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EACH ISSUE OFFERS:

In-depth interviews with the actors from
all three Stargate TV series!

Exclusive behind-the-scenes information
and interviews, chronicling the making of
classic episodes from each series!

Unique photo material from the studios!

Exclusive brand-new Stargate fiction!

Writer, producers and directors talks about
their experiences off-screen!

Exclusive ‘in universe’ features: what does
Todd think of humankind? Read Colonel
O’Neil’s diary or email exchanges between
Carter and Vala Mal Doran!

A brain-warping Stargate quiz!

NEVER MISS AN ISSUE! SUBSCRIBE TODAY!
US: 1 877 363 1310 or visit www.titanmagazines.com
UK: 0844 322 1281 or visit www.titanmagazines.co.uk

The Official Stargate Magazine: Your Passport to a Whole New Universe. 

MEET YOUR DESTINY!

EVERY ISSUE STARGATE MAGAZINE brings you the latest information from the worlds 
of Stargate, including Stargate SG-1, Stargate: Atlantis and Stargate Universe!
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TOP TEN ALIEN DEVICES
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Part of Stargate Command’s mission was to retrieve alien technology
that could be used to defend Earth from extra-terrestial threats, so what

were the Top 10 Stargate alien devices? 

One of the reasons for heading through the Stargate and exploring the galaxy beyond
was to uncover new technologies that could be useful to Earth, particularly in
defending it against the Goa’uld. While the more unkind observer might class the
acquisition of such tech as theft, there’s no denying that SG-1 managed to bring back
some pretty nifty trinkets in their time. Here are a few of the most handy.

Words: Paul Spragg

Quantum Mirror
Remember that mirror in Harry Potter that shows you your heart’s

desire? Well, the Quantum Mirror, thanks to its convenient link to

a parallel universe, can show you what’s on the horizon. Just step

through, and you’ll find yourself getting a glimpse into how badly

things could pan out on your Earth if nothing is done—a useful early

warning system, though escaping the alternate reality before disaster

strikes is paramount. In Daniel Jackson’s case, it demonstrated that

a massive Goa’uld force led by Apophis was on its way to Earth. Sadly,

this was in the early days of the Stargate Program and he found it

hard to get anyone to believe his warning until it was almost too late.

[Episode: There but for the Grace of God]

One of the most useful little devices
found by SG-1 very early on, it can heal
most injuries, but like the majority
of Goa’uld technology, it comes
with a downside. It can only be
used by someone with naqahdah
in their bloodstream. This tends
to mean someone who has at
some point hosted a Goa’uld
symbiote. Carter, who was briefly
possessed, has the ability to use
one, but it’s surprising, considering
the rate at which Stargate Command
gets through doctors, that no one
sought a way to get around the need for
naqahdah to make the device work. The other
device the team discovered that could heal was the
Goa’uld sarcophagus. It did a nifty line in resurrection,
but did leave the user with an unstoppable craving
for another regenerative fix. So not much help
there either.
[Episode: Thor’s Hammer]

Ancient Knowledge Device
Jack O’Neill learnt about this one the hard way, when his legendary insatiable curiosity

made him peer into a device that then enveloped his head and crammed his brain full of

knowledge of the Ancients. While it certainly helped push humanity toward its ultimate

destiny as the galaxy’s “fifth race,” the device is only really useful if you don’t mind your

brain exploding shortly after use. That drawback aside, with careful use these devices

enabled the team to bring back a great deal of

knowledge, even though both Daniel and

Jack almost died trying to acquire

information that could

save Earth. Indeed, if

you intend to use

such a device,

it’s a good idea to

have an Asgard on

hand to help you

get back to normal

afterwards.

[Episode: The Fifth Race

(pictured), The Lost City]

Zat Guns
Surely one of the most effective weapons
SG-1 “acquired,” the zat’nik’tel (shortened
to ‘zat’ by Colonel O’Neill, who had
‘pronunciation difficulties’) is a Goa’uld
weapon with a very simple set of rules.
One shot stuns, two shots causes death,
and a third shot disintegrates the target
entirely. Often carried by SG teams but not
frequently used if there’s a nice sturdy gun
available, it’s a powerful and impressive
range weapon, but not something you want
to end up in enemy hands. Also, if you’re
not very good at counting, there’s the
possibility of an unfortunate faux pas.
[Episodes: Within the Serpent’s Grasp (pictured), 

and many more…]

10

9

8

7

Goa’uld Healing Device
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Agree?
Disagree?
Did we get our Top 10
Stargate devices right,
or did we miss out your
favorite? Drop us a line to
stargate_sg1@titanemail.com
and we’ll run your
comments and letters!

Selection Criteria
A truly phenomenal amount of advanced technology has fallen into Stargate Command’s lap over the
years. Obviously an episode of TV isn’t very interesting when the heroes discover something that
doesn’t cause them any trouble at all, but for the purposes of this list it was decided to narrow the field
to devices that had a lasting positive impact. It eliminates, for instance, the Tok’ra armbands from
Upgrades, which were temporarily effective but failed when SG-1’s bodies adapted to the virus injected
into them that provided super-strength and speed. What we have here are the 10 best long-term
discoveries that have improved the lives—and chances of escaping various technologically advanced
races with those lives—of the teams both on Earth and in the Pegasus galaxy.

