ROLE-PLAYING

This page is intentionally blank.



Adventure 6
Expedition{toyZhodane

IRAVELLER"

Science-Fiction Adventure
in the Far Future

Game Designers” Workshop



The er on the
fety, Issue 9, by

Expedition to Zhodane was designed by Marc W.
Zhodani originally appeared in Journal of the Travellers’ A
Frank Chadwick, Loren Wiseman, and John Harshman.

The High Guard statistics for the Zhodani jke Cruiser on page 37 were
designed by Jordan Weisman and L. Ross Ba Deck plans for that ship are
available from FASA, Box 6930, Chj 1L

The High Guard statistics for the an ol Frigate on page 38 originally
appeared in Leviathan, Traveller Adven

Artdirectionby Rich Banner. U d d Rock deck plans by Chris Purcell.

Expedition To Zhoda,
TRAVELLER,

Copyright © esigners’ Workshop, Inc.

All rights inted in the United States of America.
No pa y be reproduced in any form or
by an out permission in writing from the publisher.

4 6 78 9 10 1 12 13 14 15

klet is a double adventure for Traveller, GDW's science fiction
role-playing game set in the far future.

Traveller is GDW's trademark for its science fiction
role-playing game materials.

Game Designers’ Workshop, Inc.
P.O. Box 1646
Bloomington, IL 61701



Table of Contents

INTRODUCTION ..o viv oo emmeis 66 b0 iiaaiii 0 8% o wiia i ol sk Was o ¢ 4
Standards and ASSUMPLIONS. . . .« i v s v oo oois oo s s sia s ssasaasns 5
Chardctersicsamn 05 & Shmund S5 Snkre)aless ini n S fh i s e b 5
PIONICS % siwisiern 550 55 GOlaEie o Bla Shae SHeT BE S STeTATE S R RERTEE e 6
Eaiprentcorem e s ou aasens o smeret o osermmem e me el e s 6

REFEREESGUIDE .. .. vvunivis ss sawamas sie s wnwss o v W < 8
The Situation . . . v v v v v v vueranorseresascanresess VO . Q. 8
The Course of the Adventure. . . .. ... .o 0 .. ol 9
TheWar. . . ... o civvvvennrencnrsnasensss dP.. QA - A - 10
The Secretof theProfessor . . . . ... ........... A . W - @ 10
Additional Details . . . . ..o i v vvvvene i A ... @ - ... 11

THEUTOLANDGAZETTE .. ... ....ovenenrneen . O ... V..., 12
Administering the Advertisments . . .. ... ..... vt e e 19

TN [0 - 1 6] o 11 - ST . AT— 20
Shanghaied. .. .....cccvnvvernreer oo . oottt 20
OPLIONS, o inse g0 e mmmiens se s sl e e e s v vow S A a0 o B4 20
GettingtoWork . ............ @ TRV A el 21
TheRock: . oo o5 aimmas 45 v i N -l o5 i slemyinme e ws 21

ROCK: =iivmies oo wamms i i o N sraiatis s o e i s w2 22
TheAsteroidShip. .. .... . @F SO - - - - - - s iasvnsroneas 22
Interior Details . . . ..... .& ¥.....% D % AR W WA SR Fae s S 23
EnteyiPOINTS ci vn commmmarers S svesinosfilsi siamaaas o s SSREEm o S e 23
Refueling. . . ..... 4 - - P + + +++ v v v o oavonmeannnns 27
ShipSupplies . . . . o+« S + - T = ¢4 #5055 s0 o s sussesseas 28

AND PEBBLE . . .40 . e e e e D e e e ettt e e 30
INETION .. v voa oo O o oin: e wid 58 SWEEE 56 30 BRI I 55 Seae 30
Remofe OperaQ. ... - MO = ids i i oo sdaiies v o siw s e o vl 30
The:Shiclie . . SO €5 i o Fane 63 ¥a TOR e 16 v6 Suen o o et 31

THEPRGVESHRR - i o5 vsaih o e v Sarsldis v s siewses &5 o st 32
The b fesPrREBArch. . . . . ..o it i i vt senanenosssonon 32
Whe OvelRY MEETINE:: . o owsmrsnts i selimemiers s o IsiEues o 50w a 33
AeademiWIRAHIBCES < & . i sianws i sip e R S e T 34
G PR essor's Daughter .. . oo ov va o smsms passsmsowns s vernns 35

HIGHGUARD SHIPS . . . ... i it ittt et ittt iana s 36

THE ZHIPDANL ... ..oc000 515 ion wosimmis wie sne sspmns sie s bysinens se @ Bes @i b 40
BRI . .. oo oo i s sneshiee s Bls @A B B8 SERRE e S SRR 40
COVErMMENT . o ok oe e moman 3 5 5 baien o o6 cREleE oy s sl 41
HIStoryy s ivas 56 85 Soniies e sReuelisy @ S sramnse s 5 SR 41
Refereaing Zhodani = s cesiin s sie s i 5 Dmsmes o 5 Resieie 6 41
Crime and ENTOrCemMent « . e s sos svmswms @ won slmm@minu s o s e o 42
ERCOURTATS. o s sin 5 soaenivi e sos) Sueissms wis e sisliesneieyeis S8 soes s ey § 43

CHRONORSUBSECTOR. . ...ttt ittt ettt et e i sans 45

JEWELL SUBSECTOR. .......... e 8 e s S M e s S St 46

AFINALWORD. . ......cv0ceinsvanaesarioasosnaasasoasans 48



Introduction

This booklet is a comprehensive adventure for Traveller entitled Expedition To
Zhodane. Through a convoluted series of situations, it leads a band of adventurers
on a mission deep into enemy territory in an effort to rescue a sociology professor
from the clutches of the Zhodani Navy.

