


































































































































































































Explosive Grenade (TL 7)

Description: This grenade explodes into flying
shrapnel when it strikes the ground. It is a very effective
weapon against groups of enemies in a small area.

PGMP Explosive Grenade (TL 7)

Rounds: 1 Penetration Factor: 9 Damage: 8

Weight (kgs): | Cost (credits): S00

Tech Level: 7 Law Level: 1

Chemical Grenade (TL 11)

Description: A deadly grenade that explodes into
shrapnel and intense chemical heat when it strikes the
ground. This grenade is difficult to purchase and more
expensive than other grenades. It has a high penetration
value against armored foes. The chemical grenade is only
permitted on worlds with no law level.

Chemical Grenade (TL 11)
Rounds: 1 Penetration Factor: 13 Damage: 8

Weight (kgs): 1 Cost (credits): 750
Tech Level: 11 Law Level: |

Radiation Grenade

Description: Upon explosion, this grenade throws off
intense radiation. Everyone in the small contaminated
area of the explosion suffers from temporary radiation
sickness. This radiation sickness cannot be prevented by
armored protection. Radiation grenades are often used
strategically to create a contaminated “area” separating
you from your opponents.

Radiation Grenade

Rounds: | Pencerration Factor: NA

Damage: Area of effect ™ Weieht (kes): 1
Cost (credits): 750 Tech Level: 11 Law Level: |1

5. 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 forbidding any weapons
except knives and swords. Hand-to-hand weapons can
not be thrown at an opponent. They can only be used
for close-range fighting. All melee weapons are
constructed of sturdy, high-grade steel, with the
exception of the plastic knife.

Dagger

Description: A small, double edged weapon that can
vary in style, workmanship and length. Most daggers are
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approximately 200 mm in length.
Dagger
Penetration Factor: 2 Damage: 2 Weight (kgs): |

Cost (credits): 10 .
Tech Level: | Law Level: C

Sword

Description: 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.

Sword
Penetration Factor: 4 Damage: 2 Weight (kgs): |

Cost (credits): 150 Tech Level: | Law Level: C

Plastic Knife
Description: This knife is similar to a regular dagger,
but constructed of a dense hydrocarbon plastic. After the
weapon has been melted or misshaped, it can return to
its normal shape by tapping it sharply against a firm base.
This plastic weapon cannot be discovered at starport
weapon detection areas.
Plastic Knife

Penetration Factor: 2 Damage: 2 Weieht (kgs): 15
Cost (credits): 300 Tech Level: 9 Law Level: C
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ARMOR AND PROTECTIVE SUITS

There are many worlds within the MEGA-
TRAVELLER universe, and each of these planets has
unique societies and environments. Many times it will
be necessary to protect your body with armor or
protective environment suits designed to allow
survival in severe atmospheric conditions. There is a
large variety of armor and protective suits available.
The availability of this equipment is largely
determined by the tech level of the world. On high
tech level worlds, all types of equipment can be found.
However, on low tech level worlds, armor and
protective suits are very basic. Obsolete armor can
usually be purchased for a bargain price on high tech
level worlds. Likewise, advanced equipment can be
sold for a profit on worlds with a low tech level.
However, buying and selling is largely a part of your
characters’ communication and negotiating skills.

Jack Armor

Effective against blade weapons
(sword and dagger), jack is a leather
covering worn over the torso, arms, and
legs. Although jack is ineffective against
firearms and energy weapons, it is useful
on high law level worlds which permit
only blade weapons. It is light,
inexpensive, and easy to purchase on
nearly any world.

Jack Armor

Armor value: 2 Weieht (kes): |

Cost (Imperial Credits): 50 Tech Level: |

Mesh Armor

A slightly upgraded version of jack
armor, mesh can be a natural or synthetic
suit reinforced with a metal mesh. It is
more costly, but heavier and more
durable than jack armor. Mesh is most
effective against blade weapons. But, like
jack armor, mesh offers little protection
against firearms and energy weapons.

Mesh Armor

Armor value: 2 Weight (kes): 2

Cost (Imperial Credits): 150 Tech Level: 7
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Flak Jacket

A flak jacket is an inexpensive form
of ballistic cloth fashioned into a
protective covering to guard the torso.
A flak jacket offers limited protection
against firearms. However, it will not
defend you against personal energy
weapons.

