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Star Trek Adventures takes you to the Final Frontier of the Galaxy, where new
iscoveries await keen explorers of Starfleet. Your duties may take you to the edges
of known space, or to Federation colonies in need, to the borders of neighbouring
galactic powers or into the eye of interstellar phenomena. Your ship and your crew
epitomise the best Starfleet and the United Federation of Planets has to offer,
and you are needed more than ever.
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A new threat looms from across the Gamma Quadrant, as it is confirmed by
Commander Sisko and his crew that the Dominion, led by the Founders, represent a
|gn|f||:ant threat to the Alpha Quadrant. Tension is already high in the region of Bajor

and Deep Space 9, as the Maquis continue to act against the Cardassian-Federation
peace treaty, with Captain Janeway and the crew of the U.S.5. Voyager preparing for
thEIl’ mission in the Badlands. It is a volatile time for the Federation and new crews

a ﬁlfreate your own Star Trek stories
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a An extensive’exploration of the
United Federation of Planets and
its galactic neighbours in the Alpha,
Beta and Gamma Quadrants.

& Guidelines for Gamemasters old and
new, on how to run an adventure of
explaoration and discovery for the
crew of a Federation starship.
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WELCOME TO THE 24TH CENTURY

Humanity always wondered what was out there, beyond our
world, in the vastness of space. After one of the most horrific
and catastrophic wars in Human history, it was our curiosity
about the stars that inspired hope and united the planet to
rebuild to make a better world for everyone.

Out in the stars we encountered new life; new allies, and
new enemies. We formed an alliance, the United Federation
of Planets, with a handful of civilizations and vowed to share
our technology to create Starfleet — joined in a mission of
peaceful exploration and united defense.

Starfleet ventured further into space, discovering strange new
worlds and new civilizations. Vast empires turned against us,
powerful forces tried to invade, but our spirit of adventure
and wonder drives us to better ourselves and enrich our lives.
Even now, we have only charted a quarter of the hundred
billion stars and potential planetary systems in our Galaxy.

ADVENTURES BEYOND THE FINAL FRONTIER

Welcome to Star Trek Adventures, where Players take on
the roles of Starfleet personnel, venturing into the Galaxy
to explore, discover, and to encounter the wide diversity
the universe has to offer. They can be captains, lieutenants,
commanders, ensigns, or cadets. Enlisted or officers, they
are Humans, Vulcans, Andorians, Trill, Bajorans, and more,
assigned to starships, space stations, research vessels,
colonies, and starbases across the Galaxy.

It is an exciting time in Starfleet’s history — Earth Year 2371.
The U.S.S. Enterprise NCC-1701-D will be sent on a mission
to the Amargosa observatory, U.S.S. Voyager NCC-74656 is
about to be sent on a mission into the Badlands to search for
a Magquis ship, and the U.S.S. Defiant NX-74205 has been
assigned to Commander Sisko at Deep Space 9 to assist in
the search for the Dominion in the Gamma Quadrant.

Elsewhere, the fragile peace with the Klingon Empire
could be jeopardized. Ambassador Spock tries to bring
reunification with Vulcans to the Romulans while the
Romulans, in turn, plan to join with the Cardassians in a
preemptive strike against the Dominion threat.

You may be assigned to a starship caught up in the heart
of these events, or sent on a different mission altogether

@3 CHAPTER 01 "

“SPACE. THE FINAL FRONTIER. THESE ARE THE VOYAGES OF THE STARSHIP ENTERPRISE. ITS CONTINUING MISSION: TO EXPLORE
STRANGE NEW WORLDS, TO SEEK OUT NEW LIFE AND NEW CIVILIZATIONS, T0 BOLDLY G0 WHERE NO ONE HAS GONE BEFORE."

— GAPTAIN JEAN-LUG PICARD

— venturing into unexplored regions of space to make first
contact with new civilizations or to chart spatial anomalies
that could lead to new information and advances in the
sciences.

ENGAGE ROLEPLAYING

There is a good chance that you have experience with
roleplaying games, and are familiar with the concepts that
we will be using. In its basic terms, roleplaying games are

a form of shared storytelling. They are about stretching

the imagination to experience exciting adventures out in

the vastness of space, on hostile planets, and in exotic
locations. With the power of the Player’s imagination, they
can experience encounters and situations far beyond that of
a traditional board or video game.

YESTERDAY'S
ENTERPRISE

The default setting of Star Trek Adventures
is the year 2371 (stardates 48000-48999) but
that does not mean that other eras of play
are unavailable for the game. Gamemasters

can choose to set the game at the dawn

of Humanity’s exploration into the stars, or
during the “Five-Year Mission” period when
Kirk commanded the U.S.S. Enterprise NCC-
1701. Maybe even after Praetor Shinzon’s plan
to destroy Earth is foiled by Captain Picard
and the crew of the U.S.S. Enterprise NCC-
1701-E. Through wormholes or other temporal
anomalies, the crew from one time period can
travel to another, even into Earth’s past.

Gamemasters wishing to run missions during
different time periods will have no trouble using
the rules as presented. If an item of equipment
or technological advancement is unavailable in
a certain era (such as transporters, replicators,
etc.) there will be a note in a sidebar like this
one. Additional advice for Gamemasters wishing
to run games during the classic Kirk era or
earlier, or after Shinzon, can be found in Chapter
10: Gamemastering (see p. 270) and in future
supplements.




There is no formal start or end to the game — the Players
and the Gamemaster (see below) get together and the
sessions can range in length from a couple of hours to a
whole weekend. There is no winning or losing, just a great
way to get together, engage in conversation, create a story,
and have a good time.

All games, however, have rules. This book provides the rules
to help everyone agree on what happens, to avoid dispute
over the action, and to help everyone to work together to
make sure that the experience is as fair as it is exciting.

PLAYING A ROLE IN STARFLEET

Star Trek Adventures allows you to join Starfleet, take

a position on board a starship, starbase, or colony, and
discover new and exciting worlds. It is a future of hope,
peace, and science. One where the challenge is resolved as
much by discussion, diplomacy, and science and research as
it is by pointing a phaser.

Missions can be exploratory, unearthing ancient civilizations
and finding lost artifacts. They can be diplomatic in nature,
making first contact with a new species, or trying to prevent
a war between two feuding governments. It could be of

a scientific nature, working on a new research project or
investigating a temporal anomaly.

What makes Star Trek Adventures different from other
games is two-fold: the variety of stories, and the depth

of character. Star Trek is not just about exploring strange
new worlds. One mission could be a life or death struggle,
stranded on a planet with hostile forces approaching while
the crew tries to repair a damaged shuttle. The next could
have a medical focus, with a crew member fighting for their
life against a strange disease and the medical staff desperate
to discover a cure.

However, it is the characters that make Star Trek stories
special. Behind the main story, through the heat of the
action, the characters and their relationships are often

the most important element. Frequently, the characters’
personal stories come to the fore and become the focus of
the adventure, and Star Trek Adventures encourages and
enables this during play. Player Characters have their own
motivations and beliefs, relationships and challenges that
make them more than simple numbers on a sheet. With the
help of the Players, the characters become three-dimensional
— and when the characters are rich and detailed, the sense
of tension, drama, and excitement throughout the game will
make the experience unique and thrilling.

e INTRODUGTION >



WHAT YOU WILL NEED

To take your place in Starfleet and to start your adventures
across the Galaxy, it is recommended that you assemble the
following before you begin:

PLAYERS

Every game needs Players. One of these Players will be the
Gamemaster (see below), but you will need a handful of
Players to take on the roles of the Player Characters. The
Players work together, just like the crew of a starship, to face
the challenges the Gamemaster places before them, explain
how their characters act and respond to the encounters, and
to ensure everyone is having fun. It is possible to play with
six or more Players, but the more Players there are the less
time each Player gets to share the spotlight.

Each Player will adopt the role of a crewmember in Starfleet,
but there will be times when their character is not the focus
of the mission. During these moments, Players will switch to
control a Supporting Character to play a more active part in
the story at that time. That means the chief engineer’s Player
will not be sitting doing nothing when the security away team
beams to the planet for a lengthy encounter.

THE GAMEMASTER

In Star Trek Adventures, one Player takes on the role of
the Gamemaster — they are the host of the game, the one
who sets the scenes, describes the environments, knows

\._.&.A\uy,'.-'ﬁ\

the direction the story is designed to take, and poses the
dramatic scenes and puzzles that the Players will encounter.
They also act as the characters that are not controlled by the
Players — Non-Player Characters, or NPCs for short —
whether those are adversaries, their commanding officers, or
Supporting Characters.

The Gamemaster also acts as referee and adjudicator for

the rules of the game. They not only run the game, but also
ensure that the game is fun, fair, and exciting. If at any time
the rules are contested, or the Players are unsure of the
outcome of a Task, the Gamemaster has final say on how the
rules of the game are applied. The Gamemaster determines
the plot of the mission, how the story unfolds, and sets the
scene for the adventures ahead. They describe the setting,
what happens and who is talking, and interpret the outcomes
of the Players’ actions and rolls. The Gamemaster has to

be fair and listen to the Players to make sure everyone

is enjoying the game. Being the Gamemaster can be a
challenge, but a rewarding one. Additional advice for
Gamemastering can be found in Chapter 10: Gamemastering.

CHARACTERS

Every Player needs a character. Chapter 5: Reporting for
Duty, presents all of the information Players need to create
new characters. They can be cadets in training at Starfleet
Academy, ensigns fresh from the Academy on their first
assignment, or bridge officers already in command of a
ship. They can be crewmembers from Starfleet’s dramatic
history, or new creations defined by the Players. They can



be Human or alien, young or old, and look like anyone
you choose.

Players will also have at hand a selection of Supporting
Characters that they can control when their Main Character
is not currently in the thick of the action. These Supporting
Characters can be created by the Players, or supplied by the
Gamemaster as the mission dictates.

DICE

Star Trek Adventures uses two common types of dice found
in most hobby and game stores. These are twenty-sided
dice (abbreviated as d20), and six-sided dice (abbreviated
as d6). Ideally, the group will have at least two d20s per
Player, and two or more for the Gamemaster. These d20s
are used for many different things, such as attempting Tasks
and determining results from tables. The dice are used

to help determine the magnitude of certain game effects,
such as how effective your solution to the engineering
problem was, or how convincing your character was in the
sensitive negotiations with a potentially hostile civilization’s
military leader. More d20s are helpful, as Players and the
Gamemaster may need to roll up to five d20s at a time,
depending upon the circumstances.

Additionally, you will need at least four d6s for the group.
When these dice are used in Star Trek Adventures they are
called Challenge Dice [abbreviated as A elsewhere in these
rules]. It is recommended that the group has a large number
of d6 or A available. Players will generally need three to six to
determine the effectiveness of their attempts, whether this is
causing damage, or making a scientific breakthrough.

If dice are scarce, they can be shared between Players and
the Gamemaster. Additionally, Modiphius produces special
Star Trek Adventures dice, with certain numbers replaced
with the Starfleet delta, though these are not essential.

PAPER AND PENCILS

Having a supply of paper and pencils will be handy for making
maps, keeping notes, and tracking various game effects. The
Players may need to make note of temporary impairments
affecting their characters, the names of characters (both
Player and Non-Player), important events, and clues to

help them through the mission among other things. The
Gamemaster may need it to record the health and status

of other beings, and to keep notes of key details from the
session. Sometimes the Gamemaster can pass notes to
Players, rather than announcing them out loud. It is possible to
keep track of all of this with tablets, smartphones, computers,
and PADDs, but electronic devices at the game table can be
distracting and should only be used with the Gamemaster’s
consent.

TOKENS, BEADS OR CHIPS

The Players will also need six counters to track Momentum
points, while the Gamemaster will also need a dozen or more

(UARK'S GAMING
EMPORIUM

If you do not have access to a replicator to replicate the necessary
dice needed to play the game, Quark has, for a nominal fee, made
it possible to acquire official Star Trek Adventures Challenge Dice,
and special d20s (as well as a wide range of accessories, counters,
sourcebooks and supplements). You can order direct online from
www.modiphius.com with a credit card or gold pressed latinum, or
ask at your local gaming store.

for the Threat pool. Each of these resources is described
later in the rules. The more Players, the more of these
counters of each type will be needed. These can be similar,
but different colors are advised to avoid confusion — from
poker chips, coins, glass beads, game counters, kadis-kot
pieces, or other chits or tokens. Modiphius Entertainment
also sells Momentum tokens, with the Federation symbol,
and red alert Threat tokens.

While these different resource pools can be tracked on
paper, or by using dice as counters, keeping track of these
resources with physical items such as tokens, beads, or
poker chips, has a number of advantages. First, it is easier
to track the resources by simply adding or removing tokens
from each resource pool, and second, it makes it much easier
for everyone to know how many of each of these resources
remain for every Player and the Gamemaster. Finally, there is
an exciting psychological element as the Players watch the
Gamemaster’s Threat pool increase, heightening the tension
and adding a growing sense of unease, as Threat is the
resource used by the Gamemaster to make life more difficult
for the Player Characters.

BASIC TRAINING

With this book, dice, characters and some Players you are
ready to begin, but how do you actually start your mission?

The example of play on p. 7 introduces everything you

need to know about how a game works. The Gamemaster
describes the scene and what is going on, and the Players
describe their action, reacting to the events around them. If
a Player decides to do something that they may or may not
succeed at — firing a phaser at moving target, struggling to
climb up a dangerous cliff, or realigning the plasma conduits
— they will need to roll some dice.
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At its most basic, when a Player attempts a task like this they
will look at their character sheet and determine an Attribute
and a Discipline that best suits the situation. Attributes

and Disciplines have scores that define how capable the
character is at various actions. The Player rolls two d20s
(sometimes more depending upon the situation) and checks
to see if any dice roll less than the score of their chosen
Attribute and Discipline combined. If a die rolls lower, it
counts as a success! The more difficult the action, the more
successes are needed to accomplish the task, whether it is

making a convincing case in a diplomatic debate, leaping into
a hovering shuttlecraft, or firing a phaser at the approaching
Borg drones.

Roll too high on the dice and you have failed to accomplish
the task. It may put the character in danger, or even worse,
but it makes the story more exciting. It is often when
characters fail or make mistakes that the story really takes a
dramatic turn, adding to the sense of threat and tension and
making the adventure more compelling.

EXAMPLE OF PLAY I I

The best way to learn how to play is to get involved in a game, but
that is not always possible if there isn’t one local to you. Below is an
example of play in a typical game of Star Trek Adventures to give
you an idea of how the game flows.

ABOARD THE KLINGON LANDING PAD. ..

“I would like to diagnose the Klingon warrior to find out whether he’s
infected with the virus,” states Ashley, playing Dr Anjar Loral, the
Thunderchild’s Chief Medical Officer.

“Okay, he'’s struggling and doing as all Klingons would and trying
not mask his pain. He isn’t being all that cooperative. ‘Get off

me, Human! | will fight this myself!’ He yells at you,” Sam, the
Gamemaster, describes as he figures out the Difficulty of the

Task. Normally, this Task would be Difficulty 1, but because of

the Klingon'’s Species Trait he is not making it easy for Dr Anjar,

so Sam increases the Difficulty to 2. Sam defines the Task as a
Reason + Medicine Task, so Ashley takes her Reason Attribute of
12 and her Medicine Discipline of 4 to make a Target Number of
16 — she’s a medical specialist and knows her stuff, so her Focus of
Xeno-Biology applies in this case, giving her a chance of scoring 2
successes if any one of her dice roll below 4.

Ashley scores a 15 and a 3 on 2d20, scoring her 3 successes. That
means she diagnoses the Klingon and has one Momentum to spend
now or bank for the group. She decides to spend it now, “I want to
know how the virus is likely passed between people,” she asks.

“Well,” describes Sam, “based on your knowledge of Xeno-biology
this particular strain would only be transferred between Klingons.
But it has been known to pass to Denobulans as well.” Michael,
playing the Denobulan pilot pipes up as a conn officer Lt. Mettus, “I
might stay with the shuttle then, just so there’s no risk to the crew
and we’re ready to leave the station if anything were to happen.”

“What do the rest of you want to do?” Asks Sam.

“Id like to look around the hanger, to see if there’s any signs of a
fight, then take up a defensive position,” asks Nick playing the chief
of security, Lt. Commander Rafael Huerta. That’s a fair simple thing

to do so Sam decides that doesn’t require a Task to complete
and describes how Nick’s suspicions are right about there being
a fight: “It looks like someone landed here before you, and there’s
damage to the control panel on the door. Not sabotage, but
definitely battle damage. You’d need to investigate it in greater
depth to know more.”

“I’ll tell the rest of the Away Team,” replies Nick.

“Okay, while he takes up a defensive position at the door at the end
of the cargo bay, I’ll order our engineering ensign to take a look at
control panel to try and open it,” describes Joel, who is playing the
Vulcan Commander Sumek, “It is logical that whoever inflicted the
door damage was also the one who infected the landing platform.

If we can trace the weapon’s energy signature we may understand
who the attacker is.” He assists Nikki’s Control + Engineering

Task, as she is playing a Supporting Character for this away team,
Ensign Sabu. With a Difficulty of 2 and a Target Number of 13 Nikki
wants to make sure she succeeds so she buys one extra d20 with a
point of Threat, while Joel rolls 1d20 and is looking for a roll of 11 or
under. The difficulty is 2 as collecting this kind of data will take some
care and attention. Nikki scores a 3, 15 and 20, while Joel scores

an 11, and because Nikki scored at least 1 success Joel’s success
also counts, meaning they succeed. “It’s Klingon Disruptor fire,”
describes Sam. As Nikki also scored a 20 on one dice, she gets a
Complication. Sam decides to bank 2 Threat instead of creating a
Complication, as he has something in mind.

“Can | attempt to take samples from this Klingon Warrior so | can
begin tests back on the Thunderchild?” Asks Ashley.

“Are you going to ask him nicely or just go right ahead and work on
getting those blood samples?” Asks Sam.

“I don’t really have time, we need to work our way through most of
the station but | need samples from a lot of different Klingons.” She
replies, so Sam makes this an Opposed Task, with Ashley looking for
one success using Control + Medicine while the Klingon opposes
that roll using Fitness + Security. Ashley decides she really needs
these samples so calls on her character’s Value “Rough and Tumble
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Doctor” to use her Determination to buy 1d20 that has
already scored a 1, giving her 2 successes already. She rolls
a further success while the Klingon scores 2 successes. Both
characters succeed, but Ashley gained 2 Momentum while
Sam’s Klingon scored 1, meaning Ashley wins the opposed
Task and has 1 Momentum spare. Dr Loral manages to take
the sample while the Klingon struggles against her.

“Then suddenly, once the purple Klingon blood sample is
safely in the bottle, the alert klaxon of the Klingon station
sounds, echoing around the cargo bay and a Klingon voice
is translated as ‘Self-Destruct Sequence Initiated!”” Sam
spends all his remaining Threat to change the scene. “At that
point,” he continues, “the door opens and three Klingons,
step forward, mak’leths and disruptors to hand... ‘Step
aside Humans, we are destroying this station and its sick
inhabitants. This way at least they will die with honor!””

28

8/

Joel, as his commander, decides to try and negotiate with
the Klingon captain, “Captain, we are here under orders
from both your High Council and Starfleet Medical to cure
this ailment. Please let us deactivate the self-destruct and

continue with our work.” u g 5 B

“Never!” Sam shouts, as he describes the Klingon captain

aiming to open fire. The scene moves into a Conflict

encounter, so the 1 Momentum that had been banked is

removed and Sam tells the group that as Nick’s character 78 45
Lt. Rafael was preparing for this, and is in cover, he can act

first. Had the group banked more than 1 Momentum they

would have had some to help them subdue the Klingons, but

from here the group will need to fight them without it and

eventually get to the control center to stop the self-destruct 56 l]g
sequence from destroying the orbital landing platform they

are inside!

85 43
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OVERVIEW

BRIEFING FROM STARFLEET COMMAND

Welcome, Captain. Your new assignment awaits. Before

you take your place in the captain’s chair, we want to bring
you up to speed with the current galactic situation. Times

are interesting, to say the least, with the discovery of the
Dominion in the Gamma Quadrant, the problem with the
Magquis in the Cardassian Demilitarized Zone, and the ever-
present threat of the Borg’s return. We need to make sure you
know what to expect once you take your ship out of dock
and begin your first mission as captain.

Some of this briefing will seem a bit basic, like we’re covering
information that you may remember from your days at
Starfleet Academy. However, some of it will be new to you

— recent intelligence and declassified communications that
will help you to better understand the political situation facing
Starfleet and the Federation at large.

THE KNOWN GALAXY

Our Galaxy, known as the Milky Way Galaxy, is over 100,000
light years wide and contains over four hundred billion stars.
At its center is the galactic core, surrounded by the Great
Barrier, which is over 15,000 light years in diameter. At this
time, only one Federation starship on record has penetrated
that barrier and returned, though you are probably already
familiar with the exploits of the legendary Captain James T.
Kirk, and we certainly do not expect you to try to copy his
rather, ah, reckless style of command. Another barrier, the
Galactic Barrier, surrounds the outer rim of the Galaxy. Both
barriers contain energy fields that have extreme effects upon
starship systems and their crews, and are nearly impossible
to navigate.

The Galaxy itself, for the purposes of stellar cartography, is
divided into four quadrants: Alpha, Beta, Delta, and Gamma.
Each quadrant forms a 90-degree wedge when seen from
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"STARFLEET COULD'VE SENT A PROBE OUT HERE TO MAKE MAPS AND TAKE PICTURES, BUT THEY DIDN'T.
THEY SENT US SO THAT WE COULD EXPLORE WITH OUR OWN SENSES."

— CAPTAIN JONATHAN ARCHER

above or below the galactic plane. The Sol system, which
serves as the center of the United Federation of Planets,

is located on the border between the Alpha and Beta
Quadrants. All of the other Federation member worlds and
protectorates are spread among both quadrants. The Klingon
Empire and the Romulan Star Empire are both centered in the
Beta Quadrant.

At this time, we have charted only a fraction of the stars and
planets within the Alpha and Beta Quadrants, and are only
beginning to learn what the Gamma and Delta Quadrants
contain. In short, there is a lot of space out there to explore
and countless new worlds and civilizations to discover. Even
with the challenges here at home in the Alpha Quadrant,
Starfleet’s primary mission is to explore, so you can be

sure the bulk of your missions will take you into uncharted
territory.

THE ALPHA QUADRANT

In the early days of Starfleet, we ventured out into the stars
only to discover many civilizations that would eventually join
us to form the United Federation of Planets. While the
details of the Federation, including its foundation, will be
covered in detail elsewhere, it is worth noting some of the
other major powers and planets within the Alpha and Beta
Quadrants, particularly as they stand now, in early 2371. You
need to be aware of the bigger political picture, regardless of
where your orders send you.

The Alpha Quadrant is home to not only Earth and many
other Federation member homeworlds, but also the
Cardassian Union, the Tholians, and many other species.
The Federation has had a number of encounters with the
ever-expanding Orion Syndicate and their criminal dealings
within the Alpha Quadrant, and our initial relations with the
Ferengi Alliance in the quadrant were hostile, to say the least.
Since the Cardassian withdrawal from Bajor, we have had
access to the first known stable wormhole, which serves as



the gateway to many barely-explored sectors deep within
the Gamma Quadrant. Given the recent encounters with
the Dominion and the growing importance of the Bajoran
wormhole to the Alpha Quadrant and the Federation, it
makes sense to discuss Bajor first.

BAJOR

Bajor has been home to a peaceful, religious, and artistic
species of humanoids for hundreds of thousands of years.
Because Bajor is rich in natural resources, the Cardassian
Union recently forcibly occupied Bajor for approximately fifty
years, interning entire families into labor camps and stripping
the planet of its resources. A fierce resistance fought back
until Cardassian forces withdrew just a couple years ago.
Now, the Bajorans are working to heal themselves and their
planet — with the help of the Federation and others.

Despite the appalling casualties and the horrors inflicted
upon them during the Occupation, the Bajoran people
somehow retained their faith in their Prophets and their love
of art and architecture, and have even recently applied for
membership to the Federation. However, given the unstable
nature of their provisional government and the recurring
Cardassian threat, in addition to the ongoing political and
religious unrest on their planet, it is unlikely their application
will be approved any time soon.

Starfleet Commander Benjamin Sisko is our point man on
the station and in the sector. Given the rising importance of
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the stable wormhole located in the Denorios Belt and the
increased focus on Bajor Sector because of that wormhole,

| would expect Starfleet to either promote Sisko to captain
or replace him with a more politically-seasoned officer. If the
rumors about his special relationship with the Bajoran faithful
are accurate, though, | suspect Starfleet Command will
award him the fourth pip rather than risk installing an officer
who does not have the locals’ trust.

The Bajorans have a new religious leader, Kai Winn, who has
consistently displayed some resistance to the Federation
presence on Deep Space 9 and within the sector. She is
more conservative than her predecessor, so it’s possible that
Federation-Bajoran relations may change for the worse in the
coming months. Given that, | will let you in on a little secret:
Starfleet Intelligence suggests that relations between the
Federation and Bajor would improve regardless of who sits
as the elected Kai should the Federation find, secure, and
return any of the missing eight Bajoran Orbs of the Prophets
— religious artifacts stolen by the Cardassians during the
Occupation. It is unlikely that Starfleet would authorize any
such mission, of course, but should the political balance
shift within the Alpha Quadrant, we might just go down that
road, no matter how much it might frustrate our Cardassian
neighbors. Reliable allies are hard to find and harder to
maintain.
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CARDASSIAN UNION

It is impossible to discuss Bajor without discussing the
Cardassian Union. One of the more powerful forces in the
Alpha Quadrant, their war with the Federation formally ended
with the truce of 2367 and last year’s treaty. The Cardassian
Union is made up of the Central Command (the Cardassian
military), and the Obsidian Order (Cardassian intelligence),
both of which report to the civilian-controlled Detapa Council.
How much actual power this civilian council has is debatable,
as the Cardassian Union remains an overtly military force.
Intelligence reports suggest that the Detapa Council is little
more than a figurehead, though there have been rumors that
an underground dissident movement on Cardassia is making
connections with the Detapa Council. Should they ally, it is
possible they could exert enough political and physical force
to wrest control from the military.

Until that happens, however, it’s the Cardassian military and
intelligence operatives we’re up against, and individually
and together, they pose a significant threat. Cardassian
Galor class warships, while not a one-to-one match to,

say, a Galaxy-class starship, carry comparable tactical
systems to most of our current ships of the line and are not
to be taken lightly. Analysis of recent Cardassian tactical
procedures suggest they use a pack formation approach

to combat, meaning that any apparent deficiency in one
ship’s capabilities is minimized by their ability to multiply the
threat. Starfleet has too few Galaxy-class ships in service as
it is, and until more modern Starfleet vessels come off the

0BSIDIAN ORDER
REPORT 78871

After the attack on Gul Evek’s ship, the Vetar, it has come to my
attention that many high-ranking Starfleet officers have resigned
their posts in order to join the terrorists known as the Maquis. This
group of miscreants is responsible for a number of attacks within
the Demilitarized Zone. For the record, | would like to voice my
concern that having former Starfleet officers, as well-trained as they
are, in such close proximity to the Cardassian border puts many of
our classified projects in jeopardy.

My recommendation is that our fleet construction in the Omekla
system be relocated further within Cardassian space and away

from Maquis spies. Of course, false intelligence should continue
to be employed to lure any potential Maquis attack to Omekla’s
shipyards, without jeopardizing the assembly of the fleet for our
planned assault on the Founders.

For our sons
— Glinn Sutotk
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assembly lines, every captain will have to be careful in any
engagement or standoff with Cardassian forces.

As for the Obsidian Order, they are perhaps the most ruthless
and efficient intelligence agency in the quadrant, rivaling
even the Romulan Tal Shiar in their capability for subterfuge
and silent mayhem. It is said that the Obsidian Order has
eyes and ears in every Cardassian home, and that even

the Cardassian military and leadership are not beyond their
reach. Reports indicate that the Obsidian Order is prohibited
from owning military hardware and ships, though Starfleet
Intelligence is skeptical that such a mandate can be enforced
given that the Obsidian Order’s stock in trade is finding

and keeping secrets. | would not be surprised if there was

a stash of Obsidian Order vessels quietly at work out there
somewhere.

| cannot stress enough the danger capture by the
Cardassians poses. Many of our officers and civilians have
been apprehended, detained, and tortured by Cardassian
military officers and Obsidian Order operatives, and the
techniques they use are horrific, to say the least. They are
brutal and cunning in their efforts to extract information
from prisoners, every bit as sinister as the Tal Shiar. | would
encourage you to offer additional combat training exercises
and psychological strengthening regimes to your senior
staff and those officers likely to join away teams for any
Cardassian-related mission.

Now, all that being said, there is some hope for optimism
when it comes to the Cardassians. With the treaty finally
signed and the Jankata Accord in place, the Federation and
Cardassian Union are formally at peace, despite the ongoing
tensions on both sides, particularly those revolving around
the Demilitarized Zone. The lines of communication between
the Cardassian and Federation science communities are
open and operating, and the back-and-forth sharing of data
has been encouraging. There is even a preliminary plan

on the table for a joint Federation-Cardassian mission to
deploy a subspace relay in the Gamma Quadrant. Should
the complex details of that mission work out, expect the
Federation to take advantage of that foot in the door and
begin sending vessels like your own into the Gamma
Quadrant to explore and, naturally, to keep an eye on our
new neighbors, the Dominion. We will discuss the Dominion
in more detail shortly.

MAQUIS AND THE CARDASSIAN DMZ

Though the war with the Federation is over, in order to
negotiate the peace treaty, an area of Federation space was
surrendered to Cardassian control. Many colonists on the
Federation worlds now within the new Demilitarized Zone
have resisted the shift to coming under Cardassian rule.
These resistance cells, calling themselves the Maquis, have
engaged in open terror attacks against the Cardassians,
both military and civilian, and are even striking against
Federation forces who attempt to maintain the peace. To



make matters worse, some Starfleet officers have resigned
their commissions or outright abandoned their posts to throw
in support to the Maquis; actions which have had severe
repercussions in the area and threaten to shatter our nascent
treaty with the Cardassians. Needless to say, should you
encounter one of these traitors, apprehend them.

In many cases, these Starfleet personnel have taken
Federation supplies and weaponry with them and have used
that material to further the Maquis efforts. Naturally, this is in
opposition to all we hold dear, so should you come across
any stolen Federation or Starfleet materiel, recover or destroy
it so that it cannot be used against our Cardassian neighbors
or fellow Federation members.

It hasn’t been announced fleet-wide yet, but the U.S.S.
Voyager, under her new captain, Kathryn Janeway, will be
heading to Maquis-controlled territory just as soon as the
ship is launched from dry dock. I'm not privy to her mission,
but given that the new Intrepid-class starships are loaded
with the latest sensor systems, | suspect she may be tasked
with mapping the gravitational anomalies and plasma storms
within the Badlands. Detailed charts would make it easier for
our ships to maneuver within that miasma, which could prove
useful should the political conditions in the area continue to
deteriorate.

BREEN CONFEDERACY

While they have not been designated as a threat, the Breen
Confederacy is one of a handful of species that has earned
a place on the Security Council’s ‘must watch’ list. While
the Federation has had little direct contact with the Breen,
our nominal allies, the Klingons, apparently have a long and
bloody history with them. The Klingons have been reluctant
to share information with us, however; a fact not lost on the
diplomatic corps. If | had to guess, I'd say the Klingons are
embarrassed about their losses in conflict with the Breen,
and the less said about that, the better.

Starfleet Intelligence suspects that the Cardassians maintain
an open line of communication with the Breen, and it is
believed that the Breen and the Ferengi may have informal
trade agreements in place. The Romulans also appear to
have a history with the Breen; though, as with the Klingons,
we have been unable to gather much in the way of confirmed
details regarding relations between the two species.

Our technological evaluation of the Breen is woefully
incomplete, but what little we know is that they are a species
at or near our own level of capabilities. Starfleet has assets in
and near Breen space working to gather intelligence, but, as
yet, no clear picture has emerged of the Breen as a people or
as a potential threat. We do have confirmed reports of Breen
privateers attacking various colonies and transport ships. The
information we have is anecdotal, but it’s suggested that the
Breen possess fast, agile fighters that they use to conduct
hit-and-run attacks.

FERENGI ALLIANCE

In the 2360s, our initial interactions with the Ferengi

were largely hostile in nature, mostly due to a mutual
misunderstanding of each other’s species. Since then, the
Ferengi have consistently pushed a neutral position in most
matters. However, their main focus is the pursuit of wealth,
and it is clear that they will work for either or both sides of a
conflict if there is gold-pressed latinum to be gained.

Their technology and scientific knowledge is roughly
analogous to our own, though as | said before, they are

far more focused on the pursuit of wealth than in military
conquest or combat. That being said, the Ferengi are

fierce negotiators and have dealings with arms traders and
merchants throughout the quadrant. | think it is fair to say
that if you follow the money from most any military conflict of
late, you will probably find a Ferengi holding one end of the
purse strings.

Of notable interest to Starfleet Intelligence is the fact that
there is a Ferengi presence on Deep Space 9, which puts
the Alliance and their insatiable need for the next deal within
easy reach of the Gamma Quadrant. Some species that have
come through the wormhole have interacted with the Ferengi
on the station, and it is possible that the Ferengi are making
financial inroads with members of the Dominion. That,
coupled with rumors of the Ferengi having trade connections
with the Breen, the Cardassians, and the Orion Syndicate,
suggests that while they may be presenting an official neutral
stance in galactic politics, they’re almost certainly working
behind the scenes and are more involved than one would
normally expect of a truly neutral party.

The Alliance is headed by the Grand Nagus, Zek, who is

the political and economic leader of the species. All reports
indicate that Zek is both clever and shrewd, even more so
than others of his species, which, frankly, is saying a lot. He
has been spotted on Deep Space 9 on at least one occasion,
lending strength to the rumor that the Ferengi are actively
seeking to spread their mercantile grasp into the Gamma
Quadrant.

Ultimately, while the Ferengi are not an immediate threat

to the Federation, it is advised to keep them at arm’s
length. Even though Starfleet uniforms don’t have pockets,
somehow you may find yourself missing something of value
after an encounter with them.