It is assumed that this adventure will be administered by a referee who h@és read

through this booklet, and who is familiar with bothfit

Requires only and the rules to Traveller. This adventure is baséd on
Basic Traveller the basic Traveller set — Booksfl, 2, and\3. In addi-
and High Guard tion, this adventure calls forBook 5, High Guard, for

the resolution of some space cambat)situations. As
usual, paper, pencils, six-sided dice, and square-grid graph paper will prove neces-
sary during the course of the adventure,

Optional References: The wide range of additional Traveller materials remains
available to the referee and they may be used if they are available and they fit the
needs of the situation. For example, Supplement 7y, Traders and Gunboats, can
provide deck plans for ships which may be/encountered during the adventure.
Supplement 2, Animal Encounters, can provide animal encounter tables for world
surface situations. Supplement 6, 76 Patrons, may be uséd to provide scenarios and
patrons as interludes to the primary adventure, or Supplement 3, The Spinward
Marches, may be used to allow w@riant routing of the adventurers during their
journey.

Specific materials (other than Books 1, 2, 3, and 5) referred to within this
adventure are not required. They are mentioned in order to allow their use for
the referee’s conveniencé; they,may be easily substituted by other materials, or by
the referee’s own imagination.

Chapters: This ddventure is divided into chapters. Specific chapters are intended
for specific purgoses; someiare intended for the use of the referee while others
provide material directly for'the players. The purpose is to direct information to
the properdndividuals in the most convenient manner.

This introduction (pages 4 to 7) is for the use of both the players and the referee
and, may be fead by all individuals.

The referee’s guide (pages 8 to 11) is a broad overview of the expected episodes
of theradventure for the guidance of the referee only,

The Utoland Gazette (pages 12 to 18) details potential jobs for the players
and indigates the results of each of the ads in the newspaper classified section. As
such, the chapter is intended only for the referee. However, the first two pages of
the chapter (pages 12 and 13) have been written in such a way as to allow that
two-page spread to be shown to the players without compromising any secrets.

The remainder of the adventure (from page 14 to page 48) is intended for the
use of the referee in administering encounters and events. Once some materials
become available to the players, the referee may feel free to show the appropriate
plans, maps, or information to the players in order to speed their assimilation of the
material. This should be done at the referee’s discretion.
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STANDARDS AND ASSUMPTIONS

The following standards and assumptions are used in the text of this adventure.
The referee may alter them by using a different time frame, or by using worlds set
in a different Traveller universe run by the referee.

Dates: Dates herein correspond to the Imperial calendar. Years are counted from
the founding of the Imperium; thus the date 1107
indicates the 1107th year since the founding of the Date: 175-1107
Imperium. Dates are further expressed by the con-
secutive numbering of days within the year. For example, the first day of the year
is 001-1107; the last day of the year is 365-1107. This adventure begins on
175-1107 (the date on the Utoland Gazette). Once the adventure begins, then time
should flow normally.

Place: This adventure starts on the world of Utoland (Jtoland/Jéwell 0409
C473464-7 Non-industrial). Utoland is an unimpor-
tant world in the borderland between the Zhodani Place:AJtoland
Consulate and the Imperium. It is 6,400 kilometers in  Jewell Subsector
diameter with a standard, tainted atmosphere and the Spinward Marches
perhaps 30% of its surface covered by water. Its beyond thelmperium
population is approximately 40,000 (primarily hu-
mans) ruled by a colonial administration from’ Arden, approximately 3 parsecs
away in the adjacent Vilis subsector., Arden/rules¢both Utoland and Zircon as
colonies and is gradually stripping resources for‘use'in its own developing economy.
The local law level for Utoland is 4, rather permissive_for a colony. Technological
level for the world is 7 and shows an effort by the ruling administration to keep
local capabilities at a manageable level.

CHARACTERS

This adventure is intended, for use,with'any group of adventurers available; they
may be any sort of individuals,as long,as they are looking for some type of re-
.munerative job. Thestext of the adventure can be altered to use nearly any type
of adventuring group.

Pre-Generated Characters:) A group of pregenerated characters is supplied on
page 6, although the, referee may allow other characters instead. Any group of
characters/will suffice provided they have a wide range of skills and are adequately
played by thé players. Important skills for this adventure include pilot, navi-
gation, engifieering, vacc suit, and streetwise. Some psionics may prove useful. If
the pre-generated characters are used, but there are fewer than eight adventurers in
the party)the first listed characters should be used first.

Desirable Skills: The specific usefulness of any skill ultimately depends on the
players and how they use their characters. Nevertheless, vacc suit skill and weapon
skill-cdn be of relatively great importance to all characters. For those characters
who do not have any vacc suit skill or desire to use other weapons, assign them
vacc-0 and weapon-0. Vacc-0 indicates a certain familiarity with vacc suits sufficient
to allow the use of one and to avoid making fatal mistakes when in vacuum.
Weapon-0 should be taken by the individual in a specific weapon. ldeally, the
weapon will be mated to the individual’s strength and dexterity to allow dexterity
bonuses, or to avoid dexterity penalties. In addition, weapon-0 avoids the negative
DM associated with lack of skill.
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