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Ynu are the guardians
he harbin-

Direct before
was a  United
of Planets, you

w officers®

explored,
expanded
rontier. You are
- eet officers, and
wﬁtﬁer braving !

unknown dangers

upheld ar mized the
sfrit of adventure that has
compelled sentient beings
froom a hundred worlds out-

ward into space

INTRODUCTION

But glorious traditions and
noble goals only get you so far, To
reach the stars and to live long and
prosper there takes guts and grit,
skills and savvy. Starflest Academy
tries 1w Tind the best of the best

from every member world (and
from some non-member warlds as
well) to exemplify these qualities
Then, it spends years teaching and
cadets until they exceed

testing
even their own potential; until
they trulv are the finest their
species have to offer. Finally, the
universe eaches its own lessons.
The traditions of Starflest and the
dist |:-| nes of the Academy all
come down o yvou and vour fel-
ow officers on an alien world and
IIII' ':ll'l IS10NS VOrLl ||||'|I‘\I'_

That's when vou prove that you
can wear the unitorm, that yvou have
what it takes. This book BIvVEs you
some edges, but it's up to you to
push bevond them. Take the tools
and the talent of all vour Ao

and boldly po where no one has

pone before,

STAR TREK ROLEPLAYING GAME

HOW TO USE
THIS BOOK

This book expands the possibili-
ties for Starfleet officer characters in
the Star Trek Roleplaying Game. As
far as practical, this book covers the
entire scope of Starflest history from
the Federation’s founding to the
aftermath of the Dominion War;
characters and series from any era
of Star Trek can use these rules. In
SOME CASES, i||."-,|'|"- of starsh oo
cers from other nations {or free cap
tains, smugglers, and pirates) might
even be able to use or .'.-.|-.||-'|. ror
tions of the material in this book
depending on their Narrator's ded
sion, but the hias is always for
Starfleet characlers. Most of  this
material is aimed at |:|.:_-.|,-'-
.||‘.h|.-|l;‘;|| Marrators will no |||-.|||1r_
find some usefu nuggets here and
there. All of the rules given here are

official, except for a few clearly

inclicated .|||Ii|.l||.'.| rules, Fubure
Trek  Roleplaying Game products
from e I|||||'I will use and .|{|_||r|
these systems. However, in the final
analysis, the pame is yours, not
wrs,. Feel iree 10 change, expand,
wdapt, or even reject anything in
this book if it interferes with vour
sEeries’

AN ||.I'|l'|".'III|'III of  yoar

potential and reality



CONTENTS

CHAPTER 1: STANDARD OPeraTiONs Bives the basic officer’s eyve view of Starfleet missions. This includes general

operation notes foe Starfleet starships, and specific strategies and tactics for a wide variety of potential assignments.

This section also provides guidelines for, and summarizes, a new category of

Startleet missions: inte !|||_=.§'I'|l 2 MISsHns.

CHAPTER 2: OFRICER SKILLS AND Trarms expancls and clarifies skill wse
for Starflest officers, in terms of existing skills. It |'I"I':"A.'II.||.'\ concrete
information about key skills for bridge crews, and the way they oper
ate on a starship bridge. It also adds a new skijll group feur primitive
vehicles, and introduces the concept of key traits, the core mechan

ic of Armed Combat dis iplines and Unarmed Combat styles.

CHarTER 3: OFRcer TRaNING PROGRAMS adds further starship officer
land hence Starfleet officer) professional abilities and provides alter-
native mechanisms for promotion to tailor the feel of yvour series as
desired. It also includes some new professional advancement packages

for specitic Crew positions

CHAPTER 4: New SPECIES in Starflieet provides full Fll.'r-,i,'r char
icter information for eight new species from the movies and
television series, all built as the equivalents of the species

presented in the Star Trek RPC Players Cuide, using the

guidelings in the Srar Trek KOG Narrators Cuoide Tfor

NEW SpeC ies creation

CHAPTER 5: Mussion EQuUIPMENT vastly increases the
array of wonderful devices available to Starflest offi
cers, and provides rules and guidelines for assigning
or acquiringl equipment suitable for the mission
The most important plece of Starfleet le h":r:ln:._l\\_
the tricorder, gets a full under the hood examina

i 1 prac tical game lerms.

CHAPTER B: SHIPS OF THE LINE presents ten
fully statted-out Starfleet ship classes ranging
from the Daedalus-class of the 2160s to the
most modern ships of the saher and
sieamrunner-class, including the classes
exemplified by the LL5S5 Enterprise MNCK
1701-8, -C, and -E. The chapter also covers &
the organization that deploys these ships,

and the starbases that support them

Finally, the Starfleet Personnel Jacket
presents the necessary data to play a
Sarfleet officer in an expanded character
sheet with more room tor personal and

career background and |I(-u-lu|:.=||r ni



hat keeps the star-
hips flying? Mot dilithium,
‘or warp nacelles, or even
m:rm;le-mrking engineers,
What w!:ﬂxjﬁh:ps flving
is order and organization.
Starships embody science
and rationality; Starfleet
standard operating proce-
dure aims to do the same.

f
ik j?‘

OPERATIONAL
PRACTICE

Lnce a |||[| leavies Lpace
diock, its cronw showuld :|.-|.||-|>.|H--|
for anything the galaxy can throw
at it, from rogue Klingon madmen
to enormous lconian berserkers
Starflest ships maintain a regular
schedule of operational practic
o ensure readiness: the Creaw will
have responsibilities o this
sChedule both I|.||I'|: ther 1'I:.'J'I
hour on-duty watch and outside
it. lon storms don't take the
ovening O, alleg .|'| Liniess I|I|
B sode recuires i MaArrators can

assume that routine checks hap
Pen nil, even on the Romulan
Maakinl TEAR, most daie Bacs
without incident

UNDER WEIGH

A \l.l'-\-llll" |'|-.-:'.'\.|"|| |:|-|i-- ok
i1l plansts starbacec st ig
under weigh”, a term dating back

to the old water navies of Earth. A
starship under weigh usually tras

els at s ruising speed or slowwe]

on condition Rrocn, the lowest

W
alert status v A Ll Status” box
on page 7). However, even while
not on alert, a competent Starflest
crew is alwavs ready for a sudden
ontact, whether with a danger

ODUsS INFLUCEr Of a new S jenlific

wionder (o -.||.I|Il:.'_ and sl ore
General Order Thinteen mandates
that Starfleet personnel are obli
pated to investigate any unusual

phenomenon where possib|e

While “under waigh,” ships
I'l|||'|'l-\.|ri|\' run on ‘“':;!, range navi

gational sensors and a full arrav of

passive  sensor systems.  (Passive
el Teln lilkea pgravimeters  onls
receive: active sensors like radar
both  transmit  and receivi
|.||'|||'|||!|Il:;!_ on  the mission,  the
|.||:||.1|'| may order a full sensor
sweep lincluding active sensors
every eight hours, On survey ant
scientific missions, the sensors are
usually continuously active on all
wavelengths. This makes the ship
muich eacior to detect | 03 Targest
mMumber (TH) for System Operation
(Sensors) tests), but .|i\|--|l|| ists thi
chance of detecting another ship
at long range normally a TN 15
tastl bay v TR IE anothet chip is
et i‘l'-:|_ the tactical off Cer O
science officer identifies it if possi
hle (usually a Computer Use
iRetrieve) test at TN 10 if the x||||-
s froam a known culture, o TR 5 §f
it is a fellow Startleet vessel), If the
ship is unkiown, or s from

known culture but has  an
unknown intent

-.[|||| contact |-'-'-I:--|-I'- (&g hox

page H) come into JIE.l'\_\..




ALERT STATUS

CONDITION GREEN
The stondard, peacetime status of ofl Storfleet wessels. Crew members perform their regular routine duties; while off-duty
they maoy emgage in personal hobbies, continve reseerch on their own lime, fraternize, utilize the holodeck enjoy the ships
library, or sleep. The mandutory bridge crew on o copital ship on condition green consists of o commund officer, o flight con-
trol officer (or belmsman), o sensor operator (uswally o science officer or operations manager), and (if the Federation is in a
state of emergency) @ weapons or factical officer (who von also serve os navigator or operations monoger on some ships).
Some coptoins maintain o full bridge crew (see “Bridge Crew” and “layout” on page 26) even on condition green.

Even on condition green, navigational deflectors are up, forty percent of the ship’s weapons are on standby status able 1o
power up in two minutes, ond one shuttle remoins ready for lovnch in five minutes. While on condition green, the operations
manager or first officer rons o level 4 dingnostic check of primary ship systems (see Table 7.6 on page 110 of the Stor Trek
RPG Narrotor’s Guide) every eight hours.

YELLOW ALERT

The senior bridge officer (or the wptain or first officer at amy time) con place the ship on yellow alert. A yellow alert signals
the possibility of combat, hazardous flight conditions, or ship system molfunction. On yellow olert, sleeping personnel wake,
dress, and equip themselves. Of-duty personnel stond in quorters for ossignment to their deportments. Senior bridge crew
report for duty. On some ships, or dering wortime, unermed on-duty secwrity personnel arm themselves. All crew members keep
u specdial eye out for anything out of the ordinary, reperting ony strange readings, domege, or occurrences. Ship's weopons arm,
ond the operations manoger clears the decks of low-prierity systems use such as holodecks, scientific experiments or surveys,
oad so forth. The operations manager or first officer runs o level 4 diagrostic check of the entire ship immediately.

RED ALERT

Ouly the coptein or the senior bridge officer con order red alert. ln theory, ships should go to yellow alert first, which should
bring the captain 1o the bridge to decide on red alert status. In practice, crises don’t always wait for turbolifis. On red alert,
all personnel head to battle stations. Security persosmel fan out to transporter rooms and other strategic lowtions through-
out the ship. Medical personnel report to sickbay and ether duty stetions. Engineers check and wait near critical systems. All
shuttle crews report to shuttlebays, ond all shuttles worm wp. Weopons arm ond load; shislds come vp. Active sensors begin
sweeps af all ranges. The computer outomatically ruas o level 4 diognestic check continuously.

INTRUDER ALERT

This operational mode is similar to yellow alert but focuses on an internal breach of sewrity. During an intruder olert, oll
nonessentiol personnel are confined to their quorters or duty stations for the duration of the emergency. Movement through
the ship requires the avtherization of an immediate superior officer and all turbelifts key to authorization codes only. Armed
security teams potrol each deck, with teams stationed af sensitive areas of the ship (e.g., transporter rooms, shuttlebays,
torpedo bays, moin engineering, computer core, armery, and the bridges). The security officer mounts a full internal scon of
the ship, ready to seal bulkheads, flood the decks with anaesthezine, or any other response required.

MEDICAL ALERT

In the event of an outbreak, this operational mode confines all personnel to their current locations, while envirenmental con-
trols isolate life support systems for each deck. This ensures the contogion does not sprecd throughout the starship or focl-
ity. Priority power is routed to sickbay, ond the chief medical officer runs o tull internal scan of the ship to locate ond deal
with any contagion.

ABANDON SHIP

If the commanding officer considers o vessel lost, he may give the order to abandon ship. All shuttle crews ready their eraft and
prepare for immediate departure. If a habitable planet is in range, ship’s power transters to dl working transporters. All person-
nel report to o designoted mustering station in the event of the abandon ship order being given, with the key supplies on their
evawwation roster. Lifeboats are enobled, ond lounched either by the bridge or by their occupants. A microwarp buoy is lounched,
containing o subspace tronsmitter and o copy of the ship’s logs. The operations manager or first officer oversees the evacuation of
the ship while the rest of the bridge crew works to contain the emergency that caused this drastic measure,

STARFLEET OPERATIONS MANUAL
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RPC Narrator’s Guide), and scan the system for other
In Orbit

While in orbit around a planet, the starship should Operation (Sensor) test at TN 10, unless the other ship

ships, especially incoming ships under warp (a System

monitor planetary communications where possible {a is hiding). I the ship is orhiting a Federation, allied, or
System Operation (Communications neutral world, the commanding offic hould respect
maintain sensor scans for ene lischarges or he 4 the: planetary orbital control system | Pt in cases of

life forms (see Table 7.2 on page 102 of the Star Trek emergencyl. If the ship is urhilin:_;; a world without WP

STARFLEET SHIP CONTAET PROTOCOLS

If the contact remuins enidentified:

-+ Shields remain ot stondby mode.

i+ Seasor use is restricted to possive sensors. If the contact is from o completely unknown colture, even navigational
sensors go on standby.