Flak Jacket

Armor value: 3 Weieht (kgs): 2

Cost (Imperial Credits): 250
Tech Level: 6

Cloth Armor

An upgraded version of the flak jacket,
cloth is a protective suit made from a
heavier stock of ballistic cloth. This
armor absorbs the impact of a projectile
and distributes the blow over the entire
area of the suit. It is highly favored
because of its low cost, light weight,
and protection against firearms.

Cloth Armor

Armor value: 5 Weieht (kes): |1
Cost (Imperial Credits): S00)
Tech Level: 7

Ablat Armor

An inexpensive material designed to
ablat (vaporize) 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 directly hit.

Ablat Armor
Armaor value: 1 (6 vs. lasers)
Weight (kas): 2

Cost (Imperial Credits): 75
Tech Level: 9
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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 clothing. This armor is
rare, difficult to purchase and very
expensive.

Reflee Armor
Armor value: 1 (10 vs. lasers)
Weight (kgs): 1
Cost (Imperial Credits): 1.500
Tech Level: A

TL 8 Vacc Suit

This suit is not manufactured
specifically for combat situations.
Instead, it is meant to protect the wearer
from extreme temperatures, pressure
variations and atmospheric conditions.
The vacc suit is a basic survival tool on
worlds classified as desolate vacuums.
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.

TL 8 Vacc Suit
Armor value: 5 Weicht (kes): 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.

TL 9 Hostile Environment Vace Suit

Armor value: 7 Weight (kes): 8

Cost (Imperial Credits): 8,000
TeclilLevel: 9
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TL 12 Hostile Environment
Vacc Suit

Similar to the TL 8 and 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.

TL 12 Hostile Environment Vace Suit

Armor value: 8 Weight (kgs): 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
worlds. The armor, which also serves as
" a vacc suit, is constructed using
advanced forms of metallurgy and
synthetic research.

TL 12 Combat Armor

Armor value: 9 Weight (kgs): 10

Cost (Imperial Credits): 125.000 (est.)

Tech Level: 12

TL 13 Battle Dress

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

TL 13 Battle Dress

Armor value: 11 (est.)

Weight (kes): 26 (est.)
Cost (Imperial Credits): 200,000 (est.)  Tech Level: 13
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THE IMPERIUM’S 10 MosT WANTED
BouNnTYy HUNTERS AND ASSASSINS

@\I{I)S OFFERED

Amrhein Alazar
Professional name: The Annihilator

Amrhein Alazar had an extensive career in the
Imperial Marines, serving six terms and eventually
achieving the rank of Force Commander. Three of his
six terms of service were spent in the Marine’s Special
Service unit, the most highly- trained and elite
combat group in the Imperial Marines. All
military information and data on Alazar is top
secret and restricted. However, it is known that
Alazar was dishonorably discharged for dealing
smuggled anagathics, rare and expensive age-
retarding drugs.

After being discharged from the military,
Alazar put his deadly skills to use as a
professional assassin. An expert with nearly all
forms of weaponry, Alazar is most lethal with
early tech level automatic rifles and pistols. His
record of assassinations is unblemished. He has
murdered hundreds, including several high level
Imperial government Ambassadors.

Alazar has thus far been able to elude Imperial

Amrhein Alazar authority, leaving many dead Imperial agents and
Imperial Marines ind 4 h ik Tl e A di

Force Commandar independent bounty hunters in his wake. According to
Medical-2 a recent rumor, he is hiding out somewhere in the

Battle Dress-2 Regina subsector of the Spinward Marches.

Laser Weapons-2 Alazar is considered the most dangerous and

Assault Rifle-4 . s . a1s
Brawling-1 merciless assassin in the galaxy. The Imperial Military
Forgery-1 Security Agency is offering a bounty of 250,000 credits
Survival-3 to anyone who neutralizes him.

Streetwise-3 . wige
— Katerenya Viridion

Katerenya Viridion is beautiful and charming.
Masked by physical beauty, she is actually one of the
deadliest assassins in the Imperium. Many
unsuspecting males have fallen victim to her graceful
allure. Viridion relies on her seductive appeal to lure
her prey within striking distance. She continues to
thwart Imperial Forces, who have pursued her for
years.