MIRADORN

While the Miradorn and their unusual twin-oriented society
are generally considered a second-tier species, their
technological capabilities and political holdings are sufficient
to be influential within the Alpha Quadrant balance of power
should they be pushed to pick one side or another. Their
Theta class starships are reasonably powerful, able to stand
up to many Starfleet and Klingon vessels. Their relatively
simple control systems and standard array of starship
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systems make them popular purchases among independent
merchants, and you will find modified versions of the vessel
in more than one mercenary fleet.

NYBERRITE ALLIANCE

One of the species the Federation currently enjoys cordial
relations with in the Alpha Quadrant is the Nyberrite Alliance.
It does not hurt matters that the Klingons also have good
connections with them. Nyberrite warships are said to be the
equivalent of any Starfleet vessel, and the crews of Nyberrite
vessels are often supplemented by officers and crew from
other species and political bodies. So far, no Starfleet
officers or known Federation citizens have served aboard a
Nyberrite vessel, though this may change in the future as our
relationship with the Alliance continues forward.

ORION SYNDICATE

Similar in some respects to the Ferengi but far more sinister,
the Orion Syndicate has been a fixture of the Alpha and Beta
Quadrants since at least the 22" century. The Syndicate
originally held territory near the Klingon Empire in the Beta
Quadrant and has had dealings with the Klingons almost
continuously for over two centuries. The Syndicate has
expanded its reach over the course of those decades, and
its criminal activities now stretch into the Alpha Quadrant,
touching on Cardassian and Federation space.

The Syndicate is perhaps the premier known criminal
organization in the Alpha Quadrant, responsible for countless
acts of assassination, extortion, piracy, and racketeering.
They operate, either covertly or openly, dozens of gambling
halls and slave markets. While most of their crimes are
heinous, it is the last that is of the greatest concern to the
Federation. The Federation has issued dozens of sanctions
against the Syndicate in the last several decades, though the
enforcement of those sanctions has been inconsistent from
administration to administration.

There have been attempts by Starfleet Intelligence to infiltrate
the Syndicate, but every attempt has ended in failure,

with the Starfleet operative exposed and eliminated. The
Syndicate is very careful who it lets into their confidences,
and their membership process is both expensive and time-
consuming and not without risk. As yet, Starfleet has been
unable to plant a reliable agent into the Syndicate.

It is believed that the Syndicate wields significant power
within Orion society and politics, though this has been hard
to confirm as officials and civilians both are reluctant to
speak out against the Syndicate out of fear of reprisal. The
Orion military is modest at best, and they possess little in
the way of warships. However, the power and influence they
possess is easily worth the power of a dozen warships.

Despite the apparent stranglehold the Syndicate holds over
Orion society, there is a small independent group of Orions,
called the Free Traders, who conduct intergalactic trade

on the open market with the Ferengi and other spacefaring
races. Some suspect that the Syndicate created the Free
Traders as a front to deflect suspicion, though others believe
that they are what they appear to be — independent traders
free from their kin’s corruption. While the Orion Free Traders
have made some useful contacts within the Federation, most
representative worlds are hesitant to do business with them
because of their suspected ties to the Syndicate. It remains
to be seen if the Free Traders can operate effectively and
independently of the Syndicate and avoid being absorbed or
eradicated by their blood kin.

TALARIANS

The Talarians and Federation currently enjoy a neutral
stance, though no formal treaty or agreement is in place.
Past skirmishes between our two peoples have largely
been forgiven. While they are a warp-capable species, the
Talarians currently possess somewhat inferior technology
and weaponry in comparison to the Federation’s top-tier
starships, though they may pose a threat to our smaller

EXCERPT FROM A GLASSIFIED
STARFLEET INTELLIGENGE REPORT

...should remain under surveillance. After studying the data on the
recent Dominion attack, | think it would be prudent to place one or
more assets within Talarian society, specifically a male operative
as the Talarians have a strictly patriarchal society and any female
operative trying to gather intel would be looked upon with deep

fighters. If handled properly, we might not even have to
bother with planting an operative — some Talarian captains
have proven to be open to cooperation with Starfleet, under
the right circumstances and for the right price.

suspicion. The goal of any such operative would be to study STARFLEET
Talarian military tactics, specifically their guerrilla hit-and-run forays INTELLIGENCE
and ‘possum style subterfuges, to determine if Starfleet could adapt OPERATIVE
any of these tactics for use against the Dominion’s Jem’Hadar J-47 ALPHA

@53 GHAPTER 02




scout ships and cruisers. However, the Talarians do employ
unconventional tactics such as self-destruct devices used
on transports designed to lure in unsuspecting starfarers
and liberal use of subspace proximity detonators, so do not
dismiss them out of hand.

THOLIANS

The Tholians are a powerful Alpha Quadrant species that
are, thankfully, xenophobic through and through. While the
Federation and the Tholians have been at conflict in the past,
even as recently as the 2350s, we currently enjoy a neutral
stance with them. They have also had messy skirmishes
with the Klingons that tended to balloon into multi-species
conflicts. Recent reports suggest that the Tholian Assembly
may soon send an ambassador to reside on Deep Space

9, though it is believed that such an ambassador would be
there more to monitor any traffic from the Gamma Quadrant
and not to foster better Federation-Tholian relations. Tholian

technology is similar to our own, and their unique tractor field

energy nets have proven to be the downfall of more than one
adversary starship.

TZENKETHI COALITION

The Tzenkethi are one of many species the Federation has
had conflict with in the past. Our war with them ended
several years ago. Since then, the Tzenkethi have largely

been quiet, operating in their space and leaving us to operate

in ours. We have a few listening posts in place to monitor
their actions, but, for the most part, they seem to want
nothing to do with us. A few scientific surveys and mapping
missions are planned near the border of Tzenkethi space, so
if you are assigned to such a mission, keep your eyes open
for anything that might be of interest.

THE BETA QUADRANT

Adjacent to the Alpha and Delta Quadrants, the Beta
Quadrant is home to both the Klingon and Romulan Empires,
and many Federation worlds, outposts, and protectorates.
Even now, much of the Beta Quadrant remains unknown
territory, and Starfleet’s mandate to explore is naturally
oriented, by and large, further into the Beta Quadrant.

Should you and your ship be assigned to a mission in the
Beta Quadrant, it is highly likely you will encounter the
Klingons and Romulans at some point, so this is a good
opportunity for us to briefly detail those two empires, their
peoples, and their technological and threat assessments. |
will also briefly discuss another species located in the Beta
Quadrant, the Gorn Hegemony.

KLINGON EMPIRE

Our alliance with the Klingon Empire has never been what
you might call stable. Certainly, there have been moments
of very high highs, but plenty of despair and bloodshed as
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To all my loyal sub-administrators and associates: We have enjoyed
a few years of quiet, profitable growth within the Shackleton
Expanse, unfettered by interference from any major political or
military body. Save for a few isolated incidents along the border and
in the shallow regions of the Expanse, we have been free to build a
power base in this little-explored sector of the Beta Quadrant.

| write to you today to warn you that our ‘free ride’ is nearing

an end. This is not cause for sorrow or despair; rather, it is an
opportunity for us to flex our newfound muscles. Highly reliable
intelligence reports have come to me indicating that the United
Federation of Planets and the Klingon Empire have banded together
to begin delving deeper into the Expanse, ostensibly to further their
respective borders, planetary claims, and resource hoarding.

| suspect there is a deeper cause to their expansion into our region,
and | suspect it has something to do with the sudden appearance
of the so-called Dominion lurking on the other side of the Bajoran
wormhole. The Federation and their Klingon lapdogs are likely
rushing to find planets they can either strip down for resources or
planets they can hide on.

But as they dig deeper into the Shackleton Expanse, they will find us
and our blades in the night. Make no mistake — we will not suffer the
Federation or the Klingons to challenge us over the claims we have
made here. We already have assets in place throughout the Expanse
and aboard their Starbase 364, so-called “Narendra Station.” Our
operatives will continue to work to subvert the alliance between

well. The recent Klingon Civil War, sparked by the Romulans
taking advantage of circumstances revolving around a
weakened Klingon High Council, nearly ended in a sudden
swing of power in the Beta Quadrant. Had the Romulans and
the traitorous Klingon house of Duras succeeded in taking
control of the Klingon Empire and its military, the Federation
would have suddenly found themselves without a powerful
ally and two powerful adversaries. Fortunately, efforts

to block this coup were successful and we managed to
maintain the integrity of our alliance with the Klingons.

However, old wounds take the longest to heal, and some
wounds simply fester and never recover. Chancellor Gowron
might be in command now, with the clone of Kahless the
Unforgettable as a figurehead emperor, but intelligence
reports indicate that there are still Duras supporters —
including his two sisters, Lursa and B’Etor, and his son, Toral
— at large throughout the Empire and other dissidents within
the Klingon High Council. It’s suspected that one strong
spark, set off at the right place at the right time, could easily
ignite another civil war. A second such internal conflict might
well doom the alliance we now enjoy with the Klingons.
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OUR NEW NEIGHBORS IN THE SHACKLETON EXPANSE

the Federation and the Klingons, and will strive to totter the
tenuous balance between the two species aboard the station.

Be aware that the Federation has formally assigned three
ships to their starbase, and these three ships, individually
and collectively, pose a significant threat to our continued
efforts. The U.S.S. Venture, U.S.S. Bellerophon, and the
U.S.S. Thunderchild will become our new neighbors in the
Expanse, and it is likely that they will be joined by a like
number of Klingon vessels in due course. We will need to
step up our efforts to acquire more powerful warships and
the tested and talented crews to man them.

In closing, | encourage you to continue your initiatives in the
name of the Syndicate, and be prepared to step up efforts
across the board. While we have enjoyed the freedom to do
as we please until now within the Expanse, we are now in a
position of power and | am hereby authorizing you all, sub-
administrators and associates alike, to flex that power when
you see fit.

For the Syndicate.
Administrator Chellix,

Primary Overseer of Syndicate Operations,
Shackleton Expanse

The loss of the alliance would almost certainly mean conflict,
and the Federation is currently ill-prepared for a stand-up
fight with the Klingons. The scientific and technological
sharing our two species have enjoyed over the last few
decades have left our respective fleets fairly well matched,
assuming you do not take their cloaking technologies into
account. The Federation, as a general rule, does not use the
devices, though the Klingons have no hesitation to do so.
Intelligence projections suggest that a protracted Klingon-
Federation conflict would result in significant losses of life
and matériel on both sides, which would leave both the
Federation and Klingons wide open for attack by another
species. The last thing we want to do is get into a fight with
the Klingons with the Dominion now knocking on the door
and the Romulans ever lurking in the background.

But, worst-case scenarios aside, the Klingons are currently
our allies, and staunch allies they can be. They have been
willing to come to Starfleet’s aid on more than one occasion,
and we to theirs. The Officer Exchange Program between
Starfleet and the Klingon Defense Force continues, though
perhaps not quite at the same level as it enjoyed in the
2360s. You may experience the joys of having a Klingon



officer serving aboard your starship for a time. Should that
happen, you are, of course, encouraged to extend to them
every courtesy owed a trusted ally. We also have a strong
partnership with the Klingons in the Shackleton Expanse,

a little-explored sector of the Galaxy that Starfleet has just
recently started to explore in earnest. We will be working
with our Klingon allies in the coming months to establish joint
ventures into the Expanse.

As for Imperial Intelligence, the espionage arm of the Klingon
Empire, surprisingly little is known. Long considered to be
an also-ran when compared to such elite organizations as
the Tal Shiar, the Obsidian Order, and Starfleet Intelligence,
Klingon Intelligence might either be the most efficient
intelligence agency, since so little is known about them, or
the worst, since there seems to be little notoriety around

the organization. Perhaps it is because the Klingons, by and
large, are direct with most of their dealings — they may not
find working in the shadows to be honorable. Still, it is worth
remaining vigilant for signs of Klingons lurking where they are
not supposed to.

Klingon relations with other species in the Alpha Quadrant
bears mentioning. The Klingons, by their nature a warrior
race, have had skirmishes or outright wars with many of the
species in the Alpha and Beta Quadrants, and perhaps more
than we know given that they’re rather close-mouthed about
parts of their history. They have had significant dealings

with the Breen, have little love for the Ferengi, and look with
hunger upon many Cardassian outposts and planets within
easy reach. Without the Federation-Klingon treaty in place,

a more hawkish Klingon Chancellor and High Council might
push for greater imperial expansion, but, Starfleet Intelligence
believes that such a scenario is unlikely for as long as
Gowron remains Chancellor.

Almost immediately following the discovery of the stable
wormhole near Bajor, the Klingons were quick to send survey
teams and transport ships into the wormhole to begin their
own studies of the Gamma Quadrant. One ship, the .K.S.
Toh’Kaht, explored the Gamma Quadrant and then returned
to the Alpha Quadrant, only to explode due to sabotage.
This has not deterred the Klingons from continuing to push
more ships through the wormhole. In public, the Klingons
state they are working to explore the Gamma Quadrant
much as the Federation desires to do, though it is believed
by some that the Klingons have their own agenda for the
Gamma Quadrant and might be slipping something past the
Federation and Bajorans, right under our collective nose.

With the growing importance of Deep Space 9 to Alpha
Quadrant politics, the diplomatic machine has been at work
trying to stymie the Empire’s request to place a Klingon
presence aboard Deep Space 9. As yet, nothing has come of
the request, but it’s possible that, in the interest of fostering
stronger relations between our two peoples, we’ll have to
assign one or more Klingons to the station.

ROMULAN STAR EMPIRE

Perhaps the most significant adversary the Federation faces
today is the Romulan Star Empire. Our two peoples have
long been in conflict, either in direct combat or via a drawn-
out ‘cold war’. While there was a period of time when the
Romulans stayed silent on their side of the Neutral Zone,
early in the 2360s they decided to remind of us of their
presence and have since been a consistent threat to the
Federation and to the balance of power across the Alpha and
Beta Quadrants.

The Romulans share borders with the Federation and
Klingons, and are not all that far from the Cardassians and a
number of other less powerful species and political bodies.
It is likely that this is one reason their intelligence arm, the
Tal Shiar, is so experienced and effective — they have no
shortage of foes to infiltrate and spy upon. The Tal Shiar

is perhaps the preeminent intelligence force in the Beta
Quadrant, and is a powerful military force in its own right.

TAL SHIAR INTERNAL
GCOMMUNIQUE

My esteemed Vice-Chairman Vreenak:

| write to you today with grave misgivings in my heart and the
greatest concern for our glorious Empire. My contacts within the
Senate’s intern echelon have reported that a highly secret request
from the Federation for the loan of one of our cloaking devices has
not only been considered, but approved! | cannot sit by idly with
this information and let it go unchallenged.

My understanding is that our current stance is to monitor the
situation between the Federation and the new Dominion threat. | do
not believe it is our place to lend any assistance to the Federation —
let this be their battle to fight. We can watch and wait and let these
two species battle each other and benefit from the wreckage later.
Giving one of our long-time enemies one of our most precious of
technological devices is a betrayal of all the sacrifices our Romulan
brothers and sisters in arms have made over the past century and
more. Why would the Senate even consider such a proposal?

| am confident that you, in your position as Vice-Chairman of the
Tal Shiar and as the seat-holder in several influential committees,
will vigorously challenge this situation and encourage the Senate
to overturn their hasty and ill-advised decision. My loyal operatives
and | stand ready to support you, at a moment’s notice.

Jolan tru, Chairman.
Commander Sela
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The Romulan military is a potent enough threat, but the Tal
Shiar has warships of its own and puts them to sudden,
effective use when the need arises for a decisive blow.

Romulan foreign policy has been largely consistent for as
long as the Federation has known them: they are devoted
to ruining foreign alliances from within, and what they
cannot break by subterfuge, they shatter by swift military
action. Their cloaking technologies are powerful, though
not infallible, and have been used effectively against

the Federation and Klingon militaries for decades. Their
weapons, defensive screens, and engines are all on a power
level comparable to our own, so rest assured that any fight
with a Romulan cruiser will be, barring a surprise, a closely-
matched effort.

The Romulans have never been comfortable with positive
Federation-Klingon relations and have, on more than one
occasion, tried to directly or indirectly drive a wedge into the
alliance. Their most recent effort, backing the House of Duras
and sparking the Klingon Civil War, was nearly successful.
While they were defeated, Intelligence is confident that they
remain undeterred, and are almost certainly working on the
next scheme to destabilize the Federation-Klingon alliance.
It’s too early to say what the Romulans feel about the sudden
appearance of the Dominion, and you can be sure that

our Intelligence assets will be keeping a close eye on any
Romulan response to Dominion actions, should they arise.

Despite the history of animosity between the Romulans
and Federation, there have been, over the last several
years, several events that have given cause for hope of a
better relationship on the horizon. The U.S.S. Enterprise-D,
under the command of Captain Jean-Luc Picard, has had
a number of encounters with Romulans along the Neutral
Zone. While some of these encounters have ended in
either a stalemate or a tactical loss, some have resulted in
what might be considered the seeds of hope — notably,
Picard’s involvement with Ambassador Spock and Spock’s
efforts toward a movement intended to reunite the Vulcan
and Romulan peoples. While the mainline Romulan Senate
publicly denounces the movement and actively hunts down
any members of the underground, Starfleet Intelligence
suggests there is quiet support within the Senate to suspect
that reunification is a possibility, albeit a long-term one.
Spock, in his infinite wisdom, is playing the long game
there and it remains to be seen what could come of it.
Reunification of the Vulcan and Romulan peoples would
certainly affect the balance of power in the Alpha and Beta
Quadrants. Starfleet Intelligence is working to determine
which other spacefaring species might react negatively to
such an event and whether any would attempt to sabotage
such a movement. As with all things involving Romulans, this
is a waiting game and requires patience and vigilance.

®
; an




GORN HEGEMONY

While they mostly keep to their own space, Gorn starships
ply trading routes throughout the Alpha and Beta Quadrants.
They are known to have connections with the Orion
Syndicate and the Ferengi Alliance. Other than an encounter
with Captain James T. Kirk and some other isolated
incidents, Starfleet and the Gorn have had few dealings.

We know their technological capabilities are similar to our
own, though the Hegemony is dwarfed by the size of the
Federation. Still, Intelligence believes that the Gorn could be
a useful ally, or, if pressed, a devilish foe.

OTHER THREATS TO THE FEDERATION

There are dangers to the well-being of the Federation even
beyond the Alpha and Beta Quadrants. We will discuss some
of the more powerful and dangerous of them now.

THE BORG

Perhaps the most powerful and fearsome foe the Federation
and Starfleet has ever faced, the Borg have been silent for
nearly a year. Their last foray into Federation space was just
over a year ago, when Borg led by the Soong-type android,
Lore, invaded Federation space but were foiled by the heroic
actions of the crew of the Enterprise-D.

The Federation has commissioned a new series of deep
space probes and listening posts specifically dedicated to
monitoring any possible new Borg incursion. We’ve tended to
be a step behind the Borg in most instances, so it is hoped
that these probes and posts will serve as an early warning
system to give us a fighting chance the next time the Borg
invade our space.

And make no mistake, Captain: the Borg will be back. The
intelligence communities of the Federation, Romulans,
Klingons, and Cardassians agree (shockingly enough) that,
now that the Borg know where we are and what we have to
offer, they will not hesitate to come back and attempt the
final assimilation of all species within the Alpha and Beta
Quadrants. While the Federation has been the hardest hit
during the previous Borg attacks, both the Klingons and
Romulans have admitted to losses at the hands of the Borg,
and there have been reports of independent peoples also
suffering under the Borg.

If there is one positive note to come from the past Borg
attacks, it is that they have forced Starfleet engineers and
scientists to get more creative with starship design. There
are several new classes of Federation starship on the boards,
in the docks, or just now entering service, including the
Akira, Intrepid, Norway, Saber, Sovereign, and Steamrunner
classes. Perhaps you will be assigned to one of them soon.
All these ships were developed following the first Borg
invasion and battle at Wolf 359 and carry technological
advances sparked in large part by the Borg threat. Hopefully,
Starfleet can get enough of these new ships built, manned,
and entered into service before the Borg return.

THE DOMINION

The discovery of the stable wormhole near Bajor was a
scientific landmark, certainly, but it also serves as a gateway
to a whole sector’s worth of challenges and threats. While
Starfleet Intelligence is still analyzing data secured by the
Starfleet crew aboard Deep Space 9 and from other sources,
it seems clear that the Gamma Quadrant’s Dominion, an
organized body of unknown size and strength, may be a clear
and present danger to the Federation and other civilizations
here in the Alpha and Beta Quadrants.

Our diplomatic corps has been working overtime trying to
soothe concerns from some members of the Federation

and from unaligned worlds, including Bajor. The Dominion’s
destruction of the New Bajor colony in the Gamma Quadrant
might be considered by some an act of war, but it seems
like our diplomats are spinning it as the Dominion protesting
an Alpha Quadrant incursion into their territory. No one is
sure how it will shake out, but be prepared to answer some
hard questions if you find yourself in a discussion about the
Dominion and their possible next actions.

Starfleet is woefully short on reliable intelligence on the
Dominion and their inner structure, but what we do know

is that they are apparently an organization of hundreds of
worlds, led by a group called the Founders. For as little as
we know about the Dominion, we know even less about
the Founders. The Vorta are one of the species within the
Dominion, and they appear to be leaders and diplomats.
Many of them command squads of Dominion shock troops,
called the Jem’Hadar. They are a fierce warrior people,
battle-hungry and fearsome in combat. The Klingons regard
them as a worthy adversary, though I’'m not sure that has
done much to put anyone’s concerns at ease.

We know that the Dominion collects worlds through a mix

of diplomacy, threat, and, in some cases, outright invasion.
We have heard rumors that they are willing to wipe out entire
populations in order to set an example for other species. It
seems that when diplomacy fails, they send in the Jem’Hadar
to soften up or eradicate the population of a planet or colony.
There are even unsubstantiated rumors suggesting that
Dominion science exceeds our own, and that they have the
capability to manufacture lethal viruses. The sources of these
rumors are unreliable, but Starfleet Command is taking them
as seriously as any other rumor regarding the Dominion.
Deep Space 9 Chief Medical Officer, Lieutenant Julian Bashir,
recently had a Jem’Hadar soldier aboard the station and

was able to see it grow from child to maturity. The data he
collected was forwarded to several Starfleet divisions and is
being examined closely for any useful leads or insights.

In addition, Starfleet Intelligence and the Corps of Engineers
are working hard to study all the tactical and technical
information they can obtain regarding recent Dominion
incursions into the Alpha Quadrant, as well as the battle that
resulted in the loss of the Galaxy-class U.S.S. Odyssey and

S THE UNITED FEDERATION OF PLANETS F2o»



most of her crew. That a small unit of Dominion attack ships
managed to destroy one of the most powerful starships in
our fleet has set off alarms through all levels of Starfleet and
the Federation. If a few small ships can take out one of our
best, we can only imagine what kind of damage one of their
battleships, if they exist, could inflict.

The Security Council of the Federation has convened several
special sessions to discuss the ‘Dominion problem’ but, as
yet, no formal response has surfaced. We will hear more
about the Dominion threat and how we intend to check

it in the coming months. Starfleet engineers are already
studying the Jem’Hadar phased polaron weapons and
figuring out how to adjust Federation shielding technologies
to compensate. Further, one of our prototype ‘Borg-buster’
warships, the U.S.S. Defiant, was pulled out of storage,
rotated into service, and assigned to Deep Space 9. Its
presence on the doorstep of the Gamma Quadrant is

meant to send the message that we are not going to take a
Dominion threat lightly.

In the meantime, should your missions send you to Bajor
Sector or to the Gamma Quadrant, make sure you and your
crew are prepared to face unconventional Dominion tactics.
A detailed security summary will be made available to you
and your senior staff, as well as detailed medical information
on the Jem’Hadar once Dr. Bashir’s reports are fully analyzed.
In addition, an Intelligence briefing will be distributed to you
detailing the dangers of a projected Dominion incursion
should the Dominion seek a foothold within the Alpha
Quadrant. Such a shift of power could threaten the existence
of the Federation itself and should be countered if possible.

THE TERRAN EMPIRE

It is not enough that we have plenty of challenges to face
within our own universe and reality; but there is at least one
alternate universe that we have to contend with, and that is
what Starfleet Intelligence still refers to as the ‘“Terran Empire
parallel.” This parallel universe was first encountered by
Captain Kirk and his crew in 2267, and while we had thought
it would be an isolated incident, recent events on Deep
Space 9 confirmed that this parallel universe is still an active
concern and poses a threat to the Federation.

By the present day in this parallel universe, the Klingons

and Cardassians allied to overthrow the Terran Empire and
include the Bajorans as major allies. Humans have been
enslaved, though there is a Terran resistance at work that has
the technological ability to ‘cross over’ into our universe and
interact with us. Reports suggest that this ability is limited at
the moment, though if it can be done once, they will figure
out how to do it again and again. We must remain vigilant

for apparent doppelgangers and for individuals acting out of
character. We cannot afford to accidentally contaminate that
universe’s timeline any more than we already have, and we
need to ensure the safety of our own reality from any possible
contamination from their side of the looking glass.
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Reports indicate this parallel universe has been in a perpetual
state of conflict, and the last thing the Federation needs

right now is yet another conflict on another front. If you or
your crew are exposed to operatives or technology from

this parallel universe, use any means necessary to limit your
exposure and contain the threat.

THE Q

One species that the Federation Security Council has
marked as a threat is the collective species known as the
Q. They are an omnipotent species of beings, residing in
an alternate dimension they call the ‘Q continuum.” Most of
our interaction with the Q has been through one individual
of their species who took a strange and special interest in
Captain Jean-Luc Picard. Starfleet Intelligence hopes he
remains the only curious member of the species, as even that
one individual exhibited so many powerful abilities that the
Federation would simply be unable to compete.

OTHER STRANGE AND WONDROUS THREATS

As if what we have already talked about was not challenging
enough, | have to emphasize that space, for all its apparent
emptiness, is rather full. Alien probes, spatial anomalies,
time distortion fields, ancient and powerful civilizations lost
to time, energy matrices, omnipotent and omniscient beings
of all kinds, gateways to alternate dimensions and realities,
stable and unstable wormholes to different quadrants and
even other galaxies, and more unexplained phenomena than
can be properly described or explained, await you out there.
Countless vessels from many species have encountered
these threats, and many have been lost for all time to the
mysteries of space. Exploration is a mission for the bold, the
fearless, and the curious, and in this, Starfleet will always
lead the way.

INTO THE UNKNOWN...

As mentioned before, the bulk of the Galaxy has yet to

be explored. Even close to home, in the Alpha and Beta
Quadrants, there are huge swaths of uncharted territory

and spatial anomalies and features yet to be catalogued

and investigated. Every sector could contain unimagined
resources and discoveries, or a sinister alien species that
would love nothing more than to destroy the Federation and
our way of life. Despite the challenges the Federation faces
from the Dominion, the Borg, Cardassians, Romulans, and so
many others, we will always explore; we will always continue
to seek; and we will always boldly go forward. Good luck,
Captain. Fair winds and following seas to you and your crew.
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I | ET ME HELP

March 5, 1930 He and his friend, Mr. Spock, are clearly in some sort of trouble,
though he doesn’t want to talk about what it might be. | asked
Dear diary, him to let me help the two of them, and he chuckled. He told me
My life has become positively filled with interesting people the that someone a hundred years from now would recommend ‘Let
last few weeks. The most recent, | think I’'ve told you already, me help’ over ‘I love you,” and | can see how that might be true.
was a man named Leonard McCoy. He doesn’t seem the type | still like the latter more than | do the former, | think, though |
we usually see here, but he did stumble into the mission half believe they’re both different ways of saying the same thing.
dead. | suspected then that he’d gotten hold of some bad
bathtub gin, but some of the things he’s said are making me There was something in the way he looked into my eyes as we
reconsider. were talking about this that has me believing he feels the same
way. He’s taking me to the picture show tonight (though if I'm
He talks like the young man I've been seeing, James — no, Jim, honest we’re going Dutch treat because neither of us has very
he asked me to call him Jim. | must confess, Jim is a mystery to much money to spend). But | said his three words, and it made
me. He’s not like so many of the others at the mission. When | him smile. It might be forward of me, but after the picture show,
talk about peace and a future without war or hatred, he doesn’t I think I’ll say my three words. One of us has to say them first,
roll his eyes. He nods, like he believes in it, too. He seems to see after all.
the future more clearly than | do. | think that’s what drew me to
him in the first place. Until then, dear diary!

I ———— PRCHIVED DIARY ENTRY
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“The Eugenics Wars represents a dark spot in the history of

Earth. Also called the Great Wars, it was fought between 1992 and
1996. Just prior to that, there was an effort to improve Humans
through genetic manipulation and selective breeding. This resulted
in individuals who were capable of feats of great strength and
intellect. While our records are sketchy regarding this period, we
know that it took only a few to take control of several countries and
nations. They claim to have offered the world order, but as history
has shown in the past, such claims are usually met with opposition
as people revolted. Most of the augmented individuals were killed.
We know some fell from internal faction conflicts while others were
killed in the wars by normal Humans resisting their rule.

“Khan Noonien Singh was a force of nature. By 1992 he literally
ruled one quarter of the planet. He was able to do what few
Augments could not and attract other Augments to follow him in

an almost religious fervor. They trusted him and willingly followed
him without hesitation. His second-in-command, a man named
Joachim, chronicled his rise to power and how he tried to be a
benevolent ruler at first. According to Joachim, he was concerned
for his people’s well-being and saw to it that everyone under his rule

was fed and received medical care. Ultimately however, the people

NOVEMBER 5, 2032
ERIC CONE, SPACE/AVIATION CORRESPONDENT,
CYGNUS MEDIA WORLDWIDE

Kennedy Space Center, FI — NASA officials have confirmed that
Lieutenant John Kelly, leader of the Ares IV expedition currently
underway on Mars, was lost and is believed to have been killed in
an accident involving the ship’s command module in orbit over the
red planet. The incident occurred at approximately 4:52pm Eastern
Standard Time today, and is believed to have involved some form of
spatial anomaly which came into contact with the Ares IV command
module. Transcripts of communications between Kelly and his two
fellow astronauts on the Martian surface indicate that he attempted
without success to maneuver the ship out of danger after detecting
the anomaly’s approach. Satellites orbiting Mars were unable to
confirm whether the ship was destroyed or somehow caught or
swept away by the mysterious and still unidentified object.
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STARFLEET ACADEMY, PROFESSOR WEBB

revolted as they did not like giving up so many rights and
Khan was forced to put down their insurgency.

“It was during the end of the Eugenics Wars that we know
he commandeered a sleeper vessel named S.S. Botany Bay
and blasted off from Earth. Eighty-four of his followers joined
him in the hopes of finding a planet more fitting to their style
of rule. It is pure speculation what might have happened had
the Enterprise not encountered the Botany Bay in 2267 after
drifting for over two centuries.”

“It is a testament to Khan and his Augment followers that,
through their genetic engineering and intellect, they were
able to survive on Ceti Alpha V after its orbit was drastically
changed upon the destruction of Ceti Alpha VI. The crew

of the U.S.S. Reliant discovered the remains of the Botany
Bay and encountered Khan on stardate 8130. Khan and

his followers easily took over the Reliant, marooned the
crew, stole secretive scientific research at Regula One, and
murdered the scientific staff there. If not for the efforts of the
U.S.S. Enterprise again, we can only speculate what Khan’s
motives and intentions would have been.”

STARFLEET ACADEMY LECTURE

ARES IV COMMANDER LOST,
PRESUMED DEAD AFTER FREAK ACCIDENT

“We’ve only just begun our investigation,” said NASA
Director Amy Sisson, speaking earlier this evening to a pool
of journalists at a special press conference. “We’ll continue
to do everything we can, until we have all the answers as to
what happened to Lieutenant Kelly.”

Of equal importance, Sisson reminded reporters, was

the rescue of astronauts Rose Kumagawa and Andrei
Novakovich. Currently stranded at the Ares IV mission site,
they now await the arrival of the spacecraft Theseus, which is
scheduled to be in orbit over Mars in five days. Their rescue
will leave many troubling questions unanswered.

For now, the world mourns the tragic loss of yet another
astronaut and hero, Lieutenant John Kelly.

I  ARCHIVED NEWS REPORT
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SOLKAR,
GAPTAIN OF THE
T'PLANA-HATH

“The detection of the warp signature in the

Sol system was unexpected. We were in the
outer edges of the system, placing a subspace
surveillance array to observe Andorian fleet
movements, as ordered. With the revelation

that Earth had achieved warp travel, the logical
decision was obvious: First Contact, as a means
of ensuring that the Humans, and their solar
system, more firmly lay within the Vulcan sphere
of influence, rather than risking any potential
future alliance between the Humans and the
Andorians, which could lead to a strategic
imbalance.

The discovery that Earth had no central
planetary authority complicated matters,

to be certain. The launch site, where we
landed, was little more than an outpost. The
Human responsible for the development of
their warp drive, Cochrane, was undeniably
a gifted engineer, but, in retrospect, stood
as an exemplar of his species: undisciplined,
intemperate, and highly illogical.”

I PERSONAL LOG
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I HUR'Q) SHIP

Colonel,

Agent Firehawk reporting. It’s been seven months of cloaked
operation, following in the wake of the Klothos and were it not for
my duty I’'d have gone mad by now. | swear that | can hear those
barbaric veruuls barking their “opera” through the void of space.

| finally have some positive results. Yesterday the Klingons
happened upon a large derelict. At first | thought it was an older
model of the K’t’inga class cruiser, but from surveillance of Captain
Koloth’s private channel to Qo’noS, it’s something far more valuable.

They believe this to be a Hur’q vessel, which belonged to a species
that subjugated the Klingons several centuries ago. Apparently, it
was captured Hur’q technology that helped these imbeciles make it
into space in the first place.

From what | can tell this ship is more advanced that anything

the Klingons have ever been able to scavenge from their old
masters. Right now they can’t seem to get past the ancient ship’s
computer lockout, and there are mentions of deadly security
countermeasures. It could take decades to hack, but the data in its
computer core alone is likely far more advanced than anything we
currently possess.

This is a prize that we must bring beneath the raptor’s wing. | await
further orders.

Jolan tru, Agent Firehawk

I INTERCEPTED TRANSMISSION

GOUNGILLOR JELOR — KLINGON HIGH COUNGIL

The events involving courier Klaang’s crash landing on the planet Earth has
revealed more than the Suliban Cabal’s efforts to dismantle the Klingon High
Council — the Human element. It has become clear that these Humans represent
a possible unique threat to the Klingon Empire. While the exploits of the
burgeoning United Earth Starfleet are to be acknowledged for abetting in the
halting of the Suliban threat, the Empire should take note in the possible menace
represented by the Human tenacity and resolve.

tugh gqoH nachDaj je chevlu’ta’.