L+ Immediately oltemp! communication by opening hailing frequendies; activate odaptive communications 1o detect the
unknown ship’s beacon or guidance frequency and begin universal tronslator search of EM background.

[~ Response should be measured ond equivalent; if the contoct actively scans your ship, you may return the scom vsing
anclogous technology where possible. If the contoct raises shields, you may raise shields. If the contact powers
weapons, you ore encouraged (by Regulation BA) to roise shields.

[ As per General Order Ten, o Starfleet vessel mever lires tirst, except when foced with o known enemy vessel during
warfime.

If the contoct fires on your starship:

=+ If the contoct is from an unknown witure, the captoin’s first responsibility is to the safety of his ship ond crew (per
General Order Five) unless the contoct poses an immediate threat to other Federation citizens |as per General Order Two).

= The safety of both his ship and the Federotion will often depend on breoking the engogement ond retreating to report
the contact and the full on-site assessment to Starfleet Command. Where this is impossible, the captain must use his
best judgement as governed by general Starfleet tactical doctrine.

= If the contact is from o known culture, the coptain may use his best judgement in responding, governed by general
tactical doctrine and wartime status, if any, of the Federation.

STARFLEET TACTICAL DOGTRINE

[> I ship’s shields are capoble of hondling the opponeni’s full primary weapon, the opponent should not be destroyed
unless completely unaveidable.

> Only the commonding officer or first officer con order weopons fire; firing weapons without orders s o
couri-mar Hal cffense.

[ Phasers should be used for pinpoiat attacks to immobilize and disarm where possible.

[> Photon terpedees should be used when phasers are insufficient to end the engagement ropidly and with Hmited loss
of life. All photon torpedoes should be inventoried and secured except whea actually in firing mode.

AWAY TEAM GUIDELINES

These are among the geidelines established for away team conduct in the 2340s. Before thot time, Storfleet officers remain
guided by Starfleet directives. Even in the late 24th century, Starfleet directives can trump these guidelines in emergency or
erisls situations. Landing party or away team officers must think on their feet; this, after all, is why such groups normally
contain ot least some (and sometimes all) of the ship's senior staff.
[ Treat oll encountered beings with respoct and dignity.
[> Maintain complete and accurate tricorder records of oll actions and observations.
[> Remain within eyesight or communicator contoct of cll times, and establish communication protecels with the ship and
with the commanding officer or Mission Ops.
[ Take only essential items of vital scientific or security interest; leave nothing behind if at all possible.
[+ Do everything In your power 1o avoid hostiliies. Never fire first.
[= If hostilities are unovoidable, end the combat as soon and with os little domoge os possible. Avoid lethal domage.
[+ Establish containment and decontamination protocols besed on biological surveys both from the ship and on the planet; do
not transpert potentially infectious ogents to on unsecred oreo of the ship.

GHAPTER ONE
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travel tha Prime Directive may restrict all ship emis
sl 1o those not detectable at that swarld's Tech Level;
ships arbiting a Tech Level 5 ar & world may have to

SESCLINE [or '\.ill'l‘l‘l munning.

On the Planet

While planetside, Starfleet officers remain bound by
Starflest directives and guidelines. Starfleat officers on
other planets should assume that they are under that
planets legal jurisdiction. In some cases, Starfleet
Command has acquiesced to an officer’s execution by
local authorities if convicted of local capital crimes
however Starfleet BN s officers on the scene o ey
|-'-\.|'|'Lr|".||'|:,l1 thiew can within the local law to [IrESETVE el
leww officers’ lives and freedom. Starfleet officers on plan
ets withcut warp travel must remain cognizant of the
Prime Directive, and Starfleet officers in general should

follaw the Away Team Guidelines (see box, page 8)

MISSION
OPERATIONS

Starfiest sends ifs ships on many and varied s
sions and duty tours to every cormer of the known
galaxy, For each mission type (see pages 215-237 of
the Star Trek RPG Plaver s Guide), there are certain reli-
able patterns of operation and standard practices that
Starflest alficers shoild at least bepin with, This can
often rapidly narrow the field down to the real crisis al
not have anything to do with the

hand, which may

ship's ostensible assignmert!
EXPLORATION MISSIONS

Deep-Space Exploration

For these missions, continuous attention to every
detail of the long-range sensors pays off, Deep space
contains dangerous interstellar phenomena, bizarre
radiation fields, and even entirely unknown spacego-
ing civilizations; its worth knowing everything you
F_Il’l\\iljl'\, can before you meet any ol them Kesp an eye
aul for departures from accepted scientific knowledge,
for sensor ghosts parallelirg your course, and for sys-

e malfunctions On vour own "-JII|I

Flanetary Exploration
||'|!'!~r missions Can |||'|.|||'-.!' all |I_'1..-1,'|:- il 1I|.IIII.'|<"|r'\|

sciences, but don't nepled t the ASA officer! On a |:l|.I|'|

et with irtefiigent fite, knowing the ins and outs of their
culture can help avoid gladiatorial combats or danger
ous logic games with all-snowing supercomputers

and if it can't help you avoid them, it can help you win
them. Sensor scans should be especially alert for
Romulans ar other threat races; statistically, a planet js

seldom in only one set of spacelanes,

DerFense MISSIONS

Patrol

ike planetary exploration, patrolling dangerous or
under-policed sectors tends to turn up threat ships, or
Ferengi ur Orion pirates who will report your existence
to rival pations, Consider working with these third
force ships and using them as your own eyes and ears,
Even if they stilf befray you, you may get some useful

intelligence out of their sensor logs.

Threatr Alert

Be wary of being drawn into a compromising posi-
Hew Enemies and rivals of the Federation often attempt
to embarrass starship officers into agaression, high-
handedness, or other violations of standard Federation
practice, While p,|rr|r||r|‘|]_l1 the frontier of a known rival,
always remember thal you are diplomats first and naval

officers second,

Tactical

Review the tactics of yvour likely opposition, and be
ready for anything. Some captains use tactical deploy-
ments to practice drill and space combat skills at a
measured pace; others prefer to move in at top speed
to hopefully get a jump on the crisis before it boils
over. Be ready to look far the force muliiplier option, a
place where a few key personnel can make all the dif
ference by deactivating a planetary daflector shield,
swiching the locals 1o the Federation side, or getting
detailed sensor scans to find the weakness of some

unprecedented threatl,

Canvoy and Escort

freal these missions (ike deep-space explorafions;
have sensors on full and be ready tor anything. Keep
your charges in line and in phaser range; one missing
ship can wreck the whole mission. This is the time for

phaser drill and tactical training.

ET OPERATIONS MANUAL
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GHAPTER ONE

DIPLOMATIC MISSIONS

First Contact

Here, again, the role of the A&A officer or first con-
tact specialist is paramount. Every culture has some-
thing worthwhile to offer the Federation; identify that
thing and encourage it where you can {(assuming the
Prime Directive will let you, that is). Keep in mind that
not all cultures obey the Prime Directive, however;
unscrupulous merchants or enemy soldiers can do

much more damage than you can

Intergalactic Affairs
When involved in intergalactic diplomacy, the key
is 1o maintain sight of yvour own objectives. Do not get

drawn into diplomatic horse-trading

e Q0 IMAOIFSE wel)

personal squabbles; you are constrained by regulations
and Starfleet practice in a way that envoys aren't.
However, when vou are the envovs on the scene, pet
the st deal vou can and acdvance Starflest directives

where possible.
EMERGENCY MISSIONS

Aid and Relicf

There is almost always mare to the crisis than meets
the eye. Keep a sharp lookout for scavengers (such as
mercenaries or merchants) preving on the misery
around vou, and for complications (o the ongoing
emergency, Sometimes the two are connected, Always
remember that nobody's pride is worth the lives of
innocent people—not yours, and not the so-called
experts on the scene. Trust your opinion; that's why

Startleet sends you there

Evacuation

These missions resemble L|||'|||JII'|._I1:| MISSIOnNSs OF
convay missions to the tenth power. Strict rules, per-
sonal neutrality, and focus on the key goal (saving lives)

must be your lodestones during a logistical nightmare

such as this

SCIENTIFIC MISSIONS

EKP'TH""I'-’:"-I\'JI on

Experiments always go wrong; it's the key to the sci-
pntitic method, As with deep-space survey missions,
keep an eve on the sensors, and run diagnostics on
ship systerms whenever possible, Pay attention during
briefings, and try 1o get a familiar handle on the under-
lying scientific theories being tested. Work out which
ship systems vou could adapt to fix the first four things
vou-can think of that might go wrong.
nvestigation

As contrasted with official experimentation mis-
slons, the chances are that you won't hear aboul spe-
cific investigations unless they are assigned to your
branch or they go wrong, Try to get to know the per-
sonality of the lead investigator; be ready to use that
knowledge to replicate, abort, or assist her investiga-
TS, | 1|||" IS |1|"_‘||| :|',1:|I.J|I 1||i"f||. & o I':\.IJI‘I ||||1,'|||I'|‘1| L_-'_\i_‘
the ship’s library computer liberally; at the worst, vou’ll

help close off some dead ends.

INTELLIGENCE MISSIONS

The Federation places primary  responsibility  for
"‘N[:'iln'l-.‘i}.:{'. L8 l'-'UI'IlE"I'I'_'.‘\-||"-‘.|'r'|n'l_l.’;f". and other covert activi
fies in the hands of Starfleet Intelligence. This remains
1 source of some discomfort for Starfleel as a whaole;
starfleet’s primary scientific goal has obwious intelli-
zeence applications, and the meshing of intelligence
and defense responsibilities in the same agency can
occasionally cause interdepartmental friction. Starfleet
understandably prefers to emphasize its open actions
for science and defense—but when the safety of the
Federation requires some cloaking-device-and-dagger
waork, they da their duty as they have always done.

Intelligence missions include:

nfiltrarion

An infiltration mission calls on Starfleet personnel
to covertly (or under false pretenses) enter a dangerous
or interdicted location, perform some action, and exfil-
frate or escape, ideally unnoticed by the opposition,
Captain Kirk's 2268 mission to cross into the Romulan
mleditral Zone, steal a o ||1.||-.in;._1 device, and return with
it is a classic infiltration mission.

