 

Terran traders, Sdanani imrrlgrants, and light fteet 
elements following up the defeat cA the First l~um by the 
Terran Confederation first established Colonies on Mertactor 
between -2000 and -1750. The small poix.jation cimost 
perished Wring the col!~se of int&Btellar commerce and 
communication !iJring the Long Night and erdJred regular 
attrition by Mertactor's 81Mronment until the colony remnant 
was securely established In tlhe 'Mnd Harbor Basin and 
Rassad's growing underg'Ound residential areas. A small 
segment d tlhe popt,jation lolowed a nanadc existence Ol1 on 
the drisk, but cid not participate in the mainstream of Mertactor 
history. 

Modem Mertactor society is rooted in the cdonlal 
hardships. The people lived close together In tlhe safest place on 
the planet, rather than following tlhe normal colorial practica d 
ciaperslng the pcpultiion to prevent destruction by a single 
dsaster. Extensive, detailed genealogies were set up and 
maintained, 
originally to 
dmirish tlhe ,1 
genetic casualties 
inevitable to 
intermaniages 
among a small, 
isolated 
population, then 
later as an 
endJring Institution 
of unity. EV91)t>octy' 
on Mertactor 
seems to know 
each other. 
Cooslns are 
acknowledged so 
far out that a 
native coiJd 
choose to be 
associated v.ith 
literally hall the fcrniies on the planet. 

Internal affairs 1111 handed entirely by lamiy 
reprasentati'l9S. The few laws codfied on Mertactor deal with 
extreme behaviors, such as murder, and v.ith protecting irimai 
lffe. Property, marriage, manners, and other civil mattera are 
hmed through tlhe family. The most unusual exa!'4'1e Is tlhe 
proo.ision made by the lrriperUn for Mertactor n5ives &efving In 
the l1T"9rici armed forces. Instead d being assigned to 
whatever unit needs replacements, a Mertactan volunteer Is 
automatically assigned to the Rassad Lift lnfantry/Mertactor's 
Own l~ci. f91d8rdess of where that lllit happens to be in 
action. The regment is 100% native Mertactan. Its battle record 
Is phenomenal, but the fflYI times tt has been caught in a 
cisaster have been planetary tragedes on Mertactor, as heavy 
casualties repeatedly touch ew:y family. A battalion being 
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rotated home is cause for widespread celebration, bordering on 
anarchy. 

A sett-perpetuating Council handes external affairs. 
Concerned mairly with the starport. ott.vortdels, COllVTl8lt8, the 
cispositioo d tlhe Rassad Lift lnfanby, and with Interstellar 
relations, the COU"lcil meets when an occasion arises and 
constitutes what amounts to the planetary government. 
Ment>ershlp on the Council Is entirely voluntary. A native who 
feels so lllOY8d can ordnarily obtain a seat upon petition to one 
of the fami ies. Seas change hands when a menter hands the 
seat rM?J: to another native. A Council merrber may retire out of 
borecX>m, or a desire to do something else, or to rj{e honor to a 
friend or relative. There are many ~es of chikien sitting in 
Council, as wel as natives ~ a seat on their deattbed and 
tlhen immedately returning it, a last token of honor and respect 

Mertactor Is known for many things, but to the ordnary 
i"l'8rial citizan tt is renowned for a truly remarUble cuisine. 

Fully 3% ~ the 
chefs serving the 
I~ Household 
are native 
Mertactana. The 
ralhlr high mineral 
and metallic content 
of the native plant 
and animal lffe led 
to the develo!:ment 
of Nght and heavy 
sauces of mry 
imaginable nuance 
to accentuate or 
obsc\Jre flavors as 
called for by the 
occaaion and the 
chefs inclinaions. 
Hecr.y marinades 
were developed 
which, In effect 

precigested meat otherwise cifficult for humans to use. The 
closeness of extended families in fact IMng near each olhlr and 
In practice erj~ng each other's corTl>8f1Y created many 
occasions for feasting and partying. When a fcrnity banquet 
could reasoMlly expect to seat 3,000 people, food 
management and preparation beclvne a stbject of much 
attention. Ct"ilaen s1art learning to cook as soon as they are 
able to Ylield a knWe. Mertactan natives ~ up with an 
unnatural farri liarity with qed toots and ~s • krives, 
cleavers, boning blades · ewrything associated with butchely 
and cutlery' 

The stratajc ~ of Mertactor has been 
obvious since the plillication of the First SUIV8y in 420. The 
original measll8m&nts were dscounted as 8!TOl180US, but tlhey 
were COIT8CI. Mertactor is a very small wolid, about 3200 
kilometin In ci8'08ter, with gravity d .82, hotdng a ight but 



standard atmosphere, and rotating once fM!JY 14 hours. The 
bottan line is enormous mass. Mertactor is made of iilnormal 
concentrations r:J metals and heavy elements. Most illl>Ortantty, 
the geological age of the wood appears to be about 325,000 
years, far to short a period to account for atmosphere, plant Ille, 
animal life, or anything. Yet the dating is not wrong. Something 
else about Mertactor is wrong. 

If it were not for the ciisk storms, Mertactor wood 
haw long ago been dewloped into the largest open pit mine In 
the lmperium. The awaren~y ranctim and regular occurrence of 
these storms has so far rendered econanlc expoitation of 
Mertactor's surface ecooomca/ly marginal at best. 