The Vulcan High Command may have inherited more than they bargained for in
taking the United Earth and its Starfleet under their wing.

I PERSONAL L0G
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LAUNCH OF THE ENTERPRISE NX-01

MESSAGE TO VULCAN HIGH COMMAND
FROM AMBASSADOR SOVAL.
EARTHDATE APRIL 11 2151

After a series of last minute discussions, the Humans have decided to ignore our recommendations and
launched their experimental ship, the Enterprise NX-01. The ship will carry the fallen Klingon who had
become stranded upon Earth back to Qo’noS while under the care of the Denobulan Dr. Phlox. We have
endeavored to explain that the Klingons venerate their fallen warriors and shun their injured; this has gone
unheeded. Thankfully they have accepted the star charts and the Klingon linguistics database that were
provided by High Command and allowed Subcommander T’Pol to serve aboard the ship so she may
observe and guide their actions. Subcommander T’Pol has an exemplary record from her time aboard

the Seleya under Captain Voris and as my own personal attaché here at San Francisco so | believe she

is well suited to this mission. These safeguards may stop this course of action from having catastrophic
repercussions on the security of the Galaxy.

As you may recall this is not the first time Admiral Forrest has ignored our council—his continued support
of Captain Archer’s erratic actions rather than following the more logical option has occurred on multiple
occasions—but this decision may prove to be his most destructive. In the thirty years as the appointed
ambassador to Earth | have noted that the Humans seem to have an inherent compulsion to rush into the
unknown without any thought for the consequences.

Live long and prosper.

E— NRCHIVED TRANSMISSION




NIX-01 ENTERPRSE MISSION PATCH

The news from areas affected by the Xindi
weapon is grave, and my colleagues here at
Starfleet Medical are unable to focus their
attention away from viewscreens estimating the
number of casualties. As volatile a species as

all reports indicate, a number of Humans have
turned their anger onto us, the obvious aliens,
the offworlders. Even those of us who have
been here for some time have been the targets
of invectives and slurs. No physical altercations
have been yet reported, but as the casualty lists
continue to tick upwards, it can only be a matter
of time before a Human attacks a member of
another species in misplaced rage and grief. [...]

Participants of the Interspecies Medical
Exchange program have been requested to
assist in recovery operations. It is not what |
expected, to tend the wounded, dying, and dead
of the attack. Yet | cannot think of anywhere
else | would rather apply my knowledge and skill
at this time. My goal was the furthering of my
understanding of Human physiology, disease,
and treatment techniques, but | realize now how
remarkably short sighted the scope of that goal.
Though many of our people dismiss Humans

as temperamental and violent, as a species

they possess an unexpected depth of resilience
and determination in the face of catastrophe. A

| X-01 PATCHES

M.A.C.O.

ENTERPRISE

MILITARY ASSAULT COMMAND OPS

MILITARY ASSAULT
COMMAND 0PS

STARFLEET COMMAND PATCH PATCHES

T'LETH, VULGAN PHYSICIAN, EARTH APRIL 15, 2133

glimpse into the survival traits of their evolutionary past. A glimpse, perhaps,
into our own ancient past. And perhaps, one into their future. [...]

| assisted a search and recovery team in the field at a large recreational facility
catering to family gatherings. Though not directly in the path of the weapon,

the facility suffered infrastructural failure as a result of the fire and aftershocks
following the attack. The team recovered sixteen bodies, eleven in unidentifiable
condition, and three survivors. One of the survivors is a Human child of no more
than eight years who, unfathomably, latched onto my hand while the recovery
team carefully removed the debris trapping her. She believes | am a “nice elf
lady”. | found myself unable to correct her misperception. She asked for a story
from “elfland.” | instead spoke of Surak’s journey across the Plain of Blood, still
hot and green from battle, and the logic he used to cool it into stone.

Doctor Vartras, a colleague also attached to the recovery team, commended me
for calming the child and keeping her attention focused away from what was no

doubt a very painful field amputation, even with pharmaceutical desensitization.

| was disconcerted to realize Dr. Vartras, who still insists | refer to her as ‘Shanti,’
performed emergency field surgery while | was occupied with Surak’s story and

the child’s grip on my hand... [...]

It is difficult to maintain my customary decorum amid the raw, untempered
emotions of the Humans around me. | have begun to rely on Keethera
meditation, as my usual daily meditation does not restore enough equilibrium
against their grief and suffering. Shanti has expressed interest in learning the
technique to control her own emotional reactions. | have decided to teach
her. She will not master the form, as she is only Human, but perhaps the
fundamentals will aid her as they have aided me.

PERSONAL LOG
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SPRING SESSION 2311

Topic: Xindi Council application for recognition by and full
membership in the United Federation of Planets

Present: Vice President Anaya Chanda, Committee Chair &
Moderator; Afia Dakr, United Earth; Sabra Malir, Denobula; T’Prae,
Vulcan; Nargl, Tellar; Shrax, Andorian Empire; M’Rissa, Caitian
Homeworld; Liarea, Risan Hedony.

[CHANDA]: We have a busy day ahead of us, Senators. Six worlds
have applied for Federation status in the last few months. | trust
you’ve all had opportunity to read the information packets?
[SHRAX]: | have, and honestly, I’'m astonished that we’d even
consider the Xindi application, considering their history with—
[NARGL]: (snort) Oh, let it go, blue-skin. The Xindi Crisis was over
a hundred and fifty years ago. Let them through, as far as I'm
concerned. Move on to more important matters, before | die of
starvation.

[SHRAX]: (angry) Would that we’d be so fortunate to have your
corpse stinking up the council chambers. If you’ve got something to
say, Tellarite—

[CHANDA]: Gentlemen...

[indistinguishable arguing, unable to discern dialogue]
[T’PRAE]: (clears throat) The Xindi application for world status
should come as no surprise to anyone on this Committee. When
they applied for provisional world status, a number of intelligence
agencies investigated thoroughly and uncovered no evidence of
wrongdoing since the regrettable incident of 2153.

[DAKR]: That “regrettable incident” cost us the lives of seven million
citizens and nearly catapulted us into an interstellar war! Humans

Most Glorious Praetor,

The plague that tore through the Klingon Empire in the middle of the
22 century disfigured and killed most of their people. By now the
populace is steadily regrowing, but to fill in gaps in the military the
noble houses recruit footsoldiers from the worker caste. Entire fleets
along their borders are comprised of conscripts who were too poor
to qualify for reconstructive surgery, and led by noble officers who
maintain the same appearance to avoid questions and suspicions
from neighboring powers.

The fastest way for a low-caste Klingon to ascend to the warrior
caste is to volunteer to serve as an infiltrator against an enemy
power. Success means that the operative and their family receive
corrective care and are given their own minor house.

@2 CHAPTER 02 FE "
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may be short-lived, but it’s hard to forget a species carving
up your planet when the scars are still visible a century and
a half after the fact! What should we do, T'Prae? Forget the
damage they did?
[T’PRAE]: | am suggesting no such thing, merely that perhaps
the time is right to offer the Xindi Council a fresh start. This
committee is, itself, the product of many species of former
enemies learning to work together for the betterment of all.
The Galaxy has changed significantly, Afia, since the days of
the Xindi war. Evidence suggests they have as well.
[M’RISSA]: They arrre five species that co-evolved on
theirrr homeworrrld? Can they be considerrred separrrately,
perrrhaps?
[LIAREA]: That’s actually not a bad idea. Weren’t the Reptilian
and Insectoid the most aggressive of the bunch? And didn’t
groups from the future manipulate them all anyway? Can we
continue to hold them accountable given the extent of the
interference some future faction decided to inflict on them?
[MALIR]: For the record, the Xindi have had provisional status
for the last quarter century, far longer than any other worlds
to date. While caution is certainly warranted by their history,
Senator T’Prae is correct. For all our investigations, we’ve
uncovered nothing but regret and a determination to be
better than their ancestors. Now we have to answer the same
question: are we better than our ancestors?

[silence, grumbling, papers shuffling]
[CHANDA]: Does anyone else wish to enter a statement into
the record? (pause, silence) Thank you, Senators, for your
patience and forbearance. Take a few minutes to reread the
Xindi Council’s packet, and then we’ll vote on the matter.

I m— s TRANSCRIPT

I R KLINGON AUGMENTS

I mention this now because our loyalty officers just discovered
that one of the enlisted techs at the Ara’athal research facility
just so happens to be one of these Klingon infiltrators. May
she suffer the death of 1,000 traitors, of course, but | have an
idea. This individual is attempting to gather all of our notes

on the next generation of cloaking devices. If it pleases the
Praetor | would beg you that instead of executing her we
simply devise new notes with a hidden critical flaw so that if
the Klingons ever attempt to go to war with us again we can
negate their cloaks. Imagine the look on the Chancellor’s face
when he hears that his fleet was vaporized because we can
track their ships’ ionized warp trail.

With Loyalty, General Timnok, Tal Shiar

INTERCEPTED TRANSMISSION



BATTLE OF CHERON

EXECUTIVE SUMMARY
FOR THE IMPERIAL SENATE

Presented by Admiral Kylor Jerok,
Intelligence Analyst,
Romulan Imperial Fleet

“Decisive” is a word that historians prefer to avoid. No battle is decisive. One battle is merely the
precursor to the next. Was the Battle of Cheron the decisive battle that ended Romulan plans for
expansion? Of course not! Nothing has changed except our timing.

The details of the Battle of Cheron, although widely studied, remain a mystery due to the
executions of the warbird commanders who allowed the Empire to be humiliated. As a result,
conflicting and apocryphal accounts have made their way into the historiography of the battle.
The basic facts are simple enough: the Imperial Fleet engaged a smaller Earth task force orbiting
Cheron. Confusion about Starfleet’s strategy and whether the homeworld itself was in danger
sowed doubt and turned the battle and led to a catastrophic defeat and destruction of shipyards.

With our fleet decimated, we expected the Terrans to continue towards Romulus; instead, they
sued for peace. Negotiations took place over audio channels only and led to the creation of the
Neutral Zone demarcating the Galaxy between ourselves and the nascent Federation.
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Proconsul, Acquiring this duotronic technology is a goal of the highest
Despite Major Talok’s blunders several decades ago, those of us priority. Not only would its acquisition give the Empire stable,
embedded in other Vulcan agencies remain secure. Per standing reliable technology to replace our own aging systems, we
orders, | break communications silence to report on a source also gain an immense tactical advantage in understanding

of potential interest to the Empire. As a member of the Vulcan the Federation’s warships while preventing them from
Science Directorate, | was extended and accepted an invitation to achieving advantage over the Empire.

witness the demonstration of a new type of processing technology

by the Terran scientist Richard Daystrom, an innovation he terms Intelligence dossier on Daystrom and detailed technical notes
“duotronic computing.” to follow.

I must admit, his work is impressive. His technology represents
S CAG?274R

a breakthrough in sensory precision and processing speeds

A 1 4
unmatched by even the most brilliant of our scientists. The Vulcans —~ — </
i i ive i i ; thei i / N Ly ‘
stalled in their creative innovation long ago; their engineers are \ //
nowhere close to this kind of technology. 1{&!\_{

Also in attendance were several high-ranking officials of Starfleet S "///’ &i\&((
who responded to the demonstration with typical Human \Ij‘\l r_r'

exuberance, and immediately engaged in discussions with
Daystrom. It is my belief they intend to acquire this technology for
their new Constitution-class war vessels, bringing their tactical and

offensive capabilities to a level on par with the Empire.

INTERGEPTED REPORT
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I PERSONAL LOG

Telling someone their loved one has died is the most unpleasant

of all the duties I've had to perform. I’'ve just finished composing a
message for the parents of Weapons Specialist Robert Tomlinson,
and as | sit here, closing out his file, | can’t help but thinking of

the larger implications his death brings. Along with the men and
women serving on the observation outposts along the Neutral Zone,
Specialist Tomlinson was the first combat casualty lost against the
Romulan Empire in over a hundred years.

The Earth-Romulan War is one of our history’s darker periods, and
we were the winners. | can only imagine how the Romulans must
view it. They’ve had a century to think about it, and we know from

APRIL 23, 2311

In a ceremony that lasted less than five minutes, the Praetor of
the Romulan Star Empire met via subspace link with Federation
President as each leader affixed their signature to the electronic
document representing the Treaty of Algeron. The agreement calls
for the cessation of hostilities between the two powers, while
reasserting and clarifying the Neutral Zone separating Federation
and Romulan Territory.

“As always, we remain committed to the peace process,” said
Federation President Gan Laikan to small audience on hand to
observe his signing. “It is my sincere hope that the steps taken
today serve to ensure our continued security and prosperity as
we strive to work in partnership with the Romulan Empire.”

Critics of the treaty point to concessions made to the Romulans,
including the expansion of the Neutral Zone as well as the
agreement that Starfleet would not attempt to replicate cloaking
technology for use aboard its starships.

@0 CHAPTER 02 EE "
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USS ENTERPRISE, NGC-1701
STARDATE 1711.1

past experience that they’re a proud people, unaccustomed to the
sort of defeat we handed them. The Federation Council has already
sent messages to the Romulan government to lodge formal protests
against the unprovoked assaults on our outposts. Will they disavow
the actions of a rogue ship captain, or respond in more measured,
even provocative tones? Meanwhile, this new attack can’t be
mistaken for anything but a test, not only of our technology but also
our resolve. How far are the Romulans willing to push this? Are they
looking to start another war?

Why do | think I’'m not going to like the answers to those questions?

h I —— PERSONAL L0G

ROMULANS SIGN PEAGE TREATY,
IMMEDIATELY SEVER ALL DIPLOMATIC TIES

“It’s like a leash around our necks,” proclaimed one high-ranking
Starfleet official on condition of anonymity. “Meanwhile, the
Romulans will continue to exploit this tactical advantage at every
opportunity.”

In a terse statement offered just after the signing, Romulan
Praetor Dralath said, “So long as the Federation observes all
treaty stipulations, so shall we.” He offered no further comment
about the agreement or any of the Federation concessions before
terminating the subspace communications link.

The treaty is already having an effect, with starship commanders
along the Neutral Zone reporting the withdrawal of Romulan
vessels from the area. Likewise, all Romulan ambassadors and
other diplomats working or traveling in Federation space have
been directed to return immediately to Romulus.

What any of this might mean for ongoing Federation-Romulan
diplomatic relations remains to be seen.

I — FEDERATION NEWS SERVICE BULLETIN



EXECUTIVE SUMMARY FOR THE IMPERIAL SENATE
Presented by Admiral Kylor Jerok,
Intelligence Analyst, Romulan Imperial Fleet

After the humiliation of the Battle of Cheron, we negotiated the
peace treaty with the Federation that created the Neutral Zone, our
shield against the Federation. From behind the safety and security
of the Neutral Zone, we entered into an unheralded arms race. Our
scientists, hidden from the prying eyes of the Federation, developed
new starships, better weapons, and the cloaking device. Our
admirals developed new tactics. We had also consolidated our hold
over the Beta Quadrant and expanded our sphere of influence.

Many speak of the glorious victories of the Romulan Star Empire.
History is rife with ostentatious verse in tribute to many successes
enjoyed by the Senate and Imperial government. Few will speak of
the Empire’s most colossal blunders. Perhaps it has something to
do with the death sentence attached to such, but you are officer
candidates of the Tal Shiar. If you crumble under the truth that the
Empire is not infallible, your family’s genetic line is best served by
dragging you outside for immediate execution.

Let us begin with the gravest of the Empire’s mistakes: its key role in
the formation of the Coalition of Planets.

One hundred and twenty years ago, the Tellarites and the Andorians
squabbled over trade disputes and perceived slights. The Senate
was concerned about the early signs of alliance between various
enemy races, including the Terrans, Vulcans, Andorians, Rigellians,
and Tellarites. Seizing opportunity, Senator Vrax authorized Admiral
Valdore to construct a series of prototype droneships and covertly
destabilize relations between those species. These vessels, able

to mimic the appearance of a variety of species’ starships, utilized
the novel technology of telepresence, acquired from the Andorian
species after their abandonment of it.

Here we see Vrax’s first mistake: reliance on a disgraced Admiral
considered a fool by even his contemporaries, all for the sake of
useless friendship. His second mistake: reliance on a technology
developed by another species. And in this reliance, his third mistake
manifests: though we have the genetic capacity for telepathy, the
level of telepathic skill required was beyond any Romulan of the era.

To compensate, Valdore abducted a mutant Andorian with strong
telepathic potential. Why he did not draw from the ranks of loyal,
telepathic Remans remains a mystery; perhaps his own arrogance

THE NEUTRAL ZONE

Although the Federation attempted to spy on us with a series
of outposts on their side of the Neutral Zone, we could easily
slip past the Federation’s prying eyes and spy on them
thanks to our cloaking devices. We remained a mystery to
the Federation until we destroyed several of the Federation’s
outposts and fought the Federation’s flagship, the Enterprise
NCC-1701. These minor engagements let us test our new
ships and tactics. Not every test was a success, but we
learned more from those encounters than the Federation

did. And we could always slip beyond the Federation’s grasp
thanks to the Neutral Zone.

INTERGEPTED REPORT
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and bigotry blinded him to resources already available and
less trouble to condition than a pacifistic Andorian mutant.

Valdore enjoyed success, initially, using the mutant to
control the drone ships from his command center on
Romulus, and seeded dissent and accusations between the
Tellarites and Andorians, and later the Vulcans and Rigellians
until they stood on the cusp of war. And perhaps Valdore’s
success would have held firm, had his overconfidence not
drowned his sense of judgement and emboldened him

to attack the Terran ship Enterprise under the guise of an
Andorian war vessel.

The captain of the Enterprise, carrying both Andorian
drone-ship survivors and a Tellarite diplomatic delegation,
co-opted the telepresence technology, enabling other
Andorian mutants to contact Valdore’s captive, and Valdore’s
plot unravelled as quickly as he had threaded it together. In
essence, Valdore led the infant alliance of our enemies into
forging stronger and closer bonds, eventually resulting in the
Coalition of Planets and its successor, the United Federation
of Planets.

Valdore should have been executed for his blunders, and
Vrax as well, but the two managed to survive the tender
mercies of imprisonment. An equally colossal blunder by our
illustrious then-Praetor freed them both to fight the Coalition
of Planets they had created, which eventually resulted in
Vrax’s ultimate achievement: ascension to the rank of Praetor
in 2265.

Can you guess how well that upwards failure worked in the
Empire’s favor?

I — INTERGEPTED LECTURE
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ANDORIAN AMBASSADOR AHRYNN,
FEDERATION FOUNDING CEREMONY, 2161

“...and with the goal of this United Federation of Planets being the prevention of conflict
through cooperation, | hereby propose that those of us assembled immediately offer
membership to the Klingon and Romulan peoples as well. For | fear that without an effort to
truly ally all of the major powers, we merely set the stage for future conflicts — and not merely
internecine struggles amongst ourselves, but wars which could engulf the Alpha and Beta
Quadrants, and eventually the entire Galaxy.”

[Audio indicates outcry in the chamber. Indistinct. A gavel can be heard, and a voice
(presumably that of Earth Ambassador Vanderbilt) calling “order.”]

Footnote: Ahrynn’s proposal was rejected. Ambassador Sarahd replaced Ahrynn as head of
the Andorian delegation, signing the Constitution, and eventually serving as Federation Vice
President.

I — s TRANSCRIPT
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ENSIGN RIGHARD TRAVERS
STARDATE 5632.6

“Hi Mom and Dad. Ship assignments are now posted. Can you
believe it? I'm finally going into space! I’'m going to be serving on
the brand spanking new, yet to be commissioned, U.S.S. Defiant.
She’s the latest Constitution class ship to be built. I’'m already
anxious to get into her engine-room.

She has the most beautiful lines. Her nacelles and support columns
have such straight lines. The saucer section is perfectly round. She’s
downright lovely. | can’t wait to see her warp core.

My roommate has teased me about the fact that | already fawn over
her like she’s my girlfriend. | told him that every chief engineer falls
in love with his ship. He reminded me that | wasn’t a chief engineer.
| laughed and told him not yet.

Mom, | know you’re going to worry now that | am shipping out, but
I’ll be okay. | shouldn’t have to be on any landing parties since I’ll
be serving in the engineering section. So the fact that I’'m wearing a
red shirt isn’t a cause for concern. Good thing | never wanted to get
into security, isn’t it?

Well, | need to go. We are supposed to report to our senior officer in
the morning. | love you both.”

[N IS PERSONAL LOG

GAPTAIN GARTH

A triumphal procession, just like they used to throw in ancient Rome.
That’s what they gave me, marched down the Boulevard of Heroes
and enshrined forever as Garth of Izar. It nearly made it seem worth
it; the applause of the crowd drowned out the screams of my bridge
crew and the flashes of recorders brighter than the brief flames of
the ships at Axanar disintegrating into nothing.

Unlike the Caesars | didn’t need a slave whispering “Remember
thou art mortal” into my ear. | realized my mortality when the car
carrying my senior staff exploded and tore away half of my body.
Forty-one years old, hero of the Federation and all | have left is a trip
to a medical research colony where I'll spend the rest of my life as a
lab rat for experimental reconstruction procedures that I’'m told will
end up being half measures at best.

I PERSONAL L0G

GOMMANDER
ARJUN PRAKASH

G0 U.3.5. SOLKAR TO DR. DONALD CORY

It seemed like a stroke of the greatest luck

when | happened to mention the Antosian
Expedition to Doc Le. They’ve shown some
remarkable potential with their nano-medicine
breakthroughs, though in the past they never

let outsiders have access to their cellular
metamorphosis techniques. It took a bit of
doing, but | managed to convince their Supreme
Fellow that they’d only be treating Captain Garth
and that we’d make no efforts to persuade them
to share their research with Starfleet. The captain
agreed reluctantly and | got permission from
Starfleet Command to divert the ship.

Did you know that a caterpillar in a cocoon
actually breaks down into a sort of soup,
completely recombining its parts into something
new? That’s the only example | can think of that
makes any sense for what happened to my old
commander.

We met back up nearly a year after we had

left him. On the surface, he looked amazing.

No scars, his limbs regrown and he had that
same smile that used to make duty shifts more
pleasant. Behind his eyes, though, there was
something missing. The Antosians told me that
he was “awake” during the entire process. | can’t
fathom what that would do to me, but | saw
quickly how soon it changed him.

At our reception in the officer’s lounge he spoke
in grandiose terms about a “defining new era of
man”, and how Antosian technology was going
to help him reshape the Galaxy. The delegates
from planet were appalled, probably as angry as |
felt embarrassed. And then he attempted to take
command of the ship, ordered me to execute
Starfleet General Order 24, the extermination of
all life on a planetary surface. | can’t state fully
my regret. | damned my mentor, destroyed his
mind while trying to save his body. Dr. Cory, I'm
begging you to please save this man. If there’s a
sliver remaining of the brilliant tactician, please,
rescue him from his personal hell.

TRANSMISSION
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“Do you want to know which Federation captain | respected the
most? It was Captain James T. Kirk of the U.S.S. Enterprise. There
was a man who should have been born a Klingon. He has the heart
of a true Suvwl’, a warrior. We first met on Organia. | led a force of
five hundred Klingons to occupy that backward planet. The people
there acted like sheep cowed by the wolf. They promised that we
would have no problems. Kirk and his first officer Spock were also
there, hidden in plain sight by the village elders. Kirk called himself,
Baroner. | could see the hatred in his eyes every time we spoke. It
was so refreshing. | installed myself as governor and demanded

DAHAR MASTER KOR
THE ORGANIAN PEACE TREATY

“It was only after we started to have acts of insurgency
against us that it became clear who was behind it. You can
imagine my surprise when the Organian elders revealed
exactly who Baroner and Spock really were. Elation doesn’t
cover what | felt. Here was the captain of the Federation’s
flagship and he was now in my custody! You have to
understand that we are two tigers. We were meant for battle.
| found myself wishing that we were facing each other on the
bridges of our ships locked in combat! We were at war with
the Federation and if it wasn’t for the fact that the Organians

that he serve as the public liaison.

GOUNGILLOR DEHUS

The day has finally come. The Klingon Empire
and the United Federation of Planets have — not
without considerable adversity — negotiated an
alliance that promises to provide a cornerstone
for roj in the Alpha and Beta Quadrants. Not one
Klingon warrior who served on the invasion force
on Organia to patrolling the Neutral Zone could
have foreseen the concord of the oppositions.

The alliance with the Federation could prove
to be a great service to the Klingon Empire,
and a considerable shift of power in both the
Alpha and Beta Quadrants. It remains to be
seen whether the Federation or the Empire
benefits the most from the Treaty. As a long-
time adversary, the Federation may possess
more knowledge about the Empire than any
other faction within the Quadrants. While at the
same time, is the Empire prepared to allow the
Federation know more of our position and role
within the Quadrants?

Double-edged? Perhaps. Not unlike the two
blades of the single mevak.

PERSONAL LOG

interfered and put a stop to it, it would have been glorious.”

I — PERSONAL L0G

THE KLINGON
HIGH COUNCIL

“Kor, commanding, I.K.S. Klothos. All glory to the Empire.

The situation imposed on us by the Organians is infuriating, yes,
but | would argue that we are not without an advantage. The terms
of the so-called ‘treaty’ merely prohibit open warfare between the
Empire and the Earthers. We already know of the spineless nature
of the Federation. They avoid conflict, even before this ‘treaty’ was
put in place.

| say that we continue to be bold, as warriors should be! We push
ahead, daring the Federation to fight! It is not within their nature.
They are weak, and without honor... and, hiding under the skirts of
these advanced aliens, they are even less likely to be prepared to
offer any real resistance. They will back down, so no open warfare
will occur. We will remain within the letter of the treaty, yet still
expand the Empire.

| would also recommend further expansion efforts along the
Romulan border, and along the galactic rim headed away from
Federation space, which offer many more opportunities for glory,
with less interference from god-like interlopers.”
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AT AU OO

NN NN (NTERGEPTED REPORT

@3 CHAPTER 02 EEE "



I, GESTUS Il

On stardate 3045.6 the Gorn ship Exeron, under The Gorn had been using Cestus Il for generations as an integral part of their

orders from Captain Arijog, eliminated the breeding cycle. Its climate was ideally suited for maintaining the species’ optimal
Federation colony on Cestus lll, leaving only male-to-female ratio via temperature-dependent sex selection. A grand tour of
one survivor among the hundreds of men and Federation worlds convinced the Gorn of the Federation’s motives.

women in the compound.
In the century since an agreement was signed the two societies proved to be

History tells the tale of the epic duel fought a model for interspecies cooperation. Both maintain unobtrusive colonies on
between captains Kirk and Arijog, but the Cestus lll, and the Gorn’s advanced sensor technology helped Starfleet to make
encounter proved to be far more important for new discoveries and better defend the Federation while Starfleet warp advances
the Federation’s development than a simple made it possible for the Gorn to reach other worlds quickly.

melee. Kirk was able to convince the assembly

of admirals to send a diplomatic delegation

rather than a punitive expedition to the Gorn
homeworld.
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I GAPTAIN JAMES T. KIRK

STARDATE 4217.3

Will, moment, but that’s the moment that a lot of people are going to fix on. They

| imagine that Starfleet Command has
already contacted you about the loss of the

won'’t see the man who fought the Devil for his crew against all odds. They won’t
even see the man who sacrificed himself to show us how to kill the thing. They’ll

Constellation, and your father’s death. He died see the man who turned into Ahab, chasing the white whale through system

in the line of duty, as | noted in my log, but logs L-374 at any costs.

and reports only tell you what happened. They
don’t always tell you why. There are going to

They’ll also project it onto you in the years to come. “Like father, like son,” they’ll

be rumors floating around Starfleet Command tell you, “you’ll turn out the same way.” Hard as it will be to take that, don'’t let it
about why they happened; | wanted you to hear bother you. There are worse things in life than turning out like Matt Decker. He
that from me. was a decorated officer, a starship commander, and a Starfleet commodore.

Your dad lost control, Will. He lost his crew
under horrific circumstances, and when he tried
to redeem himself, he lost himself. Only for a Sincerely, Jim

He was a good man, Will, and he died a hero.

I ————= TRANSMISSION

STARDATE 4795.1

COMMODORE ROBERT WESLEY, SC906-0131-CEC
U.S.S. LEXINGTON, NCC-1709
FROM: ADMIRAL JAMES KOMACK

STARFLEET COMMAND, SECTOR 9

You’ve already received the official orders, Bob, so let me be the
first to congratulate you on your promotion and new assignment.
There’s no understating the fantastic job you did with the Lexington,
and | know you’ve mentioned a desire to stay with your ship now
that it’s been repaired after everything that happened with the M-5
computer war games. However, Starfleet Command has decided

a complete rotation of the entire crew is probably the best way

to help everyone get past this horrific incident. The same will be
happening with the Hood, Potemkin, and Excalibur once their refits
are completed.

You’re probably already thinking how much you’ll miss that center
seat. | know | do, but we go where duty sends us, right? Besides,
Starfleet can always use another flag officer who’s experienced
and been tested by all manner of situations, and | can’t think of
anyone I’d rather have commanding Starbase 23.

I’m anxious to hear your initial report after you’ve had a chance to
get the lay of the land and consult with the starship captains you’ll
have under your command. Given our uneasy relationship with

the Klingons and even with this Organian Peace Treaty in place,
we need someone there who can bring a proper, levelheaded
perspective to that whole situation while overseeing and protecting

our interests in that region. You’re a perfect choice, and | know you’ll

do us all proud. Komack out.

GOMMANDER
GHARVANEK,
GHR MEMENDA

STARDATE 5027.4

“I cannot believe | fell for Federation treachery.
The Enterprise First Officer Spock led me to
think he was going to defect to the Empire and
deliver us the prize of Starfleet. His captain had
ordered the ship to cross into the Neutral Zone.
Spock stated the captain had been under duress
and his state of mind was fragile. He killed his
captain in self-defense except it has become
apparent that Spock was a party in the theft

of our cloaking device, which he freely admits.
The punishment for such actions is death. It is a
shame. | had hoped to explore our relationship
further on a more personal level. Now, he has
not only embarrassed me in front of my crew,
but the Praetor will not take kindly to the theft
of our cloaking device. We must get it back at
all costs even if it means the destruction of the
Enterprise itself.”

SUBSPAGE TRANSMISSION L- INTERGEPTED PERSONAL L0G
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“Honesty compels me to admit that | was not a
very good person for many years.

“l do not say that lightly. | got by on early
breakthroughs for decades, and along the way
began to harbor resentment and ill-will against
my fellow scientists. My ego, not inconsiderable
at the best of times, became virtually
unbearable. And unsatisfied. In an attempt to
assuage my ego, | tried to become God, to
create life, in the form of the M-5 computer. It
cost me dearly.

“l am guilty, by proxy, of one murder onboard
the U.S.S. Enterprise. Fifty-three onboard the
Lexington. Four hundred and thirty onboard the

JUNEMANN, ADMIRAL L.A,,
UTOPIA PLANITIA FLEET YARDS

TO: SPAIN, CAPTAIN A.J.,
STARFLEET OPERATIONS

I TRANSCRIPT

DR. RICHARD DAYSTROM,
FROM HIS SPEECH AT THE OPENING OF THE DAYSTROM INSTITUTE

Excalibur. | carry the weight of the souls of almost 500 Starfleet officers on my
conscience. | do not say that lightly, either.

“I had a complete nervous breakdown that day, and spent the next decade in a
succession of psychiatric facilities. | was thoroughly, properly chastised, even
though the murder charges had been dismissed. | expected, and deserved, to
be forgotten as a scientist upon my release, remembered only for the tragedy
that sprang from my fevered brow.

“l was instead greeted by the very same colleagues | had thought were mocking
me all those years. That terrible day had made me Human in a way | had never
been before. | was able to resume my work, and now here we are. Today you
do me the signal honor of giving these halls of higher learning my name. It is an
honor | do not deserve, but | accept it with a grateful and humble heart.

“Thank you, all of you, for your faith in me. Thank you very much, indeed.”

TRANSCRIPT

I S TARDATE 48103.9

Starfleet Command wanted to go to the Klingons; it would
have been easier. But the Klingons only use the cloaking
device. The Romulans understand them, and with everything
else that little ship of Sisko’s has going against it, it needs
someone on board who understands the thing. So | made
the call. | know it doesn’t sit well with you, and I’m sorry, but

Andy, trust me, no one is more ticked off about having to involve the
Romulans in the Defiant project than | am, but if that piece of junk is
going to serve any purpose in the Gamma Quadrant, then it’s got to
have a cloaking device and for that, it’s either the Romulans or the
Klingons. In this case, the Romulans were easier to deal with, hard
as that might be to swallow.

the Defiant’s mission is too important to the Federation’s
interests.

Next time you’re on Mars, drop by. First round at Amelia’s is
on me. | owe you that much for all this.

Best,
We had to go to them because every attempt we’ve ever made Laura
to get cloaking technology on our own has met with failure, if not
outright disaster. You know James T. Kirk himself stole a cloaking
device, right? We should have been home free, but the damned
thing worked once for the Enterprise, and never again after that.

We spent decades after that trying to reverse-engineer it. We never
figured out how to track a cloaked ship because of it, and we lost
five ships during various tests trying to make it work before the
Tomed incident brought that little experiment to a close.

Don’t even get me started on that idiot Pressman and what
happened with the Pegasus.

TRANSMISSION
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Always remember, Captain: We’re explorers. We may wear

a uniform and follow military discipline, but we’re not a
military force with domination as our aim. Since the first
days of Starfleet, even before Captain Jonathan Archer took
the Enterprise NX-01 out on her maiden voyage more than
two centuries ago, ours has been a mission of peaceful
exploration. While we’ve delved deeper into the Galaxy since
Captain Archer’s time, especially in the last fifty years or so,
many in Starfleet look to the 23 century as the real heyday
of Starfleet exploration.

In the middle of the 23 century, a Starfleet still finding its
footing took the twelve Constitution-class starships then
in service — ships with names like Enterprise, Lexington,
Excalibur, and Defiant — and sent them out on five-year
missions of exploration. Not to push back the boundaries
of explored space, though they did that, but to roam the
huge sphere of space that the Federation had claimed and
find out what was actually there. This initiative captured
the imagination of Starfleet — indeed, it captured the
imaginations of countless people across the Federation —
and established a benchmark against which other exploration
missions would be measured for generations to come.