Performing an infiltration mission requires a solid
plan—and inspired improvisation when it falls apart.
Like diplomatic missions (with which they have some
SUrprising commonalitics), LL'q'}:lil'l',‘__ mission Hu..;l'i in
mind and not becoming distracted by personalities are
the key to limiting complications in an infiltration mis-
sion. Cten, infiltration missions are classic foree mul-
fiplier situations where a single landing party does

more good than a whole starship crew. Since you don’t

STAR TREK ROLEPLAYING GAME



alwavs |‘|.!'H access T WORUF \1.||-.||r' ‘-I.ll'-\.l'|I|:- this Is a

s |,|:':|r'|:||[i-"|:._[ thought

ASsgssmani

By contrast, an assessment mission is one in which
Starfleet Intelligence suspects something is up but
doesn’l Know w here to BL, or l.'.||.|r_ (] |||- when Wi ;,!_l'l
there. Assessment missions generally start with an
anomaly a vanished agent, a rumor of sabotage, a
political shakeup—that requires expert analysis by
Startleet PErs nnel on the gy ere, Sometimes as5ess-
ment personnel can be inserted under the cover of
another mission, such as a scientific or diplomatic mis
sion. Captain Pic arcls broad orders 1o investigate the
disappearance of Ambassador Spock on Romulus in
2368 epitomize the assessment op

Where infiltration missions resemble diplomatic
missions, assessment missions resemble scientific mis
sioms, The key is data, ang checking it for anomalous
patterns, Always have two backup plans for getting out
of whatever trouble vou stir L bhe ready to react on the
fly. After all, Starfleet Intelligence wouldn't send yvou to

check things out if the situation was normal

Counterinre |||-_?C ncae

A counterintelligence mission is one that thwarts an
intelligence {(or militaryt mission by a foreign power o
internal radical group. Starflest officers usually stumble
into these missions while pursuing other goals, although
often an assessment mission becomes a counterintelli-
gence op halfway through. Caplain Picard's discovery of
the Vulcan Isolationist Movement's .|r||'|1'|r:|‘.4,'|] activation
of the Stone of Gol in 2370 triggered a paradigmatic

counterintelligence mission,

THE STARFLEET INTELLIGENGE SERIES

Naorrators may want to run o series censisting entire-
ly or almost entirely of intelligence missions, olong o
Mission: Impessible rype potiern. This wn create o few
wrinkles with an all-Starfleet officer Crew, however.
Storfleet Intelligence does not have its own dedicated
starships, although it does wtilize o few wndercover

civilian ships, such s free traders or mercenary ves-
sels, os assers.

However, many Starfleet officers have o dual role as
5| agents, espedolly the shadowy members of the
deep-secret Section 31. If the Crew’s commanding offi-
cer Is on 51 osset, they might find themselves colnc-
dentally assigned to o number of key threat sectors, in
which o surprising number of other mission types turn
out to be counterintelligence or assessment ops. This
tan create @ tense, exciting, fost-paced series; if the
Horrator ond players agree, it can olse eaplore issves
of loyalty, betrayel, ond trust in-a more choracter-driv-
en seriol formot.

For a mixed-profession series, you might consider
odding ene spy character to the Starfleet officer Crew
us o kind of lisison officer who accompanies them on
missions of all kinds in the interests of building effec-
tive teomwork. Adding o special forces officer can add
o little elite muscle. Storfleet engineers ond science
officers are already experts ol borrowing or sabotag-
ing foreign technology; tactical and aperations officers
dso have wselul intelligence skills. Command officers
can be helpful os fove men, who handle the sociol engi-
neering needed to get past suspiciows bureowcrats or
beoutiful alien vixens. Rogue or merchont craw of an SI
dvilian asset, diplomats who (like Ambassador Spack)
serve an intelligence purpose, and even mystics, smug-
glers, or mercenaries could be added to on intelligence
series with little trouble.

Counterintelligence missions require initiative; i
Starileet Command knew about the situation, they
would already have sent someone else to deal with it
In specd and complexity, they resemble emergency
missions, but in solution they often times become tac-
tical missions. With counterintelligence missions, deci
sive and correct use of lorce is often vour L1|1|} option;
better to stap the plot early than wait too long and dis-

cover that you no longer can,
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GHAPTER ONE

S TARFLEET

UNIFORMS
Starfleet's first uniforms, created
the

|'\F'l|lilr.'lr|-!h'l

before Federation for Earth's

space service, bepan

tradition of the

Cn

with the practical

astronaut’s |i,||'|'||!‘1|_|||_ carly

spacecraft, a jumpsuit and sealed
helmet would serve to keep crew
men alive if air loss threatened the
ship; this design conservatism car
riecl over well past the era when sin
gle micrapunctures could evacuate a
ship's air supply

With

Federation

the founding of

Starfleet duty  uniforms

changed to a different tunic and

trousers model, although technicians
stayed in the comfortable Jumpsuits.

For a non-military organization
Starflest uniforms have shown gener-
al continuity, although individual
officers and ships have adapted var
ous fatipues, undress uniforms, and

other styvles for maximum comfort

and efficiency on given missions

Uniforms in

With the introduction of cheap,

Transirion

reliable  replication  technology,

Starflect unitorms went through a

period of repeated re-design begin-

ning in 2266, This uniform iwhich,

unlike other Starfleet uniforms

bhefore  or  since differentiated

betwesn male and female crowmcn)
was comfortable and efficient, and
prived very popular with Starfleet
personnel. In 2370, Starfleet regular-

ized the Enterprise Larrowhead"

insignia as stancard throughout the
fleot

and redesigned wniforms on

TS e Starflest

the Ent and at
Command to indicate the new status
of the ship. The pastel blue-and-gray
tunics worn on the Lot rprise during
Captain Kirk's second five-year mis-
sion never caught on elsewhere in
Starflest Command

the fleet, so

redesigned the uniform again in
2275, returning to the 2266 model,
changing the color scheme slightly
and adding a crimson jacket for all

1"|r.II'|| hes of "'\-E.|.'||4'| sl

Technical Uniform Fleld and Duty Uniform
All Branches All Branches
c. 2lI3-216l €. 213-2i6l

Duty Uniform
Male Command Branch
c. 2I62-2265

Dress Uniform
Male Command Branch
c. 2le2-2275
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Duty Unitorm Female Sclence
Branch
c. die2-2265

Duty Uniform Female
Engineering Branch
c. 2266-2270

Technician's Jumpsuil Unisex
Engineering Branch
c. 2le2-2270

Casual Uniform Male
Command Branch
c. 2245-2270

STARFLEET OPERATIONS MANUAL

Field Jacket Male
Science Branch
c. cleg-2265

Duty Uniform
Male Science Branch
c. 2266-2270
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Medical Officer's Duty Uniform Duty Uniform Science

All Branches Branch
c. 2275-235| c. 2275-235I
.
——
| —
- —
ER -
i_
[ — -
[ — -
e
el Field Jacket Duty Uniform Fidd Jacket

All Branches All Branches All Branches
c 2280-2320 c. 22B0-2320 c. 22B0-2320
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Field Operations Uniform
c. 2280-235I

Duty Uniform
Command Branch
c 2366-2368

Duty Uniform
Sclence Branch
c 235I-2365

Admiral's Uniform
c. 2369-2372

STARFLEET OPERATIONS MANUAL

Duty Uniform
Operations Branch
€. 2366-2368

Duty Uniform
Operations Branch
c. 2368-2372
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Dress Uniform
Command Branch
c. 2369-

Admiral’s Uniform
Command Branch
c. 2373-

Dress Uniform
Command Branch
c. 2369-

Duty Uniform
Command Branch
c. 2373~

STAR TREX ROLEPLAYING GAME
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This uniform lasted through the
end of the Klingon cold war and
into the new era of cooperation
and exploration in the early 24th
century. Only after the flegt reor-
ganization by Admiral Taneko in
2350 (see page 76) did the uni
forms change again. (The “field
operation" uniform, a fatigue uni
form for ground-based personne
until  the

remained the same

Dominion War.) Duty uniforms
returned to the three branch col-
ors, reversing engineering and
security (now called operations
with command, and the Ht'IH‘f-Il

jumpsuit’ look from Starfleet’s

earliest days rewrned as well
Slight design variations again crept
in between ships, issue years, fab-
rication  plants, and among
Starfleet's highly independent and

individual officers

Wartime Uniforms

The Dominicn War, and its
economies in design and materials
forced the wniforrmn changes ol
2373. All uniforms, regardless of
branch or service, used a black
and-grey  owversuit with a branch-
color light shirt visible only at the
throat. During the struggle against
the Dominion, Starfleet officers

had more important things to

worry  about than tweaklng wni
form aesthetics, and even with the
Cardassians and Founders defeat.
ed, Starfleet resources will proba-
bly go to other, more critical areas
Individual Starileet wificers and
|'u~|'-cnr|nr-| will likely return to let
ting their personal taste influence
their uniform choices as they
rebuild and return to peaceful sci-

entific anmyd exploratsry duties.

PROCEDURES

Three different disciplinary pro
cedures apply to offenses by
Starfleer personnel. The more seri

ous the offense, the more forbid-

ding and formal the disciplinary
procedure.

Command Discipline

Any non-senior officer can be
directly disciplined by his com-
mander. Department heads may
use command discipline with their
subordinates. Most command dis-
cipiine takes The form of a repr-
mand, a verbal dressing-down dur-
ing which the offender stands at
attention. Reprimands remove 2
points of Benown from an officer,
since they appear in his record,
Maore serious reprimands include
confinement to quarters (for 24 or
result in

rank, A
demotion subtracts the character's

48 hours), and some

demotion, the loss of

former Promotion value from his
Renown, along with the base 2
point loss for any  reprimand,
Extremely serious offenses can
result in brig time, but outside
states of such

EIMErgency, sl

cases require a board of inguiry.

Board of Inqulry

A board of inquiry is a panel of
ranking officers (usually the ship or
base's command staffi who sit in
judgement of serious, but non
criminal ofienses. They may acouit
the defendant, or subject him to
any sanction which does not
deprive him of his liberty, includ-
ing a dishonorable discharge from
Starfleet, In addition to thew sanc-
tions, they may issue a non-bind-
ing recommendation  that  the
defendant's commanding officer
sentence him to a brief stay in the
brig. Convicted defendants lose
half their Renown (iminimum of 2
pointal along with any other san
tions or game effects,

Any charge against a senior
commanding, or flag officer is
referred to a board of inguiry. If the

board determines that the charge is

unworthy of consideration, or lacks

STARFLEET OPERATIONS MANUAL

sutficient evidence, it dismisses the

case without hearing witnesses.
This happens more often than not.
If the board decides that the offense
is criminal in nature, it refers the

case to a court martial.

Court Martial

Court martials are formal trials,
with Starfleet judges ia minimum
of three of captain's rank or high-
er), prosecutors, and defense attar-
neys. Rigorous standards of evi-
dence apply. The defendant is pre
sumed innocent until proven guilty
and afforded due process of law.
Guilty verdicts can result in any-
thing from demotion to dishonor-
able discharge to penal colony
time to death ifor violating General
Order Seven only). Court martials
of senior officers are exceedingly
rare; the first court martial of a
serving captain occurred in 2267,
when Caplain James T. Kirk was
tried  for

causing the death of

Lieutenant Commander Ben
Finney, Courts martial do not affect
Renown, but they do alter its
nature — a caplain once renowned
for spirit and bravery will be
”'f“l'-'-'flf.'il for treason or murder

after his court
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between life and death for
entire planets. Every
Starfleet officer uses her
‘ sklls 1o the utmost, getting

= -'.l'

=SKhILLS
REVISITED

This chapter gives more specil
i wses, additional '\-.I:"':'}l'llk""‘-\.lH.'i ial-
ties, and fuller calibration for
some of the core skills from the
Star Trek RPG Mayer? Guide, as
well as some key traits tied to skill
levels that can add new capabili
ties for those who master the

required disciplines.

ADMINISTRATION
Command officers, and
department heads in all branches,
use Administration t© manage
their responsibilities and to oper-
ate within the larger bureaucracy
of Startleet. The larger the effect or
influence of the test, the more dif
ficult it is to manage without
deadlock,
inetficiency.
SimrLE (TN 5): Administering

misunderstanding, or

||'h.- crew of a small '-l‘llF' or & I‘-|'\5|-|”
team (under 20 indivicuals).
Rounine (TN 10): Administering
the crew of a medium ship, or a
|i|-p.|:l||1-:'||'| on & larger '-|I'!:l (20
Y00 incividuals).