Viridion was born and raised on the planet Efate in
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the Regina subsector. Her father was a wealthy military
arms supplier who raised Viridion as he would
have a son. She was taught at a young age to
live off the land, fight and use a variety of
weapons. Years later her father was murdered
by interstellar pirates. Viridion believed that her
father’s business competitors were actually
responsible for the murder, because they were
known to fund pirating operations. Taking
matters into her own hands, Viridion set out to
settle the score against her father’s enemies. She
gained revenge and began a career as an
assassin for hire.

Though she is an attractive woman, do not
take her abilities lightly. Viridion is an expert in
the use of a variety of energy weapons. The
Regina Subsector Law Enforcement Agency is
offering a 225,000 credit reward for her capture.

Katerenya Viridion

. (No Military Career)
Gainus _Ozar ety Wognona
Professional name: The Butcher of Stealth-2

Boughene
Gainus Ozar is a savage and sadistic individual. His

criminal life began at the age of nine, when

Ozar murdered the headmistress of the

Streetwise-3
Intrusion-2
Medical-1
Handgun-1

orphanage he was confined to, on the planet
Boughene. Those who have met Ozar claim he
suffers from severe mental illness. Others say he
is possessed by wicked demons. Regardless,
Ozar is one of the most sought-after assassins in
the Spinward Marches.

Ozar enjoys his work. He never kills in a
quick, efficient or painless manner. He is known
to torture and terrorize his victims, sometimes
taking several days to kill them. He has been
known to dismember his victims one body part
at a time; thus the name The Butcher.

A variety of Imperial enforcement agencies

and Megacorporations have joined forces to
offer a 200,000 credits reward to anyone who can

Gainus Ozar

capture this heinous murderer. ngzg":ggsg
Andolus Zelexian Streetwise-3

At one time a prosperous trader, Andolus Zelexian %’fﬂﬁgﬁ
turned to smuggling in hope of reaping great riches. Demolitions-1
While most of his illegal actions focus on smuggling SMG-2
and pirating intergalactic trade routes in the Regina 'Efgvdvﬁgg
Subsector, Zelexian does put his lethal capabilities to Gambling-2

138

({

T TR R A S R A R

use as a paid assassin when the bounties are high. As of
late, Zelexian has been repeatedly striking trade ships
owned by the SuSAG, LIC Megacorporation, a

large chemical and pharmaceutical firm.

Zelexian is an expert laser rifleman. Through
his smuggling contacts, he has access to all the
latest energy weapons and military defensive
armor. In addition to leading pirate forays
against SUSAG, LIC, he has also been striking
interstellar starships owned by the Sharurshid
Megacorporation. The Regina Subsector Law
Enforcement Agency, in conjunction with
SuSAG, LIC and Sharurshid, are offering a
reward of 175,000 Imperial credits for the
neutralization of Zelexian.

Maximillian “Maxie’ Mortis

Maxie Mortis is an ex-Imperial marine
presently serving as a professional assassin for a
powerful organized crime syndicate. During his stint in

Andolus Zelexian
2nd Officer Imperial

%ZZT: o the military, Mortis served four terms and became
Laser Weapons-3 proficient at weapons combat. He is especially
Handgun-2 dangerous with powerful energy weapons such as the
,Lglﬁc’j%n'z TL 12 Plasma Gun Man Portable.

Even in the military Mortis was rebellious,

never wanting to abide by the strict guidelines
imposed by the Marines. According to published
reports, Mortis disappeared after shooting, and
critically wounding, his commanding officer on
the firing range. Because of his insurgent actions,
Mortis never received a commission or
promotion, though he served four terms of
service.

Like most hit-men in organized crime, Mortis
prefers to kill his victims quickly and cleanly.
Imperial intelligence sources indicate that Mortis
is operating in the Regina or Jewell subsector.
The Imperial Law Enforcement Agency has
posted a 150,000 credits reward for the capture

Maximillian “Maxie”
Mortis

Private Imperial
Marines
Jack-Of-All-Trades-3
Bribery-2

Energy Weapons-3
Stealth-2
Gambling-2

of Maxie Mortis.
Szen Sanai
Szen Sanai is a cunning assassin with expertise in
nearly all forms of weapons combat. After serving in
the Imperial army for two terms, Sanai began his own
underworld business, selling black-market military
arms. He ran this highly successful business until
Imperial agents discovered his operation.
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A dozen Imperial officers stormed Sanai’s
secret warehouse and neutralized his cohorts.
However, the seemingly successful raid became
a bloodbath when Sanai single-handedly killed
every member of the Imperial strike force using
his keen intelligence and deadly weapons skills.