It is worth noting that nelthe.' District 268 nor Mertactor 
are members of the IJll*illTl, yet most Imperial maps and 
charts are genymandered to include Mertactor witnn the 
Imperial borders. The xboat route from GlisterJGllsten 
terminates at Mertactor, but there is fNeJY reason to believe that 
an uncharted, unplblicized route continU88 from Mertactor 
across District 268 and Into the rimward regions of Five Sisters 
Slbsector and the many naval bases mairiained there. The 
only other xboat rotJe into lderati/Five Sisl~ and the 
core/trailing comer of Five Sim makes a stop in Sword 
Wor1ds telritOl'f, no doibt an Inconvenience to both parties. A 
deepsite meson gun dedicated to planetary defense is located 
somewhere witlln the Rassad Rict;iellne. The Imperial Scout 
SeMce base at Mertactor Down Starport ordnarily maintains 
dozen-scouVcourier ship&. A Co"1J811Y of l111l9rial Marines Is 
stationed at the starport The IJll*ium Is prepared to defend 
Mertactor, althooJh the last military actton in the system was 
fought nearty 500 years ago. 

After the Secood Frontier War and the following CM! 
Wars the lflll8ril1Tl ~ed several Sword Worlds ayatema. In 
the Battle d Narsil (628), after the wholeaale destruction of 
Narsil's armed forcea, a Sword Worlds llltrlral ~ with 
several ~ of nfNI sHps and took ~ cxmneroe raicing 
against the IJ11)8ril1Tl. Years later, his ~ were cornered 
by an Imperial fteet covering Mertactor and defeated In what Is 
called the Battle r:J Mertactor. The only reason the Sword 
Worlds squa<ions were caught waa that they hlWened to JUIT'4> 
into the Mertactor system. Vlflara the lflll8rials had been wlltlng 
• not to catch a bunch of COllYTl8l'Ce raldala tu rather to protect 
Mertactor. So far, the IJll*ium haa been Slbtle In Its regard for 
Mertactor, but as soon as the p!OO!em d the ciisk storms is 
solved the benign neglect wil end The Navy can be expected to 
take Martactor apart laye.r by layer, transport It acroaa District 
268 to the shipyards at lderati, and tum the planet into battle 
squadrons. 
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The Darrian Expedition 

After the First Frontier War, around 611, the Darrians 
dltalned permission to es~lsh a research station on Mertactor 
to investigate the nature of the ciisk storms In particular and the 
planet and Its star in generaL The Council granted permission 
on the condition that the Daman fincinga be published first on 
Mertactor, and that native Mertactor corporations st.WIY the 
Darrian base. Since the Darrians had careflJly chosen 
representatives ~from Sotomani trade.'s, just as were 
the native Mertactans, an agreement was quickly reached. 
While Imperial scientists were stlJdting the First Survey, 
scratching their heads, and wondering how Mertactor coutd be 
so dense and be only 300,000 years old, the Darrians had 
alraact,i gone to woril. 

The mission was headed by a Darrian Navy Lt 
Commander named Slaera Barak, who established the research 
statioo and mai~ned good relations with the natives through 
the seNices d a bright yooog merchant rwned Wad de Ecllos. 

The men were well matched in arbltion, Intellect and ancestry 
(mostly Terran), while cissin11ar enough to entertain and infoon 
each other. They becane close friends. 

Barak verified that Mertactor was a vary young planet. 
He ciscovared some of the tighest concentrations of n1nerals 
and heavy elements in the Spi!T#ard Marches. He concluded 
that the concentration should have been greater, but that ctisk 
storms had redJced the planers Sllface. Analysis of the ciisk 
failed to reveal heavy elements in the precicted cµintities. 
Either the elements weren1 there, or they had been removed. 
Baral's ciscoveiy of the role played by the drisk stoons was 
cirectly related to and coincided with stories about colonial 
Mertactor told to him by Wad de Ecllos. Most i~ntly, the 
storms never struck the joogle and forested araas be.lind the 
rkt,ielines, only rarely struck the Elotal Sea, and occasionally 
reached into the ~ated areas of the Wind Harbor Basin. Ttis 
was curious. Oli on the ctisk, the appearance d storms 
~ to be en entirely random event, without meteorological 
P!'8C\Jrsors. One manent a coflllln of the atmosphere was 
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normal, the fol lCMing moment it was turbulent then in the next 
moment there was a storm. 

Barak contended that the entire planet d Mertactor 
was an Ancient artifact an exa~e of planetary engineering. 
The Ancients were parfecfy caprille of undertaking such an 
experiment just to see ~ It could be done. Barak proposed that 
they tugged a core Into orbit then coalesced material llterally 
sucked from Mertactof's star around the core in order to cpckly 
create a concentration of heavy elements which could be easily 
mined and expiated. The eYent If It happened that way, was 
either natural or induced. Either the Ancients ware able to time 
the third noYll d Mertactor's star and be reaa,i to take 
ad.'antage of the awortunlty, or the star was put to woril when 
the Ancients ware reaa,i to build Mertactor. Both expanations 
ware so riciruoua that Barak was confident tis findngs coutd 
be plblished anywhere in the lfl'4l81il1Tl and be totally 
cisragarded, except r:J course irnong the Darrians. 

The ciisk stoons, Barak proposed, were created 
artificialy by a deepsite Ancient base which used gravities to 
create the storms, and that the storms were a method of strip 
mining the entira surface r:J the planet That slonns never strike 
the jungle and only rarely t'it the ocean or populated mo111tain 
regions suggests that the Ancients cid not m to jeopaldze 
transplanted hll!lBns more than necessary. The present day 
survival of Beck's Beast has long been a hint d Ancient 
intervention on Mertactor, tu Barak's hypothesis was so 
i~e that It was Ned ~ and forgotten, just as Barak 
had expected. 

The young merchan~ Wad de Ecllos, was the only 
person on Mertactor who noticed the tin1ng r:J Barak's report to 
Mire/Danian. About 614, a Darrian ScouVCout1er arrived to take 
Sisera Barak and tis research back hane as q.iickly as 
possible. The rest of the Oarrian ~tion cismanUed the base 
and were transported home within the year. 