CHaLLENGING (TN 15k
Administering a capital .|1i||.'|.::.:
'\-\.."||I_ or starbase (301-5,000

fnchivictials s,
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Dirricult (TN 20): Administering
a fleet or major Startleet office
(5,001-20,000 individuals)
VirTuaLly Improssiste (TN 25k
Administering  Starfleet or any
interplanetary  or  planetary
bureaucracy. Almost all such
tasks become edtended tosts,
almost by default

MoDiFiIERS

Efficient Starfleet ¢ omputer syslems

ADDITIONAL

make administering a starship o
starbase easier. Adm nistration skill
tests dealing with a starship or star
hase take =1 to the TM for every
class level of the operations system
(sap Star Trek RPG Narratar’s Guide
page 1381 of that ship or base; for
example, a Starfleet captain using a
Class <4 operations system o run
her ship makes her Administration
tests for shipboard matters at —4 to
M. Administration skill tests gain
the same bonuses from the
Promotion edge as social skill tests,

AFFINITIES: Gains a =1 affini
tv bonus from Law skills with the
same of similar specialties:  For
example, Administretion (Starship)
gains the bonus from Law
(Starfleet] when used on Starfleet
vesga|g, o Jperations managers also
administrate shipboard issues as a
matter of course: Administration
gairts & +1 afftnity bonus  from

System Operation (Mission Ops).



BUReAUCRATIC PRESSURE: Often, members of a
bureaucracy exert pressure through the system to
achieve their ends—a more glamorous assignment, a
coveted fleet promotion, the right to divert from a mis
sion for a sudden emergency, the exposure of a con-
spiracy or the defeat of a dangerous scheme. Such
pressure is often opposed by the current holder of the
assignment, rival for promotion, some narrow-minded
under-secretary, and so forth, who applies his own
pressure to resist your aims. This can be resolved as an
opposed Administration test against yvour opponent.
For tests against nothing but the inertia of an estab-
lished bureaucracy, use the TNs abowve based on the
size of the impact you are trying to achieve: if you are
trying to divert one medium ship, the TN for such a tes
is 10; if you are trying to change Starfleet policy for all
ships, the TN is 25,

ARMED COMBAT

You may pick one of the fairly broad individual
sKills in this skill group given on page (o9 of the Star
Trek RPC Plavers Guide (Simple, Traditional Klingon
Weapons, etc.) or a skill representing a specific school
of armed combat. Many specific school skills allow
access to “key traits,” which are special traits keved to
specific skill levels as a prerequisive. Some key traits
require the prior selection of other key traits. Unless
specifically noted, you may not use two key traits for
the same attack test. Key traits cost two advancement
picks each, just like regular traits.

Each specific school grants basic familiarity with at
least one broad class of weapon; a character with
Fencing sword, from a

Scottish claymore to a Klingon mekfeth. However,

Can |'N{'k' U and wse any

anly the specialty weapon or weapons of the school
imarked with an asteriskl can be wused with its key
traits. Thus, a character with three skill levels of Anbo-
fvtsu would write Anbo-jyvtsu (Stafl) +3 on his character
sheel, and would gain the specialty bonus using a staff,
He would have the same effective skill rank with any

club as a character with Simple Armed Combat +3.

Anbo-jytsu

The blind Centauran gymnast Kathar Eltrin invented
this specialized school of staff-fighting in 2168, It
remains more popular on Alpha Centauri as a portorm
ance art rather than a martial art, but Centaurans in
Starfleet have returned it to its efficient roots. Anbo-
jvtsu stresses kinesthetics, balance, and keen senses.
Wearons: *Staff, club, lirpa, mace, stunrod

JrTsu Sense

You channel the input of your senses more fully into
your strikes, and act fluidly upon the many subtle cues
of sound and motion you receives,

PrereQuUISITE: Anbo-jytsy +2

EFFECTS: Your Anbo-fyvisu skill gains a +1 affinity

honus from your Observe (Listen) skill. This key trait

may be used with other Anbo-jyvitsy tests,

UrGraDE: You may substitute your Observe (Listen)
skill level for vour Quickness reaction level in tests o
determine initiative or surprise.

Aneo Dur

The most common move in Anbo-jytsu, a sweeping
blow brought between the attacker's legs for maximum
interference with movement.

PREREQUISITE: Anbo-fvisy +4

EFFECTS: A successiul staff blow does damage as nor-
mal, then throws your attacker to the ground. He suf-
fers all penalties for being prone until he uses one
action to get up

Urcrape: In addition to the above, a successiul staff
blow numbs your opponent’s leg; he may not add his
Agility bonus, if any, to any combat test until healed

PranHA JvTSU

You hear your opponent’s moves anc subcon-
sciously translate the audible signal into reflexive mus-
Cle acton

PREREQUISITE: [yIsu Sense, Anbo-fyisy +6

EFFECTs: You mav substitute your Observe (Listen)
skill level for vour Agility bonus in determining vour
Defense rating.

Anao CHOHR

By listening to your opponent’s breathing, yvou can
find his most vulnerable spot for a debilitating blow.

PREREQUISITE: Jyisu Sense, +8

ErrecTs: Double yvour damage from a successful

stafl bloww

Chaka Hramdal

The bloody, direct art of fighting with the massive
Andorian dagger, the chaka (see box), has over 800 dif-
ferent HLlhr‘-t:.-lt"ﬁ. Maost Andorian duels are resalved by
chaka hramdal caontests: thanks to this art's emphasis on
deadly strikes, duels to first blood often turn out to be
duels to the death, Wearons: *Chaka, d'k tahg, knife.

GHAKA

SPECIFICATIONS: 35 cm long, 75 cm from side to side,
1.8 kg

DESCRIPTION: The “Andorian fighting dogger” {meore of
o shortsward by wolght and size) resemblos three
Earth bowie knives joined in on wpside-down “T" or on
oversized Klingon d'k fahg. One blede projects for-

ward from the fist, with two more protruding from the
ends of the haft on either side. Chokani come im many
different versions; some hove longer central blades,
bashet-hilts on the hafis, or spikier side blades.
PARRY MODIFIER: +1
DAMAGE: 1d6+4
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CHAPTER TWO

Jenac

This is a rapid, deep thrust with the foraard blade
intended to end the combat in a hurry

PrEREGQUISITE: Chaka Hramdal +2

EfFecTs: A successful jenac thrust does +1 o +6
damage, but lowers vour Defense by the same amount
for the next round

ASHRAND

The “eyeblink counter strike” uses your opponent’s
own strike as the springboard for a sudden jenac strike

PrerequisiTE: Chaka Hramdal +4, fenac

EFFeCYs; After successfully parrying an opponent’s
sirike, you may immediately make a jenac strike of
yvour own at a +1 bonus to skill. This will cost 1 action
from vour next round.

UrGrans: This strike now costs no actions.

KELTRATH

This is a direct, stabbing blow downward with one
of the chaka side blades. Difficult to execute, it is even
more difficult to block.

PrerEQuUISITE: (Chaka Hramdal +4

Errecys: By taking a penalty between -1 and -3 to
your attack skill test, you can force your aopponent to
take a =2 to —6 penalty, respectively, to his attempt to
block, parry, or dodge the keltrath attack. For example,
if vou take a -2 attack test penalty, your opponent must
take a —4 penalty to his dodge attermnpt.

UrGrang: A successful keftrath attack does +2 damage

SHESTAAL

This “sunrise slash” is intended to cut your foe with
all three blades of the chaka in a sweep.

Prerequisite: Chaka Hramdal +6

EFFECTS: After a successful attack test, roll again fox
the second blade. If successiul, make a third attack test
for the final blade. A successiul dodpe ends the shestaal,
bt ot d SUCC r_"\-.\-..r||| parry an l.IF'Ii_'I'.II'I!"fI[ can parry the
first blade and be hit by the next two, If the third blade
hits, it only does half damage. Using the shestaal takes
only one action, regardless of how many blows hit.

UrGRape: Three upgrades are possible; in order
Upgrade 1: A successful dodge no longer ends the
shestaal attack; Upgrade 2; the third blade does full
damage if it hits; Upgrade 3: You may strike maore than
one opponent with a single shestaal attack.

SHes KoLnAT

A brutal move practiced primarily by members of
Keth P'trell, the Andorian medical clan, it is considered
a “mercy strike” in traditionalist Andorian circles.

PrerequisiTe: Chaka Hramdal +8, Medicine +3 or
First Aid +5. A specialty in Andorian medicine or
Andorian anatomy lowers the needed skill levels o
Medicine +1 or First Aid +3

EFFecTs: A successful attack does half damage, but
severs your opponent’s arm (or other striker) tendon,
rendering the limb useless (unable 1o hald a weapon,

much less strike with one} until healed.

Fencing

A martial art that emerged in Earth’s European con-
tinent during the 15th century, fencing encompassed
many different styles of swords and swordplay. After
1800 primarily a sport complete with masks, safety
uniforms, and blunt weapons, the Klingon crises of the
mid-2 3rd century caused a renewed vogue for serous
combat fencing among Starflest officers.  Weapons:
*sword, mek feth, (Some Marrators may wish to create
individual sword specialties and  statistics; combat
fencing weapons include the rapier, epee, and saber.)

LunGe

Stepping forward, you thrust the point of vour
WEeapRon into your I.I!'l|}l"l|'li."”-1

PrReEREQLISITE: Fencing +2

EFFECTS: You may lunge from between 1 and 3
meters away. A successful lunge does +3 damage; you
can neither dodge nor parry as your next action,

Urcrape: The “flyving lunge” or “ballestra” allows you
ta acd a +71 affinity bonus to lunges from Athletics (Jump).

FeiNT

A teint, or faked attack, ideally tools your opponent
into defending against a nonexistent blow, thus open
ing him up to your real attack

PreREQUISITE: Fencing +4d

EFFecTs: Roll 1d6 and subtract your opponent’s
Perception modifier. Subtract the result from  your
opponent's Defense during your next attack test. A
feint, like a real attack, takes 1 combat action

Urcrape: Your feint result has a minimum of 1; even
if your apponent’s Perception modifier is +6 or higher.
for each further upgrade, your minimum feint result
increases by 1, You may upgrade Feint up to three times.

Corps-A-CoRPS

By binding your opponent’s blade, you keep your
opponent in close (point-blank) combat range yet
unable to use his weapon

PrereguisiTe: Fencing +4

ErrecTs: A successful corps-a-corps attack penalizes
your opponent’s parry test Of any) by the amount of
your Agility bonus. For example, if Louis (+3 Agility

moditier) succeeds in a corps-a-corps against Kang,
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Kang's attempt to parry that corps-a-corps is at =3, (If
Kang attempled to dodge, he would have no penalty.)
An unsuccessful parry lor no defensive FEspHanse what-
soever] binds yvour opponent’s blade. Once bound,
your opponent can only free his weapon by succeed-
ing in a Strength attribute test (which takes 1 action)
opposed by your initial corps-a-corps attack test result
You may free his (and hence your) weapon at any time.

UrGraDE: You may disarm your opponent by defeat-
ing him in an opposed Strength attribute test. Every
failed attempt by your opponent to free his weapon
adds a +1 bonus to your test result to disarm,

RiPOSTE

You turn your parry into an opening to strike at your
opponent

PREREQUISITE: Fencing +6

ErFecTs: After successfully parrying your opponent’s
blow, your next attack gains a +2 bonus to your
Fencing skill test; also, if vou do not already have the
initiative, vou gain it for the next round

UPGRADE: YOUr riposte bonus INCreases o +4.

SENTIMENT DE FeR

You leave your blade constantly in contact with
YOLUF O rl::_uu,-:&!"h weapon, in order to “feel” his moves
and intentions ahead of time.

FREREQLISITE: Fencing +8

Ereects: Following a successiul attack or parry, you
have a +2 test result bonus to all further attacks or par-
ries against that opponent with this weapon, including
the use of other key traits, This lasts until the end of the
combat, until you retreat or dodge, or antil e success-
fully dodpges vour attack

UPGRADRE: Your _hr||'|l_|‘- from sentiment de fer ncreas-

es 1o +4,

ATHLETICS
In addition ta Climb, lump, Ride, and Swim, there
are two other specialties of the Athletics skill that may

come in handy.