EDGE OF THE FINAL FRONTIER

I’m going to talk a great deal about Captain James T. Kirk
and the Enterprise here, because their exploits are so well
documented, but it’s important to remember that she wasn’t
out there alone. There were eleven other Constitution-class
starships, which were also sent where no one had gone
before. All of them achieved great things. The Enterprise
shone a little brighter because of the volume of her
accomplishments, and the fact that she made it back when
several of her sister ships did not. All this was due, in no
small part, to Captain Kirk and the crew that surrounded him,

@ CHAPTER 02 FE T —
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THE TWENTY-THIRD GENTURY
I

"YOU KNOW THE GREATEST DANGER FACING US IS OURSELVES, AN IRRATIONAL FEAR OF THE UNKNOWN.
BUT THERE'S NO SUCH THING AS THE UNKNOWN — ONLY THINGS TEMPORARILY HIDDEN, TEMPORARILY NOT UNDERSTO0D."

— CAPTAIN JAMES T. KIRK

so if my examples lean too heavily on the Enterprise, | hope
you’ll forgive me.

Let’s not go the easy route and romanticize things. Let’s

go strictly by the record. That leaves quite a lot that those
ships and their crews accomplished. We can begin by
remembering that, by their standards, modern starships
would be the height of luxury. The starships of the 23
century required more crew to support them and their
missions, and they really packed them in tightly. The new
Intrepid class starships, for instance, are about the same size
as the Constitution-class; the latter, though, has about three
times the crew complement of the former.

They also accomplished what they did without our array

of technological advancements. While they were hardly
primitive, much of the technology we take for granted here in
the 24" century was far less advanced in the 23, if it existed
at all. Their transporters, for instance, were markedly less
effective than the modern-day version. Today, we think little
to nothing of intraship beaming, or transporting a wounded
away team member directly to sickbay; it’s simply how things
are done. But these processes barely existed in Captain
Kirk’s day. Sensors were barely accurate enough, and the
duotronic computer systems in use at the time, while marvels
of the day’s technology, were only just up to the task. It was
something only done in the direst of emergencies.

THEIR OWN DEVICES

Their missions, like ours, frequently kept them from shore
leave and recreation facilities for long periods. Unlike us,
they did it without holodecks to provide on-board rest and
recreation. While they’d known of the technology for more
than a century after the Enterprise NX-01’s contact with the
Xyrillians, making it compatible with the power and computer
systems aboard our starships proved to be trickier than

our engineers had thought. A prototype of our holodeck

was installed aboard Captain Kirk’s Enterprise late in her



five-year mission, but software and safety issues ultimately
led to its removal, and there would be decades of additional
development before it was tried again.

We also take for granted being able to confer with Starfleet
Command when a situation arises. They didn’t have that
luxury. Subspace communications were slower, and the
subspace relay network was a tiny fraction of the size it is
now. It could take weeks for a message to reach a starbase
and an answer to be received. Kirk and his fellow starship
captains, out of sheer necessity, had a great deal more
autonomy to make decisions in the field than is generally
needed today. They likewise had the responsibility to make
the right decision, and more than one would be reprimanded
after the fact for errors in judgment.

TESTED IN FIRE

Over the years, Starfleet has developed a battery of
psychological tests, designed to gauge an officer’s fitness
for certain positions. We are especially hard on candidates
for command positions. Experience has shown us certain
traits that lend themselves to command, and we’ve come

up with ways to measure those traits. Starfleet’s first major
test of command character originated in the 23 century: the

Kobayashi Maru simulation. More than one cadet was steered
onto a different career path because of how they handled

the scenario; a few were cashiered out of the Academy
altogether. Every one of the captains on those twelve
Constitution-class starships endured the Kobayashi Maru,
several of them more than once. Captain Kirk famously took it
three times, and arguably cheated his way through it the third
time. He was almost expelled for that, but Starfleet Command
saw something in him that they liked: A tenacious will that
served him, and the fleet, very well for nearly four decades.

Who was your sacrifice, Captain? When you took your
Bridge Officer Examination, who did you send to die that
the rest of your crew might live? More than likely, it was
your chief engineer; the dozen or so scenarios that the
computer chooses from for that test lean heavily on failures
in engineering, in my experience. Mine was my security
chief, during a boarding action by angry Nausicaans. We’ve
all faced that situation in a simulation, or we’d not be in
command now. A hundred years ago, however, they didn’t
have the Bridge Officer Examination as we know it. Many
officers never knew if they could send someone into the jaws
of death to save the others under their command. Even the
Kobayashi Maru doesn’t prepare you for that.

| bring this up because Captain Kirk had to face that kind of
decision, as his ship sat in orbit over the ore cracking station




at Delta Vega, near the start of his five-year mission. To save
his ship, he had to kill his best friend, Lieutenant Commander
Gary Mitchell, who had become a menace to the Enterprise,
and perhaps all of Humanity. Kirk did, in reality, what most

of us will never do outside a holodeck. Many other starship
commanders of the day had to make similar sacrifices.
Starfleet is stronger now because of this. We learn by

doing, Captain; we know better how to face these crucibles
because of the lessons these officers learned.

MEN FOR ALL SEASONS

Before we’d even really started exploring our corner of the
Galaxy, we’d begun colonizing it. Many of the colonies were
tiny things, with populations in the hundreds at best. Some
were only science stations or archaeological sites with

fewer than half a dozen people. Even as they explored, the
Enterprise and her sister ships visited many of those colonies
as part of their duties. They had to; the whole of the fleet was
a small fraction of what it is now. Most colonies and outposts
didn’t have a Federation consulate, or anything else of the
sort. Part of the mission for all starships was to put in at
these places and reassure the citizens that all was well. They
didn’t just represent the Federation; on the frontier, for all
intents and purposes, they were the Federation.

They had to do a little bit of everything in those days. The
ships and the missions weren’t so specialized. One day they
might be providing routine physical exams to a science team
on a remote outpost, and the next making detailed charts

of previously unexplored systems. A crew could never be
certain of what they might be doing from one assignment

to another. Typically, there were three main roles that they
took. Sometimes they were diplomats. Sometimes they were
peacekeepers. Most often, and most importantly, they were
explorers.

DIPLOMATS

During their five-year missions, the Constitution-class
starships were frequently tasked with establishing diplomatic
relations with other cultures. After all, that’s more or less what
first contact is all about, and during the five-year missions,
those twelve starships made dozens of first contacts. While
their captains did receive some diplomatic training, and
frequently had to use it, quite often their roles in diplomacy
were less as ambassadors themselves, but as couriers for
dedicated ambassadors, councilors, and other diplomats.

This often required its own special brand of diplomacy,
however, because diplomats from opposing sides can be
prickly. During the negotiations that admitted Coridan to

the Federation, for instance, the Enterprise was tasked with
transporting several diplomatic parties to the conference
site. Captain Kirk had to maintain peace between the Vulcan,
Andorian, and Tellarite delegations. These three cultures
historically did not get along very well, even a century after
they’d founded the Federation together.

That situation very nearly got out of hand, but not all
diplomatic missions had the potential for such dire
outcomes. The Farragut, for instance, played host to the first
Procyon Conference, where the worst thing that happened
was one of the Rigellian dignitaries discovering she was
allergic to walnuts. Most, in fact, went without a hitch, and
considering how demanding some diplomats can be, this is
noteworthy. Also noteworthy is that, while many diplomatic
missions during this period failed, somehow none of them
ended in disaster.

WORDS, NOT WEAPONS

As well as people of action, the crew of the Enterprise
showed an aptitude for diplomacy. They saved the Mantilles
colony, for instance, when Commander Spock mind-melded
with a gigantic alien that consumed planets for food. They
didn’t rush in behind a salvo of photon torpedoes. Instead,
they showed one sentient being that it was destroying other
sentient beings in order to survive.

They overcame the Kelvans the same way, not with phasers
and fists, but with ideas. They demonstrated that adapting



to a humanoid form had irrevocably made them alien to their
own kind. Kirk convinced them to tell their rulers that while
we would fight efforts of conquest, the Federation would be
open to colonization by friendly visitors.

PEACEKEEPERS

Starfleet might not be a military service, but we are
occasionally obliged to act like one. This was even more true
in the 23 century. The Constitution class was not just one
of the greatest scientific vessels created to that point; it was
quite capable of taking care of itself and acting in defense of
the Federation and her citizens. It was called on to do so on
several occasions.

The fact is, not everybody is friendly. It’s unfortunate, but

it’s true: Sometimes merely showing the flag isn’t enough.
Sometimes you have to fight. This doesn’t have to end badly.
For instance, our first encounter with the Gorn Hegemony at
Cestus Il could have been an absolute disaster. Once a few
significant misunderstandings were worked out, though, it
became an alliance, however tenuous it might be, which has
lasted for decades.

Things didn’t always work out that well, however.

ROMULANS

There is no time | can think of when we’ve gotten along with
the Romulan Empire, until now and the new threat from the
Dominion. In the 23 century, we not only didn’t get

along, we hadn’t even had contact with them in over a
hundred years.

That ended when they snuck across the Neutral Zone and
began destroying border outposts. This was, apparently, a
test of our resolve. It very nearly started another war, and
helped set the rather bleak tone of our relations with the
Empire for decades to come.

Little is known about their goals now, and even less was
known then. Tension with the Romulans would remain

high throughout the 23 century, with a small handful of
encounters, almost all of which seemed to be like their first
incursion, designed to test our resolve. These were mostly
with the Enterprise, but also occasionally the Potemkin and
the Constitution. It might not have gotten out of hand if
Starfleet Intelligence hadn’t decided it was a good idea to
have Captain Kirk and the Enterprise steal a cloaking device
for them. This vexed the Romulans considerably, and it was
this incident that paved the first steps of the road towards the
Tomed incident and the Treaty of Algeron.

KLINGONS

The Romulans may have been mysterious during the 23
century, but the Klingon Empire was not. Their conquests

GORIDAN ADMISSION
INGIDENT

FROM: SHRAS, AMBASSADOR,
UNITED FEDERATION OF PLANETS

GHARIS, COMMANDER,
ANDORIAN INTELLIGENCE SERVICE

Commander, by now you have certainly been made aware of the
recent incident involving the Orion attack on the U.S.S. Enterprise
while they were tasked with transporting | and my staff to the Babel
Conference to discuss the admission of Coridan to the Federation.

| have been given to understand that it was your office that was
responsible for the background investigations into several recent
additions of my staff, including one “Thelev.” This man, as it turns
out, was not even Andorian! He was an Orion spy made to look like
one of us! Hundreds were nearly killed and the short-term stability
of the Federation itself was put in jeopardy, because you or one of
your functionaries failed to do your job properly.

During his tenure with my staff, “Thelev” at least performed his
duties adequately. The same cannot be said for you and your
staff. | wished to personally express my dissatisfaction, and inform
you that | have demanded a full investigation into your office’s

incompetence!

were well known, their warriors were feared, and Starfleet
was the only thing standing between them and domination of
much of the Alpha Quadrant as we know it.

Yes, we're allies now; we even have a Klingon in Starfleet.
But it took a long time and a great deal of trial and error to
arrive at this point. In Kirk’s day, they were the enemy, plain
and simple. They had been since before the founding of the
Federation. The presence of a Klingon battle cruiser could
only mean trouble, and more than one Starfleet captain was
more than ready to give it to them.

Both sides got more than they bargained for at Organia,
though. After more than a century of open hostility towards
one another, both sides found themselves powerless to fight
each other when the Organians imposed their eponymous
peace treaty on both sides.

Of course, even with that treaty in place, it was a long way
from there to the Khitomer Accords, and both sides had
considerable adjustments to make. Deprived of direct conflict
with Starfleet, the Klingons resorted to guile and subterfuge.
While this wasn’t their strongest suit, by any stretch of the
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imagination, they proved to be capable students. They
interfered with the native culture on the planet Neural, for
example, and attempted to wrest away the mineral-rich

star systems of Capella and Tellun. These schemes were
generally stopped before much damage was done, but
tensions and distrust between the Empire and the Federation
would continue for decades.

EXPLORERS

The Galaxy was bigger in the 23 century. Not physically, of
course, but it felt larger. It took longer to get from one star
to the next, and the Federation’s sphere of influence was
smaller than it is now. The warp speed scale was different
back then, too. While ours is a finite spectrum, with warp 10
as an absolute maximum, the original Cochrane scale was
open-ended. While the Constitution class had a designed
maximum speed of warp 8 on that scale, it wasn’t uncommon
for other vessels or phenomena to be observed traveling in
excess of warp 11. The Enterprise once observed one probe
approaching them at warp 15 on the Cochrane scale!

Just because it took longer to get from point A to point B
didn’t mean there weren’t ample discoveries. During their
five-year missions, Constitution class starships discovered
hundreds of worlds. Some were familiar, eerily so — more
than one class M planet bore a startling resemblance to
Earth, and one such planet encountered by the Enterprise
early in her mission was actually identical. On most of these
worlds, sentient species were discovered, while on others
evidence was found of remarkable ancient civilizations.
While the Enterprise is well known for making discoveries
like these, other ships, like the Lexington and the Intrepid,
were also famous for the number of ancient civilizations they
uncovered.

As might be imagined with as many M class planets as were
found, dozens of first contacts were made with a huge variety
of life-forms of every shape and size. Most were humanoids,
but many others, such as the Hortas or the Excalbians, were
decidedly not so. A few had godlike abilities, and some of
those had actually been worshiped as gods, such as the
beings who called themselves Apollo and Kukulkan.

Some of these have turned out to be friendly. The Phylosians

and the Fabrini have provided us with medical technologies,
while the First Federation gives us the liquor tranya and other
luxury goods. The Hortas from Janus VI have traded their
rock-eating metabolisms to mining concerns in exchange for
the chance to “taste” other worlds and explore the Galaxy.

B ORGANIAN INTERFERENCE

It’s maddening, Koloth. Maddening!

Others have been outright hostile, most notably the Tholians.
They were not, technically, a first contact — Captain Archer
and the NX-01 had that dubious honor — but Captain

Kirk’s Enterprise did have the misfortune of being the first

to encounter them in several years. They were just as
xenophobic then as they are now, but they seemed much
more willing to demonstrate this in the 23 century.

RISK IS OUR BUSINESS

Do you play “what if?” games, Captain? Have you ever
wondered if you could have made it back in the “Golden
Age” of Starfleet exploration, serving under men like Matt
Decker or Stephen Garrovick? The hazards were very real:
neural parasites, dark matter nebulae, random tears in the
fabric of space-time — the list goes on and on. It was a risky
proposition.

| don’t know how things have been on the Gr’oth, but I’'ve taken the
Klothos and tried to attack a couple of Federation starships, and
it'’s always the same. The weapon controls are cool to the touch
until we actually try to use them, and then they can suddenly melt
lead. My weapons officer, Kavin, has tried it with gloves, even tried
to fire the disruptors with a stick once. Same thing. Stubborn boy,
that Kavin. He can still use that hand, though he’s going to have an
interesting scar.

| made a recommendation to the High Council. We’re going to have
to fight the Federation another way for now. No glorious battles,

at least until the Organians grow bored and forget about us. We’re
going to have to wrest planets away from them one at a time, and
we’re going to have to skulk about like Romulans to do it. It should
be easy for you, you talk a lot, but | can’t imagine Kang is going to
be happy about it....

Duty calls, old friend, as you well know. Qapla’!
Kor ‘ 2

@il GHAPTER 02

But then, space exploration has always been a risky
proposition. A vast emptiness, filled at unexpected times
with potentially hostile life-forms or deadly phenomena, is
inherently dangerous to the relatively frail humanoid form. In
the 23 century, with its less-developed technologies and
limited communications, it was even more so. Exploration in
those days was a daunting task, and it took a special breed
of person to go out there and do it.




These men and women did it, and did it admirably. The five- It’'s a heritage we can take enormous pride in. Say what you

year mission initiative wasn’t without cost. Three of those will about Captain Kirk and his crew’s accomplishments, but
Constitution-class starships — the Constellation, the Intrepid, nearly everybody recognizes that they were like us in one key
and the Defiant — were lost with all hands, while two others respect: They were explorers. And they were exceptional at it.

— the Exeter and the Excalibur — suffered complete crew
losses. None of the others came back unscathed, yet they
never turned back, either. Their captains and crews chose
that risk willingly, with their eyes wide open, just as we, their
successors, do.

T0 BOLDLY GO: ROLE-PLAYING IN THE 23RD GENTURY

The tone of the original Star Trek had a sense of technology. GMs should emphasize this simple premise: It might be the future,

wonder about it; things were new and different, but the story is still about the people, not the machines.

and the Galaxy felt a little less familiar. There

were exciting adventures in exotic locales. The 23 century was also less focused on politics, and more on the immediate
Roleplaying in the 23 century should reflect relationships among the crew. While politics do exist, and can either aid or hinder
that sense of adventure; your Players should a crew’s mission — the entire focus of the episode “Journey to Babel” was about
feel that they are experiencing something that politics, for example — most of a 23™ century crew’s missions probably won’t

is, as Commander Spock often said, unlike involve political intrigue at all. The interplay between cultures tended to be less
anything they have ever encountered. Rather important than ensuring that the ship’s crew worked together as a cohesive unit.
than celebrating the triumph of technology,

there should be a greater emphasis on the In the 23 century, the Federation’s territory and sphere of influence was
accomplishments of the crew. The crews of the substantially smaller than it would be in the 24" century. Warp travel was slower
23 century were trained to rely less on their and used a different warp speed scale; subspace communications were also
tech and more on their own ingenuity when slower and more limited. The slower warp speeds mean that help is frequently
solving problems. Entire episodes of the Original less likely to arrive in time, while slower communications mean that contact with
Series, such as “The Ultimate Computer,” were Starfleet Command is not as frequent. This means that the PCs are frequently
built upon overcoming the limits and failings of left to their own devices when facing critical decisions.

AN NN 73RD CENTURY UNIFORM INSIGNIA
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USS CONSTELLATION NCC-1071 USS EXETER NCC-1672
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USS ENTERPRISE NGC-1701 USS DEFIANT NCC-1784
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THE UNITED FEDERATION OF PLANETS
REGENT FEDERATION HISTORY

ADMIRAL WESLEY AND UNKNOWN INDIVIDUAL
STARDATE 8161.8

“Where are the Project Genesis files now?” “Yes, sir. That will never happen again. Project Genesis is

no longer something you or other Starfleet admirals need to
“We have them safely secured, sir.” worry about again. We’ve made sure of that.”
“So they are in your care?” “Just make sure it stays that way and that Carol Marcus
remains safe. She’s already lost her son and research team.
“Yes, sir.” She’s an asset we cannot lose. We need her to continue her
research.”

“And Carol Marcus? Is she also safe?”

“Rest assured, we will see to that.”
“Yes, we have her in a location known only to members of Starfleet
that qualify as ‘need to know.” We felt it would be better that way.”

“Good, we cannot afford for this data to fall into the wrong hands
again. We got lucky when that maniac Khan ignited it in the Mutara 10 o 354480
Nebula rather than on an inhabited planet. Good thing he was so

obsessed with Kirk rather than flying straight to a major planet to

terraform it to his and his fellow Augments’ standards.” M l

I e — RECORDED TRANSMISSION

ORION FREIGHTER

“| still can’t believe that Praxis is gone. The Klingons’ key energy matter of months if | wanted too. But no, the Federation had
and mining production facility used to exist there. That was a to insert itself into my business dealings. Instead of just being
very lucrative contract. Now, of course, the Federation is involved able to bribe a captain or an official to gain passage, now |

in providing aide to the Klingons. With the new treaty signed at have to present official documentation of my cargo contents,
Khitomer, there are all new regulations | have to follow just to get my intended flight path and the duration of my stay. It’s like
clearance to cross into Klingon space let alone land on Qo’noS. It this new Federation/Klingon alliance is afraid of traders trying
was so much simpler without the Federation sticking their noses to make a living. There are even Federation vessels in orbit.
where they didn’t belong. What’s an honest Orion trader supposed | simply can’t stand them. Regulations this, regulations that.
to do now? The Klingons would have paid handsomely for essential I’d rather deal with a hungry targ.”

trade goods after the destruction of Praxis. | could have retired in a

IS INTERCEPTED TRANSMISSION
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“The Chang House has brought great dishonor upon us as a race.
The general conspired with Klingon commanders, Federation
officers, and even Romulans to have Chancellor Gorkon
assassinated. We are Klingon. We do not use others to do dirty
work like General Chang did. He and his conspirators are no better
than Denlbya’ Qatlhs. Chang did not deserve to die in combat like
a warrior. He should have been chased down like the Ha’'DlbaH he

KHITOMER AGCORDS

FROM: GOVERNOR JAVEN
TO: COMMANDER T’LOR, I.K.S. S’CHA

Brother, | trust that this communiqué finds you well, and your
command of the S’Cha has brought you much honor and success.

| have been apprised of your worthy accomplishments along the
border. With the signing of the Khitomer Accords it has become
apparent that life as we know it will change. Your current assignment
as commander of the S’Cha will continue to offer much opportunity
to prove your worthiness to the Empire, while the High Council’s
decision to forfeit the Empire’s claim to the Archanis Sector to
Federation control clearly dictates that my tenure as governor of
Archanis has been deemed unworthy and without honor.

| am requesting you to return to Archanis IV and to participate in of
our time honored tradition of Mauk-to’Vor. In accordance of fulfilling
your duty as a fellow son of Jeh’L, and a Klingon warrior, you
restore my honor in the afterlife and ensure my entry into Sto-Vo-
Kor. | await your arrival.

Qapla’!

INTERCEPTED TRANSMISSION

KLINGON HIGH GOUNGIL
GOLONEL WORF AFTER THE KHITOMER ACCORDS

was and brought back on a leash to answer for his crimes.
His actions have now created a power vacuum as other
families and Houses are scrambling to position themselves
to compete for favor as Gorkon’s daughter, Azetbur, has
been elevated to High Chancellor. In my opinion, the House
of Chang should be stripped of its noble standing and any
mention of Chang wiped from the annals of Klingon history.”

I ————— |NTERGEPTED REPORT

SGIENGE REPORT

DR. GILLIAN TAYLOR,
CETACEAN BIOLOGIST,
U.S.S. JOHANNESBURG,
STARDATE 8439.6

“Observation of George and Gracie continue
without interference since Gracie gave birth. |
continue to receive regular reports regarding
their health and welfare. I've accepted a position
at the New Cetacean Institute that will start in a
few months that will put me back on Earth and in
close contact with George and Gracie. | am very
excited to see them again. The time spent here
on the Johannesburg has allowed me to catch
up on the three hundred years of history but I’'m
ready to go back to Earth. Thank God, for my
photographic memory. This would not have been
as easy without it.

“George and Gracie have adapted well to life
in Earth’s future. The ecosystem of 23 century
Earth is different than that of the 20™ century.
Fortunately, krill has not become extinct so
there is a vast food supply for them. George
and Gracie have already settled into a regular
migration pattern along with their new calf. As
happy as they seem to be, | expect another
calf to be born as soon as Gracie is ready. It
will be a very slow process, but | strongly feel
that a repopulation of humpback whales will be
a success. This is especially important if that
Probe ever comes back to Earth to communicate
with the whales.”

SCIENGE REPORT
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EXEGUTIVE SUMMARY

Reports from the commanders at Narendra Ill commented on

PRESENTED BY ADMIRAL KYLOR JEROK,

INTELLIGENCE ANALYST, ROMULAN IMPERIAL FLEET the Enterprise-C’s resilience after taking sustained fire from
their disruptors. Upon further study, the Battle of Narendra
Narendra Il was the single greatest failure in Romulan naval history. Il exposed significant deficiencies in the tactical training of
Although our task force, consisting of four warbirds, successfully our officers. We were fortunate the commanders at Narendra
destroyed a Klingon outpost and the Enterprise-C, the goal of our Il had the foresight to capture Federation escape pods and
attack was to send a clear message to the Klingons who were take the ship’s officers into custody. The interrogation of
attempting to assert their superiority in that sector. In that goal, acting tactical officer Tasha Yar revealed the Federation’s
we failed spectacularly. Our victory became the catalyst for a training was decades ahead of our own and explained how a
Federation-Klingon Alliance that has dominated the Alpha and single Federation ship was able to defend itself against four
Beta Quadrants for over twenty years and isolated us from the warbirds.

rest of the Galaxy.

“US~CLG22243



I REPORT

“Endless Profits to you, Oh Grand Nagus!

I, DaiMon Tarr, bring to you news of a recent
triumph. My efforts in the Delphi Ardu system
have confirmed that the so-called ‘United
Federation of Planets’ has no real sense of
commerce whatsoever — even less than that of
the Klingons, and you know what lobeless fools
they are!

The Humans were easily convinced by me to
engage in a collaborative venture at Delphi Ardu,
in deactivating a dangerous ancient planetary
defense system, which presented a hazard to
commerce in this region of space. This venture
was, of course, a clever ruse, which allowed

me to observe them closely — including their
perverse habit of working alongside females
whom they force to wear clothing — and ended
with our taking sole possession of a collection of
ingenious hand-restraints (‘Chinese finger-traps’,
as the Humans call them), which we were able
to take from them at no cost! (Sadly, the ancient
defense system was unsalvageable, but will
offer no further threat to bold Ferengi merchants,
thanks to me.)

The territory these Humans hold is large,

and ripe for exploitation. I’m sure that your

keen business sense can derive all manner of
profitable ventures that may result from entering
into this underdeveloped market. | only humbly
ask that a small finder’s fee — of whatever
amount you deem appropriate, Oh Heavily-lobed
One - be bestowed upon Your humble servant
Tarr for making the initial overtures.

May the Divine Treasury smile upon our new
opportunity... Of course, more upon you in
particular, with maybe a little bit for me.”

INTERCEPTED REPORT

IAKDORN DEFENSE
INSTITUTE

While this institution has consistently recommended a neutral
stance when it comes to formal Federation involvement in the
Cardassian occupation of Bajor, we have since reconsidered our
recommendation. With this report, we hereby inform the Federation
Security Council and the Starfleet Chief of Staff that any military
involvement against the Cardassians regarding Bajor should
absolutely NOT be considered.

While our earlier stance on non-involvement has been consistent
over the last 30 years, we are adjusting it due to the recent
appointment of one Gul Dukat as the Cardassian prefect of the
Bajoran occupation. Data received by us from merchants and other
sources indicate Dukat is a ruthless tyrant and a brutally effective
administrator. He commands significant forces on and around
Bajor and currently has the ability to request additional forces and
supplies from Cardassia. Barring a declaration of war, something
the Federation can ill-afford at this time, we envision no means
by which Starfleet can prevail against the entrenched Cardassian
forces on Bajor.

However, we have, as always, carefully considered the variables
and believe that there is a 94.7 percent probability that Gul Dukat’s
methods will only serve to reinforce the Bajoran resistance’s
resolve and will force a settlement within the next 8 to 12 years. As
such, we recommend the Security Council begin to prepare for a
contingency in which the Federation steps in to provide food and
medical supplies to a broken, but free, Bajor.
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INTERCEPTED REPORT
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Adya,

The enemy has come. The Melbourne has been
recalled to Starbase 324, where we’ve joined
three dozen other vessels under the command
of Admiral Hanson. In a few hours, we ship out
to Wolf 359, where | expect to die. The Borg are
powerful and we are laughably unprepared, no
matter what the Admiral says with his

pretty words.

Remember Crewman Yondar, and his endless
complaints about my “offensive bluntness” and
“extreme honesty”? Amusingly, he approached
me an hour ago to thank me for not blunting
the truth of the mission in our staff briefing. “It’s
much easier,” he said, “to not obsess about
what could happen, now that you’ve told us
what’s most likely to happen.” And it’s just like
I’'ve always said: Humans might prefer someone
who'll pet their feelings and tell them what
special star-trails they are, but when it’s life and
death, only honesty does any good.

| have regrets, Adya. | regret | didn’t make it
home on my last shore leave. | regret that, at
long last, | am forced to admit you were always

58383  HIGH INTENSITY CUTTING BEAMS
83833  MAGNETOMETRIC GUIDED CHARGES
P

60383  MISSILE SYSTEMS

49803  TRACTOR BEAM EMITTERS

86044 UNKNOWN

49000 UNKNOWN

84844  SUBSPACE FIELD GENERATORS
40739 ELECTROMAGNETIC FIELD GENERATORS
84744 REGENERATIVE CAPABILITIES
98394  FORCE FIELD GENERATORS

58383  ADAPTIVE SHIELDING

@ CHAPTER 02 FE T —

STARDATE 44002.2

right. Starfleet was a mistake, and | should have stayed on Ricktor Prime. But
knowing you were right and knowing that | should have chosen a different life
path for our family changes nothing. | am a Starfleet officer, and only honorless
cowards flee for safety when the duty they swore to perform results in an
unpleasant death. Rejoice in your victory, my love, and curse my name well, but
| won’t abandon my duty just because survival is impossible.

Tialo, Zeri, if you grow up hating me for dying so early in your lives, | love you
anyway. You’re going to make bad decisions, and | regret that | won’t be there to
fight with you about them. Tialo, | completely disapprove of your plans to apply
for Starfleet. But you’re as stubborn as | am, and if you refuse to be smarter than
me, you better choose a field with more career advancement than Security. Zeri,
stop listening to your grandfather. He’s a bitter old man with nothing but poison
in his heart. Go to the Performance Academy. Dance your most flawless, and
then kick them all in the teeth if they turn your application down.

Adya... Starfleet will come to you. They’ll say | died well. | won’t. Most likely,
I’ve been assimilated, and am now enslaved by the enemy. Starfleet will tell you
| served with honor and distinction. | did, but they’ll get those facts from my
service record, not my shipmates, because they’ll be dead or assimilated too.

After | finish this message, I'll update my will to demand they send a Vulcan to
notify you. Then, you’ll get the facts instead of placating lies. You have been the
bane of my life, and | love you for it.

I PERSONAL L0G
I I TACTICAL ANALYSIS
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I \VOLF 359

REPORT++++ UPLOAD BEGINS++++

SRC UN ONE OF TEN/PRIMARY ADJUNCT/UNIMATRIX 03++++
TACSUM ENGAGEMENT AT SECTOR 0 0 1 / DESIGNATION WOLF
359++++

WE ENCOUNTERED RESISTANCE / 40 VESSELS OF VARYING
SIZE AND CONFIGURATION / [ATTACHMENT: SENSOR RECORD
45872AA1] / TECHNICAL DATA FROM RECENTLY ASSIMILATED
UNIT LOCUTUS INDICATED EXPECTED OPPOSITION TACTICS
AND CAPABILITIES++++

39 VESSELS DESTROYED / 11230 BEINGS ELMINATED AND
UNAVAILABLE FOR ASSIMILATION / DAMAGE TO CUBE MINIMAL

“Those spineless bleeding hearts in the Detapa Council have finally
twisted the knife into the back of the Union. Withdrawal from Bajor!
| can hardly believe my senses.

With the stroke of a pen, they are giving up a strategic foothold at
the very doorstep of the Federation. Madness! Bajor may no longer
be producing as much in resources as it once did, but that surely is
no reason to abandon the advantage that our presence there gives
us, in the event that our treaty with the Federation ends...

In my six-month rotation with disaster relief and trauma teams

on the surface of Bajor, | counselled numerous internment camp
survivors as well as those termed “collaborators”. Thus far, every
Bajoran | have encountered has shared one thing with all others: a
deep well of violent anger simmering under their skin. It crawls on
them, laces each word they speak, twists their smiles and taints
their voices until | can hear nothing but their screams for Cardassian
blood to be spilled in the streets.

Perhaps that sounds dramatic, but it is quite a dramatic sensation,
and | want to describe it as accurately as | can for the sake of
non-telepaths’ understanding. The lengthy occupation by the
Cardassians has left its scars on the planet and her people, a
psychic residue that lingers on the soul like the mud lingers on
bodies. Stripped bare of its resources, Bajor reflects the pain

/1 VESSEL NEUTRALIZED AND LEFT FOR EVENTUAL
ASSIMILATION FOLLOWING COMPLETION OF PRIMARY
DIRECTIVE ++++

CURRENTLY ENTERING SOL SYSTEM FOR COMPLETION
OF PRIMARY DIRECTIVE / UNIT LOCUTUS HAS BEEN
REMOVED FROM CUBE / REMOVAL IS FUTILE AND SHALL
NOT EFFECT DIRECTIVE OUTCOME++++

REPORT ENDS++++

[ADDENDUM / CUBE 632 DESTROYED BY CODE
COMMAND ERROR / TIMESTAMP AJ7-5W / PRIMARY
DIRECTIVE FAILURE IN SECTOR 0 0 1 / ALERT]

INTERCEPTED TACTICAL SUMMARY

GUL KALANE

But no: the sharp drop in resource extraction, coupled by
the cost of fighting the terrorist insurgency, they say. That’s
the reason for the Detapa Council to blithely give away what
Cardassian blood and sweat has secured.

As if they can’t see that Bajor will run to the open arms of the
Federation, giving Starfleet a base of operations practically
inside our borders. This betrayal shall not stand. | hope and
pray that some Cardassian patriot saves us from the folly of
these weak-willed simpletons.”

INTERCEPTED PERSONAL L0G

PERSONAL LOG

of its people, a pain every Bajoran feels in every cell of
their beings. Even those accused of colluding with the
Cardassians cannot escape it.

Their trauma is far too fresh, their wounds barely closed over.
The Bajoran people as a whole need steady hearts and kind
hands to help them restore their ravaged, strip-mined world
and their decimated society. They need compassion and
relief assistance, not power and status. | cannot and will not
offer my recommendation for the Bajoran application. Until
they begin to heal and let go of their rage and vengeance, it’s
too soon to welcome them into Federation ranks.

— Jessimi Zikal, Betazoid trauma counsellor, in written
testimony to the World Status Advisory Committee

I —— PERSONAL L0&
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RE: DAYSTROM INSTITUTE ARCHAEOLOGICAL
COUNCIL REQUEST TO STUDY
HEBITIAN TOMBS

Councilor Pelek:

This issue is one that requires delicacy. The
Daystrom Institute is a respected voice across
many worlds, including to some within this
university, and | am not certain refusing their
request will not result in questions being raised.
Since we have been making recent overtures to the
Federation, any refusal to allow their scientists and
archaeologists to study the tombs could be seen
as cause for suspicion.