By 615, the Secood Fromer War had begun and the 
Zhodani ware acMlnclng tlv'ol.9h Ouerion St.bsector toward 
Deman. Wad de Ecllos and the corporation wtich eventually 
became DerBonne Merchants became wealthy during !tis 
period. By 619, the Zhodani ware volootarily wither.Ming from 
Querioo withal.( a fight The DIWrians had come ~ with 
something very dangerous and very ifl'4)1'8SSive. Wad de Ecllos 
made the correct connection that It had something to do with 
Mertactor. 

Wad de Eclloa and Sisera Barak remained friends, 
though older roN, hardened and seamed by war, cid business 
together, prospered, and c:oUd trust aach other when It came 
time to store some fragile merohandsa. Some eight to ten years 
after the Second Frontier War, Wad de Ecllos returned to his 
native Mertactor. He brought a message. He would be back ... in 
about five hlllCi'ed years. EV8f)t>octy he talked with took him 
vary seliously. They bellavad, and they began to wait. So cid 
the Darrians, although in tine the DarTians almost forgot why. 
The native Mertactans, however, the people of Sencia, the 
Send Mal, knew why they were waiting. 



The CAT HAT 

Developed by Ling-Standard as an Inexpensive 
alternative to the dedicated computer interface io1llant, the CAT 
HAT is a recent procllcl which has most often been used by the 
lrlll8rial Scout Service and various scientific cisciplines to assist 
in making field observations and transmit those files to a 
dedicated computer. CAT HAT itself is an acronym for 
'C)temetic Assisted Thoughl Heuristic Analog Transmitter,' 
one of those rare designations Vrith favorable marketing 
cons~. 

The CAT HAT is a useful co1T4'mrrise, giving 14> the 
surgical implant's perfonnance, expense, and psychological 
hazards while provicing more flexible access than vace or 
k~rd. The CAT HAT is based on a theory of consciousness 
rath« than neuroanatonmy. Thia theory holds that the engram, 
the basic unit of hi.man memory, is very large rather than very 
small, that memory is not a matter of storage but rather 
recreated on the spot by invneciate stimuli (which may be a 
memory), and that changes In the neurological and - to a very 
limited extent - electrocherr1cal call>OSilion of the blain can be 
detected by sensoo sited over the frontal lcbes, rm< 
Wemicke's Area, and over Broca's Area. The use of certan 
augs can enhanoe CAT HAT performance by decreasing the 
chemical variability in the brain lo within narrower parameters, 
but the side effects are not worth the 
benefit 

Only one pe.'Son at a time can use the CAT HAT 
dedicated to a given corT4XJ1er. Before another pe.'Son can use 
the CAT HAT, a calibration program must be run while wearing 
the CAT HAT to ~ the device as much as possible to the 
electrochemical nature of the pe.'Son's mind being calibrated. 

The most basic CAT HAT ~lion is to open files 
created with the CAT HAT. There Is a natural associative lock 
on such files, so that anotherpe..aon using the CAT HAT cannot 
open the files uness after having recreated the ~ence of 
the incivicilal whom created the original files. In one aenaa, !tis 
lock is very secura. In another, It is not. Alrf user can obtan a 
cirectory by wearing a calibrated CAT HAT and thinking or 
saying 'ACCESS COMPUTER DIRECTORY.' 

CAT HATS used in fleld observations are ordinarily 
equipped with a camera that allows a SCAN function. The user 
obserws an object, requests a SCAN, and the con'4XJ1er 
transmits a close estimate of the objects cimensions and mass. 

The device is well suited to racordng or transmitting 
leisurely observations, a dayctaamlng situation that leaves the 
consciousness free to Interact with the CAT HAT. If the activity 
is unf!lllWiar, stressfLi, or complicated, then perfonnance .,,,;11 
quickly degrade. The first loss will be the ability to communicate 
with the con'4XJ1er. Next will be the loss of the ~utel's ability 
to communicate with the user. 

The operating range of a CAT HAT is about five 
kilometers, al though proficiency ~lctdy degrades wiltin that 
parameter. Less than two kilometers is a reliable cistance. Most 
users will find themselves treating the CAT HAT as a household 
awliance, doing their computer work while wandering around 
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tendng to ide chores and doing computer work without actually 
having to be in front of the ~ter. SECTION Ill: APPENDICES 
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Appendix A: Introductory Traveller 

BASICS 

AssumpUon1: f.s science fiction, Traveller posits 
some basic notions that define the universe in which it takes 
place. First are the practical realities of fusion -rgy and fastar­
than-light travel. The speed at interstellar communications is 
lhalafore folited lo the speed of travel. ~lly. 
enlightened feudalism i1 a ~able structure to maintain the fabric 
of an interstellar govemnent and society, much depending ~ 
personal loyalties and initiatives to cany out and defend that 
society OVfJ( dstances which prevent consultation with or dract 
S14'9rvision by highe.' authority. The Third \mperillT1 exists as a 
generally benevolent, tolerant government which promulgates 
few specific policies, maintaina trade, communications, and 
cultural exchange among wortds, and actively controls the 
space between worlds rather than controlling the worlds 
themselves. 

Pamaps the most basic Traveller assumption is that 
human behavior has been consistent and is likely to rerM!l so. 
Ordinary ciliZens will remain ordnary, being no more influenced 
by interstellar travel than modem Americans are by 
intercontinental trawl. Inevitably, however, there will emerge a 
new kind of citizen, one who will lake ac1.'antage at the 
opportunity to indilge an Inclination so basic and so human that 
it cannot be dstinguished Iran the myriad hearts in which It has 
risen since the dawn at time - to become starfarars, to travel in a 
universe which was made for us to dscover. 