E=scape Artise
This specialty covers pulling or wriggling loose

from ropes, vines, large manacles, etc. Picking an
archaic lock, such as those on 20th-century police
handcuffs, is a Sleight of Hand (Lockpicking) skill test.
This ',lyl_'g_l.uil!. 5 based on .'\'h'ili1'!.. rather than .'i|r{'-I'IH”'I.
unless the MNarrator rules that a brute force “pulling
apart” is the only way to loosen a given set of bonds.
Make Athletics (Escape Artist) skill tests against a TN
dependent on the material.

SismPLE (TN 5): Vines or ather loose, welt strands.

Routine (TN 10): Belts, curain sashes, or other ad

hoc bonds,

CHalLENGING (TN 15): Ropes, tentacles

Diericunr (TN 200: Thick

manacles.

cables or chains; large

shrunken

VirTuaty  Impossisle (TN 25): Wire,

rawhide, formed plastic “cuffs.”

ApoimionaL MobiFiers: Covertly attempting an
Athletics iEscape Artist) skill test while being watchesd
by puards adds at least +5, and possibly the guard's
Perception modifier as well, to the TN

AFFINITIES: Escape Artist attempts against large,
whole-body bonds gain a +1 affinity bonus from
Cymnastics, Aftempts to untie only wrists or hands
gain a 41 affinity bonus from Sleight of Hand.

AcCTiON TiMe: Variable minutes to hours, averaging
around THx5 minutes.

ExTenNDED TEST Yes, at the Narator’s discretion

Throw

his specialty of Athletics covers throwing for accu-
racy, speed, and distance. You may substitute Athletics
{Throw) for Archaic Ranged Weapons tests to throw
large or easily-thrown weapons such as spears and
boomerangs., Specialized throwing weapons such as
daggers, tomahawks, kligats, and so forth still require
Archaic Ranged Weapons, although that skill will take
a +1 affinity bonus from Athletics (Throw). Athletics
(Throw) tests also govern throwing items such as over-
loading phasers, photon grenades |see page 73), or
flasks of explosive. The Athletics (Throw) test TR s usu-
ally set by the range. Thrown weapons will have estab-
lished range increments; the distances given here ane
for a roughly streamlined non-weapon object about
the size and mass of a foothall, The Narrator may vary
these numbers depending on the object o be thrown

SimpeLe (TN 5): Point blank. Within 10 meters,

RouTing (TN 10): Short range. Within 30 meters.

CHatLenGING (TM 153): Medium range. Within &0

meters.

Dwepicuny (THN 20): Long range. Within 100 meters

VirTually Imrossisie (TN 25): Extended range. Ower

100 meters.

Range increments increase by +1 for every +1 to
the thrower's Str modifier. Throwing a weapon at a per

son, however, remains a test against the target's

Defense, modified by range as normal.
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GHAPTER TWO

A TIONAL

Maooielers: Pinpoint tangeting (hit

ting a target less than one-tenth the size of the range to

will add at least +5 to TH, For example

larget tossing
a plasma bottle 60 meters 1o strike a 6-meter wide evil
computer is a normal, Challenging (TN 15} test. If the
computer is only 3 meters wide, the TN becomes 20; i
the computer is only 1 meter wide, the TN becomes
25. i you are throwing an item to be caught, you may
treat the Athletics (Throw! as a combined test with the
catcher'’s Athletics (Jump} s<ill. Catching a thrown item
not intended for you is an Athletics (Jump) test.
AFFINITIES: Athletics (Throw) tests take a +2 affin
ity bonus (double the normal bonus) from applicable

Sport sped ialties such as Baseball, Cricket, and so forth

ENGINEERING
This clarifies and spells out the meanings of the
test maodifiers on page 101 of the Star Trek RPG
Players Guide for Engineering (and Repair) physical
skill tests. "Adequately equipped” (+0 TN means the
tools and equipment onboard a star ship The docking
ports of any starbase, or the civilian orbital facilities
around a world with the same Tech Level as the star
shig, are “yvel) Mf.'.'.lf.lp{'.l.l' 1=5 TN Only H]l)..lu-:.la.\e k-
type full bavs (such as those in service hub space sta
tians), and Starfleet arbital or space facilities count as
“equipped with advanceca/precision lools™ =10 TN)
for the purposes

of making |I|'.:i|1l'1'||rl;.', or Repair)

tests on a Starfleet vessel. The Tech Level of the equip
ment available also affects the TH of the task; "l-l.J|H'r:
or taols”™ (-5 TH) is |_|"-1"Irt'r.’|”\. one TL ahead: the Uiy
alent of a 23rd-century engineer using 24th-century
taols to repair his ship. (More than one TL abead usu
ally causes too many problems with basic conceptual
familiarty to gain any x=1|x-II1|~I_L',i~_ and a system too
advanced mav actually make things harder again.)
Toals one TL more primitive than the engineer is used
tor (or than the starship needs) count as “inferior tools’
(+5 TN} 2 TLs more primitive becomes “makeshift
tools” (=10 TH). An officer attéempting to transtorm a
TL 8 tricorder into a temporal viewing device using
1930s (TL 5) technology might as well be “totally
unequipped” (+15 TN, or using stone knives and

bearskins

INQUIRE
Ofven,  tmvestigatars  meed o follow @ sspeced
pirate, smuggler, ar spy from place to place or even
from planet to planet without actually being abile to
physically shadow him with the Stealth (Shadow) spe-
cialty. This is where the Traill specialty of Inquire comes
in. Inguire (Trail} allows you to follow a subject’s trail
from place to place by picking up rumors, checking
spaceports or orbital logs, and so forth. You can make
Inquire (Trail) an opposed test against the subject's
Streetwise, Specific World, or Impersonate skill depend

g o which tactic he is wsing ta evade you. (Tratlfng a

stibject across an unimhabited world or through a
wilderness area is an Ooserve (Track) test.) The Narrator
may wish to focus on a given element of the trail, reguir-
ing other Inquire, Investigate, or Spot tests rather than
subsuming everything into a single Inquire (Trail) test.
Altemnately, you can use the Ths below:

SwarLe (TM 5): Trailing an obvious or oblivious target

such as an absent-minded astrophysicist or a
Klingon on Ferenginar,

Routinge (TN 10): Trailing a low-ranking criminal or
a government official such as a diplomat,
CHapencing (TW 150 Trailing an obscure individ-
ual, or a military or Starfleet officer aware of follow-
Brs,

DiFFicuer (TN 200: Trailing a dangesous wanted
criminal or smuggler,

VIRTUALLY IMPOSSIBLE (TN 25): Trailing a secret agent
or Spy
AopmonaL. MobpiFiers: In general, trailing a
H.J!'i""l I between |:l|.1|'|i""- adds +5 TH [per |r[.||u-[_ Also,
the size of the subject: lead will affect tha difficulty; a
weeds lead is +5 TN, a month’s lead is +10 TN, and a
vear's lagd is +15 TN,

AFFINITIES: Inquire {Trail) tests can get a +1 affini
ty from the Investigate (Deduce) skil, and from
Streetwise and Specific World skills where relevant.

Acrion Time: Making an Inguire (Trail) test usual
Iv takes at least a day

ExTeNDED TEST: Yes

MEDICINE

Although Medicine is an academic skill, it {like First
Aid) is also affected by the equipment modifiers on on
page 1071 of the Star Trek RPG |I'|I.|'_|.I!'|' s Guide. Field
medicine with a complete medikit available is "ade-
quately equipped” (+0 TN). Surgery in a starship sick-
bay s “well equipped” (=5 TN}, and surgery in a major
haosgital ship, medical starbase, or research hospital on
a techpically advanced planet is the equivalent of
10 TH). Medical Tech

Level also affects skill tests: “superior toals™ (-5 TN) is

“advanced or precision tools”

generally one TL ahead: the equivalent of a 23rd-cen-
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tury doctor using 24th-century instruments 1o diag-
nose, treat, or operate on a patient. (More than one Tl
ahead usually causes too many problems with basic
conceptual familiarity to gain any advantage and a
system too advanced may actually make things harder
again.l Medical technology one TL more primitive than
the doctor is used to counts as “inferior tools” (+5 TN);
2-3 TLs more primitive becomes “makeshift tools”
+10 TN 4 or more TLs behind and the medical instru-
ments are valueless, leaving the surgeon “totally

unequipped” 1+15 TN).

PHYSICAL SCIENCE
Physical Science (Mathematics) is the key disci-
pline of cryptography, the field of making and break-
ing codes. This differs from encrypting or decrypting
computer records specifically, which is a Computer
Use ||'_|'|-'§.'r".-'|1't|f'l|'|| test. Most l.“”"r'\‘r“i'd COMmMMmuniCa-
tions in Starfleet pass through the computer system,
where extremely secure programs do the actual
ENCIVPNnE of deciypling efore passing the clear text
on o the communications officer. Using these pro-
grams can be a System Operation (Communications),
Computer LUse (Encryption), or Physical Science
[Mathematics| test. However, many Priority One mes
sages must be decoded by the communications officer
or command staff without using the ship’s dedicated
computer system, for additional security, Other times,
existing Starfleet computer protocols are useless, such
as when decrypting Romulan coded messages, or
(=Rl l..l:llll_!.: covert radio transmissions on a primitive
planet. For such tasks, use a difficulty based on the
code’s sophistication and mathematical complexity,
as follows:
SwvprLe (TN 5): Standard substitution ciphers iMorse
codel, well-known “book codes.” These codes gen
erally appear at Tech Level| 2
Routine (TN 10): Complex substitution ciphers,
detailed telegraphic and book codes. These codes
generally appear at Tech Level 3
CHaLLEnGING (T 15): Computationally-created
codes, such as the 20th-century Enigma and Ultra
codes; basic one-time pad svstems. These codes
generally appear by Tech Level 5.
Dirficunt (TR 20): Complex
adwanced one-time pad systerms: These codes genor
Level 6;

Federation, Klingon, and Ferengi traffic appears in

multivariable codes,

ally appear by Tech maost  standard
these codes

VirTuALLy Impossigle (TN 25): Massively multilayer
codes, linguistic-bank-driven one-time pad systems
These codes appear by Tech Level 8. Military trans-
missions, Starfleet defense signals, and most
Romulan and Cardassian traffic, use these codes
Apomonal MooiFieRS: The longer the text sent

in a single code, the easier it is to break. A single mes-

sage might add +3 to +5 to the TMN; reams of |ogisti-

cal data would lower the TN by up to -6. If the
decoder knows the subject matter (if, for instance, it
refers to specific ships or star names known to the
decoder), this also lowers the TN by -1 for every
solidly known reference.

AFFINITIES: Skill in the original language of the
clear text (Romulan language skill for a Komulan code,
for example) and Computer Use (Encryption) both add
+1 affinities to Physical Science (Mathematics) rolls to
decode a message

AcTion Time: Variable hours for a single message;
TL 5 or higher codes may require weeks or months
with equivalent-level computers to break. However,
computers from a higher TL than the code can usually
them in minutes with a

brreak Computer Llse

[Encryption) test at —= 5 TN per TL level difference.

ExTenDeEDn TEST Yies

RancgeDp COMBAT

Energy Weapons

The following key traits are ticd to the Energy
Weapons skill in the Ranged Combat skill group. At the
MNarrator's discretion, all of them can apply to the
Projectile Weapons skill in that skill group as well;
however, they must be taken separately. In other
words, a security officer with the Gel the D 1 L'l":,- trait
for her Energy Weapons skill would have to pick it
again if she wanted to be able to use her antique 45
caliber pistol to Get the Drop on an alien low-life.