Sura Mekar,
Inquisitor of Culat

INTERGEPTED
MESSAGES

RE: DAYSTROM INSTITUTE ARCHAEOLOGICAL COUNCIL
REQUEST TO STUDY HEBITIAN TOMBS

Inquisitor Mekar:

You will find a way to dissuade the Daystrom Institute from pressing the
issue and coming to Cardassia, and you will do so without arousing the
suspicions of Starfleet. Cardassia can ill-afford so-called scientists and
archaeologists bumbling around Culat or the floodplains, searching for

artifacts and burial sites that are no longer there.

Perhaps you could suggest they purchase rare Hebitian artifacts from
Ferengi markets to study. | understand the Ferengi have recently acquired
a significant number of them.

Pelek Evim
Detapa Council

S ——— INTERCEPTED MESSAGES




“Come now, Gaila. This opportunity should
be making your lobes tingle in delight.”

“Oh, my lobes are tingling. But in delight,
not so much.”

“But what is that rule you keep quoting
me, the one about war being good for
business?”

“Thirty-four. And don’t presume to quote the
Ferengi Rules of Acquisition to me. | know
them all by heart, backwards and forwards.”

“But surely you can see the profit potential
to be made here. It’s not every day the
Klingon Empire is shattered by civil war.”

“It’s happened more than once, and this one
has the unmistakable stench of Romulan ale
poured all over it.”

“Hah! Romulans. They’re too busy spying on
the Federation across their precious Neutral
Zone. Why would the Romulans want to
push the Klingons into civil war?”

“Don’t be stupid. The Klingons and
Federation are two of the three strongest
powers in the quadrant, and if one of them
collapses, the other will be facing the
Romulans on a one to one basis. Now, that,
while generally good for my business, is

WOLFKARPEL PRIME

acquisition rules?”

i N
even more dangerous than arms dealing 930233 -
already is. Playing both sides against 085830 _ -
the other doubles the chances of getting
: 948495 . -
947464
“So what'’s the problem? That sounds like 847434 - .
your stock in trade.” 447363 . -
| o I |
“But you’re not seeing the whole board, my QATATA - -
foolish friend. It’s the Klingons. They’re far 848333 - -
too unpredictable to gauge the odds on how 858303 - -
this will turn out. I’m reluctant to sell to them 85773
now because their blood is up. Sure, | could 887323 - -
make some quick latinum here and there, _ -
but I’'m playing a longer and more profitable 952533 _ I
; 857574
. Two Kl fleets h to b
gamed wtcr)] ingon ele sldatpptﬁn o be . 00085 - .
armed with weapons | sold to them months 957444
e .
wo N |
“You knew this civil war would happen? | 056575 - -
find that hard to believe.” = T
|
“A Ferengi smells profit on the winds of 808474 - -
T 949407 . -
948585
“Is that another one of the damned 848494 - -
0057

“No, my friend. That’s one of mine. Drink up,
and be merry. There’s latinum to be made
once the Klingons figure out who to fight,
other than themselves.”

SEG 31
INTELLIGENGE TRANSCRIPT

GAPTAIN ZELNABOG, PAKLED MERGENARY

This was a good day. The comm system my crew stole from a
drunken Klingon warrior is strong. Engineer Yaberitog plugged
into our ship’s power grid with few issues, though after the power
surge, | must now seek out a new engineer, one that can make us
go better.

We were sneaking past a Romulan outpost when the new comm
system made funny noises. It spoke in Klingon, but Officer
Turbendadog, who is smart, said that it was actually Klingon
translation of a Romulan message. They report that a stable
wormhole has appeared in the Bajoran sector; a wormhole that
supposedly connects to the Gamma Quadrant. | did not know what

this meant, so | asked my science chief, Otisatasog, who is
also smart. He said that a stable wormhole to the Gamma
Quadrant meant that a whole lot of space was now open for
investigation. There could be many species in the Gamma
Quadrant with things we can steal.

| gave Otisatasog extra rations of bu’lag, a painless gesture
given that Yaberitog no longer needs them. | have set course
for the Bajor system so that we can go to this wormhole and
to the Gamma Quadrant. We will be the first Pakled ship to
enter the Gamma Quadrant. We will be showered in glory
when we return.

I  PERSONAL L0G
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Admiral Kylor Jerok, Intelligence Analyst, Romulan Imperial Fleet

Since the Federation’s discovery of the Bajoran Wormhole,
Romulan Intelligence has recorded a number of rumors about a
powerful, expansionist polity in the Gamma Quadrant known as the
Dominion. So far, information on the Dominion is limited to second-
hand sources and scattered reports. Some sources report that the
Dominion destroyed several Federation outposts in the Gamma
Quadrant.

The existence of a new rival to the Federation offers two
possibilities:

First, if the Dominion is weaker than the Federation, we should

B STELLAR CARTOGRAPHY

I EXECUTIVE SUMMARY

ally with them. Since the Dominion’s only means of travel to
the Alpha Quadrant is through the Bajoran Wormhole, then
we will have them at a strategic disadvantage. A Romulan-
Dominion alliance would allow us the opportunity to exploit
the resources of the Gamma Quadrant and develop new
allies to combat the Federation-Klingon Alliance.

Second, if the Dominion is more powerful than the
Federation, we should incite hostilities between them. Both
sides will fight until they have exhausted manpower and
resources. The eventual victor will be unable to stop Romulan
Empire from ascending to the dominant power in the Alpha,
Beta, and Gamma Quadrants.

I PERSONAL L0G
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. YOUR GONTINUING MISSION

Starfleet serves a complicated, multi-role purpose within
the United Federation of Planets. From the earliest days
Starfleet’s mission has always been one of peaceful

exploration and scientific inquiry. However, because starships

venture into unknown, possibly hostile areas, they are armed
with powerful defensive weaponry, leading to a secondary,
peace-keeping role. It is neither purely scientific, nor purely
military, but rather a combination of the two depending on
the circumstances.

First and foremost, Starfleet is primarily a scientific and
exploratory organization serving on behalf of the Federation
government. Back in the late 20" and early 21t centuries,
scientific inquiry and exploration were the purview of various
private, non-governmental, and governmental organizations.
You may recall from your history readings the exploits of
Jacques Cousteau exploring the Earth’s oceans, CERN’s
efforts to unlock the mysteries of quantum physics, and
NASA'’s missions to explore the Sol system (and beyond).
With the founding of Starfleet, those various independent
efforts were centralized and coordinated under Starfleet.
After the terrors of the Eugenics Wars and World War I,

STARFLEET'S PURPOSE
I

"YOU KEEP WONDERING IF MAN WAS MEANT TO BE OUT HERE. YOU KEEP WONDERING; YOU KEEP ON SIGNING ON."

— GAPTAIN JAMES T. KIRK

humanity had tired of war. First contact with the Vulcans
had shown us that we could venture out into space not as
conquerors, but as explorers. This idea is embodied in our
credo “to seek out new life and new civilizations”.

I STARFLEET'S NATVITE

The Earthers say their primary mission is one of peace. But who
equips their ships with the power to lay waste to a planet’s surface
and does not use it?

Starfleet’s officers are naive. And that is something to be exploited.
While they prattle on about the right of self-determination and
interstellar law, we act. If you can present a starship officer

with a fait accompli, they will back off and call for some kind of
negotiations.

In fact, the only time they will fight is when directly attacked. We
fought a war with them once. It was glorious, and they made

noble adversaries, but they seem to have lost the taste for
war.

They wield awesome destructive power, but hesitate to use
it. And that is how you defeat them; never attack a starship
directly. Engage them in futile negotiations. Let them talk
(starship captains love to talk). Meanwhile, deploy your forces
carefully, in secret, and hand them an irreversible situation.
Use their peacefulness against them.

Major Rolis, Tal Shiar
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Starfleet’s secondary function is to defend Federation
members and the Federation as a whole from hostile intent.
Although every Federation member maintains some kind

of planetary defense force to protect their individual star
systems, Starfleet vessels patrol ninety percent of the space
lanes in between to ensure free and open passage. And our
exploratory efforts take us far beyond the boundaries of

the Federation into potentially hostile situations. Because
starships venture into the unknown, they are equipped

not only with sophisticated sensor systems, probes, and
drones, but also with powerful defensive systems. Starships
patrol along the Klingon and Romulan neutral zones, and in
the past have been called upon to investigate the sudden
disappearance of Federation colonies, protect Starfleet
outposts, defend against hostile alien probes, and serve as
peacekeepers between warring alien governments.

Despite the tremendous destructive power a starship can
bring to bear, however, Starfleet’s role has always been one
of peace. Starfleet captains do not start wars, and should
never “shoot first and ask questions later.”

STARFLEET ORGANIZATION

As an officer in Starfleet, you fit inside a much larger chain
of command. Our orders come to us from above — from
department heads, who get them from commanding officers,
who get them from admirals, who get them from Starfleet
Command and, ultimately, from the Federation Council itself.
It is our unqualified respect for the chain of command that
lets us know that our orders are valid. It is important you
understand Starfleet organization and know your place in it.

At the top, ultimate authority rests with the Federation
Council and the President of the United Federation of
Planets. Both have the power to direct Starfleet to undertake
specific missions — say a planetary evacuation, for example
— though this has rarely been used.

Next comes the Starfleet commander-in-chief, who is
responsible for Starfleet as a whole. The CIC sets the policies
and initiatives for the entire organization, keeping in mind
Federation needs and priorities and Starfleet’s mission
statement, regulations, and precedence. They receive a
daily briefing on Starfleet’s overall disposition as well as

any matters that may rise to the level of his or her attention.
Examples might include hostilities along the Romulan border
or the approach of a potentially hostile alien probe. They are
in frequent contact, and consult with, admirals throughout
the service. Starfleet monitors all fleet operations through
Starfleet Operations, which maintains the present position
and disposition of every starship and starbase at the Fleet
Operations Center on Earth.
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The fleet admirals make up the next level in the chain

of command. As their title indicates, fleet admirals are
responsible for an entire fleet of starships (and starbases).
Typically, this comprises several sectors, such as the region
of space along the Klingon border. Their responsibilities
include overseeing and directing all the ships within their
respective fleets and serving as the link between individual
admirals and Starfleet Command.

Admirals command more than one ship. They are typically
posted to a starbase (though not always) and command all
the Starfleet vessels in their area of responsibility, most often
a specific sector. They are the officers most frequently in
contact with a starship’s captain, with orders and mission
assignments coming directly from them.
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THE PRIME DIRECTIVE — SUMMARY

“No identification of self or mission. No interference with the social
development of said planet. No references to space, or the fact that
there are other worlds or more advanced civilizations...

This guiding philosophy prevents Starfleet personnel from
interfering in the natural development of other civilizations.

It stops them from beaming down to a planet, proclaiming
“Behold! | am the Archangel Gabriel!” and using superior
knowledge and technology to dominate a less-developed
world. Starfleet officers swear to uphold the Prime Directive
even at the cost of their own lives, the lives of their crew, and
their ship.

The fundamental principles of the Prime Directive existed
long before the doctrine itself. Its roots can be seen in the
Vulcan practice of avoiding contact with primitive, pre-warp
societies. Had Zefram Cochrane failed to make his historic,
first faster-than-light trip in the Phoenix, the Vulcan survey
vessel would have passed Earth by as too primitive, and first
contact would not have occurred. Later, early Starfleet crews
realized the need for some kind of doctrine establishing what
Humans should and should not do while exploring space.
Contrary to popular belief, however, application of the Prime
Directive is not based solely on warp capabilities. Starfleet
Command may, after initial survey missions, determine that
a culture possesses significantly advanced technologies to
warrant first contact. Similarly, if a civilization contacts the
Federation first, then the Prime Directive applies less strictly
than it would for a newly discovered world.

Specifically, General Order One prohibits certain actions
covering a wide range of activities, which constitutes
“interference.” You cannot provide knowledge of other
inhabited planets or other civilizations. Do not provide
knowledge of technologies or science. You may not take
actions to generally affect a civilization’s overall development.
You may not involve yourselves in the internal affairs of
another society, such as backing one faction over another.
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THE PRIME DIREGTIVE
I
STARFLEET GENERAL ORDER ONE

These prohibitions also include actions that have presented
profound moral challenges for both captains and crew —
helping a society escape the consequences of their own
actions; saving a civilization from a natural disaster (even

if inaction would result in the society’s extinction); and
subverting or avoiding the application of a society’s laws.
How will you react when you discover a world where capital
punishment is the law, and your captain is to be executed
for a seemingly minor infraction? Can you sit by and watch a
primitive culture be destroyed by an asteroid collision? Since
the early days of Starfleet, these kinds of moral quandaries,
and many more, have obliged command crews to debate
how best to balance competing ethical priorities.

You must determine how to interpret the Prime Directive

in any given situation. Starfleet gives commanding officers
wide leeway regarding whether and how the Prime Directive
applies. In the early years of Starfleet, captains tended to err
on the side of intervention, interpreting the Prime Directive
to only apply to living, growing, developing civilizations; they
interfered in situations where the society fell into a state of
arrested development, had been somehow enslaved, or
faced mortal danger. The most famous example is Captain
James T. Kirk, who has been accused of being slow to invoke
the Prime Directive. In later years, officers have taken it as an
absolute, and were willing to watch whole societies perish
from natural or evolutionary causes rather than interfere.
The truth is the application of the Prime Directive exists
along a continuum depending on many factors. Is the planet
a Federation colony? Has there been prior contamination

by Federation citizens or Klingon agents? Is the planet in
negotiations with the Federation? Is it possible to intervene
without revealing the existence of other spacefaring
civilizations? Should an officer violate the Prime Directive,
he or she is expected to provide detailed justification in

their logs; should Starfleet Command deny the reasons,

the penalty for violating the Prime Directive ranges from

a reprimand in the officer’s permanent record to outright
dismissal from the service (and possible imprisonment).

Starfleet recognizes many exceptions to the Prime Directive.
These do not revoke the Prime Directive in its entirety,
however. If warranted, starship crews are expected to
intervene in the least intrusive way possible when the
situation calls for it. For example, if required to repair a



| was there when the Federation made first
contact with my people. The starship contacted
one of our system defense ships at the edge

of our star system. We had only just recently
developed warp drive, and used it mainly within
our system. | was aboard our ship, on the
bridge as third mate. I’d never seen anything
that big before. It was an Ambassador class, the
U.S.S. Resolute. It took some convincing before
our captain believed that your intentions weren’t
hostile.

We escorted the Resolute back to Homeworld.
Apparently, our leaders also thought your
intentions were hostile, because much of our
fleet waited in orbit. That was your first challenge
to overcome, but there were others. We didn’t
like that you’d been spying on us with your long-
range probes, secret observatories, and covert
agents. We gave your Federation envoy a hard
time about that.

AN ALIEN PERSPECTIVE

Then there was the dislocation you created when we learned we weren’t
alone in the Galaxy. Some said you intended to assimilate our culture. There
was social and political upheaval. We still used money at the time, so news

of your replicators caused a lot of fear and anger among our merchants and
industrialists. It took time, but you were patient with us. Your envoy negotiated
in good faith and addressed our concerns; you let us keep our government,
respected our traditions, and phased in those replicators.

Because | was already a military officer and had been on board the ship that
made first contact, | was selected to be among the first class from Homeworld
to attend Starfleet Academy. That’s where | came to better understand your
Prime Directive. You do not contact civilizations that aren’t ready to accept the
idea of the Federation. You don’t come to dominate, or impose your ideas or
way of life. You knew we were ready to join the larger Galaxy before we did.

And now as a Starfleet officer, | see the wisdom of the Prime Directive. It doesn’t
only say what we can’t do; it tells us what we can do, and when. | don’t know
where my people would be without the Federation. I’'ve seen the Prime Directive
from the other side, and I’'ve seen its value. That’s why | proudly swore to uphold
its principles, even at the risk of my life.

- Excerpt: Lt. lekush Fo, Valedictorian Address,
Starfleet Academy class of 2369




A SWORD OF DAMOGLES

The Prime Directive. Singular and ubiquitous, it governs our
approach to how we deal with nascent civilizations and all those we
encounter in our journeys between the stars. But every cadet should
know, should understand, that this directive, while born of a desire
to provide agency to those we encounter and not force them along
our path is a Sword of Damocle. It is both the overriding paradigm
by which we operate in order to allow freedom, and a burden that

at times forces us to stand watching while terrible circumstance
wreaks a bloody price.

At the Academy we are taught that to interfere, to bring technology
and our definition of civilization to those we encounter almost
always leads to chaotic disruption. But it is hardly easy to walk

the other route. To follow the Prime Directive means that we must,
at times, stand by when problems we could easily solve lead to
destruction, suffering, and death. | say this, not to criticize the
ideology of our approach, but to ready you for the price this path
asks of us. It is no easy thing, our Prime Directive, and while we
are right to concede agency to those we encounter, it has a cost.
At times we will invest in the circumstances we encounter our
emotions, our passions, our hopes; it is only Human to do so. But
it carries a heavy price, and that we can bear knowing only that the
alternative, to intervene or control, has been demonstrated through
history to be disastrous. Between forcing a solution regardless of
price and allowing a solution to be discovered and owned by the
discoverers, history shows us that there is no truly compassionate
choice to make but to follow the Prime Directive.

- Captain Katherine Unmeyer,
in her lecture series On the Nature of Starfleet,
Starfleet Academy.

After the successful completion of our mission to Eudora IV, | find
myself thinking about the Prime Directive. Specifically, I’m thinking
about all the other species and entities out here in space that do
not have a Prime Directive. Of all the spacefaring civilizations, only
Starfleet has a non-interference article.

The Romulans, Klingons, Cardassians, and Ferengi don’t have
one. They interfere all the time. The Borg exist solely to absorb
other worlds into their collective. But what about beings who are
obviously superior to us — the Organians, the Metrons, the Q
Continuum? The Organians intervened in a potential war with the
Klingons. The Metrons were prepared to exterminate either us or
the Gorn. And Q? He seems to delight in meddling in our affairs.
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prior cultural contamination, you are expected to do so

in a way that does not lead to even greater interference.
These exceptions include, but are not limited to: the society
already knows about the Federation; they communicate
with or attack a Federation vessel; they send a planetary
distress signal to any and all spacefaring societies; we are
in diplomatic discussions with the society; the civilization
was previously contaminated by Federation citizens or
non-Federation actors (such as the Klingons or Romulans);
compliance with valid, direct orders from Starfleet Command.
Doubtless, over the course of your careers in Starfleet, you
will encounter many other exceptions to the Prime Directive
(and doubtless create a few).

In the end, despite Starfleet’s great respect for the Prime
Directive, and strict demands that it be adhered to, you
must ask yourself how it shapes your personal actions. Do
you allow a species to pursue a dangerous political system
that oppresses its citizens? Do you allow the extinction of

a civilization from a supernova, when you have the power

to stop it? Will you sit by and allow Romulan agents to arm
one primitive faction against another? There is no question
the Prime Directive prevents us from getting involved in
situations where we can help. However, we must all consider
the unintended consequences of meddling in the affairs

of a civilization not yet ready to learn they are not alone in
the universe. Are you ready to accept the consequences,
whatever your decision? Not every Starfleet officer believes
that strict adherence to the Prime Directive is in the best
interests of the societies it was designed to protect. You
must discover your own personal tolerance for the degree of
flexibility you are willing to accept when applying the Prime
Directive. You have the power to alter the natural evolution of
an entire planet in your hands. You must figure out when to
use, or not use, that power. You bear a heavy responsibility.

THOUGHTS ON THE PRIME DIRECTIVE

If the Prime Directive is right and proper, then why don’t
these more advanced beings have their own version? What
does that say about us? Maybe it’s our duty to seek out new
life-forms and new civilizations, and lift them up. Maybe we
should use our power — our science and technology — to
do good throughout the universe. End a global epidemic.
Stop a world war. Spread our political system. Maybe
they’re right.

But then | remember that we’re not gods. We cannot predict
the consequences of our actions. It’s just that days like

today make it damned hard to obey the Prime Directive.

- Captain Geoff Maclntosh



CALL TO ADVENTURE

Welcome.

Your decisions, from this point on, affect the lives of
Federation citizens. Perhaps it will be only a handful —
those on your ship or on an away team — or, as experience
has shown us, perhaps it will be the lives of us all. Our
expectation is that under all these circumstances, you and
your crew will represent the finest that Starfleet has to offer.

Due to the overwhelming number of experiential iterations

that may have led to your placement in a command position,

the Starfleet Office Material Management has compiled the
following summary of what to expect from your Academy-
trained crew and from later recruits and/or transfers.

WHY WE SEND PEOPLE TO THE STARS

Since duotronic processors gave way to multitronic

technology and later to isolinear, there has been a consistent

but steadfast group of Federation members who have
questioned why Starfleet sends people into space. Why not
send drones for exploration and keep people safe? Barring
the M-5 incident in 2268, which involved deaths aboard the

U.S.S. Excalibur and U.S.S. Lexington, the types of programs

needed to run ships have been technically feasible since
the late 23 century. The question was never “could we?”
It has always been “should we?” Is it ethically desirable to
promote efficiency over humanity (or, as later argued, over
any species)?

This culminated in the famous Soong-Graves debates at
the Academy in the early 24" century over the potential
development of positronic sentience (later realized in Dr.
Noonien Soong’s famous creations and others, such as
the hologram entity titled “Moriarty”) and its impact on the
exploration question. The consensus was reached that the
answer was embedded in Starfleet’s original promise: “to
explore strange new worlds, to seek out new life and new
civilizations, to boldly go where no one has gone before.”

YOUR GONTINUING MISSION

STARFLEET AGADEMY
I

THE EMOTIONAL GOST
OF EXPLORATION

To be a member of Starfleet already marks you out to be someone
special, someone with the fire of curiosity, intelligence to go with
it, discipline and courage. But few of us realize, until we have
served, the true cost of serving. By setting forth on this path you
are choosing the difficult road. You will be away from family and
friends, severed from the context of your life before the Academy
and sent out journeying. We follow in the greatest traditions of
Human endeavor; the exploration of the unknown. But it has a cost,
when we leave we will be changed by those things we experience,
in ways that our friends and families will not often understand, and
as our list of past missions grows, the difference will be greater
and greater. Those we leave behind will change as well, and
returning to those we love can often be surreal as we, altered by
our experiences, meet again people we knew, but who have also
changed. It is a difficult thing.

While an often repeated phrase it is also true that the crews

you serve with will become your families. Knitted together by
circumstance, stressful, at times, and dangerous, you will share a
bond with them that we who have served rarely speak about but
all understand. Leaving, being away, and coming back, these are
hard, but you will have each other and those crews you serve with,
bonded by shared experience, a trust like no other and friendships
that will last your lives.

- Captain Katherine Unmeyer,
in her lecture series On the Nature of Starfleet,
Starfleet Academy.
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More notably, each recognized in that debate that, within
each species, it is a statistical certainty that people exist
who are more curious than average and less averse to risk.
In a situation as resource-rich as the Federation, how is
their specific potential realized? The answer, of course, is
Starfleet. It is reaching out toward the unknown that defines
that type of person. It is not the only answer, but it is what
defines a starship crew.

Starfleet Academy has been meticulously set up — from our
initial public contact with families, through the candidate’s
initial application, entrance exams, psychological tests,
selection committees, preparatory program, curriculum,
training cruise, and final placement — to pull through the
curious and the brave. While this manifests differently in its
outward expression from species to species, it is a virtual
guarantee that your crew will exhibit these tendencies.

They are, to date, the reason why the Federation has had
unprecedented success in contact with new worlds and new
civilizations.

FOSTERING LIFE-LONG LEARNING

Starfleet Academy runs a rigorous academic course,
comprised of advanced educational tracks that can take
from four to eight years to complete, leaving a cadet with the
possibility of graduating holding several degrees in a variety
of majors. While there is an incredible variety of majors to

be found — advanced theoretical physics, astrophysics,
engineering, exo-archaeology, exobiology, probability
mechanics, sociolinguistics, and zoology to name a few

— all cadets must meet certain requirements.
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Cadets are expected to have an exhaustive understanding
of Starfleet’s General Orders and Regulations, as well as at
least a preliminary comprehension of Federation charter law.
They must maintain a cross-disciplinary study in the basics
of command, astrosciences and navigation, engineering,
security, and science and medicine, regardless of their own
speciality. The curriculum is deliberately intensive so that
graduates from the program may temporarily stand in for any
department on a ship, if needed.

Most importantly, though, they are expected to nurture a
passion for learning. Memory Alpha contains a wealth of
information from across the Federation. Students learn how
to access the proper lines of information and formulate novel
lines of inquiry at any time, even under severe stress.

In order to promote practicality over the purely theoretical,
students are consistently exposed to novel experiences. This
is done through bridge simulators, holodeck scenarios, and
hands-on missions. The real-world missions are considered
especially important because they allow for random
variations to enter the scenario. Academy training grounds
can be found on various points in the Sol solar system, Beta
Aquilae I, Beta Ursae Minor Il, Relva VII, Psi Upsilon Ill, and
other locations within Federation space.

THE AGADEMY EXPERIENCE:

MAKING CONNECTIONS

Serious attention has been given to the core idea that bold,
curious individuals are, above all, the most likely candidates
to successfully enter and complete Starfleet Academy. In
return, these members from more than one hundred and fifty
Federation worlds as well as endorsed individuals from well
over a thousand worlds will be in possession of some of the
most advanced technology the Federation has to offer.

In the earliest days of multitronic technology, a complex
simulation was run to analyze the impact of this combination
of individuality and cutting edge technology. Consistently,
the simulation predicted the dissolution of Starfleet by rogue
action. A copy of this report, adding examples like the Ekos
Incident, the fate of the U.S.S. Exeter, and Captain Garth’s
degeneration, was presented to the Federation Council and
led to a Vulcan recommendation to scrap Starfleet in favor of
a more stable and sedate revision.

The Federation ethos, though, has been one of
communication and understanding, building bridges of trust
and mutual admiration with disparate, sometimes even
hostile, cultures. Effective team-building and the Vulcan tenet
of IDIC — respect for infinite diversity in infinite combinations
— became the center around which the curriculum was
restructured. The hard lessons learned from the earliest



days of space exploration to the present were applied to the
“rogue officer” problem with unmitigated success.

In brief, the Academy experience became, and is still,
focused around the idea of building cooperation among team
mates. The more disparate the individuals, the harder the
cadets are expected to work at finding connections with their
fellow cadets and minimizing the differences. This fosters a
pan-universal outlook for their placement in other crews in
the future.

This may manifest differently from individual to individual.

A person may be socially anxious and possess very view
overt friends, but his connection to his work may be where
his passions shine. It is the mark of a good commander to
actively seek out their crew’s proclivities whenever possible.
The Academy works hard to push and even exceed the limits
of their students through shared experiences. A commander,
talking with his crew, may find connections through Academy
experiences. For example, how did they handle the difficult
experience of the Kobayashi Maru test?

HANDS-ON, CUTTING-EDGE RESEARGH

A commonly overlooked asset is that Starfleet Academy,

by design, is a research university. It is staffed by leading
experts in their fields who are committed to performing
cutting edge research while also training the officers of
tomorrow. These professors have access to both public and
sensitive research and invite students to both learn from
them and to also become fresh eyes on the project. It is not
unusual for a student to have co-published a discovery or
insight in their field before graduation.

New graduates serve as pipelines for new research and
insights to migrate to working vessels. While technically, all
of their work is available in Memory Alpha, it is the graduate’s
personal stake that brings it to the attention of others. This
level of individual investment has been shown time and again
to be invaluable in the variable circumstances a starship
crew may find themselves under, whether meeting aliens
that masquerade as ancient gods or being able to identify
subspace particles only recently isolated by Starfleet.

GRADUATION

Not every person who successfully applies to Starfleet will
be able to keep up with its ferocious pace. Many of those
who do pass through the initial exams drop out in their first
year. There is no attached shame or blame in dropping out.
Those who are still committed to serving are channelled into
the Starfleet Technical Services Academy on Mars. There is
extensive evidence that many of these students require and
thrive in an experiential, not academic, environment and it is
not unusual to see ship-board promotion, and, for dedicated
enlisted personnel, a commission. A commission will require
passing the necessary examinations to attend Academy
courses, but by this point many enlisted personnel find an
achievable challenge simply due to their past experiences.

For those that run the full course of Starfleet Academy, the
promise of graduation is that a cadet will receive an officer’s
commission and assignment to duty. A tremendous amount
of effort has been put into this moment and it is often a very
emotional time. To best maximize the use of personnel,
graduates are offered one to three potential paths.

First, as part of the preparation for graduation, a cadet is
asked to examine and produce a list of starship postings

I VALUES AS RELATIONSHIPS

In Chapter 5: Reporting for Duty, creating Values for Player
Characters is a key part of the character creation process. Values
form the key convictions and beliefs of your character, and one
of these Values is prescribed to be a relationship with another
character.

As Starfleet Academy encourages connections between teammates
and developing those connections through shared experiences.

It could be that during character creation, you and another

Player decide they know each other from the Academy — and it

is not uncommon for characters on various series of Star Trek to
know each other before their current assignment. Deciding on a
relationship-based Value from the Academy, you should consider

how you met, how you’d describe your relationship, and
under what circumstances the relationship developed.

“... has always got my back” may come from the lasting
support of a fellow cadet at the Academy.

“... Iis a study buddy” may form a relationship with a
colleague with which theoretical work is easier or provides
better results.

“Competitive with...” may frame a relationship as one
of friendly or fierce competition dating back to days as
Academy rivals.
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they would prefer. They must also provide a reason for their
request and this will be in their file for you to peruse at your
convenience. Postings available to students are ones not
already reserved for those of higher rank seeking a transfer,
though at least one slot is usually set aside on any ship
simply as a courtesy to the Academy.

The cadet is then asked to rank the importance of either
research in their speciality or exploration. Their previous
experiences are then compared to others to help determine
the final state of their commission.

In summary, a graduate is always given the opportunity

to shine. Whether it is a posting on a starship they are
passionate about, a place where they can research
something that they love, or opening up an opportunity for
the thrill of adventure, Starfleet Academy is very careful about
taking these talented individuals and inserting them into
positions that expand their boundaries.

There are only two ways that this traditional system can be
circumvented. First, a captain of a vessel may specifically
request a recruit. It might be someone with a much-needed
expertise or who has published about a desirable subject.
Second, a petition can be made through the Federation
Council. The Vulcan Science Academy has been known to
do this from time to time, with certain promising cadets.
Naturally, the student has some say in the matter, but if
someone has requested a student to a post, this is generally
seen as a potential for quicker advancement in the ranks
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in the future. If a placement on your crew seems odd, look
at their personnel file. They may be one of the exceptions
detailed in this paragraph.

After graduation, Starfleet consistently maintains the chance
for rotation between any of the cadet’s original career paths.
An active alumni database enables officers whose needs may
change as they age to select a posting that might be more
appropriate. Channels are left open so officers can contact
previous instructors from their tenure, to allow quicker access
to research that might not otherwise be available. And in
return, the Academy receives logs and data from starships
that allow them to further their own projects and curriculum.

These robust communication channels allow the Academy
to further good will with Starfleet and receive constructive
criticism as more graduates experience unique adventures.

CONGLUSION

As with everything released by the SF-OMM, we appreciate
you taking the time to vet these documents. We respond

to any constructive criticism and/or needed addendum as
expediently as possible, typically within one standard UFP
solar year. Any questions and/or clarifications should be
directed to Memory Alpha or one of its sub-annexes for
timely answers, and not to this office.



Your assignment within Starfleet depends on a variety of
factors — your course of study at the Academy, the results
of numerous tests (of which the Kobayashi Maru is only the
most infamous), the availability of positions within Starfleet,
and the service’s needs.

Upon graduation from the Academy, Starfleet Command
assigns you to the appropriate division based on your
course of study — command, sciences, or operations. If
you graduate as a xenobiologist, then you’re Assigned to
the sciences division. If you're a pilot, then you’re assigned
as either a navigator or helmsman as part of the command
division. Starfleet Command works diligently to ensure that
all cadets receive the training they desire (and for which
they’re qualified), in order to ensure high levels of self-
fulfillment, self-actualization, and job satisfaction. You can
be sure the crew around you is both highly trained and highly
motivated.

When it comes to your duty assignment, Starfleet first asks
you what you want to do. What is your preferred posting?
Starfleet Command takes these requests seriously, and if
there is an opening for your preferred billet then you are
assigned to the starship and position of your choice. Not
everyone can be chief engineer of a Galaxy-class starship,
however. If you cannot get the assignment of your choice,
Starfleet Command will post you where you are needed:
an engineering position on the Enterprise might not be
available, but there’s one open on board an Akira-class
starship. The needs of the service come first, and you go
where you are needed.

There are a number of positions available throughout the
fleet. Certainly, assignment to a starship is the most romantic
(and everyone’s dream). But Starfleet is more than just
starships; starbases, dry docks, ship tenders, deep space
stations, science stations, and ground facilities — these need
personnel, too. Most newly minted cadets are assigned to
junior positions where they can do the least damage. Most
are assigned either to smaller vessels — like the Nova class,
Oberth class, or Intrepid class — or subordinate positions like
third engineer on board a Galaxy-class starship. Just as likely,
cadets are apt to find themselves posted as a transporter
operator on a starbase, or chief engineer of an ecological
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ASSIGNMENT
I

DEPARTMENT
GOLORS

Starfleet has largely used three colors to
distinguish the three main divisions in the service
— gold, blue, and red. (Except for a brief flirtation
with additional colors in the late 23 century,
which included orange, white, and green).

In the mid-2260s through the early 2270s, the
command branch wore gold shirts, sciences
wore blue shirts, and operations wore red. Given
the high mortality rate among “red shirts”, the
operations branch acquired a stigma within the
service, and in the mid 24" century Starfleet
Command altered uniform colors and some
organization within the command division. The
command and operations division switched
uniform colors, and the positions of navigator
and helmsman were moved from command to
operations.

testing base on some frozen planet. The type of billet to
which you are assigned depends on your performance at the
Academy and your service record. For you to be assigned to
a prestigious position on board a ship-of-the-line, you must
do very well at the Academy indeed.

Lastly, you may be assigned to a position on a per mission
basis. This is a temporary assignment. A starship may need
a particular specialist to get the job done; for example,

a science officer returning to a specific planet who has
expertise and experience with the local flora and fauna. Or
an expert in multi-dimensional physics assigned to study
an unusual quasar. Starfleet Command might send back an
officer who previously studied a civilization during an earlier
mission in order to conduct first contact. Once the mission
is complete, the temporary officer often returns to his or her
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original assignment (though sometimes a temporary posting
can become permanent at the request of the commanding
officer or crewman).