22 

Universal Personality Prollle: The basic 
characteristics of a Traveller character are expressed in a 
specific sequence using hexadecimal (base 16) numbers known 
as the Universal Personality Profile or UPP for short. The values 
O through 9 are represented by normal Arabic nurrbers; the 
letters A through F represents values between 10 through 15, 
respectively. Listed as a string of six values, these charactm 
always refer to a Traveller charactal's strength, dexterity, 
endurance, intelligence, education, and social standing. 

Damage absorbed by a character as a result ol 
ccmbat or environmental attrition is raccrded by de­
incramenting Iha first three (physical) values of the UPP. 
Damage is innicted in the same units in wtich the UPP 
characteristics are reduced to zero, at which point the character 
Is unconscious. When two are reduced to zero, the character is 
seriously i~urad and requires mecical attention. When all three 
physical characteristics are reduced to zero the character is 
dead. 

Appendix B: Character Skills 

OVERVIEW 

What follows are a sll!1mary of skills excerpted from 
Traveller Book 1, and how those skills may relate to the course 
of play .,.;th the ax-Scout character in the Starcrystaf Campaign. 

PLAYER CHARACTER SKILLS 

Elec:tronlcs-3: 'The incividual has skill in the use, 
operation, and repair of electronic devices. The person is 
ccna!derad handy In thia field, with the ecµva\ant of a green 
thtrrb talent. Tlls ski\\ Includes the repair of eneigy weapons. 
Generally, the skill la applied in an att911ll! to understand, repair, 
asserrble, or operate electronic Items. eon,>lax electronic items 
may also ra<JJire a certain level of a<iJcation of a veJY tigh 
intelligence; many devices also raq..ire some degree of 
dexterity.' 

Lavel-3 is a high measure of any skill, and in the 
calll>8ign will prove moat usefl,j in atl80'4>ta to repair broken or 
mallunctlonng eiectronlc acPpment. This skill wm also help In 
the recognition of electronic ~ipnent for what It is and what It 
OOas. 

Mechanlcal·1: 'The indvidual has skiH in the use, 
operation, and repair at mechanical devices. The person is 
considered to be handy in this field. This skiH is specifically 
excludes the field at engineering; It 00as Include ~ 
weapon repair. Mechanical expertise allows a character the 
ability to operate mechanical devices easily, as well as to repair 
them ~ickly and efficiently. Success in any mechanical 
enterprise is also affected by such vari~es as tool availcnlity, 
personal strength and dexterity, education, and the situation.' 

Mechanical skill wil often be usaiJ to repair non­
lunctionng objects or ~i~t and in ease of identifying 
machines and making them work. The cnlity to repair weapons 
maybeusaul. 

Pllot-1: 'The \ndvldual has trairing and expefience in 
the operation at starshlps and large int8!planatary stlps. This 
skill 81lCOrf1l8SSBS both the int8!planetary and interstellar 
aspects of large slip operation.' 
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As Pilot skill applies oniy to space travel, it will not be 
used while acmnturing on Mertactor. However, Pilot skill will 
prove handy when it ccmes time to leave Mertactor, especially if 
it has to be done in a hurTY. 

Vacc Sult-1: 'The lnd~<iJal has basic skill and 
training in the use of the standard vacullT1 slit (space suit), 
inclucing suita for use on various planetary slXfaces in the 
presence of exotic, corrosive, or insldous atmospheres.' 

Martactor's breathable atmosphere won't be \ea~ng 
any time soon. VPJX Sult skill \a not used In this episode. 

Alr/raft.1: 'The indvldual is sk~led in the use of the 
air/raft vehicle, In its safe and efficient operation, and to some 
extent its maintenance.' 

An air/raft is the r:riy means of transportation from 
Rassad to the DerSonne shelter where the investigation begins, 
and the only way to gel out of the jungle and back to civilization. 

SMG-1: 'The ind~ciJal is skilled in the use at a 
Slbmachine gun as a personal weapon, the maintenance and 
repair of this weapon, and its safe handing.' 

The albrnachine goo is ~e to contemporary 
models such as the Israeli Uzi. Skill in a weapon increases the 
chances of titting a target, enables more efficient handing, and 
avoids the many cisa<:Nantagas associated with att~ng to 
use an unfamiliar weapon. Oiling the course of an episode, a 
character may have the opportunity to acq.Jire a variety of 
cifferant weapona. Personal skifl has to be a consideration in 
when or whether to use those weapons. 

Jxk of All Tradn-2: 'The indvidual is proven 
capable of handing a wide variety of situations, and is 
resourceful in findng solutions and remecies. This skill is a 
general ability which may be applied to nearly any endeavor, 
allowing the character to at least att911l>l activities which would 
ordnarily be i~bla due to lack of skil or expertise.' 

The referee has some latitude in decking wl'Jch 
actions a character may att911ll1 with at least a token chance ol 
success. The absence of a creative hllnan referee to actively 
participate in the course of play is partially C<XlllellS8tad for by a 
character with this skill at !tis level, wtich allows the character a 
legitimate atl80'4>t at the broadest possible variety at ~ties. 
The skill contributes little toward actual chances for success. 
There are many human ~ties wt-Jch the uninformed 
indvldual literally has no idea how to even begin. This skill at 
least cool81S the opportunity to try within the rules, and was 
arbitrarily assigned to the ex-Scout character is an attempt to 
balance a CCfllllicated environment against a lin1tad sat of 
skills. 



Appendix C: Starcrystal Campaign 

The Staraystal C~ign is completely playable as a 
standard Traveller ad.ienture without the COflllU!er. Mertactor is 
an lnt811lSting place to visit (and will soon become more so), 
with many opportunities for empl~t and lnb'igue fore group 
of acmnturers knocking around District 268 with nothing better 
to do. 

Exploration and deveiC4X00nt of the drisk's mneral 
wealth is a dangerous assigrment but one that pays ctten and 
well. Cofr4lanies ere always looking for teams willing to 
undertake mssions onto the ctisk. Newcomers are often 
assigned to rescue atteflllts. 