CoverING FIRe

Covering fine is a pattern of sweapons fire intended
to l'-l'.'("F] enemies oul of a given area, or o prevent ene-
mies from emerging from cover,

PrereQUISITE: Energy Weapons +3

EfFecTs: You define an empty cone (a doorway, the
open air above an enemy position, the clear space
between you, etc.) with a 30 degree arc and fire into
it repeatedly, against a TN of 10 plus or minus any
range or other applicable modifiers. Empty space gets
no “cover” modifier, of course, even il vou are using

L'U\'f'l'll'lH fire o I‘.’J!l"‘-"‘t'l‘l[ dan l'ril‘ﬂ"t}' I.Il T I1=.;1x-'|r|.g COWET,
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For each 10 degrees of arc covered, you must fire
once every round and expend the needed charges; a
10-degree cone of Light Stun covering fire expends 3

charges per round, for example, while a 60-degree
cone of Heavy Stun covering fire expends 18 charges
per round. If you succeed in your Energy Weapons
test to establish the covering fire cone, any enemy
entering that cone (including partially leaving cover to
fire) will be hit by one shot, and sustain damage as
normal. You may maint@in covering fire without mak-
ing further combat tests as long as you have sufficient
charges left in yvour weapon. Opponents can dodge
covering fire at —5 to their Quickness test (=10 if the
covering fire test was an extraordinary success),

UrcrapE: For each level of upgrade, you may
expand the degree of arc of a Covering Fire cone by 15
more degrees, to a mazimum of 90

DousLe Fire

The trigger mechanisms of phasers and other eper-
gy weapons generally require firm pressure to activate;
skilled phaser users, however, have learned how 1o
“double tap” the trigger to fire two shots in the time one
would normally take, at the cost of some accuracy.

PREREQUISITE; Energy Weapons +5

EFFECTS: You can usz2 a single Energy Weapons test
to fire two shots in one combat action with any
weapon in which you have a specialty. You make that
test at +3 T, and both shots must be fired at the same
target. Double fire can only be used with the standard
beam setting

UrGrADE: You may use double fire on two largets
within 3 meters of each other,

GeT THE DRoP

Starfleet officers are trained in nonviolent conflict
resalution. Often, the easiest way to get an enemy talk-
ing, however, is to hold a phaser on him.

PRERECUUISITE: Enernzy Weapons +3 or Quick Draw.

ErFecTs: You draw and level your weapon at vour
opponent taking 1 action, unless you possess the
Quick Draw edge), and without firing make an imme-
diate Energy Weapon combat test (a free action) as i
vl were shoeting him, If your test succeeds, you have
the crop on your targel, who will likely realize the sit-
uation, and hapefully react reasonably. You keep the
drap on him until you either fire fue real, make anoth-
er attack, dodpe, or otherwise divert your attention,
(Walking a few paces, pulling out a communicator,
etc. are allowable actions while keeping the drop on
someone. | If you keep the drop on a target for 1 round,
you can then fire at him at any time as a free action,
using the resuli of vour Energy Weapon test. It YU arne
distracted briefly ia loud noise, a flashing light), your
opponent may attempt to dodge out of the drop, but
muist subtract your Perception modifier from his dodge

test resull.
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Snap SHOT

A snap shot s a sudden shot from behind cove:
without exposing yoursell to epemy fire. Only veterans
of leng training or combat can easily summaon the fluid
prace, quick reflexes, and calm needed for even par.
tially accurate snap shooting,

PREREQUISITE: Energy Weapons +4

ErrecTs: You may fire from behind total cover with-
out exposing yoursell long enough for an enemy to fire
at you, This is a normal Energy Weapon test at +5 TN,
and takes only 1 combat action. You cannot combine
aiming with a snap shot. Making a snap shot into cov
ering fire is at +8 THN.

T hit an enemy who is using snap shots, you musl
spend 1 round aiming at where the snap shooter is
likely to pop up. Unlike normal aiming, this aim peri
od does not lower the TN of the shot. Then, you must
defeat the snap shooter in an opposed Quickness reac-
tion test to successfully target and fire at him, other
wise, Yo waste a shot into his cover,

UrGrape: Snap shots are now made at +3 TR, and
snap shots into covering fire are at +5 TN,

Heavy Weapons

This skill in the Ranged Combat skill group covers
the use of artillery from photon mortars to computer-
cantralled phaser howitzers, Most Starfleet heawvy
weapons deployed onto planets have conventional
shipboard-style control screens, allowing them to be
fired with a System Operation (Weapons) or (Tactical)
skill test with at most a +5 TN modifier for unfamil-
iarity; Starfleet has many more tactical officers than
artifferists on any given shp. However, specific
Heavy Weapons skills have proven useful from brush-
fire combats against MNausicaan pirates to the
Dominion War, and some weapons officers cross.
train in them against just such eventualities, SampLs
Seeciatties: Photon Mortar, Phaser Cannon, Ballistic
missile Launcher.

SPACE SCIENCE

Space Science (Astrogation} is the specialty that
covers plotting a course through interstellar space,
This differs from System Operation (Flight Control),
which involves steering the ?\Itil_]_, laking evasive
action, and so forth, although flight control officers
can use automated systems in the conn (or helm) to
plot a course if need be (at difficulty levels +5 TN
higher than using Space Science [(Astrogation)),
Thanks to Starfleet’s excellent system of star charts,
inertial navigation beacons and buoys, chronometris
relays and subspace radio transmitters, using the flight
control station for astrogation is fairly simple,
However, there’s aoften no substitute for doing it your-
self, The difficulty depends on the availability and
type of “landmarks” in detection range:



SimpLE (TN 5): Full array of Starfleet markers and
buoys; “normal space.” Laying in almost any course

inside Federation space requires only a simple test.
Roumine (TN 10): Bright stars in known space (Rigel,
Archanis, Canopus) detectable. This is the general
situation in the rimward halves of the Alpha and
Beta Quadrants, although the far edges of both
might be considered “unmapped” as below.
CHALLENGING (TN 15): An unmapped stretch of
space; within an obscuring nebula, dark-matter
region, or plasma field, (This is separate from any
actual sensor degradation; see Ship Hazards on
pages 230-233 of the 5Star Trek RPG MNarrator’s

Cuide

Dirrtcuty (TN 20): Tholian interphase, folded sub-

space, wormhole space

ViRTuALLY ImpossisLe (TN 23): Outside the Galaxy,

chaotic space, fluidic space, in another dimension

entirely,

This is the difficulty to find your current location; to
plot a course between points, you use the more difficult
end of the journey as the TN, Plotting a course from
Earth to the Tholian interphase is a TN 20 task; so is
plotting a course from the Tholian interphase to Earth,

AFFINITIES: Systerm Operation (Flight Control) and
Space Science (Stellar Cartography) provide a +1 affin-
ity bonus to Space Science (Astrogation) tests.

Acmion TiMe: Variable minutes

ExTeNDeD TesTS: Yes

SURVIVAL
This skill includes land or water navigation such as
orienteering, compass-and-map course plotting, and
navigating by the stars. The difficulty of a Survival test for
navigation depends on the amount of distance 1o cover:
SiMPLE (TN 5): 10 kilometers or less
Rounineg (TN 100: 11-100 kilometers
CHALLENGING (TN 15): 101-1,000 kilometers,
Dirpicur (TN 200: 1,000-10,000 Kilometers.
VIRTUALLY ImPossieee (TN 25): Planetary circumnavi-
gations; 10,0071 kilometers or more.
AppDiTionaL MopDiFiers: Basic,

corders add +5 to Survival skill tests for navigation; tri-

standard-issue tri-

corders pre-programmed with a complete planetary
database for the world on which you are navigating
add + 10 1o Sunvival skill, A comipass and sextant count
as “adequate” tools (+0 TN); Survival skill includes
means of manufacturing or jury-rigaing these tools.
Weather and visibility may afiect navigation tests.

AFFINITY. Space Science (Astrogation or Stellar
Canography) grants a +1 affinity to Survival tests to
navigate by the stars,

ACTION TiMme: Ideally, vou correct course every
night; shooting the stars takes wvariable minutes
depending on weather and light conditions.

EXTENDED TEST: Yes

SysSTEM OPERATION

This skill is perhaps the single most important skill
for any Starflest officer. With it, every system on a star
ship is open to vou; without it, you might as well be fly-
ing an :]|d._~;t1_,,-'1f_= atomic DY-100 sleeper ship. The many
specialties of the System Operation skill allow officers
to perform a lot of different tasks.

Many System Operations specialties overlap each
athers’ functions. Determining which specialty is the
precisely correct one for a given task is up to your
Marrator. However, given the reality bath of redundant
systems design and rigorous cross-training, the differ-
ence between System Operation (Tactical) and System
Operation (Weapons) should not be too great, espe-
cially since the presence or absence of any given spe-
cialty is only a matter of +2 to a skill to begin with,
Closely allied specialties such as Mission Ops and
Operations Manager, Deflector iwhich covers both the
tactical and navigational deflectors) and Shields (which
only covers the tactical deflector), Tactical and
Weapons, Environmental Control and Life Support,
and so forth should all be considered to grant affinities
or to be performed at +1 rather than no bonus, For
example, running an internal security scan is a System
Operation (Security) test, but a tactical officer with
System Operation (Tactical) should be able to take a +1
to skill.

System Operation (Communications)

This specialty allows friangulation of incoming
messages to determine the distance and direction of
the sender; the difficulty depends on the clarity and
strength of the message.

SIMPLE (TN 5): Pulsar or navigational beacon,

ROounNgE (TMW 10): Standard clear communication,

"mayday” signal

CHALLENGING (TN 15): Coded or scrambled trans-

mission,

Do (TN 20): Tight-beam or burst transmission.

VIRTUALLY IMPOSSIBLE (TN 25): r"l-l'l|'|'l.!||'|l transmission

bounced off redirecting ohbject.

This test is also possible with System Operation
(Sensors) at +5 TN, using the electromagnetic sensors
to detect the incoming signal. Picking a given signal
ot of hthw}- background nolse will add o the TN, a
world's worth of communications interference adds +3
to the TM: clusters, ion storms, and nebulae affect i
angulation tests as they do other Sensors tests (see Ship
Hazards in the Star Trek RPC Narrators Guide, on
pages 230-233),

System Operation (Flight Centrol}

This specialty (or, in the 23
Operation (Helm)) is used to pilot all small modern
wehicles tram shuttlecraft to ground-cars, (For premaod-

century, System
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BRIDGE CREW AND LAYOUT  © momcwras ="

BRIDGE CREW AND LAYQUT
For & sense of which bridge statians correspond o which System Operation lests (and thes which Crew members), the lollowing dia-
gram indicates the standard setup on the Galaxy-class explorer. This can alse be assumed o be the general patiern on any mid-24th

century ship design, where needed. After tie intraduction of ODN control panels in the early 24th century, any ship panel can be recon-
figured 1o serve as any other ship panel, with a System Operation test al TN 5. System architecture on 23rd-century starships is less
flexible, but surprigingly redundanl. Accessing a difierent sysiem through a dedicated interface (running engingering fram the science
station, for example) gives 8 + 5 TN modiier tn the System Operation fest. Bath lests gain 8 -+ 1 afinity bonws from Computer Use.




A |

[ ENGINEERING

I CAPTRIN'S DHAIR
Containg simplified Ops (mission ops and operations manager) and Conn controls in the aPm Pests ( -+ 5 TN to System Operalion to use those
specialies from the caplain’s chair).