YOUR ONGOING MISSION

In the 23 century, starship tours were limited to a duration
of five years. Starfleet’s resources were limited. Thus was
born the iconic “five-year mission.” During those five

years, ship and crew were far from Starfleet support. Aside
from occasional stops at a starbase for re-supply and
repair, it was possible for a starship crew to go for months
without seeing another Federation citizen. Even subspace
communication might have taken weeks or months to reach
Starfleet. The strain on ship and crew could be challenging,
and it was decided to limit deployments so ships could

be refitted and repaired, and crew could return home for
extended shore leave.

I DIRECTIVES

Your on-going mission, above, has some great examples of
Directives to employ in your game. These Directives can span
several individual Star Trek Adventure missions. They could be
general, in terms of broader edict the Federation holds close, like,
“Seek Out New Life,” or “Explore Strange New Worlds.” While
some can be more specific, such as “Catalogue Stellar Bodies of
the Shackleton Expanse,” or “Discover the Origin of the Strange
Readings from Trappist-06.”

A good place to start would be the starship’s du*y role, such

as defense, diplomacy, exploration or relief, to establish a key
Directive. If any more come to mind, that are a little more specific,
add them too.
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In the 24" century, however, with the advent of new
technologies and larger ships, Starfleet mandated long-
term, open-ended deep space missions. Improvements
in replicator technology and the invention of the holodeck
could ease the strain on crewmembers. Advances in
communications mean ships are not as out-of-touch as they
once were. Whole families could join their Starfleet family
member, easing the effects of separation and isolation.
Starships could go farther out into space, and for longer
periods of time, such that Starfleet personnel might not
return home for decades.

When we talk about a starship’s mission, we’re referring to
several things simultaneously. There’s the crew’s ongoing
mission to seek out new worlds and new civilizations — a
mission statement for who we are and what we are about.
Then there’s your specific, long-term, mission; these are
typically broad. “Catalog all gaseous anomalies in a particular
sector.” “Patrol along the Romulan Neutral Zone.” “Survey all
the star systems in a newly discovered region of space.” In
addition, before setting out, every starship captain receives

a command packet with a list of specific missions to be
addressed at specific times. As tradition dictates, this is still
printed out on paper and collected into a dossier (though it's
available on isolinear chip, as well). These individual missions
are based on your projected course and Starfleet’s needs —
provide medical exams to the members of the archeological
base on Talos IV, represent the Federation at the coronation
of King Pyrim of Antos IV, transport Ambassador Varik to
Argelius, and so forth. Over the course of your mission, you
may be contacted by Starfleet Command (through your
admiral) to address certain emergent situations we could not
foresee, such as diverting a planet-killing asteroid or stopping
a Borg incursion. And, of course, you and your crew may
stumble upon circumstances that demand your attention; you
have the authority as a starship captain to divert to handle
these situations (subject to later Command review).

Putting it all together, your overall mission might be to collect
samples from comets in the Goodman Cluster; this is what
you’ll be doing the majority of the time. Inside your command
dossier you’ll find individual missions that include scheduled
stops at Starbase 312 for re-supply, the Harren Colony for
their annual medical review, and investigating mysterious

RF emissions emanating from a supposedly uninhabited
planet. Meanwhile, you could also be diverted by Starfleet
Command to study an emergent ion storm and investigate
the disappearance of a science station. As you can see, your
“ongoing” mission is actually a number of specific missions
that fall under your over-arching assignment.




DUTIES

MISSION TYP

Starfleet Command defines many specific mission types.

As the Federation’s foremost scientific and exploratory
organization, Starfleet’s missions aren’t all that different from
those early pioneers in scientific inquiry. We are, at heart,
interested in learning more about the universe, and the
beings that share it with us. We not only seek out new worlds
and new civilizations; we seek knowledge and understanding.
These are just some of the kinds of missions you’ll engage in
during your ongoing mission to explore space.

SCIENCE MISSIONS

Our primary mission is to explore space and expand the
boundaries of our knowledge. Despite what the Romulans
may think, Starfleet is a scientific organization. Every starship
is equipped with powerful sensor arrays and probes that
collect a wealth of data. Each is, in many respects, like
bringing a powerful telescope farther and farther out into the
Galaxy, so that it can see further. Many of your missions will
simply be to go where no one else has gone before and see
what there is to be seen.

DEEP SPACE EXPLORATION: This is what most people
think of when they think of Starfleet — the intrepid explorer
going where no one has gone before. You will venture beyond
the limits of explored space and expand the boundaries of
our knowledge. The most common deep space exploration
mission simply involves collecting all the data your long-
range scanners can absorb. There is a quark here. There is a
nebula over there. The fourth planet orbiting LV-849 is class
M. While it may seem boring, your mapping of deep space
provides the data necessary for future exploratory missions.

PLANETARY EXPLORATION AND SURVEY: Starfleet’s
primary goal is to seek out new worlds. Once a noteworthy
planet has been identified, it must be explored. Extensive
scans of the planet’s surface, composition, and atmosphere
must be made. Science teams must be sent down to collect
samples of flora and fauna. Geological surveys, to determine
mineralogical composition and planetary development,

have to be conducted. The crew of a starship could spend

a lifetime surveying all the plants, minerals, and animals on
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a single world. And that’s in the absence of any intelligent
life-forms! The presence of intelligent life only complicates
the process, which often leads to covertly monitoring the
civilization in order to determine the viability of first contact.

RESEARCH AND DEVELOPMENT: Almost every starship
in the fleet has the equipment and personnel to conduct a
wide variety of scientific research. In addition to performing
routine analysis related to exploration, the science officers
aboard typically engage in their own scientific studies, as
well as hosting Federation scientists performing independent
research. Often, starships provide an excellent testbed for
new technological developments, as well — holographic
control systems, improved transporters, a new computer
system, a more efficient warp drive; whatever new
technology or development someone comes up with has to
eventually be tested in the field.

STELLAR PHENOMENON SURVEY: Cataloging gaseous
anomalies in the Beta Quadrant. Monitoring the planetary
collapse of Beta Hydra Il. Collecting data on a supernova or
black hole. Every stellar phenomenon is different and unique;
you never know what new piece of information, what more
accurate data, you may retrieve from such an event. Even
though we may have witnessed a hundred black holes, there
may be something about this one that is somehow different,
and scientifically relevant.

DIPLOMATIC MISSIONS

In addition to missions of scientific importance, Starfleet
engages in a variety of diplomatic missions. As much as
they are mobile scientific platforms, starships are also
floating diplomatic outposts, able to conduct first contact
assignments, provide neutral ground for negotiations, and
transport ambassadors to vital diplomatic conferences.

CONFLICT RESOLUTION: Starfleet’s mission has always
been one of peace; we seek the peaceful resolution of
hostilities first and foremost. Over the course of your travels,
you will no doubt encounter conflicts that don’t even involve
Starfleet or the Federation — you may even somehow
become embroiled in these conflicts. But you and your
crew are uniquely positioned to put an end to hostilities,
separate the combatants, and lend assistance. You may
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even find yourselves effectively serving as the Federation
ambassador to resolve these conflicts, using your starship as
neutral ground where compromise can take place. This is an
opportunity to demonstrate Federation ideals through the use
of your good offices to negotiate a settlement.

DIPLOMACY: Transporting a Federation envoy to
negotiations on Parliament. Ferrying the Dohlman of Elas

to Troyius. Hosting alien ambassadors on their trip to a
conference on Earth. Escorting the Klingon Chancellor to
peace talks on Khitomer. You must lend whatever support
and assistance is necessary to see these diplomatic
missions to their successful completion, up to and including
providing security for diplomatic personnel and protecting
negotiations from outside meddling. Diplomatic missions can
in some ways be more challenging than fighting the Borg —
preventing opposing viewpoints from escalating into violence
among diplomats, preventing your own prejudices from
interfering with your ability to complete the mission (or taint
the negotiations), and demonstrating the best of Federation
principles in the face of mistrust and even hostility. Our goal
is to foster peace and amity throughout the Galaxy, making
diplomatic missions perhaps even more important than our
scientific endeavors.

FIRST CONTACT: This is the other iconic mission for a
Starfleet officer — to seek out new life-forms and new
civilizations. Once a new species has been identified, they
have to be studied; are they ready to learn about other
starfaring races? Are they potentially hostile? Do they
possess the necessary technological advancements? After
months, or even years, of long-range reconnaissance and
clandestine observation, when the time comes, someone
has to make first contact. This can be dangerous, with the
potential to cause political or religious upheaval, or lead to
misunderstanding. Although many times, the Federation
Council will send out a qualified ambassador to make first
contact, sometimes it will fall to you and your crew to reveal
the existence of other planets and civilizations in the Galaxy.
First contact missions always require the most patience and
gentle diplomacy.

PROTECTION AND SECURITY

In addition to the wide range of sensors, scanners, and
probes starships are outfitted with, we also bring with

us awesome destructive power undreamed of in earlier
centuries. In the 23 century, a single Constitution-class
starship could lay waste to a planet’s surface. By the

24" century, advances in phaser and photon torpedo
technologies only increased a starship’s capability to destroy.
A starship captain wields more power than all the armies of
Earth’s history combined, and must use it judiciously.
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AID AND RELIEF: Unlike port of call missions, your starship
has been tasked with providing aid and relief to a Federation
member world or ally, colony, starbase, or other outpost. You
may even be tasked with lending aid to a non-aligned world,
at the behest of the Federation Council, in the hopes of
fostering closer ties or in the name of humanitarian concerns.
Possible assignments may include responding to a planetary
distress call, providing much-needed medical supplies during
a contagion, ferrying a new grain to alleviate a famine, and
providing planetary evacuation in extreme emergencies. In
many cases, time is of the essence, and you and your crew
must remain flexible and improvise.

PATROL: Numerous potential threats confront the Federation
— hostilities along the Cardassian and Romulan borders, the
Borg, the Nausicaans, an upswing in terrorist activities by the
Maquis. In addition, while each Federation member provides
for their own planetary and solar system security, Starfleet
patrols the routes inside Federation space between member
worlds, to ensure the safety and security of civilian traffic.
Patrol missions are simple. Patrol the space in your assigned
area of operations, scan for unidentified or potentially hostile
vessels, and intercept them. Conflict is always a last resort,
and oftentimes it is simply enough for a starship to “show
the flag.”

PORT OF CALL: There are many starbases, science stations,
mining facilities, and colonies that require frequent support

— supplies to transport, quarterly medical assessments to
perform, repairs to make, even shore leave. There are many
reasons for a starship to pay a visit to remote, or not-so-
remote, Federation installations. Oftentimes, you are there

to lend assistance and support in whatever way you can to
the local authorities. A port of call mission maintains direct
contact with our far-flung outposts across the Galaxy.

TACTICAL: A hostile alien probe enters Federation space.
The Romulans attack a starbase along the Neutral Zone.
The Borg assimilate a Starfleet outpost. A newly discovered
alien species reacts with hostility. A threat to the Federation
or its allies emerges, and there is clear and present danger.
It is at these times that you and your crew will be called
upon to defend the Federation against hostile aggressors.
These missions almost always involve the threat of conflict,
though we implore you to use minimal force. Often, Starfleet
Command will issue you rules of engagement in order

to curtail collateral damage and protect as many lives as
possible.



The mission of a captain and their starship to explore new
worlds and seek out new civilizations comes in many forms.
While a starship is a powerful technological wonder, there
is nothing more effective than hands-on exploration. To
accomplish the Federation’s goals a captain will need to
utilize the full skills of their crew.

Away teams staffed by the diverse and skilled members

of your crew are key to accomplishing the mission of the
United Federation of Planets. Your crew is tasked with a wide
variety of missions for the Federation ranging from diplomatic
and scientific assignments to military operations. While the
Galaxy is full of wonders and new discoveries, it is also rife
with danger. When you select an away team for a mission
you should make sure to staff it with qualified individuals,
and trust your department heads’ recommendations for

the assignment. For the most sensitive assignments, your
first officer will likely lead the away team supported by your
second officer. General procedure recommends the captain
not accompany an away team.

Make no mistake, when you send your crew on away
missions they will be in harm’s way. The burden of command
means some of your crew might not return from their
assignments. Your crew consists of highly trained Starfleet
personnel and you must trust in their abilities.

DIPLOMATIC MISSIONS

The core of Starfleet’s mission is to promote peace and
understanding between all species and a Starfleet vessel
acts as a platform for promoting peace. A Federation
starship can act as neutral ground for negotiations and
diplomatic teams represent the Federation in tense political
situations acting as neutral parties negotiating treaties
between fierce rivals.

Diplomatic missions at first appear rather straightforward
affairs, but cultural mores and traditions of alien cultures are
a major factor to consider. Failure to understand the cultures
of species involved can disrupt negotiations, exacerbating
an already tense situation. This is especially true of peace
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AY TEAMS
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negotiations where the diplomats must navigate the complex
relationship between embittered enemies. A failure to respect
a species’ traditions could ruin months of work. It is essential
that away team members be well studied in the cultural
traditions and expectations of the species.

RELIEF MISSIONS

Away teams will also engage in a wide variety of relief
missions: Providing medical aid to a world effected by a
plague, delivering food relief, relocating refugees fleeing
conflict, constructing emergency shelters for at risk
populations, and other relief actions.

Successfully executing relief operations requires constant
training and preparation. Tragedies can unfold quickly and an
organized response reduces greater suffering and loss of life.
Your crew must perform regular drills planning and preparing
for every possible situation. There is no certainty regarding
what they may face in a dangerous Galaxy.

Medical teams must be prepared to act at a moment’s notice
to provide medical care. Security teams should expect

tense situations where oppressive regimes, terrorists, or
other hostile actors target Starfleet personnel and those

they have come to help. Engineering teams must be ready

to get vital systems on damaged starships and planetary
facilities repaired quickly to save countless lives. Practice and
preparation will help them face any eventuality.

EXPLORATION & SCIENTIFIC MISSIONS

Exploration is a key mission expanding scientific
understanding and knowledge. Survey teams exploring alien
worlds conduct geological surveys, catalog new species,
study unique plant life, and contact new civilizations.
Observation teams will have the opportunity to catalog pre-
warp cultures studying their social mores, local customs, and
sociological development. The opportunities for expanding
knowledge and understanding are nearly limitless.
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Survey teams engage in scientific studies of newly
discovered planets cataloging unique species of plant

and animal life, surveying the planet’s mineral resources,
and evaluating the planet for potential exploitation and
colonization. Survey teams have the opportunity to explore
a culture’s society, religion, and entertainment. The inherent
risk of first contact should be taken into account and the
team should avoid violating the social mores and norms of
the indigenous culture.

Observer teams explore worlds populated by pre-warp
culture and observe their culture without interfering in their
natural development. Early pre-warp cultures are watched
from concealed, cultural observation posts hidden behind

a holographic “duck blind.” Anthropologists may get the
opportunity to interact and experience the pre-warp society’s
culture, but, even with the advantage of surgical alterations
to disguise their morphology, there are risks of exposing the
society to cultural contamination.

Personnel assigned to observation teams should research the
local customs to avoid any risk of exposing their presence.
Personnel behaving outside local social mores or arrested for
violating minor laws exposing the presence of a non-native
culture can put the entire mission at risk. Many of these
incidents can be explained away with an effective cover
story such as being from a distant city or province. Personnel
injured may be taken to local medical facilities where local
medical personnel can discover their alien biology. It is
essential that any cultural contamination is contained and
any evidence of your team'’s presence is destroyed to prevent
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violations of the Prime Directive. Additionally, outside cultures
not bound by the Prime Directive may interfere with the
natural cultural development of a culture and it is the duty of
Starfleet to protect that natural development.

Upon completion of the survey, the planet’s details are
gathered in a planetary survey report and sent to Starfleet
Command. The Exploration Corps and the Federation
Diplomatic Corps will use the information gathered to
determine future treaties, locations for new Federation
colonies, and evaluate new species for entry into the
Federation.

A team well versed in the social and physical sciences is
required for executing a successful away mission. You will
need to choose members whose skills fit the needs of the
mission, but having a team with a wide variety of skills will
facilitate success. Exploring an unknown planet can bring

a myriad of challenges. Personnel specializing in biology,
botany, geology, and other physical sciences will allow

your team to effectively catalog the world’s wonders and
resources. Planets may hold ancient ruins and lost cultures.
Personnel competent in history, anthropology, sociology, and
archeology will be essential for understanding and recording
these discoveries. Lastly, the dangers of investigating
unexplored worlds brings a wide variety of dangers ranging
from aggressive animal life to hostile indigenous peoples.
Security officers will provide protection to away team
personnel.
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PEACEKEEPING & MILITARY OPERATIONS

Starfleet captains are tasked with protecting the Federation
from internal and external threats. While the Federation is not
in open conflict with any major power, there are regular risks
ranging from Orion pirates to the Borg, and, if war is formally
declared, your crew will find themselves on the front lines.

Under the auspices of the Federation Charter, Starfleet is
responsible for maintaining the peace within the Federation
and assisting its allies in regular peacekeeping and
interstellar law enforcement. While the Federation is a society
dedicated to peaceful co-existence, criminal enterprises

and pirates are an ongoing problem for border colonies and
isolated trade lanes. Your crew will be deployed on a variety
of away missions maintaining peace and security throughout
the Federation. Security teams will find themselves dealing
with law enforcement, protecting Federation dignitaries, and
defending Federation facilities.

Team members should be skilled in a wide variety of security
and investigative fields. Forensics and criminal psychology
will reveal the perpetrators of crimes, while knowledge of
the local culture and politics will provide insight into local
conflicts. In the event of armed conflict, security personnel

should have a keen understanding of the area, an awareness
of entry and exit points, as well as any security precautions
already in place. Military operations will see personnel
deployed in a time of war and understanding tactics and
strategy is essential for bringing personnel home safely.

COVERT OPERATIONS

Starfleet prefers diplomatic solutions to resolve its problems
with rival governments, but Starfleet personnel are required
to take on covert missions in the interest of the Federation.
Your crew may be called upon to acquire important data,
covertly protect foreign dignitaries, rescue hostages, or
collect intelligence. You and your crew may be sent on
clandestine missions key to the security of the Federation,
but a mission’s secrecy means the Federation may be
unable to acknowledge your crew’s activities if captured on
the operation. Governments such as the Cardassian Union
and Romulan Star Empire do not have the same respect for
individual rights and records show they are more than willing
to subject captured personnel to humiliation and torture.
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. OPERATIONS

INTRODUGTION

Every Star Trek Adventures game involves several Players,
and their corresponding characters. Star Trek is about people
first and foremost, and every Star Trek story involves a cast
of characters, from devious Tal Shiar operatives, to proud
Klingon warriors, to the Player Characters themselves.

Player Characters are the protagonists of any Star Trek
Adventures game, Starfleet officers forming the crew of

a starship or starbase operated by the United Federation
of Planets. Each Player has a Main Character of their
own, making decisions for that character, rolling dice, and
engaging with the events of the story. Each Main Character
has a character sheet, a record of their game statistics,
abilities, and other important information. Players may also
have Supporting Characters, who represent other members
of the crew, and whom a Player can control instead of their
Main Character as the situation dictates. Player Characters
of both kinds are described more fully in Chapter 5:
Reporting for Duty.

Non-Player Characters are everyone else, from allies

and innocent bystanders, to the adversaries the Player
Characters face. They are collectively controlled by the
Gamemaster.

THE GAMEMASTER

Of the Players gathered for the game, one will be

the Gamemaster. This Player has a different set of
responsibilities, and interacts with the rules of the game
differently. The Gamemaster takes responsibility for Non-
Player Characters, is responsible for coming up with the
challenging situations and indomitable opponents the
Players will face, and oversees the ways in which the Players
overcome these problems.

The Gamemaster establishes scenes, building on the
actions and choices of the Players to shape the game at
every stage, providing a challenge and giving the Player
Characters opportunities to shine. They also interpret how
the rules apply to a given situation, such as ruling on the
Difficulty of tasks, or adjudicating when unusual situations or
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“OUT HERE IN SPACE, IO ONE IS COMPLETELY INDEPENDENT. WE ALL DEPEND ON ONE ANOTHER.”

— DOCTOR JULIAN BASHIR

disagreements arise. Above all else, the Gamemaster is not
an adversary to the Players — the game works all the better
if the Gamemaster is a fan of the Player Characters and their
exploits, albeit one who seeks to make those characters’
lives as dramatic, exciting, and challenging as possible.

DIGE

In many roleplaying games, dice provide the varying chance
or probability of an action succeeding; in this way, Star
Trek Adventures is no different. Star Trek Adventures

uses three types of dice to resolve the actions a character
may attempt, and the situations they may face. In most
circumstances, more than once dice of any given type will
be rolled at once. These dice collectively are referred to as a
“dice pool” or “pool”.

The first, and most commonly-used, is the twenty-sided die,
known throughout this book as a d20. D20s are used for
resolving Tasks, and for rolling on certain large tables. Often,
two or more d20s will be required. This is noted as Xd20,
where X is the number of dice to be rolled. So, 2d20 denotes
that two twenty-sided dice should be rolled.

The second type of die is the six-sided die, or d6. These are
used relatively infrequently, mainly to roll on certain small
tables. If multiple six-sided dice are required, it will be noted
as Xd6, where X is the number of dice required — thus, 2d6
indicates that two six-sided dice should be rolled.

CHALLENGE DICE

The third type of dice are Challenge Dice, denoted in Star
Trek Adventures by this symbol: A. These six-sided dice

are used primarily for inflicting damage and determining how
much protection a character receives from cover. Each A has
four faces with three possible results — a score of 1, a score
of 2, and two faces showing the Starfleet arrowhead, which is
an Effect — as well as two faces which are blank.

Effects have a score of 1, and additionally trigger special
outcomes, which depend on the circumstances. A pool of
Challenge Dice is usually rolled all at once, and their results



added together, so multiple Challenge Dice are noted as
XA, where X is the number of Challenge Dice rolled. So,

44 indicates four Challenge Dice should be rolled, and their
results added together.

If you don’t have special Challenge Dice available, you can
use normal six-sided dice instead; treat any die which rolls a
3 or 4 as blank, and any die which rolls a 5 or 6 as an Effect.

Example: Lieutenant Commander Data hits a Borg drone
with a blast from his phaser, and rolls 6 for the damage. He
rolls 1, 2, and an Effect, as well as three blank faces for a total
score of 4 and can activate an Effect.

Many circumstances allow a character to re-roll
one or more dice. When re-rolling dice the Player
chooses the number of dice to re-roll. They

roll those dice and the new result replaces the
original score. The new results stand, even if

they’re worse than the original results.

CHALLENGE DICE RESULT TABLE

D6 RESULT  CHALLENGE DICE RESULT
1 1
2
0
0

1, plus Effect
1, plus Effect

I AE-ROLLS

Some situations allow for a specific number of dice to be re-rolled, while others
allow all the dice in a pool to be re-rolled. Players may always choose how many
dice they wish to re-roll, up to the number of dice listed — in essence, you may
always choose not to re-roll a die if you wish to keep that result.




. OPERATIONS

The following section covers the core rules of Star Trek
Adventures, which will be used throughout the rest of
the game. These rules are the foundation for the other
rules in the game, and every Player should have a basic
understanding of these concepts during play.

This section will describe the following rules:

@& Scenes, which serve as the building blocks of an
ongoing story, and a framework within which characters
act and react to situations. Some scenes, called
encounters, are more structured and make greater use
of the rules, typically where they deal with a conflict
between two or more sides.

a& Traits, Advantages, and Complications, which serve to
describe scenes, locations, situations, and characters.

@& Tasks, which are used to resolve a character’s activities
in situations where the outcome is uncertain.

@& Momentum, which is generated by Players when they
succeed well at Tasks, and which can be used to improve
their chances subsequently.

@& Threat, which is used by the Gamemaster to alter
scenes, create complications, and present Players with
consequences for their choices.

@& Values, along with Directives, which allow a character’s
beliefs, relationships, and orders to impact their choices.

@& Spending Determination, which is used to gain a
positive effect, and gained when a negative effect is
suffered.

@& Threat, which allows the Gamemaster to change the
scene or increase the difficulty of Tasks.
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BASIC OPERATIONS
I

Just like the events of a TV show or movie, play in Star
Trek Adventures is structured in scenes. Each scene may
cover a few minutes of events, up to an hour or so, during
which the characters attempt to achieve a goal, overcome a
problem, or otherwise engage in some significant activities.
Collectively, scenes are the building blocks of an mission,
and serve as the foundation of gameplay.

Anyone familiar with Star Trek will have a decent idea of what
a scene looks like — the characters talk and act within a
single location toward resolving the dramatic conflict present,
then move to a new location or new characters when the
group has resolved the conflict or decide to move on. The
key here is that scenes are the interesting parts of the story,
and thus skip past the parts that aren’t interesting. Different
groups may have different standards as to what is and isn’t
interesting, so this concept is deliberately flexible.

ENCOUNTERS

Encounters are more tightly structured scenes that deal with
a conflict between two or more sides — such as combat —

in which the action is divided into Rounds and Turns.

During each Round, each character involved will take a single
Turn, handing the action back and forth between sides.
During a Turn, a character can attempt a Task, and several
Minor Actions.

These more structured scenes are described in Chapter 7:
Confiict.

SETTING THE SCENE

The Gamemaster has the responsibility of setting up the
scenes that Players will play through, and on deciding when
they end. The Players have free reign to do as they wish
within that scene, and the Gamemaster can react through
the actions of Non-Player Characters, and by spending
Threat to trigger logical and consequential changes in the
environment and situation. When things within that scene
have concluded, and nothing else can be done in that place
right now, the Gamemaster should end the scene and move
onto the next one.



TRAITS

Locations, characters, and situations all come in a variety of
shapes and sizes, and these differences are handled in-game
as Traits. Each Trait is a single word or a short phrase, which
describes a single significant fact about whatever it is the
Trait belongs to.

Because a Trait represents a significant fact, it imposes a
context upon the world around it, and upon anything that
would interact with whatever possesses that Trait. These
are useful for the Gamemaster in adjudicating what is and
isn’t possible — as well as how difficult those things are to
attempt — and for the Players in imagining the scene and
figuring out how they can interact with it.

The following rough categories denote what a given Trait
applies to and if a character will be impacted by that Trait.
These are primarily guidelines for the Gamemaster, but
they’re useful to know.

@& A situation Trait is one that applies to the current
situation, but which is inherently temporary, lasting no
longer than the current scene. Any character in the
scene is affected by circumstantial Traits. Darkness is an
example of a situation Trait.

@& A location Trait is one that applies to the current location,
and is permanent (or, at least as permanent as the
location itself is). Any character in that location is affected
by location Traits when they interact with some facet of
that location. The construction of a location, or the type of
technology present there, are examples of location Traits.

@& A personal Trait is one that applies to a character or
creature, and may be some permanent, innate quality,
or it may be something fleeting like a mood or emotion.
A character or creature is naturally affected by its own
personal Traits, and they may also affect the characters
and creatures who interact with them. A character’s
species is an example of a personal Trait.

@& An equipment Trait is one that describes a single piece
of equipment. It's permanent — so long as the item
is functional, it is represented by the Trait — and can
be passed freely between characters as needed. An
equipment Trait affects any character using that item to
perform some relevant activity.

Traits have no specific or exact duration. Instead, they exist
so long as they remain true. As soon as a Trait stops being
true, it vanishes; conversely, to remove a Trait from the
game, it needs to stop being true through the actions of the
characters. When establishing a scene, the Gamemaster
assigns whatever Traits they feel are appropriate to

the scene, thinking of the environment and current

circumstances. The Gamemaster should be open with this
process, and allow the Players to suggest Traits at the start
of a scene, and allow for the possibility that Traits may
change during the scene.

Example: Chief O’Brien and several other engineers are
boarding the abandoned space station, Empok Nor. The
Gamemaster decides that the station itself has the Traits
Abandoned Cardassian Station, and Power Off-line.
These are both location Traits — they’re both facts about the
location itself, and they will stay around while they remain
true. If the engineers get the power back on-line, the Power
Off-line Trait will disappear, because it will no longer be true.

Traits serve one vital purpose for the game: they help the
Gamemaster determine what is and what isn’t possible. In
rules terms, whenever a character seeks to do something,
the Gamemaster should consider the Traits present. Each
Trait will do one of the following things:

@& The Trait would not impact the activity and does not have
any effect.

@& The Trait is beneficial; it allows the activity to be
performed when it might normally be impossible, or
reduces its difficulty.

@& The Trait is detrimental; it prevents the activity from
being performed when it might normally be possible, or
increases the difficulty.

If a Trait should have a particularly potent or intense effect

— a larger effect than those listed above — the Gamemaster
should simply make it multiple identical Traits, essentially
creating a single Trait that has the impact of many. This can
be denoted simply by adding a number after the name of
the Trait.

Example: An unknown phenomenon is causing intense
Subspace Interference, disrupting communications and the
use of sensors. The Gamemaster decides that the effect is
severe enough to warrant it counting as two traits: Subspace
Interference 2. Whenever the Gamemaster considers which
Traits are applicable to an activity, it counts as two Traits, and
thus could increase the Difficulty of an activity twice.

ADVANTAGES

An Advantage is a Trait which is inherently positive or
beneficial, and which will never have a detrimental effect
to its owners. Advantages can make an activity possible
that wasn’t possible before, reduce the Difficulty of a Task
(see Tasks, below), or cancel out a Complication (below),
preventing either from influencing the scene.

COMPLICATION

A Complication is a Trait which is inherently negative
or problematic, and which will never have a beneficial
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effect upon its owners. Complications can prevent a
character from attempting something that might otherwise
bepossible, increase the Difficulty of a Task (see Tasks,
below), or cancel out an Advantage, preventing either from
influencing the scene.

There are numerous ways that Players can produce both
Advantages and Complications, which are described later in
this chapter.

TASKS

Characters in Star Trek Adventures are presumed to be
experts, specialists in their chosen fields and with enough
breadth of training and practical experience to ensure that
they can solve problems and overcome obstacles as a matter
of course. However, there are situations where a character’s
success is in doubt or where failure or Complications are

interesting.

A Task will serve one of several basic purposes, and the
Gamemaster must have a clear idea of what a Task is for, and
what will happen if the Task succeeds or fails. In general, a
Task will be for one of the following:

I A I TREKNOBABBLE

extensively; however, conveniently enough, Traits — and both Advantages and
Complications — are extremely useful for representing the kinds of things that
technobabble represents.

Episodes of Star Trek often include technobabble
— complicated-sounding dialogue that
describes fictional science or technology,

often to explain a plot development, or a

For the sake of consistency, keep note of Traits that represent technobabble, so
that they can be referenced later.

solution to a problem, or simply to add detail
to a situation. The sheer bewildering variety of
possible technobabble makes it difficult to cover

o
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@& The Task is an attempt to achieve something; there may
be a single activity covered by a single Task, or one Task
may contribute to a larger goal or objective that could
require many Tasks to complete. Success means that the
character achieves what they set out to do, while failure
means the character didn’t achieve their goal, though
they might be allowed to try again later, or to succeed at
a cost.

a A possible form of this is to create or change a Trait
currently in play — such as creating an Advantage
or Complication. Success means the character
created an Advantage or Complication (or removed
one), while failure could mean wasted time and
effort, or entail a success at a cost.

@& The Task is to avoid or resist some form of hazard or
peril. In this case, success means the character is
unaffected by the hazard or peril, while failure means they
suffer the full effects.

@& The Task is to achieve something, but there is something
at stake as well. Failure means that not only did the
character fail to achieve what they set out to do, but they
suffer some other consequence as well, like rolling to
avoid a hazard or peril.

The Players should be informed of the potential
consequences for success and failure before they attempt
the Task — Starfleet officers are assumed to be skilled
enough and intelligent enough to know the most likely
outcomes for their actions.

The game presumes that, given sufficient time, the correct
tools, and the ability to concentrate, a character will be able
to succeed at just about anything they set their mind to.
Failure is not a matter of inability, but rather of insufficient
time, inappropriate tools, or some manner of obstacle or
interruption. A course of action may be deemed impossible
not because the character cannot do it, but because they
don’t have the means to do it at that moment, and finding out
a way to make the impossible possible is part of a Starfleet
Officer’s duties.

ATTRIBUTES, DISCIPLINES, AND FOCUSES

While described in full in Chapter 5: Reporting for Duty, it is
nevertheless useful to have a brief overview of these crucial
elements of a character here as well, as they feed directly
into the subject of Tasks.

A character has six Attributes — Control, Daring, Fitness,
Insight, Presence, and Reason — which encompass their
innate capabilities. A character’s Attributes range from 7 to 12.

A character has six Disciplines — Command, Conn,
Engineering, Security, Science, and Medicine — which
cover the character’s training and expertise. A character’s
Disciplines range from 1 to 5.

A character also has Focuses, which are categories of
specialty, representing specialized training and practical
experience in specific fields. Focuses do not have a specific
rating of their own.

For any given Task, a character will combine a single
Attribute, a single Discipline, and may use a single Focus to
establish the Target Number (covered below).

I OBSERVATION

One of the most common reasons Players may ask to attempt

a Task is to see if their characters notice or find something that
isn’t immediately obvious. These will most commonly use Insight
or Reason, as those Attributes are the most associated with
awareness and comprehension. However, which Discipline is
used should vary based on the situation — weighing up a

threat may use Security, while examining technology would use
Engineering, for example.

In any case, the Difficulty of an Observation Task should be low,
with success providing the bare minimum information; Momentum
can be spent to improve upon this (Obtain Information, p. 85). For
vital information — things that the characters must discover for

the plot to continue — use of the Success at Cost rules (p. 83) is
appropriate.

ATTEMPTING A TASK

A Task involves a character’s Attributes, Disciplines, and
Focuses, and requires rolling two or more d20s. Attempting
a Task follows a specific process. The following process
mentions several ideas that will be described fully later in
this section.

1. The Gamemaster chooses which Attribute and which
Discipline are appropriate for the Task being attempted,
as well as if any of the character’sFocuses are
applicable. This might be stated by the rules,
or the Player may suggest a combination, but the
Gamemaster has the final say. Add together the Attribute
and the Discipline chosen. This is the Target Number for
the Task.

2. The Gamemaster then sets the Difficulty of the Task.
This is normally any number from 0 to 5, but in some
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extreme cases can go higher. Some Tasks may have a
default Difficulty listed in the rules, but circumstances
may affect those basic Difficulties. The Difficulty is the
number of successes the Player must roll on their d20s
to successfully complete the Task.