The undergroood sections of Rassad have been 
under construction since the colorial era. Remodeling end rlf'JN 

construction is always uncovering 'lost' areas that require 
SllVeying and exploration before wOO< can proceed. Natives 
don't care for the wtrt, so oflworldel'S are welcome. 

Offworidel'S lea'ving the starport ere encouraged to 
behave in the most civilized end conservative manner possible. 
Breaking Mertactor law is cifficult because the few codfied laws 
adaess only the extremes of behavior, but intricate family end 
cultural customs provide ample opportunity to prodx:e deady 
frtction. 

Several Broadsworo class ITl8l'Ce!'lary cruise" operate 
out of Mertactor Olbital, and may be a source of employment for 
a group that C111 provide references from a native or from a 
FamMy Center. 

AA interesting job always available to oflworldel8 is 
wandering through tile forest and ha/vesting Beck's Beast 
ct'owings. Local refinertes pay well, but orly by tile ton. When 
your grandchilcien ask, 'What cid you do in the Filth Frontier 
War?' you can SW'/ 'I shoveled dung on Mertactor.' 
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Appendix D: Library Data 

A 

Air/Rall: A small, open flying vehicle that uses solid 
state gravities for lift and propulsion. Cruising speed is about 
100 kph, but is vulnerable to wind "'acts. The craft weighs 
about four tons, has a low load capacity, and handes poorly. 
Simple controls cause the craft to hover, land, and move. Baaic 
Instrumentation indcatea speed and drectlon. 

Ancltnb: Calective nane ~ to a race of 
intelligent, non-11\man beings that inhabited locations 
tlvooghout this portion of the galaxy Slot.( 300,000 years ago. 
Archaeological 8'Yider'IC8 suggests that the Mcients destroyed 
their own civilization during a war that lasted lixx.t 2,000 years. 

The Ancients are regarded es responsible fer tile 
cissemlnation of Hulllllllti when they transplanted genetlc stock 
from Terra to at least 40 wol1ds across e span al 360 parsecs. 
"1aiv other Terran plant end arimal forms were transported et 
the same time. There ere no clear explanaions for this practice, 
but much of what the Ancients cid awear strange. 
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D 

Directions, Galac:tlc: FemUiar conventions of 
cirection do not easily apply to descriptions of locations within a 
galaxy. North, South, Eas~ and West are not descriptive of the 
relationships among stars lying within the galactic plane. 
Instead, the falowing concepts have come into widespread use: 
Toward tile galactic core is coreward. Away from the cora is 
rimward. The drection in which the galaxy rotatas is aplnward, 
while the ~lte cirection, against the galaxy's rotation, is 
trailing. 

District 268: Slbsector N al tile Spinwstf Marches 
Sector. Conlans 32 WOl1ds with a population a 2.4 l:iHion. 
Created In 810 ea an lrfllBt'ial Protectorate. Meniler1hip fl tile 
lrfllBt'illTI is perdng. The 1111>8rial bureaucracy is prasent on 
Mertactor, end the Scout Service manlains S6Yllrai bases 
throughout the llbsector. 

Drlsk: Vernacular, meaning 'wllho\t worth' or 'value 
beyond measuring' depencfng on context Alternately, the self­
pe1p9tuating desolation which COV8l1 most of tile SU!fece of 
Mertactor. 

E 

Ethnology: The atudf of tile dasaillcations and 
Slixtvisions a Humariti, their origins, characteristics, 
cisb'ibution, as well as lingt.istic and physical dassification. 

F 

Fifth Frontier War: The most recent ct tile border 
wars that have 81\4)ted at i1T9gUIM intervals aver since the 
lrfllBt'ill!l came Into contact with the expancfng Zhodan( 

Consulate. Sword Worlds forces, by coordratng with the 
Zhodani In opening attacks, achieved Initial lenitorial gains 
before suffering rnajo.' reversals at Lanth. Following Iha pattern 
of pl8Yious Frontier Wan., llTl*ial and local forces fought a 
protracted hoking action before the anival ct major 1"1>8rial 
fleet elements that enabled a sustained coooter-Oflenslve that 
re-estabUahed tile status q.JO. 



G 

Gram Munitions: The primary contractor for 
ordinance and military equipment (especially grav and tracked 
armor) used by combined Sword Worlds forces. Ordinarily, each 
world in a Sword Worlds alliance raises and equips its own units 
then places them under a unified command. Gram Muritions 
produces equipment to fill out cieµeted or under-strength units, 
for export to dient states, and trade for strategic materials and 
services which benefit the Sword Worlds as a whole. Gram 
Munitions is seen as a step toward the permanent unification of 
the Sword Worlds Slbsecta-. 

L 

Lanthanum: A rare earth element, the first of the 
inner transition metals. Vital to the construction of the inne.' coils 
of interstellar jump ctt.ie units, and thus of enormous strategic 
irll>Ortance. For years, the lmperium has a!tl!nllted to control 
the discovery and cistribution of Lantharvn, as well as the 
price. The presence of Lanthanum on Mertactor In abnormal 
concentrations is a contim.ing influence of l~al policy in 
District 268. 

M 

Meltactor: (0707-6262732-B) Nominal slbsector 
capital of District 268. Not actually a member of the lfT1lerium, 
although for decades Imperial ~s and charts have depicted 
the genymandered border which includes Mertactor >M!Nn the 
lmperium. Mertactor has been the object of considerable 
scientific and political interest fNfK since the First Survey was 
published in 420. 

p 

PIG: Originally an acronym for the Planetary 
Information Grid convnon to high tech worlds (especially those 
with a dspersed population) where global communications and 
access to common information are a necessary facet of soeiety. 
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PIG has entered the vernacular to describe any p!tllic database 
of broad utility, especially the dJmb termnals maintained by the 
Travelle~s Aid Society at Class A and Class B starports. 