Crystal Skull
While it’s not exactly the most useful

thing to carry around on missions, the

Crystal Skull can have its uses. It has

the ability to send people ‘out of phase’

with the world around them, essentially

making them invisible and ghostlike, as

happened to Daniel Jackson until his

grandfather’s research managed to

reverse the effect. While phasing is

often less than helpful, there are

circumstances where it can prove

useful, such as exploring hostile

environments without an adverse

effect on the person out of phase.

[Episode: Crystal Skull]

Time Travel Technology
One especially nifty feature of the Stargate is its ability to enable travel through time.
Discovered by accident when SG-1 was bounced back to 1969 during a wormhole journey,
it was later put to use sending a message from 2010 into the past, saving humanity from
making a potentially fatal alliance with an alien race. Ba’al also utilised the Stargate’s time
travel capability in order to try to stop the SGC ever coming into being so that he could
rule the Earth, but SG-1 was able to stop his scheme even though it cost most of their
lives. Luckily, fixing the time stream has a tendency to make this a temporary
inconvenience when everything reverts to normal.

[Episodes: 1969 (pictured), 2001, 2010]

Another irritant of an item that became
incredibly useful later, this Ancient device
transferred the essence of Daniel and Vala
into the bodies of married couple Harrid and
Sallis, where they managed to incur the
wrath of the Ori. After they’d had a series of
terrifying experiences, not least Vala being
burned to death, the rest of the team found
a way to bring the pair back to their own
bodies. Vala found a better use for the
stones when she sent her essence into
Daniel’s body to warn the SGC of an
imminent Ori invasion. Unsettling,
but effective.
[Episodes: Stargate SG-1: Avalon (pictured), Crusade;

Stargate: Atlantis: Identity]

Asgard 

Beam/Shipbuilding

Technology
Finally realizing that asking nicely was

an equally valid way to get some cool

stuff, SG-1’s growing friendship with

the race of aliens known as the Asgard

resulted in deals being made for

technology in exchange for assistance

with tasks the Asgard were unable to

accomplish on their own. 

As a result, Earth military hardware

was mated with Asgard advancements

to make tougher, punchier space-faring

vessels like the Prometheus and Odyssey,

equipped with beam weapons, high-

tech shielding and

transporter capability.

As the Asgard began to

die off, the human race

was entrusted with

many of their greatest

achievements for use in

the future.

[Episodes: The Fifth Race, Gemini,

New Order, Reckoning, Flesh and

Blood, Unending, The Siege 

(Part 1) (pictured)]

ZPMs
While the SGC thought it had struck gold
with the discovery of power source
naqahdah, it’s nothing compared to the
power of a zero point module, or ZPM.
Extracting vacuum energy from an artificially
created region of subspace, a ZPM has a
massive power output and is also generally
quite stable. Created by the Ancients,
finding them is tricky as they’re quite 
scarce, but it’s only through the use of a
ZPM that Atlantis is able to function, with
other areas of the city being made available
as more ZPMs are activated to provide 
the power for them.
[Episodes: Stargate: Atlantis:

The Lost City (pictured), Rising, Progeny, 

Enemy at the Gate]  

Ancient 
Communications 
Device

6

5

3

2 1

Sometimes the most useful discoveries

are lying right at your feet. That was

certainly the case with the Ancient

weapons platform, which came as a

package deal with what appeared to be

the location of Atlantis. Not entirely

conveniently situated in the Antarctic,

the platform is a chair built to interface

with those people who carry the

“Ancient gene.” 

The connection allows control of a

large cache of weaponry, most notably

a pile of flying drones, built to take on

the Goa’uld. Atlantis also contains a

very similar chair that is used to

activate the more complex capabilities

of the city such as flight as well as

defensive functions.

[Episode: Stargate SG-1: The Lost City;

Stargate: Atlantis: Rising, Enemy at the Gate]

The Ancient
Weapons Platform

4
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WIT & WISDOM OF MCKAY 

STARGATE MAGAZINE38

Inside the mind of Atlantis’ self-styled “most intelligent man!”

Rodney McKay is possibly not the best example of how
to win friends and influence people, but he’s nothing
if not entertaining. Here he’s at his sarcastic, arrogant,
and hilarious best.

Words: Emma Matthews

The Wit and Wisdom of...
Rodney McKay

“I wish I didn’t find you
so attractive. I’ve always

had a weakness for 
dumb blondes...”

[Stargate SG-1: 48 Hours]

“The only reason 
I don’t like airplane 

food is that you can’t 
have seconds...”

[Suspicion]

“Some of those Athosian
women are really hot, and we

did just save them from the Wraith,
so we’ve got to trade on that while we

can before they discover that we’re
not actually that cool.”

[Hide and Seek]

“What Who
are you, Captain

Kirk?”
[The Defiant One]

“Okay, time for
the ‘How Screwed
We Are’ report.”

[The Ark]

“People
don’t like me?”

[McKay and 
Mrs. Miller]

All quotes and episode titles 
are from Stargate: Atlantis,
unless otherwise specified.
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