Word of the slaughter spread through the
universe quickly, and Sanai was soon
approached by countless underworld figures to
carry out assassinations. Sanai’s first business
was destroyed, but a promising new career was
born. The Imperial Law Enforcement Agency
has offered a 125,000 credits reward for the
arrest of Szen Sanai.

military career, he was decorated with several
awards of merit for bravery and heroism.

Recently, evidence surfaced proving Bolo is
alive — and operating as a hired assassin for an
unknown source. His victims are mostly
powerful megacorporation executives.

Having served three terms in the Imperial
Army, and battle-hardened from combat, Bolo
makes an excellent assassin. His main weapons
of expertise are small arms which can be
smuggled through starport checkpoint.s. The .
Imperial Army Military Police Force is offering
a reward of 75,000 credits to anyone who can
take Bolo prisoner.

Rhevah Hamache Szen Sanai P Bolo Demetrieye Jannev

Professional name: The Triggermaster Lieutenant: : Captain: Born in the Aramis subsector, Jannev is a master
Rhevah Hamache had a long and distinguished b ezal i 7 lepZZ:lermy criminal. Armed r.obbery, pirating, and murfier' are just

career as a starship pilot in the Imperial Scouts. After ?ﬁgﬁgﬁ H‘;id Combat-3 a few of the felonies of which this career crlmme.ll e

leaving the military, Hamache purchased his own Assault Rifle-3 ! Assault Rifle-1 been convicted. Jannev was sent to the planet Mithras,

starship and began trading in the Regina subsector. Heavy Weapons-2 gemoh%ons-1 an Imperial prison worlc} in the (_3hsten subsector, to

Hamache always had a reputation as a fair and honest Henddulie - i serve a life sentence. With the aide of underworld

- S Recruiting-1
trader. After the accidental death of his wife and Battle Dress-3

daughter, Hamache underwent a personality change.
He began to smuggle cargo and pirate

defenseless ships. Money became his passion,
and he soon became “The Triggermaster,” a
malicious killer for hire. Those who know him
well say that on the fateful day he lost his
family, his conscience died as well.

Hamache is the leader of a band of interstellar
raiders based at a secret hideaway somewhere in
the Regina subsector. The Imperial Law
Enforcement Agency was offering a small
reward for his capture until Hamache
assassinated Duke Annatoly Gruss, leader of a
planet in the Forboldn system. The reward has
been raised to 100,000 credits because of

5

diplomatic pressure from the Forboldn

ambassador.
Rhevah Hamache
Name Unknown Imperial Scout
Professional name: Bolo Pilot-3
ny ; Handgun-2
Bolo, a renowned captain in the Imperial Army, was Navigation-1
thought to have been killed in action during a planetary Communications-1

Laser Weapons-2

surface conflict on Emerald, a world in the Jewell ;
Vacc Suit-1

subsector. He was given the name Bolo by the loyal
Imperial soldiers under his command. During his
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Battle Dress-1
Laser Weapons-1

contacts, Jannev managed to escape the savage world.

Now a bounty hunter and assassin, Jannev is

rumored to be operating in the Regina subsector.
Jannev is heartless and distant. He has fulfilled
dozens of “blood contracts” on known
smugglers. The Regina Subsector Law _
Enforcement Agency is offering a 50,000 credits
reward for the arrest and capture of Jannev.

Fallous Cepholon

A small-time assassin for hire, Cepholon has
managed to terminate a few unknown victirps of
little importance. Cepholon is not a very skilled
gunman. Some unconfirmed reports clqlm he
accidentally shot himself in the leg during a
heated battle.

However, Cepholon is trying to make a name

Demetrieye Jannev
(No Military
Background)
Gambling-2
Streetwise-3
Brawling-2
Handgun-2
Liaison-1

for himself, so he might have some scheme up h_is _
sleeve. The only reason a reward of 25,000 credits is

being offered is because no agency wants to spend
valuable time or resources to search for him.