The Mertactor PIG is a commercial utility slWlfled by 
families, donations, subscribers, and providers of services. 
There is a charge for access, and addtional charges for 
harQ;opy. However, a regularly updated News Service is 
broadcast without charge from Mertactor Orbital Starport or via 
landlines to personal computers ~e of reception. 

Prancer Foll: An aeroc;,inarric embellishment to 
parking revetments at MfKlactor Down Starport. On the 
occasions 'Mien drisk storms reach Into Wind Hartx>r, starships 
caught in a surface revetment are partialy protected by the 
prancer foil, wtich helps vector storm winds and debris Mr( 

from the horizontal and maintains a high pressure area above 
the huH which helps prevent the ship from being lifted from the 
revetment and l:jown INiay by the storm. 

R 

Repatriation Bond: The ~oyfK of mercenary units 
deposits sufficient funds in olfwortd escrow accounts to pay for 
mid<te passage (includng medca care when necessaiy) for 
each hired ~r to leave the world In case the en-player's 
cause Is lost Repatriation Bonds do not Include heavy 
equipment although personal weapons are allowed again!! the 
mid<te passage baggage allowance. 

The Repatriation Bond is the oore of a system that 
works well. The lmperill!l encourages the I-Iring of mercenaries 
because the lntrociJction of l"lgh technological military units Into 
a local conflict tends to produce a cµck decision, wtich lirrits 
the econooic ciSr14>tion of a long war. Locals have no reason to 
slaughter mercenaries who will logically surrender tt caught In 
an untenable situation. Mercenaries will not Inflict atrocities that 
will cishonor the unit or jeopardize the repatriation bond. 
Opposing mercenary units will, tt possible, maneuver to capture 
prisoners and destroy equipment rather than inflict unnecessary 
casualties. 

s 
Sendi Mal: An obscure religion practiced from about 

650 to 850 by Mertactor families inhabiting forest areas along 
North Ridgeline. Acflerents claim to have seen the Gates of 
Heaven. Send Mai is an extinct faith. 

Send! Mal Suppressions: From 848 to 850, civil and 
family authorities acted to elirrinate the practice of the Send 
Mai religion from Mertactor society, in response to violence, 
torture, and mayhem PfKP8lrated by the Send Mal. The 
suppression was successful. Send Mai ceased to present a 
threat to society. 

Solomani Hypothesis: The widely accepted theo!Y 
that all Hllllaniti originated on Terra, and that all human races 
native to other worlds in fact arise from stock transported there 
by the Ancients, for reasons unknown. The theory explains the 
large nun"ber of independent human races within the l~um 
without recourse to the far-fetched concept of 'parallel 
evolution.' 

Space Gas: lciomatic expression for the oral 
tracitlons and stories which af9f plausil:je, aometirnes obscene, 
and not necessarily accurate explanations of how certain 
aspects of the universe cane to be a certain way. Space Gas 
has ~red status as a perforrring art, a form of poplJar 
entertairrnent tracitionally presented aboard starships to pass 
some of the time spent in ilflll space. A popular Space Gas 
story in the Spinward Marches is 'How the Scytltha Got a 
Mask.' 

strephon: Forty-third ~ of the lmperillll. Born 
1049. Coronation 1071. (UPP 768ABF) 

Sword Worlds: A loose interatellar confederation of 
worlds settled between -400 and -200 by Solomari exiles and 
Terran traders and colonists. The region has <iways been at 
m with the lfT1lerium, and during the five frontier wars has 
allied with the Zhodani against the lmperillll, uniformly to the 
Sword Worfds' detriment. The present gowrrment was 
established in 852 on Gram, and survives by accordng 
lncividJal worlds independence regardng Internal affairs end 
~ting ~ration regarding interstellar affairs which affect 
the region as a whole. The Sword Worlds are so-called because 
most of the systfKn! in that aubsactor were named allfK famous 
edged weapons from Terran history and mythology. 

T 

Tiiiar: A 4-kilogram ftying gatherer native to the 
coastal weUands of Mertactor/District 268. Nearly a thousand 
slbspecies have been noted and mora are presumed. Tiziari 
move freely about the planet, even over the desdation of the 
drisk, yet still exhibits the extreme territorial behaviors which 
characterize all life on Mertactor. 
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v 

Volentine Hypothtsl•: An elhnologlcal contention 
that religious or cultic practices of extreme or fanatic persuasion, 
in general, tend to originate on worlds with a hyttographic 
PfKcenlage of 20% or lass. For purposes of the hypothesis, 
fanatic behavior is narrowly defined as the willingness to do 
murder ~ torture on behalf of one's beliefs. The Volentine 
Hypothesis has not gained broad acceptance among 
ethnologists and c:Utuni psychologists, but neither is it regarded 
as without merit. Further research is necessary to verify the 
hypothesis or expose it as emineous. 

w 
Wind Harbor: The second largest population center 

on MertactorlDlstrict 268. So named since the colonial n for 
the conveniently positioned ridgelines and basin wtich sheltfK 
the area from ciisk storms for most of the year, and wtich 
helped the original colonists to suvive long enough to move 
underground into the Rassad facifities. Application has been 
made for l~al assistance in closing off the remaining 15 
kilometers of open terrain exposing Wind Harbor to the 
hazarOOus facets of Mertact~s environment. 

Wlndtllde: An environmental event encountered on 
Mertactor and associated >Mth drisk storms. The combination of 
low gravity, high veloclty winds, and highly variable pressure 
systems creates storms often 8CC01f4l8nied by an avalanche­
moving horizontal to the terrain. Most of the destructive force of 
a drisk storm is contained in the >Mndslide, and has much to do 
with the self.pe1p9tuating nature of the ciisk desolation. 