3. The Player takes two d20s, and may choose to
purchase up to three additional d20s by spending
Momentum, adding to Threat, or using Determination
(see “Improving the Odds”, later). Once additional dice
have been purchased — if any — the Player rolls their
dice pool.

4. Each die that rolls equal to or less than the Target

Number scores a single Success.

A. If there is an applicable Focus, then each die that rolls
equal to or less than the Discipline being used scores
two successes. There is no extra benefit for having
more than one applicable Focus.

B. If there isn’t an applicable Focus, each die that rolls 1
scores two successes.

C. Each die that rolls a 20 causes a Complication (see
“Complications”, later)

5. If the number of successes scored equals or exceeds
the Difficulty of the Task, then the Task is completed
successfully. If the number of successes is less than the
Difficulty of the Task, then the Task is failed.

A. Any successes in excess the Difficulty of the Task
become Momentum (see “Momentum”, p. 83).

6. The Gamemaster describes the outcome of the Task,
and if the Task was successful, the Player may spend
Momentum to improve the result further. After this, the
effects of any Complications are applied.

Combinations of Attributes and Disciplines are stated
throughout this rulebook, but the Gamemaster may choose
to change that combination on a case-by-case basis if a
situation seems like it should use a different combination,
or if a Player comes up with some ingenious approach that
would use a different combination.

Example: Scotty is attempting to squeeze additional power
out of the Enterprise’s engines. His Target Number is his
Control Attribute (11) and Engineering Discipline (4), for a
target of 15, and he has a Focus in Starship Propulsion, and
the Task has a Difficulty of 2. He rolls two d20s, rolling a 4
and a 19; the 4 scores two successes (thanks to his Focus),
while the 19 scores none. With two successes, Scotty is
successful.

TASK DIFFICULTY

When the Gamemaster calls for a Task, they set a Difficulty
for that Task. Many Tasks detailed elsewhere in this book

list a basic Difficulty, which means the Gamemaster doesn’t
need to determine that baseline, but even those Tasks should
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be evaluated in context to determine if other factors impact
how difficult the Task is at that moment. The Gamemaster
should also determine if the Task is possible or not, given the
circumstances and the methods at the characters’ disposal.

Unless otherwise noted, most Tasks will have a basic
Difficulty of 1, though more routine or straightforward Tasks
may have a Difficulty of 0, and more complex or problematic
Tasks will have higher Difficulties. After this, the Gamemaster
then considers if there are any other factors in the current
scene and environment, or affecting the characters involved,
which would alter this basic Difficulty.

These factors typically come in the form of Traits,
Advantages, and Complications — already described on
p. 76 — which will have one of the following effects:

@& The Trait would not impact the Task and does not have
any effect.

@& The Trait is beneficial, and allows the Task to be
attempted when it might normally be impossible.

@& The Trait is beneficial, and reduces the Difficulty of the
Task by one.

@& The Trait is detrimental, and increases the Difficulty of the
Task by one.

@& The Trait is detrimental, and either prevents the Task from
being attempted when it might normally be possible, or
the situation now requires a Task when one would not
normally have been required.

The Players should know the Difficulty of the Tasks they
attempt: their characters are skilled professionals, who can
easily evaluate how difficult an activity is. This allows the
Players to determine what they’ll need to do to have the best
chance of success.

Example: Dr. McCoy is attempting to perform complex heart
surgery on Ambassador Sarek. This has a basic Difficulty

of 2, but there are other factors. Firstly, Sarek is Vulcan,
and McCoy'’s knowledge of Vulcan physiology is limited,
which increases the Difficulty by 1. Secondly, without a
Vulcan blood donor, the operation can’t be performed at
all; this Complication is overcome by having Spock donate
blood to the procedure, however. Thirdly, the Enterprise is
Under Attack, which is obviously disruptive, increasing the
Difficulty by one. Together, these increase the Difficulty to 4.
Fortunately, McCoy has the Enterprise sickbay and Nurse
Chapel to assist him.



IMPROVING THE 0DDS

Even the most dedicated Starfleet officers cannot give

their full effort one hundred percent of the time; in tense
situations, they need to conserve their energy, capitalize on
opportunities, and be willing to take risks to triumph. Thus,
Star Trek Adventures provides several ways for characters
to improve their chances of success, by buying additional
d20s to roll on a Task. Extra dice allow a character to score
more successes, and thus hit higher difficulties or simply
generate more Momentum. However, these extra dice always
come with some sort of cost, and which options a character
chooses depends entirely upon what costs they are willing
and able to pay.

DIFFICULTY
IERD TASKS

Certain circumstances can reduce the Difficulty

of a Task, which may reduce the Difficulty to
zero. At other times, a Task may be so simple

that it does not require dice to be rolled in the
first place. These are Simple Tasks. If a Task is
Difficulty 0, it does not require dice to be rolled: it
is automatically successful with zero successes,
with no risk of Complications. However, because
no roll is made, it can generate no Momentum —
even bonus Momentum from Talents, particularly
advantageous situations, etc. — and the
character cannot spend any Momentum on the
Task either.

At the Gamemaster’s discretion, a character can
still choose to roll the dice against a Difficulty

of 0 and can generate Momentum as normal
(because zero successes are required, every
success generated is Momentum), but this
comes with the normal risk of Complications as
well. This sort of Difficulty 0 Task can be quite
useful if it’s important to see how successful a
character is, but there’s no real chance of failure.

Example: Lieutenant Paris is piloting the U.S.S.
Voyager, maneuvering around a Borg cube
during battle. There’s no real chance of failure,
so the Gamemaster decides that it has a
Difficulty of 0. However, it’s still valuable to see
how well he succeeds, so Paris still rolls for the
Task, generating Momentum that can be used to
benefit himself and the crew.

S0 GRAZY IT JUST
MIGHT WORK!

One common element of the exploits and successes of Player
Characters is a tendency to employ creative, often bizarre
strategies to resolve seemingly-impossible situations. This is the
kind and quality of officer that Starfleet trains and employs with
determination and ingenuity.

Consequently, when running Star Trek Adventures, the
Gamemaster should not only expect, but encourage, plans that
seem “crazy”, though even if a “crazy” plan is possible, that doesn’t
mean it should be easy. The listed combinations of Attribute and
Discipline may not necessarily apply to these unusual approaches,
so the Gamemaster should feel free to use a different combination if
the situation calls for it. Similarly, entertain the Players’ suggestions
for Momentum Spends, Advantages, and Complications.

@ MOMENTUM: The spend Create Opportunity (p. 85)
allows characters to buy additional dice, representing
coordination, teamwork, and building upon prior
successes. A single point of Momentum adds one bonus
d20 to a Task; the second bonus die costs 2 Momentum,
while the third bonus die costs 3.

@& THREAT: The Create Opportunity spend can be paid
for by adding to Threat (p. 86) instead of spending
Momentum, representing taking risks or acting recklessly.
This costs the same as buying the dice with Momentum,
but a point is added to Threat for each point of
Momentum that would have been spent..

@& DETERMINATION: When spending Determination,
the character adds a single bonus d20 to the Task;
unlike any other source of bonus d20s, a die bought
with Determination is considered to have already rolled
a 1 (therefore scoring two successes automatically).
Determination may only be spent in certain
circumstances, as described on p. 87.

@& TALENTS: A few Talents (p. 135) that a character may
have grant them bonus d20s in specific circumstances.
This costs nothing other than being in the correct
situation to use, but they still count towards the number
of bonus d20s that can be purchased.

Bonus dice bought with Determination or from Talents are
applied before any bought with Momentum or Threat, for the
purposes of how much Momentum or Threat those dice cost.
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Example: Commander Riker, commanding the U.S.S.
Hathaway during a training exercise, deploys a holographic
trick against the Enterprise. To improve his chances of
success, Riker buys two extra d20s by adding three to
Threat— Riker likes to gamble and take risks. He then rolls
4d20, instead of the normal 2d20, for his Task to deceive the
Enterprise crew.

In the Gamemaster’s case, when buying bonus d20s for
Non-Player Characters, there are fewer options — the
Gamemaster may spend points of Threat to add dice to a
Non-Player Character’s Task roll. Non-Player Characters
typically do not have Determination.

TEAMWORK & ASSISTANCE

Many Tasks can benefit from teamwork. If the situation
allows, several characters can work together as a team

when attempting to perform a Task. When more than one
character is involved in a Task, one character is the leader,
and the other characters are assistants. The Gamemaster
has the final say on whether or not a character can assist

— there might be only limited space that keeps people from
helping, for example — or apply limitations or additional
penalties, such as an increase to the Complication range
(+1 to Complication range for each assistant after the first).
The Gamemaster should be wary of allowing more than one
assistant on most Tasks.

To assist with a Task, the Player must describe how their
character is assisting the Task’s leader. If the Gamemaster
agrees, then each assistant rolls 1d20, using their own Target
Number, and their own Focus (if any), to determine if any
successes are scored. So long as the Task leader generates
at least one success, then all successes generated by the

I GREETINGS FROM THE DOMINION

To Shiana,
First Secretary for Scientific Developmen of the Mannai People

rather than on the prosperity of the entire nation. I’'ve read
your papers, and they show an enlightened attitude towards
autocracy.

Greetings from the Dominion! | am Gildar, a humble representative
of the Founders. On their behalf | congratulate you on your recent
achievement of faster-than-light spaceflight.

We’re prepared to install you as planetary suzerain of your
world. We have the means to do so handily. In return for
loyal service we’ll send a garrison of our mighty Jem’Hadar
Our records show that you’ve met the Dosi and Karemma, two soldiers to ensure a secure grasp on your control.
shining examples of the success that comes with cooperation and
peace with the Dominion. We’re offering you the hand of peace,
support and unity, that you too may one day come to uphold the

order that the Founders bring to the cosmos.

The petty nations who resist a unified world government are
no match for our might. We’re aware of the terrorist cells who
trouble your administration. It’s a plague, a plague which
we’ve been able to eradicate from all planets in our space,
First Secretary, the Dominion is the single most advanced and will immediately rectify for the Mannai People.
civilization in the Galaxy. Our citizens enjoy protection from
predation by pirates and rogue nations, disaster relief, and an
elevated standard of living, provided that they work their
hardest, stay loyal to Dominion ideals, and prove useful to the

good of the whole.

You’ll see me personally in three days, escorted by a small
task force to make the transition as smooth as possible. You
have the choice to leave your people vulnerable and weak or
subservient and protected. Make the right one.

Every single planet in Dominion space is free from fear of attack,
and its essential citizens are warm and well-fed. A recent survey
of planets that declined to join the Dominion showed that they
have one and all succumbed to diseases, assault, and the other
consequences of chaos. Help us help you to survive and thrive in
your transition from backwater world to a vital cog in the Dominion
machine.

Yours with utmost friendship and admiration,

Gildar, Vorta Administrator of Sector

| can make you a very powerful woman, First Secretary. While your
people are robust, healthy and strong, your civilization shows an
alarming tendency towards chaos. The lower class’s devotion to
democratic heresies hold back development by placing too high
an importance on the lives and safety of expendable individuals,
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assistants count toward the Task. The Assistants’ dice can
generate Complications as normal.

- EQUIPMENT AND
TEGHNOLOGY

Starfleet officers make use of a wide range of tools and devices
during their duties, and typically have access to whatever items
they need to do their jobs. Therefore, the normal Difficulty of a
Task assumes that the character has the appropriate tools for
that Task, and the Task may become more difficult — or even
impossible to attempt — if circumstances dictate that a character

Example: Chief O’Brien is attempting to repair a faulty power

relay on Deep Space 9, with help from Rom. O’Brien attempts
the Task as normal, scoring two successes. Rom rolls 1d20
against his Control + Engineering, and scores one success

of his own, which he adds to O’Brien’s total, making three
successes in total.

Assistants do not have to use the same Attribute, Discipline,

or Focus as any other character involved in the Task;

indeed, assistance can often be best provided by someone
contributing something different. Assistants may only ever roll
1d20 while assisting. In Combat or other encounters assisting
a Task is considered to take up a character’s Turn.

Example: During a battle against the Borg, Captain Picard
points out a specific location on the Borg cube and gives
the order to open fire. His specific direction is treated as
assistance to Lt. Daniels’ attack; Picard rolls 1d20 against
Reason + Command, representing the fact that his
assistance comes from his direction and leadership skills,
rather than from providing direct aid. Any successes that
Picard generates are added to Lt. Daniels’ Task.

0PPOSED TASK

At times, a character will not simply be trying to overcome
the challenges and difficulties posed by circumstances;
instead, they may find themselves trying to best an opponent.
These situations call for an Opposed Task.

With each Opposed Task, there will be one character
attempting to do something, and another seeking to resist or
avoid the first character’s attempts. These are the active and
reactive characters, respectively.

Both characters attempt a Task normally, with a base
Difficulty of 1, which may be adjusted by circumstances. If
the situation dictates, each character may have a different
Difficulty for their respective Tasks. The outcome of the
Opposed Task depends on both characters’ Task results.

a ACTIVE CHARACTER SUCCEEDS, REACTIVE
CHARACTER FAILS: the active character achieves their
goal, and their Task is successful.

a ACTIVE CHARACTER FAILS, REACTIVE CHARACTER
SUCCEEDS: the active character fails to achieve their
goal, and the reactive character’s Task is resolved. Some
Opposed Tasks have a specific additional outcome for
the reactive character’s Task.

@ BOTH CHARACTERS FAIL: the active character fails to
achieve their goal, but the reactive character gains no
additional benefit.

lacks those tools.

Technology.

& BOTH CHARACTERS SUCCEED: compare the total
Momentum generated on each character’s Task. The
character with the higher Momentum wins and achieves
their goal, but loses one Momentum for each Momentum
their opponent scored. The loser then loses all the
Momentum they generated, and may not spend any. In
the case of a tie, the active character wins, but loses all
Momentum they generated.

Example: Worf is locked in hand-to-hand combat with a
Jem’Hadar warrior, and Worf lashes out with his mek’leth.
This is an Opposed Task, with a Difficulty of 1 for each
participant. Worf has Daring 12 and Security 5, fora TN

of 17, and is using his Focus in Mok’bara. The Jem’Hadar
warrior has Daring 11 and Security 3. Worf rolls an 8 and

a 12, scoring two successes, enough to generate one
Momentum. The Jem’Hadar rolls a 6 and a 15, scoring only
a single success, and no Momentum. After a few moments
of struggle, Worf forces his way past the Jem’Hadar warrior’s
defences and brings down his foe.

COMPLICATIONS

Things don’t always go entirely to plan. When attempting a
Task, each d20 that rolls a 20 creates a Complication, which
comes into play once the Task has been resolved.

As described on p. 76, Complications are Traits — facts
about the scene or situation — that are inherently negative.
Suffering a Complication in this way does not prevent a
character from succeeding, but they may impede later
activities, or they may simply be inconvenient, painful, or
even embarrassing. As already discussed, the normal effect
of a Complication is to increase the Difficulty of related Tasks
by 1, or to make it so that a Task that is normally possible
cannot be attempted.

Alternatively, if the Player doesn’t wish their character to
suffer an immediate Complication, or the Gamemaster
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This is described in more detail in Chapter 8: Equipment and



doesn’t want to inflict a Complication at that point, the
Complication can instead be ‘bought off’ by adding two
points to the Threat pool (see below). The Gamemaster may
wish to do this to immediately spend the Threat to create a
different, more immediate effect. This is discussed in more
detail on p. 281.

Some other sections of the rules may suggest specific uses
for Complications. Again, these are in place of creating a Trait
— each 20 rolled can produce only a single effect, be that a
Trait, adding to Threat, or some other result.

Example: Ezri Dax is trying to help Garak overcome his
anxiety and panic attacks from giving information about

his people to Starfleet Intelligence. However, Ezri fails her
Task, and worse rolls a 20 on one of her d20s, creating a
Complication: Garak’s Worsening Anxiety. In the next
scene, Garak acts upon the problems that the Complication
represents, attempting suicide.

COMPLICATION RANGE

Some circumstances can make a Task uncertain, though

not necessarily any more difficult. These factors increase

the Complication Range of a Task, making it more likely that
Complications will occur. A character has a Complication
Range of 1 normally. Increasing the Complication Range by
one means that Complications occur for each d20 that rolls a
19 or 20 on that Task. Increasing the Complication Range by
two means Complications will occur on an 18, 19, or 20, and
so forth, as summarized on the following table.

I (0MPLICATION RANGE TABLE

COMPLICATION RANGE COMPLICATIONS OCCUR ON...
1 20
2 19-20
3 18-20
4 17-20
5 16-20

Complication range can never be increased to more than five.

SUCCESS AT COST

Some Tasks can’t really be failed outright; rather, there is
uncertainty as to whether the Task can be completed without
problems. In such a situation, the Gamemaster may allow
characters to Succeed at a Cost, either stating this before
the Task is attempted, or providing the option after the dice
have been rolled. If this option is provided, then a failed
Task still allows the Task to be successful but the character
also suffers one automatic Complication, in addition to any
caused by 20s being rolled. These Complications function
exactly as those generated by rolling a 20, including being
able to trade them for 2 points of Threat, or using them to
create other effects.
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Though the Task has technically been successful, Momentum
cannot be spent to improve the outcome of a Task that

has succeeded at a cost: Momentum can only be spent

if the Task was truly successful. In some cases, the ‘cost’

can be increased further, at the Gamemaster’s discretion,
causing the character to suffer more than one automatic
Complication on a failed Task. This should be made clear
when the option to succeed at cost is presented.

MOMENTUM

Whenever a character attempts a Task and scores a greater
number of successes than the Difficulty, then these excess
successes become Momentum, a valuable resource that
allows characters to complete the Task more quickly or
more thoroughly than normal, or otherwise gain additional
benefits. Each success above and beyond the Difficulty of a
Task becomes one point of Momentum, which the character
may use immediately, may save for later, or some mixture of
the two.

Some situations and Talents grant a character bonus
Momentum on specific Tasks. This is added to the amount
of Momentum the character generates upon a successful
Task of that type. Bonus Momentum may specify that it may
only be used in a specific way. Bonus Momentum cannot be
saved — if it is not used, it is lost.

Characters do not begin a mission with any Momentum: it
only comes from action.

Example: Lieutenant Commander Data performs a scan of a
strange spatial anomaly, scoring four successes. As the Task
had a Difficulty of 1, this means that he has generated three
Momentum.

SPENDING MOMENTUM

The normal use for Momentum is to improve the outcome
of a successful Task, such as gaining more information from
research, inflicting more damage with an attack, or making
more progress with an ongoing problem.

Immediately after determining if a Task is successful, the GM
will describe the basic outcome of that Task. Momentum
may then be spent to improve this outcome, or provide

other benefits. Momentum used in this way doesn’t need to
be declared in advance, and each point can be spent one

at a time as required. For example, a character may see

how much damage an attack has inflicted before spending
Momentum to inflict more. Thus, Momentum can’t be wasted
by being used on something that wasn’t necessary.

Most uses for Momentum can only be used once on any
given Task, or once in any given Round in combat. Some
Momentum spends are noted as being repeatable, which



means that they can be used as frequently as the character
wishes and as the Momentum available to spend on them.

Once the character’s Task has been resolved, any unspent
Momentum is added to the group pool; Momentum that
cannot be added to the group pool is lost if it isn’t spent.

Example: Lieutenant Commander Data’s scan of a spatial
anomaly generated three Momentum. He spends the first
point to gain additional information from his scan. Not yet
having enough information, he spends the second point to
get even more information.

SAVING MOMENTUM

As noted above, characters have the option of saving
Momentum, rather than letting unspent Momentum go to
waste. This saved Momentum goes into a group pool, which
can be added to or used by any character in the group,
representing the benefits of their collective successes. This
pool cannot contain more than six points of Momentum.

During any successful Task, any member of the group may
spend points of Momentum from the group pool in addition
to those generated during that Task. As normal, Momentum
only needs to be spent as needed, so a character does not
have to choose how much Momentum they are spending
from the group pool until they spend it, nor does it need to be
spent all at once.

At the end of each scene, one point of Momentum in the pool
is lost; Momentum cannot be saved forever.

Example: Lieutenant Commander Data has one Momentum
remaining from his scan. He chooses to save it for later, rather
than spending it. It's added to the group pool, and can be
used by someone else subsequently.

IMMEDIATE MOMENTUM SPENDS

Some Momentum spends are not tied to a successful Task;
rather, they can be used whenever they are required, and
may use points directly from the group’s Momentum pool
rather than waiting for a successful Task. These spends are
referred to as Immediate. Immediate Momentum spends
often have different restrictions on how and when they can
be used, but those restrictions are specific to the individual
spends.

Immediate Momentum spends can also be paid for by
adding to Threat. Generating a single point of Threat for
the Gamemaster provides the same benefits as spending a
single point of Momentum. When paying for an Immediate
Momentum spend, the cost can be split, paid partly in
Momentum and partly in Threat, if the character desires.

Example: Attempting to navigate around the spatial

anomaly, the Enterprise’s helmsman takes the saved point of
Momentum to buy an extra die for their Task, describing it as
using the information from Data’s scan to plot a better course.
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NON-PLAYER CHARACTERS AND SAVING MOMENTUM

Unlike the Player Characters, Non-Player Characters do

not have the option of saving Momentum into a group pool.
Instead, any Non-Player Character that concludes a Task
with Momentum left over can add a single point to the
Gamemaster’s Threat pool for each point of Momentum they
haven’t spent on other things.

Non-Player Characters can spend from the Threat pool in
the same way as Player Characters spend from the group
Momentum pool. The Threat pool is described in more detail
later in its own section.

THE TREATY OF ARMENS

There are many cases, and many stories that would-be captains
aspire to that demonstrate that creativity, that outside-the-box
thinking is what separates good captains from great ones. These
stories become legend not because they are especially brilliant,
though many of them are, and, | might add, many also carried
significant risk at the time. But because they are unusual, they are
a step beyond what is expected. Great captains will, in the heat of
the moment, when everyone about them is full of doubt, worry and
fear, make choices that few would make; that is one of the things
that separates them, of course. But less often told and retold, less
often remembered, is the fact that great captains are those who
also use their creativity to think within the box, to find the unusual
or unexpected in the unforeseen places, and that is: plain sight.
Take the Treaty of Armens as an example, where Captain Jean-Luc
Picard managed to end a protracted conflict, not by enacting an
imaginative plan that nobody had seen before, that was not in the
play book. But by finding a solution in the expected process. When
the Sheliak refused to allow Captain Picard the time required to
evacuate a colony, he found his solution in procedure. By selecting
third-party arbiters, the Grizzelas, he knew he would be creating
more than sufficient time (they were in their hibernation cycle at
the time), and that the Sheliak would rather compromise where
previously they wouldn’t, than follow the process to the letter. Just
because the greatest stories of our greatest captains are replete
with situations where solutions were found in the unexpected, does
not mean that the very greatest will overlook the expected, and seek
their solutions there...

- Captain Katherine Unmeyer,
in her lecture series Captaincy,
Starfleet Academy.
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Example: While firing on the U.S.S. Saratoga, a Borg
cube generates two Momentum from the attack. Having no
usefor the Momentum at that moment, the Gamemaster
converts those Momentum to Threat, adding two points to
the Threat pool.

COMMON USES FOR MOMENTUM

Players are encouraged to be creative in their use of
Momentum. When you score an exceptional success, think
in terms of how that superb performance can be reflected in
either the result of the immediate Task or in how the outcome
of that Task can impact what happens next.

Regardless of how it is used, Momentum spends must make
a degree of narrative sense — that is, the benefit gained from
Momentum must make sense from the perspective of the
characters — and the Gamemaster may veto Momentum
spends that do not support or reflect the fiction.

The most common ways to use Momentum are listed below.

@ CREATE ADVANTAGE: Momentum can allow a character
to produce a positive or advantageous circumstance.
Spending two Momentum establishes some new
Advantage in addition to whatever effect the successful
Task had. Advantages created must relate to the nature
of the Task attempted, and it must be something that
could logically result from the character’s actions. This
may instead be used to remove a Complication currently
in play, or to create a Complication on an adversary.

@ CREATE OPPORTUNITY: (Immediate, Repeatable). One
of the most straightforward uses of Momentum is to add
bonus d20s to a Task. The decision to purchase bonus
dice must be made before the dice pool is rolled. The
cost of this increases for each die purchased (regardless
of how those bonus d20s were bought); the first die
bought costs 1 Momentum, the second one costs 2
Momentum, and the third die costs 3. As noted on
p. 80, no more than three bonus d20s may be bought for
a single Task

@ CREATE PROBLEM: (Immediate, Repeatable). A
character can choose to make things more difficult for an
opponent, increasing the Difficulty of a single Task by one
for every two Momentum spent. The decision to increase
a Task’s Difficulty must be made before any dice are
rolled on that Task.

@ OBTAIN INFORMATION: (Repeatable). Momentum
from a successful Task allows a character to learn more
about a situation. Each point of Momentum spent can be
used to ask the Gamemaster a single question about the
current situation, or an item, object, structure, creature,
or character present in or relevant to the scene at hand.
The Gamemaster must answer this question truthfully,
but the Gamemaster does not have to give complete



information — a partial or brief answer that leaves room
for further questions is more common. The information
provided must be relevant to the Task attempted, and

it must be the kind of information that a character using
that skill would be able to determine in that situation — a
character could use Medicine to diagnose an illness, or
Security to identify a form of ranged weapon from the
damage it causes.

THREAT

While not something that the Players will directly interact
with, Threat is an integral part of Star Trek Adventures.

The Gamemaster makes uses of Threat to alter scenes,
empower Non-Player Characters, and generally make things
increasingly perilous. Threat is a means of building tension
— the larger the Threat pool, the greater the likelihood that
something will endanger or challenge the Player Characters.
Strictly speaking, the characters don’t know about Threat,
but they will have a sense of the stakes of a situation, and
of the potential for things to go wrong, and these things are
what Threat represents. Threat is described in full in Chapter
10: Gamemastering.

Throughout a game session, the Gamemaster will collect
Threat, and spend it to create problems for the Player
Characters. In this way, Threat mimics the rise and fall of
tension that build throughout a story, eventually culminating
in a high-tension finale that exhausts the Threat pool.

Threat comes from action, much as Momentum does.
Certain Player options may add to Threat instead of spending
Momentum, or allow them to defer a problem until later,

while some Player choices can escalate a situation, adding
to Threat as they represent a rise in tension and peril.
Similarly, adversaries can add to Threat in the way that
Player Characters add to their group Momentum. In this way,
Threat serves as a visible “cause and effect” for the game,
with actions and consequences linked by the accrual and
expenditure of Threat.

The Gamemaster typically begins play with two Threat for
each Player, though this can be adjusted based on the tone
and underlying tension of a given mission.

In game terms, the Gamemaster gains Threat in the following
circumstances:

& |IMMEDIATE MOMENTUM: Whenever the character
uses an Immediate Momentum spend — such as to buy
bonus d20s — they normally choose to pay that cost in
Momentum from the group’s pool. However, the character
may instead choose to pay some or all that cost by
adding one point of Threat to the pool for each point of
Momentum that would otherwise have been spent.

@ COMPLICATIONS: When a character suffers one or
more Complications on a Task, they or the Gamemaster
may choose not to have the Complication take effect, in
exchange for adding two to the Threat pool.

& THREATENING CIRCUMSTANCES: The environment
or circumstances of a new scene may be threatening
enough to warrant adding one or two Threat to the pool
automatically. Similarly, some Non-Player Characters —
this will be listed in their rules — may generate Threat just
for turning up, in response to circumstances, or by taking
certain actions. This also includes activities that escalate
the tensions of the scene, such as Player Characters
using deadly force.

& NON-PLAYER CHARACTER MOMENTUM: Non-Player
Characters with unspent Momentum cannot save it
as Player Characters can — Non-Player Characters
don’t have a group Momentum pool. Instead, a Non-
Player Character can spend Momentum to add to
Threat, adding one Threat for each Momentum spent
(Repeatable).

In return, the Gamemaster can spend Threat in a few
common ways:

& NON-PLAYER CHARACTER MOMENTUM: The Threat
pool serves as a mirror for the Players’ group Momentum
pool. Thus, Non-Player Characters may use Threat in all
the ways that Player Characters use group Momentum.

& NON-PLAYER CHARACTER THREAT SPENDS:
or any action or choice where a Player Character
would add one or more points to Threat, a Non-Player
Character performing that same action or choice must
spend the equivalent number of points of Threat.

& NON-PLAYER CHARACTER COMPLICATIONS:
If a Non-Player Character suffers a Complication, the
Gamemaster may prevent the Complication by spending
two Threat.

@ COMPLICATION: The Gamemaster may create a
Complication by spending two Threat.

@& REINFORCEMENTS: The Gamemaster may bring in
additional Non-Player Characters during a scene. Minor
Non-Player Characters cost one Threat apiece, while
Notable Non-Player Characters cost two. Starship
reinforcements cost Threat equal to their Scale.

@& ENVIRONMENTAL EFFECTS: The Gamemaster may
trigger or cause problems with the environment by
spending Threat.
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I]E'I'ERMIN A‘I‘"]N urgency, Spock buys an additional d20 for the Task. As Spock
is motivated by his Value: “Logic is the Beginning, not the
Player Characters begin each session with a single point
of Determination, and no character can have more than
three points of Determination at any time. Using and gaining
Determination is tied to a character’s Values, and to the
Directives in play during a mission.

B VALUES AND DIREGTIVES

end, of Wisdom,” Spock may spend one of his Determination
to aid in his Task, which he does to buy an extra d20 that has
already rolled a 1.

However, Values can also hinder a character’s judgement,
make them biased, blind them to possibilities, or otherwise
impair their ability to confront a situation effectively. Nobody
is immune to their own preconceptions, as much as they
might wish to believe otherwise. If the character is in a
situation where one of their Values would make the situation
more complicated or more difficult, the Gamemaster may
offer the Player one Determination in exchange for suffering a
Complication: this may take the form of a course of action, or
a decision not to act, but any kind of Complication is suitable
so long as it fits the circumstances. The Player can choose

Values are short phrases or statements that describe the attitudes,
beliefs, and convictions of a character while Directives are mission
specific Values shared by the characters on that mission. These are
covered fully in Chapter 5: Reporting for Duty.

USING VALUES

A character’s Values can help a character in difficult
situations. They often provide an additional push to succeed,
as the character’s convictions drive them to achieve more
than they might have done otherwise. Whenever a character
is attempting a Task for which one of their Values would be
advantageous, they may spend one point of Determination.

A point of Determination spent provides one of the following
benefits:

& PERFECT OPPORTUNITY: a point of Determination
may be spent to grant the character a single bonus d20.
This bonus d20 differs from most in that it is considered
to have already rolled a 1, and thus generates two
successes automatically. The normal limit of additional
d20s bought for a Task still applies.

@ MOMENT OF INSPIRATION: a point of Determination
may be spent to re-roll all the character’s dice in their
dice pool.

@ SURGE OF ACTIVITY: the character may immediately
perform another Task as soon as this one has been
resolved. This is most useful in combat or other
situations where the character is under pressure and
cannot normally attempt two consecutive Tasks.

@ MAKE IT SO: the character immediately creates an
Advantage that applies to the current scene.

Example: Spock is attempting to uncover the truth behind a
conspiracy. Suspecting that the Enterprise’s computers have
been tampered with, he sets about testing his hypothesis.
This is a Reason + Engineering Task, using his Computers
Focus, with a Difficulty of 3. Given the difficulty, and the
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not to accept this offer — and Players can choose to suggest
situations where their character might face this Complication
— but if they accept the Complication, then the setback
occurs, without any ability to avoid it. The Gamemaster is
the final arbiter of this, but Complications from Values should
only ever happen if both Gamemaster and Player agree.

Example: The Enterprise has rescued an injured Romulan
after responding to a distress call in the Neutral Zone.

Dr. Crusher is attempting to save the Romulan’s life, but the
Romulan needs a blood transfusion. Worf is the only member
of the crew with the correct cellular factors to help. However,
Worf despises Romulans, and this part of his “Proud and
Honorable Klingon” Value; the Gamemaster offers Worf a
point of Determination and asks that Worf refuses to help the
Romulan. Worf accepts, and the Romulan dies in sickbay.

In either case, only one Value can be applied to a given Task
or situation at once, except when that Value is challenged.

CHALLENGING VALUES

Some situations are not as simple as a Value either helping
or hindering the character. Some situations may put a
character in a difficult situation, where their Values are sorely
tested, shaking their worldview considerably. Maybe the
character realizes something about themselves, or learns
something important from someone or something they
deeply revere or revile.

Once during a mission, if a character has a Value which could
affect a Task or situation negatively, they may challenge

that Value. The character immediately gains a point of
Determination, and then crosses out the challenged Value,
meaning that it cannot be used again for the remainder

of the mission. If a character has two Values that apply

to the situation — one positive and one negative — then

the character may apply both Values to the situation,
challenging the negative Value and immediately spending the
Determination with the positive Value.



Example: Captain Archer, confronting a Xindi Arboreal, finds At the end of the mission, the character may alter the

himself torn between two conflicting Values: “Seek Out New Challenged Value to reflect the challenge to the character’s
Life, and New Civilizations,” and “Angry at the Xindi.” While beliefs, or replace it with a new Value that represents some
speaking with the Arboreal, Gralik, Archer realizes that not all other aspect of the character’s beliefs. In either case, the new
the Xindi are in support of their war against Humanity, and Value can now be used freely.

sets aside his anger; he gains a point of Determination, and

crosses out the Value that pertains to his anger, and then Directives can be challenged in the same way as Values,
spends that point of Determination to try and convince Gralik but instead of crossing the Directive out, the character who
to help him. Challenged the Directive should make a note that they have

Challenged that Directive. This is likely to have consequences
for the character later, as described on p. 142.

I I [HE NEXT STEP

Assimilation. The very word is an anathema to so species abhor the Borg, we have much to learn from their example. At the same
many coerced by liberal leaning propaganda that time, we must be aware that the path of the Borg is not ideal. There is a middle
any positive implication is sneered at. We exist ground in which, those willing, should have the freedom to extend, augment

at a point in our technological capacity where and improve on the abilities and limitations of our genetics to create something
we can intervene on behalf of the haphazard new. We have the technological capability, but we lack the courage, the daring,
approach of evolution in order to provide order, to make the leap required of us to transcend the hand of base-pair cards we

to better ourselves and our capabilities. To slice are dealt at birth. We delve the vastness of space, our eyes glowing in the

away our weaknesses and expand our abilities. reflected light of the torch we have been handed by thousands of generations
The fittest survive, that is an overwhelming fact of explorers, but we lack the fortitude to explore the possibilities of what we

of biology, and it drives evolution. What the ourselves could become, if only we used our technology to push the frontiers of
Borg attempt, to make a grasp at greatness, to our innate capabilities...

take the future in their own hands, is nothing

to be feared, it is the path any technologically - Daniel Allers,

advanced species must take in order to secure infamous geneticist, outlaw in the Federation.

their destiny and their survival. While those out Opening words in a speech broadcast

there who would protect the integrity of the from his hidden research facility.
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This section deals with additional rules that the Gamemaster
may wish to use to add extra detail to a scene or situation.
These rules are not required, but if used carefully, they can
be a valuable way to make a scene more engaging and more
memorable.