141



LIMITED WARRANTY

MEGATRAVELLER 1: THE ZHODANI CONSPIRACY 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 Paragon Software, assumes the entire
cost of all necessary servicing, repair, or correction, and any incidental
or consequential damages.

Paragon 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 thirty (30) days from the date of purchase.
If, during this period, a defect in the product should occur, the product
may be returned to Paragon Software along with proof of purchase, and
Paragon Software will replace or repair the disk — at Paragon
Software’s option — without charge.

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

Fallous Cepholon (No

Military Background) made to Paragon Software’s technical support line, (412) 838-1173.
Dagger-1 If failure of the product, in the judgement of Paragon Software, resulted
ﬁ?ﬁgg; from accident, abuse, or misapplication of the disk, then Paragon
Streetwise-1 Software will not have responsibility to replace or repair the product

under the above terms.

If your disk is damaged from accident, abuse or misapplication, or
becomes defective after thirty days, the disk can be returned to Paragon
Software along with $5.00 plus $2.50 shipping and handling, and
Paragon Software will send you a replacement.

The above warranties for goods are in lieu of all other express
warranties and no implied warranties of merchantability and fitness for
a particular purpose or any other warranty obligation on the part of
Paragon Software should last longer than thirty (30) days. Some states
do not allow limitations as to how long an implied warranty lasts, so
the above limitations may not apply to you. In no event shall Paragon
Software, or anyone else who has been involved in the creation and
production of this software be liable for indirect, special or
consequential damages, such as — but not limited to — loss of
anticipated profits, or breach of this warranty. Some states do not allow
the exclusion or limitation of incidental or consequential damages, so
the above limitation may not apply to you. This warranty gives you
specific legal rights, and you may also have other rights, which vary
from state to state.

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

The user of MEGATRAVELLER 1: THE ZHODANI CONSPIRACY
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 Paragon Software Corporation.
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Look for these other great titles from

PARAGON SOFTWARE

Spider-Man and Captain America in Dr. Doom’s Revenge. Here's
the world’s first inferactive comic book. Dr. Doom has summoned
Marvel Comics’ most fearsome Super-Villains to help him blow up
New York City. Spidey and Cap follow your commands in over 30
battles to stop them. Each has the same abilities he has in the
comics. A limited edition Marvel comic comes with the game to
draw you right in the action.

Available for C-64, Atari ST, Amiga and [IBM-PC/Tandy/
compatibles.

The X-Men: Madness in Murderworld. The Marvel Comic mutants
face their arch-enemies Arcade and Magneto in Murderworld, the
deadly amusement park of terror. You'll need keen reflexes and a
sharp mind to survive over 500 action and combat screens! An
original X-Men comic that leads up to the action is available only
with the game.

Available for C-64 and IBM-PC/Tandy/compatibles.

The Punisher. Marvel Comics’ most intriguing “hero” dispenses the
dark side of justice. You'll need strategic and arcade skills to
survive a world drowned in drugs, violence and corruption. Scour
the streets of Manhattan in the Punisher’s Baftle Van. Get
information from master-nacker Microchip. Over 50 mission options
lead eventually to a showdown with Kingpin, the undisputed head
of organized crime.

Available for IBM-PC/Tandy/compatibles.

Guardians of Infinity: To Save Kennedy. Lead a select group of
soldiers and scientists from the future on a desperate mission in the
past as you fry to prevent the assassination of John F. Kennedy. In
this critically-acclaimed text adventure, you and your team can
contact all the key figures of the Kennedy. Talk to the right people,
say the right things, and you may earn a meeting with JFK himself
— where you must convince him to avoid a certain fateful trip to
Dallas.

Available for IBM-PC/Tandy/compatibles.

And Coming Soon

Space fravel in 1889 was considered — in the imaginations of
writers like Jules Verne, Edgar Rice Burroughs and H.G. Wells —
to be a ride through “luminous ether” — and Mars and Venus
were, they claimed, populated by violent alien cultures. Game
Designers’” Workshop turned this original science-fiction/
fantasy concept intfo a critically-acclaimed gaming system.
Now, Space 1889 is a computer game. If you thought all the
J0o0d gaming ideas were taken, think again.
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