Appendix E: Map 
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Appendix F: Operating Instructions 

GETTING STARTED 

Important: The 'CAPS LOCK' key must be engaged 
for the program to process proper1y. BefOlll inserting the 
program disk and turning the power ON, press ~e CAPS LOCK 
key. Leave the CAPS LOCK key engaged while running the 
Starciystal program. 

Components: This Tr9VeHer text acmnlure book, and 
a software diskette cootair1ng the zipped Apple images that 
~se the game. 

The first thing to do is to unzip the images onto a 
blank diskette. Play the gcrne using the cisk with an Apple 
emulator. 

St.rtup Screen: The menu bela.v follows a brief ti~e 
cisplay: 

1. START A NEW GAME 
2. RESTART A SAVED GAME 
3. SAVE GAME IN PROGRESS 
4. SAVE CHARACTER TO TRANSFER DISK 
5. FORMAT A BLANK DISK 
6. RESUME GAME 

Type the nurrber d the activity you want the system 
to do. When furthef steps are necessaiy to ~ate a choice, 
then proll'llts win be presented until the process is ~eta. 

After the menu choices have been made, the system 
will display: 

'ENTER A NEW CHARACTER (Y/N).' 

Unless you have the 'CITIZENS' Character Generator 
program that cniates re11 characters that can be entered into 
this acmnture, then enter 'N' and press RETURN. 

If you press "Y' and RETURN and don' have a 
CITIZENS character disk, the system/emulator win hang and 
you'll have to restart. 

This version d Starciystal is playable on any Appia 
emulator. It was originally intended for the Apple-lie, Apple-lie, 
and Apple-II+ with language card An 80-rolumn cisplay is 
preferred, but not necessary. 

COMMUNICATING WITH STARCRYSTAL 

'Mertactcx: The Volen~ne Gambit' is a text mnture. 
The 8Cl89n cisplay prasents written descriptions of the 
environment objects, characters, and actions that <XX'rllrise the 
course of play. The player participates in the text en'v'ironment 
by typing orcinaiy English sentences describing a course of 
action to be made in response to the situation described in the 
SCl'8an display. The caJ1)Ular processes the instructions, 
updates the screen display accorting to the rllSUits d those 
instructions then watts for the player's next commands. 
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The SCl98n display is divided into two parts by a 
horizontal line. The top part d the display contains a description 
of the character's surroundings, visible objects, visible animals, 
and other visible characters. The bottom part of the display 
contains commands entered by the player and the system's 
responses to those commands. 

It is important to note that the system wiH not call for 
your attention every time II changes something In the top 
display, nor does it req.iire input to make changes. Dapandng 
1.pon the circumstances, the system does not a~ remain 
static, waiting for your next coornand 

Basically, to enter a command you type a sentence in 
plain, simple English describing what you want your character to 
do. 

A single entry of commands and sentences can be a 
maximum d any 160 characters and spaces. 

Stwystal will accept multiple sentences (under 160 
characters in length) in a single coornand as long as the 
sentences are anded with a period. An alternate method a 
accomplis/'lng the same \ting is to use the 
word 'THEN.' 

For example, 'Get the shotgun. Put the meal in the 
own. Open the pantry.' is the same as 'Get the shotgun then 
put the meal in the oven then open the pantry.' 



Staraysta/ accepts mlltiple drect objects corjugated 
with the word 'AND' or with commas. For exalf4lle, 'Get the 
shotgun, the shotgl81 magazine, and the blade.' 

It is ifllXX1ant to dstinguish among objects by using 
the aqectives the system uses with those objects, especiaUy 
when multiple examples of similar objects are within reach. H the 
system cals an object for example, 'RED HAT,' it is to 
dstinglish this hat from other hats. 

Be careful aboot using a~ectives to dstinglish emong 
objects. It is not cifficult to remove an 9!'1llty clip from a weapon, 
and then reload the weapon with the same 8llW clip. 

Similarty, the system treats READ and EXAMINE 
commands dHenintty. EXAMINE (with a specified object) will tall 
yoo what the object looks ika, and ~ what it does. READ 
(with a specified object) will tell you what any writing on the 
object says. 

For example, 'EXAMINE THE SHOTGUN.' The 
system replies, 'THE SHOTGUN JS A DRUM-FED AUTOMATIC 
WEAPON LOADED WITH TEN ALTERNATING ROUNDS OF 
SHOT AND SHELL, AND CAPABLE OF BLOWING AWAY 
ANYTHING THAT GETS CLOSE.' 

Similarly, 'READ THE SHOTGUN.' The system 
replies, 'MADE IN HONG KONG.' 

MOVEMENT COMMANDS 

Movement can be wittin a location or between 
locations. 

Movement wittin a location la accor!llllshed by 
entering the direction you want the character to move: North, 
Northeast, East, Southeaat, South, Southwest, West Northwes~ 
Up, or Down. (These drection commands may be atbeviated 
N, NE, E, SE, S, SW, W, NW, U, or D.) 

Mowment between locations is accomplished with the 
commands 'EXIT' or 'ENTER,' along with a specified drection. 
For example, 'EXIT NORTH.' Mowment between locations also 
occurs when the character is next to an exit and Is given a 
simple movement command in the drection of the exit 

Use EXIT to move qtickly. Use drectional commands 
to wander around within a location to axarrlna things in detal or 
take act.'antage of range or COV81 In corrbat. 

If yoo want to qlickly reach an object without ha\;ng 
to wander around trying to get close enough to pick It~. then 
use the command GO TO THE (specified object). For axaJllle, 
'GO TO THE SHOTGUN.' 

GENERAL COMMANDS 

QUIT. Returns you to the top menu. Use this 
command when you wari to save a game position. Up to five 
positions can be saved on the chk. 

INVENTORY. Lists all '<isible objects ~ the 
characters person, but will not fist any objects which are inside 
pockets, holsters or sc<ilbards (unless the object is visible 
within those holders). 