B: EXECUTIVE OFFICERS
On maxy ships, te first officer and te science officer, or the first officer and te shig’s counselor, occupy these hwo seats. The panels below
fhem are fully configurable, but usually taly hold Hheary-computer interiaces.

b: GONN

The main station for navigation (setting e course) and Might control (steering the $hip); Space Science (Asirogation) and System Dperation
(Fight Control) lesis are usually made here.

i: ino
W, |IJ u

m&rumwﬂﬂﬂ“ﬂm.%“[wﬁmlwlﬂm
Operation (Mission Ops) are both defaull applications of this staion. From this station, an engineer can ransfer power (see page 99 of the
Star Trek RPG Narrator's } or a1 operations manage® can do so &l + 5 TN wilh a System Operation (Operations Manager) o
(Mission Ops) test. Ships that combine operafions manager and science officer usually dual-purpase this Station as the basic science station.
Dperations managess usually serve as communications officers on 241k century ships; Systems Dperason (Communications) lests can be
made ol this station in defaull mode, ino.

" Ths stalion contin simpiied panes alang he oute iges e whep siphoard hnctions, but the cener panes Support Sytem Operaton
tests for the Tactical, Deflecior, Weapons, and Security specialties. Some hridges maintain 2 separaie Sscurity pane! in the it section, and
gl Cammanicalons St here,

f: SCIENGE | AND I
The twa stations al aft starboard trom the tactical station nermally hold the main science displays. All Space Science and System Operation
(Sensors) tests can be made from these stations, and they narmally support the most sophisticated computer intertace on the ship, as they
il pight over the main bridge node for the ODN system. Computer Use tests made il hese Stations are ot -+ 1 to siill,

t MISSION P8
Located almost diectly ol of the maia lactical staien, Mission Ops serves as a coordination station for specific mission requirements. Usual

configurations suppor! System Operation lests for Operations Manager, Communications, and Sensors in addition to the Mission Ops special
ly. Tests to control any ather station from the Mission Ops bosrd are only made &l + 3 to TN rather than + 5, and da not require recon-

i: ENVIRONMENT
This stwlion is seddom manned except on multispecies ships or ships with very speciic lite suppor! or intenal environment nesds. if the ship
mhmmMﬂhhﬂ;IHMEMWIMMIM

I ENGINEERING
This siation serves as 2 "mirear” station 1o the chief engineer's post in the enginesring section of the ship. Engineers based here can per-
fsrm any System Engineering test at no penalties, and most Propulsion Engineering st including transferring powe
(both on page 99 of he Star Trek RPG Marralor's Guide). Repairs must usually take place in engineering, however; individual ships some-
imes require an engineer (sccasionally even the chief engineer) 1o man Ihe engineering slation on the bridge during -
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ern vehicles, see the Operate Vehicle skill group, on
page 32 below.) ODN controls are fully standardized
throughout the Federation, and any culture with indus-
trial replicators finds itself similarly standardizing its
own control systems, for efficiency’s sake. Difficulty
depends on the complexity of the vehicle.

SimpLe (THN 5): Rail-mounted vehicle,

Rouminge (TN 10): Hovercrafl, gravear, or waler vehicle,

CHALLENGING [TM 15): Submersible, groundcar, air

craft, or shuttlecraft,

Dirprcutt (TN 20): High-performance fighter craft.

VIRTUALLY IMPOSSIBLE (TN ZI5): Experimental, com

puter-trimmed, multi-vector craft,

ADDimoNal MobDIFIERS: See the writeup under
Operate Vehicle, page 32 below. Bad, unfamiliar, or
balky design can also affect difficulty. As a general rule
of thumb, add another +3 o the TN for every “extra”
maneuver hesides traveling in a straight line: speeding
up and pulling into a loop would be +6 to the TN, for
example, Without such maneuverings, tests are only
necessary when starting the vehicle; landing an air
vehicle also requires a test.

ActioNn Time: Full-round while wehicle is in
mation, unkess computer autopilot system (present on
mast modern vehicles) is engaged

ExTeNDED TEST: Mot usually

MoDiFieRS: Starship systems can be cantrolled by
voice, and voice-controlled systems can be operated
subvocally by trained personnel. Subvocal operation of
ships’ systems s at +2 TN with earplece transceivers or
other subvocal equipment; +5 TN using only the con

trol parels divectional pickups.

UNARMED COMBAT

Within this skill group, vou may pick skills repre-
senting individual styles of combat, Most of these styles
allow access to key traits, similar to those for Armed
Combat schools (see page 19). Some key traits require
the prior selection of other key traits. Unless specifi-
cally noted, yvou may not use two key traits for the same
attack test. Key traits cost two advancement picks each,
just like regular traits.

It is important to remember that without use of a
key trait, no attack made with a given unarmed combat
style has a different rules effect; a karate chop and a
right cross both do 1d3 points plus the attackers Str
modifier of damage, although they look very different.

Aldkijursu

The combat form of the sport art aikido, aikijutsu
(like aikido) was invented in the 19208 by Morihei
Uyeshiba in the country of Japan on Earth. Its empha
sis on balance, calm, and the redirection of opponents’
force has made it popular with many Starfleet officers,
especially Betazoids, Centaurans, and Grazerites.

Mikyo

The “wrist tum” lets you parry your enemy’s strike
by pivating on his wrist, moving him completely out of
line to attack you.

PREREQUISITE: Aikijutsu +3

EFFecTs: After a successful block test against a
punch, you may add half your margin of success
{rounded up) o your Defense against that

enemy's next attack.

same

Urcrape: You may add the other half of vour mar-
gin of success to your next attack against that same
enEmy,

YOonNKYD

The “wrist pin® lets you immobilize an enemy's
wrist and, if need be, break it.

PrEREQUISITE: Aikijutsu +4, Mikyo

ErFecTs: After a successful block test against a
punch, you may immaobilize yvour enemy’s limb as in a
grapple (box, below). His attempt to free himself is at

I to the test result, as are all his other attacks.

UrcraDE: You may use an opponent’s attempts to
freer himself from the wrist pin to cause him damage; if
you choose, he takes hali his escape roll in damage

(rounded down) from a broken wrist, For example, if

Lieutenant Barad has wrist-pinned Gul Ekar, and Gul

GRAPPLE

This atteck action con be attempted by ony choracter
in close combat; it is an action, not o key trait or skill.
Carry out the Uncrmed Combat attack as normal; if sue-
cesshul, you hove grobbed your opponent. To move or
atteck, he must first defeat you in an opposed Strength
attribute test; although this is a free action, it con enly
be attempted once per round. Once grappled, you may
then attempt to slam your opponent inte something;
this requires 1 action and success ol an epposed Agility
test. If successfol, your opponent tokes 1d3 domage
{plus ony odditionol domage from being slommed into
spikes or glowing coals, etc.). To move or attack other-
wise, you must first let your oppoment go. Grapple
attacks con be dodged or parried.

K ROLEPLAYING GAME




Ekar rolls a 9 (a 7 on 2d6 and Ekar's +2 Str modifier) on

his opposed Strength test to escape the pin, Lieutenan
Barad can choose to cause 4 points of damage (half of
9 rounded down) to Gul Ekar regardless of whether
Gul Ekar escapes of nol. [And remember, Gul Ekar's
final Strength test result is a 6, since his attempts to free
himself are at =3 to the test result.

Al OTosHI

The “reverse hip throw” essentially rolls your oppo
nent past you and onto the ground, using his attack as
momentum and your hip as the fulcrum.

PREREQUISITE: Aikijulsu +5

ErFecTs: After a successiul dodge or block, you can
immediately attempt a grapple (box, page 28) againsl
that opponent as a fréee action If successful, vou can
throw him 1o the ground, doing 1d6+1 points of dam
age (1d6+3 on a superior success and 1db+5 on an
extraordinary success) and leaving him supine.

Urcrape: Your prapple atempt for an aiki otoshi
throw is at +3 to skill.

Mlaaa

A concept translated as the “combat interval,’
knowledge of maai |.-;i'.l."| yvou precise judgement of an
enemv's location .g|1;| hence, his |:ll'|IF'I'|II.I| r'-:rl' h.=|'r'||

PREREQUISITE: Ajkijutsu +8

EFfFecTs: You may add yvour Perception modifier to
your Delense when dodging.

Urcrapi: You may add double yvour Perception

modifier o your Defense when dodging,

Boxing

The “sweet science” of pugilism goes back to
ancient Roman times on Earth, but only attainecd for
malized status in the middle of the 19th century. It
combines footwork and tactical movement with pun
i\.|'|||||_l‘ {jljllL}IE'H 1ty the head and baody, Earth |'|n|1\|||_;_'| has
many similzrities with Andorian kharakom and Klingon
gElgrA (or “smash-fist”™). Boxng is based on Strength,
not Agility.

Cross

A punch across your opponent’s body; it interferes
with his aim il cdone !Irl'lp!‘rln' and forces him out of
pasition,

PrREREQUISITE: Boxing +2

ErrecTs: A successful punch dewes 41 damage and
adds +1 to vour next block attempt against this opponent

Urcrape: A successful punch does +2 damage and
adds +2 to your next block attempt against this opponent

JaB

A shart, fast punch intended to set an opponent up
tesr a i |||r'|n'._4'1 Bl

PrEREQUISITE: Boxing +3

EFFecTs: A successiul punch does half damage, but
yvou may add +3 to Boxing skill on your next attack
against this opponent.

Urcrane: You may make hwo jabs (making two

Boxing tests) in only 1 combat action. If both hit, they
add a cumulative +6 to Boxing skill on your next attack.

Hook

An arcing punch ideally made from outside the
opponent’s peripheral vision,

PrirequisiTE: Boxing +4

Errects: A hook attempt made after a successful
dodge test is at +3 to skill. Any successful hook adds
+2 to damage.

Urcrape: Add +1 to both bonuses above. You may
select this upgrade twice.

UrrercuU

A powerful, savage punch into the jaw or body of
an opponent

PREREQLISITE: HOoxing +5

ErrecTs: A successful uppercut does +2 damage and
forces an opponent to make a Stamina reaction test
against Light Stun (TH € see Table A4 on page 251
of the Star Trek RPC Players Guidel or be stunned for
a number of rounds equal to yvour Strength modifier +1.

i,_l'P!.R.-\I:II::. A S r'1,"‘\.|'|,|| |,|[:|F_||"rl: ut cdoes +3 |!._1|‘|‘|.'|;t_-|'1'
and forces a test against Medium Stun (TN 12); a fur
ther upgrade increases the damage bonus to 44 and
the stun difficulty to Heavy Stun (TN 15).

Grawling

A luose style of lighting evolved fronm decades of bar-
room brawls in space stations across the quadrant, it was
an unofficial form of martial art in Starfleet through the
early 24th century. Easier to practice without holographic
sparring rooms or specialized wainers, the rough-and

tumble Starfleet of the 22nd and 23rd centuries depend

cd on it. Brawling is based on Strength, not Agility,

STARFLEET OPERATIONS MANUAL

SLIVAL ONY STIINS 43210




GHAPTER TWO

RounDHOUuseE PUNCH

¥ou swing vour entire body into a big slow, devas

tating punch.

PREREQUISITE: Brawling +2

ErFecTs: A roundbouse punch, if successful, does
double damage. Howsaver, you lose the initiative for
this round and the next round (if you have i1, and
oppenents are at +2 1o skill in block or dodge tests
against the roundhouse punch.

UrcrapE: Following a successful roundhouse
punch, your opponent suffers a skill test penalty one
Wound Level lower than his actual Wound Level for
the next 1d2 rounds; a Dazed opponent gets pvnallzwi
as if he were Injured, et

HammeRr BrLow

You lace your finpers together to form one large
“fist” and use it to smash or strike your opponent
Amazingly, vour fingers remain unbroken,

PREREQUISITE: Brawlng +3

ErFecTs: A successful hammer blow adds a +2
bonus to damage

Urcrape: Each upgrade adds a further +1 to dam
age; you may upgrade this trait three times

FuriNG TackLe

You leap anto vour opponent, bearing him down to
the ground with a rescunding crash

FRERECQUISITE: Brawling +4, Agility 5+

ErFecTs: The flyving tackle is the equivalent of a
chamge (see Star Trek RPC Player’s Guide page 248)
but may be made from 2 to 5 meters away
Additionally, the TN for vour enemy to resist being
knocked to the ground is your Strength +4

Urckave: The flying tackle dowes not lowwes yown
Defense, and only takes 1 combat action

HartcHeET CHoOP

You strike your opponent from behind in the neck
area with the edge of vour flattened palm.

