Life takes place against a grander tableau in the New Era.
Without an omnipotent Imperium that has already imposed
order on everything, the act of every man, woman, and
child looms larger, has a greater impact. And when even
seemingly small actions have large results, imagine the sort
of effect a person can have when daring greatly. The course
of civilizations can be changed.

In the New Era, entire worlds have died, or fallemback into
barbarism. These worlds need people to gome make them
live again, and leaders to take thefback into theflight.Such
people need to have a variety of) skills: they must be
explorers, they must be builders, they must be leaders. They
must have the courage to,take on the power of a raw world
and emerge victorious. These' explorers, these builders,
these leaders have a namewThey are called World Tamers.
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greatly

The World Tamers Handbook brings to Traveller®: The New Era a
new arena in which to adventure: the tagged border of civilization, the
realm of the unknown on a thousand worlds that do not know the light
of civilization. World Tamers Handbook provides material to create
Survey campai@ns inWhich characters push humanity’s knowledge out
into the Wilds, Bootstrap campaigns in which characters lift low-tech
Wlatmns out &fF barbdtism, and Colony campaigns in which

acters found@and lead éxpeditions to repopulate entire worlds.

tdeéx to dothls, Wafld Tamers Handbook provides rules on colonial
economi:s and infrastructure which allow players and referees alike to
- un stand. what makes a colony run, and what decisions need to be

made Mo ensure success. These rules are not only useful for the
4 campa@hs in this book, but can be used to flesh out societies in any
"\ Traveller: The New Era campaign or adventure.
5, In addition, expanded rules on world generation allows referees to
m the details needed by players conducting detailed survey
matlons in advance of the colony transports.
: M, additional design sequences expand on the information
.~ contaied in Fire, Fusion, & Steel to allow the design of black powder
weapons, bow weapons, and low-technology ground transportation.

A world can be a big, rough, wild place, but no world is too big, too
rough, or too wild for characters bold enough to be called world tamers.
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World Tamer (‘warld tam-ar) 1. A member of a team of
professional explorers, technicians, and social engineers sent to
I chnology world with the mission of advancdng the

world’s technological and productive capadities and reintegrat-
ing that worldinto the interstellar community. 2. A professional,
experienced leader of a colonizing expedition sent to settle an
unpopulatedorverylow population primitive worldwith colonists
from a relatively high tech mother world. 3. Any individual
working to uplift, colonize, or civilize an isalated, uninhabited, or
primitive world.
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As a sourcebook, World Tamers Handbook allows you to create
a world and build a civilization on it from scratch.

Campaigns

World taming is a big, complex topic for a TNE campaign. Your
players will be shaping the destiny of a world as they interact with
local NPCs and try to convince them of the benefits of civilization, or
as they lead agroup of colonists on a raw frontier world. World tamer
campaigns can be played on various levels of detail, from high-level
planning and decision-making to low-level roleplaying. Often, a
given campaign will shift from level to level as the situation and the
players’ interests warrant. For example, worlds will be surveyed and
the world tamer team can meet and interact with animals or
indigenous inhabitants on a day-to-day, one-on-one basis. This low
level campaign action may shift to a higher level with progress
occurring month to month as the players administer the world-
taming effortas the leaders of a colonization team. However, sudden
events, such as an attack by a hostile power, political unrest, or
natural disasters, may shift the campaign focus back to the low, person-
to-person level as a crisis is resolved with work, negotiation, or combat.

World Tamers Handbook offers three campaign scenarios and
material to create a myriad of others. The three scenarios are the
Survey adventure, Bootstrap campaign, and Colony campaign.
These scenarios use different combinations of the material presented
in the World Tamers Handbook, and referees will need to make a
number of decisions before beginning play. Depending on the
desired mix of high and low level play and the amount of pre-
generated background that will be needed, referees will use this
handbook in one of several ways. This organizational material is
presented, broken down by scenario type, beginning at the top of
the facing page.



Campaign (kam ‘pan) n. 1. A series of military operations with a particular
objectivein awar. 2. A series of organized, planned actions for aparticular purpose.

CHOICES

Before beginning your World Tamers adventure you must make a
number of choices to set a background tone. The choices you make
depend onyourexperience as a Travellerreferee and the experience
and interests of your players. Are the members of your group novices
interested in both learning the Traveller roleplaying game system
and having a rousing good time? Then hire them on as security
specialists for a bootstrap or colony expedition. Are your Traveller
players really experienced and the kind that would rather use
Persuasion, Act/Bluff, and other Charisma-related skills to convince
low tech indigenous farmers that it's better to use an iron plow to till
a field than an iron spear to kill a man? Then have them lead a
bootstrap expedition into the Primary AO, uplift friendly primitives,
and help them protect themselves from hostile neighbors.

Read the campaign possibilities in this book and weigh them
against the interests of your players. Many of the campaign themes
are fairly cerebral, with such mundane but important activit
establishing a local economy or determining whether available
supplies will last until the next crop comes in, and if not, what to
about it. Not as glamorous as a firefight, but just as much a matter
of life and death. More advanced players might prefer playing this
type of role. Other players, however, might prefer playing
on a colonial expedition who keep order and solve crimes
frontier.

LEVELS
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uire adeft and skillful touch by the referee. Details and suggestions
these transitions are presented in the Bootstrap and Colony chapters,

The three adventure/campaigns presented in this book focus on
different activities, high/low level flavor, and material elsewhere in
his book that they will draw on.

Survey

Surveying worlds near the Reformation Coalition is usually the
responsibility of the Reformation Coalition Exploratory Service,
which provides data used to plan bootstrap and colony operations.
However, the RCES often uses free-lancers for survey and intelligence
gathering missions, and here is where the PCs come in. RCES may
recruit them to survey one or morestar systems and their planets. Or,
they may independently find a world suitable for a bootstrap
operation or colonization, survey it, and sell the information to the
RCES. Asurvey can be an adventure initself, oritcan be the beginning
phase of a long-term bootstrap or colonization campaign.

If the survey is leading up to a bootstrap campaign, much may
already be known about the target world. However, detailed maps
of the world’s features and studies of the world’s weather and
climate need to be made, as well as ground surveys of its
agricultural and mineral resources. In this case, skip the star
system details and go to page 9 of the Survey chapter.

If the survey
loses? Which of Llowlevel is leading up to
these levels is [ Game Time Increments  Daily, Hourly Monthly a colonization
most interest- | Character Involvement  Personal : Abstract ; campaign, the
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