STATUS. Displays the characte(s current Unive.'SCll 
Personality Profde (UPP), as elqllainad in !tis adJ&nture book 
(manual). 
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TIME. If the character has access to a timekeeping 
device, such as a wristwatch or wall-clock, the TIME conmand 
win cisplay the elapsed mrrber of Standard hours since the 
a<1.'entura began. The last two digits ara minutes. Preceding 
digits reprssent hours. 

COMPUTER COMMANDS 

The COfTVT18nds ACCESS, CALIBRATE, and SCAN 
are used with the C0fr4lUter functioning as an object wittln the 
game. These commands must ordinarily be followed by the 
name of the object or COflllUler file to which the command is 
meant to apply. For exaJllie, ACCESS PHONE NUMBERS. 

COMBAT COMMANDS 

The commands DRAW or READY aong with the 
name ~ the weapon you want drawn or reeded will iritiate the 
cootat system. If you 00!1'1 specify a weapon, the system will 
READY the weapon in yoor hand. For example, 'READY SMG,' 
or 'READY SHOTGUN' are legitimate commands. 

The coovnand RUN (with a specified draction) is an 
att9!'1llt by the character to break ~ from combat and run W#Sy. 
For example, 'RUN NORTH.' 

The cornmand EVADE is an atl9!'1lll to open the 
range between the character and the opponent. A draction may 
be specified but is not necessary. EVADE assumes that the 
character Is rationa and will use al available cover. The system 
recognizes cover wlttln a location. EVADE <*>wn a conidor is 
much more dangerous than EV ADE on a jungle tral. 

The cornmand ADVANCE Is an attempt to dose the 
range between the character and the a<t.<ersary. A draction may 
be specified, but Is not necessary. ADVANCE wms like 
EVADE, assuming that the character win use cover. 

The coomand ATIACK lritiates or continues hand to 
hand fighting. The ATIACK cornmand wlU use as a ell.ii any 
object which happens to be In the character's hand. Sometimes 
this is necessary, but on other occasions it is a good way to 
wreck a delicate weapon. 

The corrrnand SNAPSHOT (with a specified target) is 
a ~ick, unaimed shot or burst fired without regard for accuracy. 
A READY weapon must be in hand before a SNAPSHOT can 
be executed. The exaJllle that immediately comes to mind is 
'DRAW. SNAPHOT.' 

The command FIRE (with a specified target) is a 
deliberate, aimed shot or burst wtlch sacrifices qlickness for 
accuracy, even to the point of tracking a moving target A 
READY weapon must be in hand before a Fl RE can be 
executed. 





The planet is Mertactor/District 268 of the Spinward Marches, 
located at the fringe of the lmperium. The assignment is simple 
and profitable - recover a flashy artifact recently taken from a 
representative of DerBonne Merchants, L.I. C., and return it to 
Baron Edkos Volentine, a corporate director. You've got two days 
before your passage home, the Far Trader "Arax House", is 
loaded with cargo and ready to leave. There's not really enough 
time, but it couldn't hurt to look around - the Mertactor outback is 
supposed to be fairly scenic, and you might get lucky. Baron 
Volentine could be a useful man to make happy. 

"Gambit" is a term for chess, an ancient Solomani pastime, 
describing the early sacrifice of a pawn in exchange for a long­
term positional advantage. Baron Edkos Volentine had many 
pawns on Mertactor to choose from, but guess who got the job? 

Welcome to Mertactor. 

STARCRYSTAL is a solitaire text adventure series based on 
the TRAVELLER science fiction role-playing game system. Each 
episode is playable separately or in sequence as a solitaire 
TRAVELLER campaign . "Mertactor - The Volentine Gambit" 
features five non-player characters, 200 locations, 380 interactive 
objects, and incidental graphic support. Playing time is 10-50 
hours. The package contains a program disk, a data disk, and this 
booklet of documentation and TRAVELLER background 
information. The game is absolutely playable by those who are not 
familiar with the TRAVELLER system. 

TRAVELLER is Far Future Enterprises registered 
trademark for its science fiction role-playing game set in the far 
future. Software by Ba'rac Limited. Both are used by permission. 



STARCRYSTAL I 
MERTACTOR: 

THE VOLENTINE GAMBIT 
The planet is Mertactor/District 268 of the Spinward Marches, 

located at the fringe of the lmperium. The assignment is simple 
and profitable - recover a flashy artifact recently taken from a 
representative of DerBonne Merchants, L.1.C., and return it to 
Baron Edkos Volentine, a corporate director. You've got two days 
before your passage home, the Far Trader ·~rax House", is 
loaded with cargo and ready to leave. There's not really enough 
time, but it couldn't hurt to look around - the Mertactor outback is 
supposed to be fairly scenic, and you might get lucky. Baron 
Volentine could be a useful man to make happy. 

"Gambit" is a term for chess, an ancient Solomani pastime, 
describing the early sacrifice of a pawn in exchange for a long­
term positional advantage. Baron Edkos Volentine had many 
pawns on Mertactor to choose from, but guess who got the job? 

Welcome to Mertactor. 

STARCRYSTAL is a solitaire text adventure series based on 
the TRAVELLER science fiction role-playing game system. Each 
episode is playable separately or in sequence as a solitaire 
TRAVELLER campaign. "Mertactor - The Volentine Gambit" 
features five non-player characters, 200 locations, 380 interactive 
objects, and incidental graphic support. Playing time is 10-50 
hours. The package contains a program disk, a data disk, and this 
booklet of documentation and TRAVELLER background 
information. The game is absolutely playable by those who are not 
familiar with the TRAVELLER system. 

TRAVELLER is Far Future Enterprises registered 
trademark for its science fiction role-playing game set in the far 
future. Software by Ba'rac Limited. Both are used by permission. 