In that regard, they should be thought of more as tools for
the Gamemaster to construct a scene, rather than as ready-
made rules to drop into a situation. They will require some
consideration and effort on the part of the Gamemaster to
use effectively, and they may not suit all groups and all styles
of play.

A Challenge is any circumstance, situation, or sequence of
events which requires multiple Tasks to overcome. There are
a few different ways to resolve a Challenge, depending on
the nature of the Challenge and how the Gamemaster wishes
to present the situation. These different options can be
combined as the Gamemaster sees fit, providing a toolbox
for structuring a wide range of different problems for the
characters to overcome.

BASIC CHALLENGE

A Basic Challenge is, as the name suggests, relatively
straightforward for all involved. It consists of two or more
Tasks or Extended Tasks, of a type and difficulty determined
by the Gamemaster. These Tasks or Extended Tasks are

the core of the Challenge, the crucial activities that must

be completed to overcome the Challenge, and they are
referred to as Key Tasks. Once all the Key Tasks have been
completed successfully, the Challenge is complete.

The Gamemaster may determine that these Key Tasks be
completed in order, or otherwise say that Key Tasks cannot
be attempted until certain other Key Tasks have been
completed. These restrictions should naturally flow from
the narrative of the situation — if the Challenge is to reach
main engineering and shut down the warp core before it
breaches, then the Task to reach engineering must naturally
come first.
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ADVANGED TRAINING
I

Characters may, at their option, attempt other Tasks during
a Basic Challenge; these won't directly contribute to
overcoming the Challenge, but they can be used to remove
Complications, to generate Momentum to benefit the group,
or, at the Gamemaster’s discretion, to reduce the difficulty
of a Key Task (normally by one, but the Gamemaster may
permit Momentum to be spent for a greater reduction).

STRUCTURING BASIC CHALLENGES

There are a few different ways that the Gamemaster might
structure a Basic Challenge. At the simplest level, having the
individual Key Tasks being completely independent of one
another requires the least effort in rules terms, but may not
be suitable for a lot of different situations. There are a few
other common approaches as well:

Linear Challenges arrange the Key Tasks into an order,
where each Key Task must be completed before the next
can be attempted. These are easy to handle, but they are
somewhat inflexible and tend to limit the creativity of the
characters in how they approach the Challenge.

Gated Challenges require a little more effort from the
Gamemaster to set up, but they’re flexible and can be
adapted to a range of circumstances. In a Gated Challenge,
some of the Key Tasks can only be attempted if one or

more other Key Tasks have already been completed; the
Gamemaster might want to present this as a chart that clearly
denotes which Key Tasks “unlock” the restricted Tasks.

Group Challenges are intended to be completed through
collective effort, rather than by a single person. In a Group
Challenge, whenever a character attempts or assists a Task,
they may not assist any other Tasks during the remainder

of the Challenge, and any other Tasks they attempt during
that Challenge increase in Difficulty by one. This Difficulty
increase is cumulative.

OPPOSITION IN CHALLENGES

In some circumstances, the characters may be working
against an opposing force. There are a couple of ways
to resolve this, depending on the type of Challenge and
opposition.



@ DISRUPTION: The effect of the opposition is disruptive
and distracting, even inconvenient, but nothing more.
Task Difficulties may increase by one or two because
of the presence of this opposition, representing their
interference and the disruption it causes. It might even
increase the Complication range of the characters’ Tasks.

@ DIRECT OPPOSITION: The effect of the opposition is to
directly act against the Tasks attempted, turning them into
Opposed Tasks. This may also add additional hazards
or consequences to those Tasks, as the opposition may
create additional problems on failed Tasks.

@ CONTEST: The opposition is attempting to complete the
same objective, and to complete them sooner than the
characters. Each side attempts a single Task, then hands
over to the other side to attempt a Task, regardless of
which specific characters attempt each Task. Whichever
side completes the Challenge first, achieves some
greater advantage. Characters can spend Determination
to attempt a second Task before handing over to the
other side.

@ CONFLICT: The opposition have different, mutually-
exclusive goals to the characters. This is commonly used
in Social and Combat Challenges, where each side has
a different goal, and the sequence of events is split into
Rounds and Turns. This is described in full in the Combat
section, later.

TIMED CHALLENGE

Functionally like a Basic Challenge, a Timed Challenge adds
an additional concern: time.

At the start of the Challenge, the Gamemaster determines the
number of intervals that the Challenge must be completed
within, and how long a period that each interval represents
(ten minutes, an hour, a day, etc). The ideal number of
intervals is equal to about 2-3 times the number of Key Tasks
involved in the Challenge, with a smaller number of intervals
resulting in more time pressure on the characters. The
Gamemaster should also determine what happens when time
runs out — this should be a severe consequence.

Each Task attempted takes two intervals of time to attempt
by default; characters can spend one Momentum on a
successful Task to reduce this to one interval. A Complication
may cause a Task to take longer, adding a single interval to
the Task. This applies equally to both Key Tasks and to any
others attempted during the Challenge.

EXTENDED TASKS

Unlike normal Tasks, Extended Tasks cannot be overcome in a
single attempt. Extended Tasks should be used sparingly, and
only in situations where there is additional pressure or tension,
such as during combat, or when there is only a limited amount
of time to succeed. Extended Tasks use a mechanism similar to
how damage is inflicted in combat, to represent activities which
will take an uncertain amount of time and effort to complete,
which is ideally suited to situations where there is an increasing
peril or risk of harm the longer the activity takes to complete.
Additional information on Extended Tasks can be found on p. 282.

Extended Tasks have a few additional factors to consider
over normal Tasks, which are described below:

@& WORK: each Extended Task has a Work track, which is
a means of determining how much Work will be needed
to overcome the Extended Task. Whenever a character
succeeds at a Task as part of an Extended Task, it will
make an amount of Work (described below), which is
marked off from the Work track. A Work track normally
has a value from five to twenty.

@ MAGNITUDE: each Extended Task has a Magnitude,
normally a value from 1 to 5, which represents how
large and complex an undertaking the Extended Task is.
When a character achieves a number of Breakthroughs
(described below) equal to the Extended Task’s
Magnitude, the Extended Task is completely overcome.

@ RESISTANCE: some Extended Tasks are particularly
arduous to overcome, and making progress is slower.
This is covered by Resistance which reduces the amount
of Work done from each Task. Most Extended Tasks do
not have Resistance, but those that do tend to have no
more than 3 Resistance.

An Extended Task also has a base Difficulty, which is used
for all Tasks made to overcome the Extended Task. This base
Difficulty can be modified on each Task as circumstances
(such as Traits) dictate, but they all start from the same place.

Whenever a character succeeds at a Task to overcome an
Extended Task, there are a few additional steps to follow over
and above the normal procedure for completing a Task.

1. The character rolls 2, plus additional A equal to the
Discipline used for that Task. The total rolled on these
dice is the amount of Work done.

2. If the Extended Task has any Resistance, reduce the
Work done by the Resistance value. Any remaining Work
is marked off from the Work track. Further, the character
may have achieved one or two Breakthroughs, if either or
both following conditions are fulfilled:
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NAME

A. If five or more Work is made, after reduction for
Resistance, the character also achieves a Breakthrough.

B. If the Work track is filled, or if one or more Work is
made after reduction for Resistance, when the Work
track was already full, the character achieves a
Breakthrough.

3. If the number of Breakthroughs achieved is equal to
the Extended Task’s Magnitude, the Extended Task is
complete. Otherwise, the base Difficulty of the Extended
Task is reduced by one for each Breakthrough achieved,
to a minimum of 0. If the base Difficulty has already been
reduced to 0, each subsequent Breakthrough adds +1A
to any future rolls for Work on this Extended Task.

EXTENDED TASKS AND MOMENTUM

Momentum generated on the Tasks that comprise an
Extended Task can be used in all the normal ways, but
there are a few Momentum Spends that apply specifically to
Extended Tasks. These are listed in the table below.

M EXTENDED TASKS AND MOMENTUM TABLE
COST _ DESCRIPTION

Additional Work 1

Repeatable. Increase the Work done by
+1 for this Task, before reductions for
Resistance.

Piercing

1 Repeatable. Ignore up to two Resistance
for this Task.

Re-Roll Work 1

Re-roll any number of Challenge Dice
from the current Task.

EXTENDED TASKS AND EFFECTS

Due to the use of Challenge Dice on Extended Tasks, some
consideration needs to be made for what happens when
Effects are rolled.

Under normal circumstances, the Challenge Dice used for an
Extended Task have no special effects, and thus each Effect
rolled simply counts as a 1, without any additional benefits.
However, characters can obtain benefits which will trigger
when Effects are rolled. If the character has multiple benefits,
then all of them are triggered when an Effect is rolled.

@ TRIUMPHANT: If the character achieves a Breakthrough,
and one or more Effects were rolled, then an additional
Breakthrough is achieved.

@& SCRUTINIZE X: The character ignores X points of the
Extended Task’s Resistance for each Effect rolled.

@& PROGRESSION X: The character makes an additional X
Work for each Effect rolled.
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These might be granted by the character using the ideal tools
for the situation, by establishing favorable circumstances (such
as an Advantage), or by the Talents a character has learned.

EXTENDED TASKS AND COMPLICATIONS

Though Complications generated during Extended Tasks can
be used normally, there are a few other ways they can be
employed during an Extended Task, representing setbacks
during that undertaking. Complications used for one of
these purposes don’t count as normal Complications in any
other way; the Complication is ‘spent’ to produce the effect
chosen.

@ DEAD END: Unmark four points from the Work track.
This is applied after resolving the effects of the Task.

@ UNFORESEEN PROBLEM: The Extended Task’s
Resistance is increased by two, to a maximum of four.

If the characters abandon the Extended Task or find
themselves unable to overcome it, then the GM may
declare that they partially completed it; in this instance,
the characters achieve their goal, but suffer one additional
Complication relating to the Extended Task for each
Breakthrough they failed to gain.

Example: The Enterprise is attacked by a cloaked mine from
an unknown aggressor, which has attached itself to the ship’s
hull. Lieutenant Reed heads outside the ship to defuse the
bomb. Because of the complexity of the device, and the
danger of the situation, the Gamemaster determines that

this is an Extended Task, with a Work of 12, a Magnitude of
3, a Resistance of 1, and a base Difficulty of 3. The mine has
various self-defense mechanisms, so any failed Task will result
in a dangerous reaction from the mine. The Gamemaster
also notes Reed'’s preparations and tools, and declares that
each Effect on a Challenge Dice ignores 1 Resistance. Reed
attempts his first Task, using his Control 10 + Security 4, and
his Focus of Explosives, and buys two extra dice with some
saved Momentum. Rolling 6, 7, 12, and 13, he scores four
successes, completing the first Task; he then rolls 6A — one,
plus four for his Security skill — rolling two 2s, a 3 (ignored),
two 4s (ignored), and a 5 (an Effect), for a total of 5, ignoring
one Resistance. That’s enough for one Breakthrough, and
Reed pushes on. His second attempt goes less well; a
Complication from Mayweather’s attempt to move the ship to
safety makes things more difficult for Reed, jostling the mine.
Reed’s Task fails, and a spike shoots from the mine into the
hull, impaling Reed’s leg in the process. Reed can no longer
reach the mine to defuse it, so Captain Archer must venture
out to defuse the mine and save Lieutenant Reed.
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Welcome aboard. For some of you, this will be your first
assignment, fresh out of Starfleet Academy. For others, this
will be the next stage in your career within Starfleet.

No matter where you are assigned on the ship — whether

you are bridge officers, specialists in your fields, researchers
who will be assigned to science stations, or operations crew

ensuring the safety of the ship or to keep the engines
running at peak performance — you all have a vital role to
play on board.

Broadly speaking, Star Trek Adventures games are likely to take
place in one of three main eras of play: distinct periods of time where
important events are unfolding and where the potential for exciting
adventures is at the highest. These are discussed in brief below:

& ENTERPRISE: In the mid-22" century, Humanity started
exploring the stars, with the aid of the Vulcans. As the years
passed, Earth Starfleet vessels such as the Enterprise NX-01
forged friendships and alliances with other species, and in the

wake of a destructive war between Earth and the Romulan Star

Empire, many of these species forged a stronger alliance: The
United Federation of Planets. These early years of exploration
can be seen in the series Star Trek: Enterprise, and the era
continues into the early years of the Federation at the end of
the century.

@& ORIGINAL SERIES: In the mid-23 century, Starfleet’s
mission of exploration and discovery reaches new heights,
with deep-space voyages such as that of the original U.S.S.
Enterprise taking years at a time and making first contact with
many cultures and civilizations. Amidst this, tensions with the

Klingon Empire rise to the brink of war, and the Romulans begin
reaching beyond their borders for the first time in a century. The

era can be seen in the original Star Trek series, and continues
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"COMMANDER, WE DON'T HAVE TO LIKE EACH OTHER TO WORK WELL TOGETHER.
AS A MATTER OF FACT, I'D LIKE YOU T0 CONTINUE TO KEEP ME ON MY TOES.”

— GAPTAIN WILLIAM T. RIKER

A great part of the enjoyment of roleplaying games is in
creating original Player Characters and telling their stories,
and this chapter describes how to do so. Star Trek
Adventures provides two distinct methods of creating
those original characters, and these methods will produce
roughly equivalent characters. Whichever method is used,
it should be used for the entire group, to get the same play
experience.

M ERAS OF PLAY

until the closing decades of the century, depicted in the
movies Star Trek: The Motion Picture, Star Trek Il: The
Wrath of Khan, Star Trek Ill: The Search for Spock, Star
Trek IV: The Voyage Home, Star Trek V: The Final Frontier,
and Star Trek VI: The Undiscovered Country.

& NEXT GENERATION: In the mid-24™" century, the
Federation is in a period of unprecedented peace
and prosperity, even with border wars against the
Cardassians and the Tzenkethi, and political turmoil
within the Klingon Empire. However, first contact with
the Borg presents a threat to the Federation that requires
a greater response than the wars of the past, while war
with the Dominion in the 2370s pushes the Federation
to its limits and requires alliances with the Klingons and
the Romulans. Amidst this, the U.S.S. Voyager vanished
into the Delta Quadrant, making first contact with species
tens of thousands of light years away from the heart of
the Federation. This era can be seen in Star Trek: The
Next Generation, Star Trek: Deep Space Nine, Star Trek:
Voyager, and the movies Star Trek Generations, Star
Trek: First Contact, Star Trek: Insurrection, and Star Trek
Nemesis. Much of the material in this book is written from
the perspective of this era, specifically the year 2371.




The term “character” applies to both Player Characters (those
representing and controlled by Players) and Non-Player
Characters (characters controlled by the Gamemaster).

While Non-Player Characters (NPCs) are treated somewhat
differently in some aspects of the game systems, they

are otherwise like Player Characters and thus, the use of
“character” in this chapter applies to both Player Characters
and Non-Player Characters.

CHARACTERS IN STAR TREK ADVENTURES

The Galaxy of Star Trek is filled with characters of all kinds,
who populate its worlds, crew its starships, and interact
with one another in all manner of ways, both mundane

and dramatic. To represent this abundance and diversity,
characters are composed of a several elements that
collectively serve to depict how that individual interacts with
the universe, both in game terms, and in story terms. These
elements are Attributes, Disciplines, Focuses, Values,
Traits, and Talents, and together they paint a picture of who
the character is, what they are good at, and how they view
the universe around them.

Characters are, broadly speaking, divided into three types for
the purposes of play.

@& Player Characters consist of all the characters used by
a Player to participate in the game. Player Characters are
split into Main Characters, and Supporting Characters,
but whatever type of character it is, while it is being
controlled by a Player, it is a Player Character.

@& Main Characters are the primary focus of this chapter,
and can be thought of as the Main Characters of a Star
Trek series or movie. They’re the ones who appear in
most episodes, and have the biggest impact upon the
story. Each Player in a game of Star Trek Adventures
will have a single Main Character to control, who will
normally be a member of the senior staff of a Federation
starship. Each Player decides how their Main Character
will act the scenes framed by the Gamemaster. This
chapter presents two different methods for creating
Main Characters, but whichever method is chosen, it is
recommended that all the Players use the same method.

@& Supporting Characters are like Main Characters in many
ways, in that they are controlled by the Players. However,
there is no fixed list of Supporting Characters; rather, a
Supporting Character is created as-and-when needed
to provide aid and assistance in difficult situations, or
to allow a Player to take part in a scene if their Main
Character is busy elsewhere. Supporting Characters are
seldom as complex as Main Characters to allow them to
be created swiftly, but a group of Players may find that
they want to bring back favourite Supporting Characters

INFINITE DIVERSITY IN
INFINITE COMBINATIONS

The United Federation of Planets enshrines the rights and freedoms
of all individuals, and forbids all manner of unfair discrimination by
species, ethnicity, nationality, spiritual or political beliefs (so long as
those beliefs are not harmful to, or unfairly imposed upon, others),
gender, sex, sexuality, or a range of other factors, such as disability
or neurological variation. Within the Federation, all people are

given the means and opportunities to pursue their ambitions and
realize their potential, and the differences between individuals are
celebrated for their differing perspectives, rather than being ignored
or marginalized as they may have been in the past.

To reflect this, characters in Star Trek Adventures may be of any
ethnicity, religion, sex, gender, sexuality, and so forth, without limit
or restriction. Such variations will rarely have any impact upon the
character in game terms, though Players may choose to make some
facets of the character more prominent (such as in a Value) if they
wish to draw attention to them.

time and time again, allowing them to develop and grow
into more fleshed-out individuals. Supporting Characters
are described more fully in their own section, later.

@& Non-Player Characters are all those characters that are
not controlled directly by the Players. They’re normally
introduced and directed by the Gamemaster, though if a
Non-Player Character — abbreviated to NPC — would
be friendly to the Players’ characters, the Gamemaster
may allow the Players to direct that Non-Player Character
during tense situations such as combat. Non-Player
Characters are described fully in the section on
Adversaries (p. 311), and their creation is described in
the Gamemastering chapter (p. 270).

The elements that comprise a character are described in the
sections below.

TRAITS

A character will typically have one or more Traits, one

of which will always be the character’s Species. Traits

are essentially descriptions of important parts of the
character, in a single word or a short phrase. Alongside

a character’s Values — which cover the character’s
personality, motivations, and beliefs — Traits help define
what the character is and what they can do, and they can be
employed in the same way as Traits for a location or situation,
such as to increase or reduce the Difficulty of Tasks.

First and foremost, we have the character’s species.
Different species in Star Trek vary in many subtle ways, both
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allows him to see, counteracting the effects of his blindness,
but it comes with its own set of potential problems.

VALUES

When a character is created, the character’s Player

creates statements that describe the attitudes, beliefs, and
convictions of that character. These are not simple opinions,
but the fundamental structure of the character’s morals,
ethics, and behavior. They are the things that define who a
character is as a person, why they behave the way they do,
and what drives them during times of struggle and hardship.

I PLAYSTYLE

There are a great many stories that can be told within the Star Trek
universe, and not all of them revolve around the senior staff of a
Federation starship.

When starting a game of Star Trek Adventures, it is a good idea to
convene the group and figure out the style of game that everyone
wants to play — it does nobody any good if the Gamemaster has
one kind of game in mind, and the Players have another. Some
groups may be fine with the default presumption of these rules —
that the Player’s Main Characters are the senior staff of a starship,
mirroring the format of the TV shows — but others may wish for

a different approach. Specialized problem-solving teams within

a ship’s crew or groups of lower-ranking officers may be more
comfortable for some groups, in which case, ignore the section of
these rules that asks the Players to choose a role, as they pertain
exclusively to senior staff.

One type of Value is a relationship. Where most Values
reflect something internal about the character, a relationship
reflects a bond between two characters, or a character and
an organisation, specifically how the character regards the
other party described by the Value. This bond doesn’t have
to be positive — old grudges and resentments can have a
definitive effect upon a character’s nature — but it must be
something significant, and something that shapes who the
Other styles of game will receive greater focus in other books in character is and how they act.
the Star Trek Adventures range: for example, guidance on games
focused on Command, Operations or Science division characters
can be found in their relevant division sourcebook.

However, a character’s Values are not static. They are potent
driving forces for the character; people evolve and grow with
their experiences, and in many cases, things that once felt
like unshakeable beliefs may come to be seen differently as
time passes. There will be opportunities during play to alter a
character’s Values, and Values are an important part of how

biologically and culturally, and a Trait can encapsulate those
many little differences easily. These are both positive and
negative, and influence both how the character interacts with
their environment and how characters interact with

one another.

A character may obtain additional Traits because of things
that happen to them during character creation — life-
changing events that will define the character going forwards
— and they may occasionally gain more during play. This
may be something about the character, such as a debility

or impairment the character suffers from, or the influence

of some external force, such as the impact of a harrowing
experience.

Traits are neutral, and thus able to be applied both positively
and negatively. There is no fixed number of Traits a character
will have, though every character will have at least one: their
species. Traits, and their effects upon play, are described in
full on p. 76.

Example: Lieutenant Commander Geordi La Forge has two
Traits: Human, and Blind. The first is his species: anything
that affects a Human in a specific way, or for which being
Human is advantageous or problematic, is impacted by

this Trait. The second reflects the fact that Geordi was born
without eyesight, and will thus impact any situations where
eyesight is necessary or useful. Because of this second Trait,
Geordi has a unique piece of equipment: his VISOR. This
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characters grow and develop over time.

Values differ from Traits (above) in that they describe what
the character believes. They are statements about how the
character regards the universe around them, and they are
both subjective and potentially changeable. How Values are
used in play is described on p. 87.

Example: Captain James T. Kirk has four Values, which
define the core of his personality. These are “Doesn’t Believe
in a No-Win Situation,” “There’s No Such Thing as The
Unknown — Only the Temporarily Hidden,” “Married to the
Enterprise” and “Risk is Our Business”.

ATTRIBUTES

Each character in Star Trek Adventures is defined by six
Attributes. These are described elsewhere, but they’re
repeated here as a useful reminder. They embody the
character’s intrinsic physical and mental capabilities, when
compared across species, and the ways they prefer to
approach problems. These attributes are Control, Daring,
Fitness, Insight, Presence, and Reason. Each attribute has
a rating which determines its measure, with higher numbers
reflecting greater ability. For humanoids, these attributes
range from 7 to 12, with 8 representing average capabilities.
Nonhumanoid creatures may have attributes across a



broader range, and special abilities that increase their
abilities further, though that is described more in the rules for
Adversaries.

A character may encounter situations for which more than
one of their Attributes are applicable. In these cases, it is
important to consider the context of the situation, and how
the character is choosing to approach the problem. The
Gamemaster may choose which Attribute is most applicable
to a situation if more than one could be used.

CONTROL

Control is about the character controlling themselves, and
it covers precision, accuracy, and careful timing. It can rely
on self-discipline and control of one’s emotions to ensure
mechanistic precision, or it can be a mixture of fine motor
skills, coordination, and familiarity with the activity.

A character might use Control...
& ...when performing precise or delicate work.

& ...when performing a Task that involves precise timing
or accuracy.

& ...when giving detailed instructions.

@& ...toresist mental assault, duress, or other stressful situations
through an orderly mind and the application of discipline.

DARING

Daring comes into play whenever a character reacts a new
situation without doubt, hesitation, or caution. It covers
circumstances where characters take decisive action without
a detailed plan or analysis, and relies on gut instinct and
quick reflexes.

A character might use Daring...

& ...when responding to an emergency.

@& ...when attempting to evade or resist some form of
immediate danger.

& ...when acting aggressively.
& ...when acting based on instinct.

@ ...toresist mental assault, fear, or panic through
stubbornness and defiance.

FITNESS

Fitness is about enduring hardship and employing force. It
covers physical conditioning, general health and wellbeing,
fortitude, and endurance.




A character might use Fitness...

@& ...when attempting to employ raw physical force to a
situation.

@& ...when performing some strenuous or tiring physical
activity.

@& ...when trying to resist, or act despite the effects of,
some physically debilitating condition, such as poisoning,
disease, and extremes of environment.

INSIGHT

Insight is about understanding people and their feelings, and
being open to different ideas and ways of thinking. It covers
self-awareness, being conscious of a creature’s current state
of mind, and hard-earned wisdom, and relies upon a person’s
emotional intelligence, empathy, and experiences.

A character might use Insight...

@& ...when attempting to understand the feelings of another
creature.

@& ...when trying to determine how another creature might
think or act, to anticipate or predict its actions.

@& ...when trying to overcome their own judgements and
preconceptions.

@& ...when attempting to calm or reassure others.

@& ...when allowing past experiences and instinct to discern
changes in the environment around them.

PRESENCE

Presence is power of personality, and the ability to command
attention or respect. It’s used for being diplomatic during
negotiations, giving orders during a crisis, and even being
charming or seductive.

A character might use Presence...

@& ...to sway the mood or opinion of others through emotive
language and rhetoric.

@& ...when trying to keep others calm and focused during a
stressful situation.

@& ...when resisting duress or manipulation by others by
maintaining a strong sense of self.

@& ...to present a specific appearance or demeanor to
others, appropriate to the circumstances.

@& ...when seeking to capture and command attention
through speech and behavior.
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REASON

Reason is about logic and meticulous analysis. It covers
forming hypotheses and intricate planning, as well as recall of
intricate facts, calculation of complex variables, and it relies
on keen observation and a thorough command of the facts.

A character might use Reason...

@& ...to study and analyze some unfamiliar phenomenon,
and come to a hypothesis about it.

@& ...toresearch a complicated subject, or otherwise
interpret large amounts of information.

& ...when trying to sway the opinion of others through facts
and logic.

@& ...when required to perform complex calculations.

@& ...to use observation and rational thought to anticipate
and discern changes in the environment around them.

In addition to the six Attributes, each character is trained

in six Disciplines, which encompass the broad roles that
Starfleet officers are expected to be proficient within. Each
Discipline is rated from 0 to 5, with each rating representing
a differing level of training, expertise, and natural aptitude.
All Main Characters have at least a 1 in every Discipline —
Starfleet provides extensive training and expects its officers
to have at least basic proficiency in every discipline.

DISCIPLINES TABLE
DISCIPLINE MEANING

(0] Untrained, unskilled, lacking in
innate aptitude.

1 Basic training, rudimentary skill, or
a raw but undeveloped aptitude.

2 Professional competence, from a
combination of training and talent.

& Experienced and well-trained, or an
aptitude developed through study
and training.

4 Excellence within the field,
achievable through dedication and
experience.

5 Exceptional, often a combination

of intense training, hard-won
experience, and natural aptitude.



The six Disciplines are Command, Conn, Engineering,
Security, Science, and Medicine — representing the
departments aboard a Federation starship. It's worth

noting that many of the Disciplines overlap in a few ways.
Each Discipline covers perception, social interaction,

and knowledge to some extent, but which Discipline is

most applicable to any of those things will depend on
circumstances more than anything else — a character with a
high Security is quite adept at spotting ambushes and other
dangers, but may be less adept at analyzing probe telemetry
or experimental data.

As explained in Chapter 4: Operations, when asked to
perform a Task, the rules or the Gamemaster will choose

a single Attribute and a single Discipline — Players may
suggest alternate options, though the Gamemaster’s word
is final — and add their ratings together. This is the Target
Number for that Task, and each die that rolls equal to or less
than this number scores a success. If the character also has
an applicable Focus, any die that rolls equal to or less than
the chosen Discipline will score an additional success; if
there’s no applicable Focus, any die that rolls a 1 will score
an additional success.

COMMAND

Command covers a wide range of interpersonal interactions,
especially leadership, negotiation, and both coordinating and
motivating others. It also includes discipline and resisting
coercion, as well as helping others resist fear and panic.

A character might use Command with...

@& Control, to carefully and precisely coordinate a group of
subordinates, or to give detailed orders.

@& Daring, to make a split-second command decision, or to
resist fear or coercion.

@& Fitness, to coach and guide others performing the same
physical activity (such as scaling a cliff, or endurance
running), or to coordinate a group all performing related
physical activities (such as several people moving a
heavy load).

@& Insight, to judge the mood and morale of a group of
subordinates, or to try and assuage the fears of a group.

@& Presence, to rally or inspire others during a difficult
situation, or to command the attention or respect of
someone hostile.

@& Reason, to consider and evaluate the orders given by a
superior, or to find a solution to a difficult diplomatic or
legal situation.

CONN

A character’s ability at the Conn covers piloting craft of all
sizes, from ground vehicles and shuttles, to grand starships. It
also includes navigation — both on the ground and in space
— and an understanding of starship operations, including the
procedures and cultures of space travel and exploration.

A character might use Conn with...

@& Control, to direct a starship or other vessel through a
difficult environment, or to operate a craft with such
precision as to aid someone else’s activities.

@& Daring, to direct a starship or other vessel to avoid a
sudden and imminent danger, or to perform extreme
or unorthodox maneuvers with a craft using “feel” or
“instinct”.

@& Fitness, to move quickly and effectively in an
environment suit, including moving through zero-
gravity, or resisting the deleterious effects of extreme
acceleration or unpredictable motion without an Inertial
Dampening Field.

@& Insight, to judge the nature or intent of another vessel
by the way it is moving, or determining the source of a
problem with a familiar vessel.

@& Presence, to maintain professional decorum and
etiquette when representing your ship or Starfleet in
formal circumstances, or to argue effectively over a
matter of starship protocol, or a course of action.

@& Reason, to plot a course through a difficult environment,
or to determine their location or the location of someone
else based on available data.

ENGINEERING

Engineering covers inventing, understanding, designing,
repairing, and maintaining technology, as well as using any
technology not specifically covered by another Discipline.

A character might use Engineering with...

& Control, to adjust or repair a sophisticated device or
system, or to operate extremely complex devices like
transporters.

@& Daring, to make improvised repairs to a device in an
adverse situation, or to improvise a technical solution to a
problem by using technology in an unusual, innovative, or
reckless manner.

a Fitness, to perform physically taxing, repetitive, or
arduous technical activities as efficiently as possible
despite physical strain, or to perform a technical activity
reliant on the application of physical force.
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@& Insight, to make an “educated guess” about unknown or
extremely unfamiliar technology, or to try and understand
the behavior of artificial creatures.

@& Presence, to explain in an engaging manner an extremely
complex technical problem or solution to someone with
less engineering knowledge, or to argue the merits of a
specific approach to a problem with another engineer.

@& Reason, to study the designs of a device or system and
gain additional understanding of its function, or to design
a new device or system from scratch.

SECURITY

Security is the use of force during combat — making
attacks, essentially — as well as observing and analyzing
threatening situations and watching for potential perils. It
also encompasses interrogation and intimidation, stealth and
infiltration, as well as an in-depth knowledge of weaponry,
combat styles, and strategy. It also covers survival skills and
athleticism.

A character might use Security with...

@& Control, to attack an enemy from a distance, or to stay
unseen or unnoticed when moving amongst hostile
creatures.

@& Daring, to attack and defend in melee combat, or to
scare or intimidate someone with the threat of violence.

@& Fitness, to restrain an unwilling prisoner, or to climb or
swim in difficult circumstances.

@& Insight, to judge whether an individual is a threat to you
or your allies, or to discern if there is the potential for an
ambush or trap.

@& Presence, to question someone suspected of a crime,
or to impress upon someone the danger of a course of
action or decision.

@& Reason, to identify the participants of a battle by
studying the aftermath, or to devise a plan for a
dangerous situation, be it combat, wilderness survival,
infiltration, or some combination thereof.

SCIENCE

Science is the understanding of numerous fields of scientific
study, both on a theoretical level, and in terms of their
practical applications. This does not just cover “hard”
sciences like physics, chemistry, and biology, but also social
sciences like anthropology. It also covers the application of
the scientific method to situations.

A character might use Science with...
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@& Control, to perform a delicate experiment, or to talk
someone else through an experimental or complex
procedure.

@& Daring, to devise a solution to a scientific problem
without sufficient proof or adequate testing beforehand,
or to gather data or perform an experiment under
extremely hazardous conditions.

@& Fitness, to correctly analyze data while fatigued or
otherwise suffering from some physical hindrance,
or to effectively resist the effects of radiation or other
environmental phenomena by knowing how to protect
against exposure.

@& Insight, to gain useful data from witnesses or the
subjects of a study, or to devise a rough working
hypothesis from incomplete data.

@& Presence, to explain in an engaging manner an
extremely complex scientific problem or solution to
someone with less scientific knowledge, or to argue the
merits of a theory with another scientist.

@& Reason, forming a hypothesis from available information,
or performing research on an unfamiliar subject.

MEDICINE

Medicine is the understanding of the physical and mental
makeup of life-forms, including a knowledge of ailments and
diseases that might befall them, the injuries and stresses they
can suffer, and the methods for treating those maladies in a
wide range of species.

A character might use Medicine with...

@& Control, to perform delicate procedures, such as surgery,
or to talk someone else through providing medical
attention.

@& Daring, to provide emergency medical attention on a
patient who is in imminent danger of death, or when
resisting fear or panic to protect a patient.

@& Fitness, to resist the effects of poisons and diseases
by knowing how to respond to exposure, or to move or
restrain a patient without exacerbating their injuries.

@& Insight, to diagnose a patient’s illness or injury from a
description of the symptoms, or to provide therapeutic
care for a patient who is traumatized or otherwise in
distress.

@& Presence, to convey to a stubborn or unwilling patient
the seriousness of their case or the necessity of the
treatment, or to speak on a patient’s behalf about their
case to convince others of a specific course of action.



@& Reason, to diagnose a patient’s illness from a thorough
examination, or to research an unknown disease,
procedure, or treatment.

The Disciplines characters are trained in are broad; Focuses
allow a character to demonstrate talent for a narrower set
of disciplines, representing specialization and the kind

of expertise that comes from deeper study and practical
experiences. Focuses are not tied to any specific Discipline,
and can thus be applied to any Task a character attempts,
so long as the Focus would logically be