PREREQUISITE: Brawlng +6

Errects: You do damage as nonmal, and force your
opponent to make a Stamina reaction test against Light
Stun (TN 9; see Table A.14 on page 251 of the Star Trek

RPC, Plaver’s Cuide) or be stunned for a number of

rourds equal to yvour Strength modifier +1.

Urcrape: Successive upgrades force tests agains
Medium and Heavy Stun (as described in Table A.14
on page 251 of the Star Trek RPC Flayer s Guide),

Fuing SMASH

You leap into your opponent, str king him with your
legs or hips and knocking him to the ground

PrerequisiTe: Brawling +8, Agility 54

ErrecTs: A successful flying smash does 1dé plus your
Strength modifier damage and knocks your opponent ta
the ground. You also fall to the ground wunless you suc-
ceed at a Gymnastics (Turmble) test @gainst TR 12,

Urcrape: Your flying smash does 2d3 +5tr modifier

damage.

Ponn-iflla

The Vulcan warrior-poet Ladok created this “eye ol
the storm” style in the 1600s. Its central tenet is resis!-
ance and moderztion; the goal of a ponn-iffa master s
to “transiorm a fight into a poem, and a poem into a
meditation.” Offensive moves in ponn-ifla should be
“mere flickers,” Ponr-iffa s the most popular Vulcan
martial art, and modern schools barrow some moves
from other Yulcan arts.

KROIKA

This “stop bleck” is the central technique of ponn-
ifla. You deflect an opponent’s fist downward and put
him off balance.

PrEREQUISITE: Ponn-ifla +2

ErrecTs: Make a block test as normal. You may sub-
tract your Agility modifier from the damage even if
yvour block test fails. If your block test succeeds, you
gain the initiative next round, and vour opponent is at

¥t skill on his nest attack

UrGRADE: Your opponent is at =5 to skill on his next
attack after your successful block,

TaroON

This technigue uses your opponent’s attack to cre-
ate an opening for the nerve pinch,

PREREQUISITE: Moner-iffa +4, Nerve Pinch alzility

ErrecTs: Following a successful block test, vou may
choose to take the damage from your opponent’s attack
amyway. If =0, you may make an immediate nerve
pinch attack {see page 49 of the Star Trek RPC Plaver’s
Cufdel as a free action and at the standard =5 nerve
pinch skill test penalty,

UrcrapE: As above, but yvou may make an immedi-
ate nerve pinch attack with no skill test penalty

PoONN-K'SIN

This leg sweep is borrowed from the “harder”
Vulcan martial ant of kareel-iffa, bul has been maodified
|'|n|5,I fali :-.'rn-.'.lnl.r macetere over the Years into its F1r4;=l,¢-|-|t r'n:1rr11.

PREREQUISITE: Ponn-ifla +6

ErFecTs: A successful attack does 1d3+5tr modifier
damage, and allows an jmmediate takedown attempt
as a free action; your opponent must make a

Quickness reaction test (TH = your Agility +2) or fall
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prone to the ground. A ponn-k’sin test may only be
attempted on a moving opponent.
Urcrape: The takedown is automatic

ond upgrade, you may use your leg on yvour opponent’s

With a sec-

limb or spine to immaobilize him on the ground as with
a grapple (box, page 218).

MNARILK

Many narilk techniques exist, but they all depend
on joint locks and counterpressure,

PREREQUISITE: Punn-ifla +8

EFFECTS: After a successful block rest against any
unarmed attack, vou may immobilize yvour enemy’s
limb as in a grapple ibox, page 28). You may make one
mmediate attack on him as a free action, at a +3 bonus
to skill.

Urcrape: You may do 1dée+5tr modifier damage
and break your opponent's limb by succeeding in an
opposed Strength attribute test against him the next
round after grappling him. This is a free action, but can

only be attempted once per round.

Srarflegt Self-Defense

This is the official martial art taught in unarmed
combat class at Starfleet Academy. based loosely on old
Earth karate and jujitsu with additional mowves from
other spocies’ striking arts. Many cadets learn it, bt
wind up adapting its moves to their own favored martial
art or into old-school spacer brawling. It is undeniably
effective, but the generic nature of an art drawn from
tens of worlds means that other, more glamorous, styles
remain popular on starships across the Federation,

POINT STRIKE

This carefullv-calibrated blow aims at vulnerable
spots for maximum effect. Starfleet teac hes hand, foot,
elbow, knee, thumb, and palm point strikes.

Prerecuisite: Starfleet Self-Defonse +2

ErFecTs: This strike can only be made after an aim
action. It is made at +2 to skill (rather than the normal
+1 from an aim action), and does 4+5tr modifier dam
age (with a further +2 on a superior success and +4 on
an extraordinary success)

Urcrane: The strike is made at a further +1 to skill.
This upgrade can be taken three times,

THROW

This is the basic Earth judo throw, slightly modified.

PrerecinsiTe: Starfleet Self-Defense +3

EreecTs: With a successful attack test, you may
throw your enemy to the ground, doing normal
unarmed combat damage.

Upcrape: You gain a +2 bonus to skill if performing
this test immediately after a successful block or dodge
against the same opponent,

DisarmM

Starfleet seli-defense attaches great importance to

successfully disarming an opponent, and calibrates

many blows and holds to that end,

PRERECQUISITE: Starfleet Seli-Defense +5

EFFECTS: Adter vou succeed in any attack test (punch,
kick, grapple, throw, etc.) against an armed opponent,
he must make a Strength attribute test (TN = your
Starflet Self-Defense result) or drop his weapon.

UrGrADE: The TN of your opponent’s Strength attrib-
ute test is increased by +2. You may take this upgrade
three times.

CHoke Howo

Even if you're not a Yulcan, you may still want a
way to silently reduce enemies to unconsciousness.

PREREQUISITE: Starlleet Seli-Defense +6

ErrecTs: Immediately after a successful grapple
attack {box, page 28), your opponent must make a
Stamina reaction test (TR = vour Strength) o go uncon
scious. He must succeed in this test before attempting
to break the grapple. At the beginning of each round
that he stays grappled, the TN incresses by 3, and he
must repeat the Stamina test. This lasts until you break
the hold, he breaks the grapple, or he goss uncon
scious. While holding your opponent, yvou can perform
no other actions except speaking. If you make a choke
hold attack from any angle other than from behind,
your initial grapple test is at +5 to TN

UrcraDE: Each round, the TN increases by 3 + WIOILIF

Strength modifier
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NeEW SKILL GROUP

The following skill group is a new addition to the
skills list in the Star Trek RPG Plavers Guide. At the
Marrator’s discretion, characters who grew up on either
lower-tech worlds (below Tech Level 7Y or on worlds
with a strong tradition of primitive or archaic vehicle
use may take skills from this group during the Personal
Development phase

OreraTeE VeHICLE (INT)

Physical: Trained

While |'.|'||I-.|H'IJ. on alien worlds, it is not always
&l wsible to k:'r'fl vour own shuttlecraft handy, or to
depend on your ship to beam you from place to place
Quite often, you need to hitch a ride op—aor occasion-
ally unofficially borrow—a o al vehicle to break up

that Romulan spy ring or bring the vaccine to the
remote island on time. Skills within this group repre-
sent your ability to operate, pilot, and use the instru-
menis {if any) of a vehicle that does not make use of
standard Starfleet technology, Other vehicles fall uncer

other skill areas, For 23rd- and 24th.century vehicles,

see System Operation (Flight Control), above. Non

| vehiches (glid

5, kayaks, bicycles

powered, individ

fall under the Athletics skill as the appropriate special-
ty (Gliding, Kayaking, Bicyclingl. Only the Envoy and
Explorer may take Operate Vehicle skills as profession
al =kills at character creation

OrPeRATE VEHICLE SKILL!

ARCHAIL AIRCRAFT: You can pilot motorized aircraf
of any sorf up to the atomic turbine-powered aircraft of
Tech Level & (roughly mid-21st century on Earth)
Oificers with the Flight Control Officer professional
ithility Atmospheric Craft may use this skill untrained at

no penalty; each upgrade grants +2 skill levels in this

Planes,

skill.  Sample

Specialties:
Ornithopters, Dirigibles, Fighter  Jets, et Airliners,

Propeller

Rocket-Planes, Helicopters.

ARCHAIC MOTORCRAFT: You can drive or pilot motor
ized planetary-surface craft of any sort up o the
nuclear submarnnes and fuel-cell hovertanks of Tech
Level 6. This skill covers both powered groundcraft and
powered watercraft, Sample Specialties: Facing
Groundcars, Steam Locomotives, Paddleboats, Tanks,
Hydrofoils, Motorcycles,

Sancrart: You can pilot any craft driven by wind up
to the solar-sail ships or computer-trimmed vachts of
Tech Level 6. Sample Specialties: Lateen Craft, Multi
Masted Sailing Ships, Catamarans, Balloons, lceboats,
Vulcan Sandsails

TEAMSTER: You can drive any animal-drawn vehicle
Sample Specialties: Berengarian Dragon-flyer, Chariot,
Horse-drawn Carriage, Oxcart, Zaldan Sealslec.

OrHer Sxis: Incredibly complex vehicles, modern
vehicles without modern control systems, and other
special cases bhecome individual skills under The
Operate Vehicle skill group.

Test: To take off or land in an aircraft, make an
Archaic Aircraft test, With all other vehicles, a single
test is needed to get where you are trying to go, assum-
ing the vehicles range and speed permit i, For partic
ularly long or hazardous voyages (such as a lengthy
sailing trip, or a global circumnavigation in a propeller
craft), the Narrator may require an extended test
instead. Vehicle chases can be handled as a series of
(II?I:II I\ﬂ"li esls

The base difficulty of an Operate Vehicle test
depends on the complexity of the vehicle involved,
Very complex vehicles, such as 20th-century Earth jet-
liners or Berengarian dragon-flyers, require high levels

of skill for competent handling



SimpLe (TN 51 Computer-assisted 21st-century Earth

groundcars; well-trained horse and cart; ballooning

in the direction of the wind

Rounine (TN 10): Dirigibles; steam locomotives: sin-

:,.{li‘-nl.l"\-:{"lil sailing ships; late 20th-century Earth

groundcars; most powered watercraft; most vehicles

drawn by well-trained animals

CHALLENGING (TN 15): Hydroto ls; propeller aircraft;

early 20th-century Earth groundcars; chariots; muli-

masted sailing ships; flight vests,

Dirricuet (TN 20): Helic oplers; solar-sail spacecraf;

computer-assisted 2 1st-century  Earth  jet aircraft;

rocket boots

Virruarty Isprossigle (TN 25): 20th-century Earth jet

aircraft; Berengarian dragon-flyers; Vulcan sandsails

Apoimona. MoDiFlERS: Be sure to take into
account the physical test TN modifiers for unfamiliar
tools. As a rule of thumb, a vehicle 2-3 TLs away from
vour home era (or yvour specialty, whichever is closer)
adds «5 TN, one 4 or more TLs away adds +10
Pushing” your vehicle's capacity also adds difficulty:
a light canvas propeller plane will be harder to push
into a high-speed Immelmann turn than a titanium-

alloy fighter jet. Many vehicles suffer environmental
degradation in rain, high wind, storms, etc.: the physi
cal test muodifiers for visibility, lighting, and TEMmperi-
ture may well come into play.

ArFFINITY: Vehicle Operation adds a +1 affinity 1o
Repair, Construct, or Engineering tests concerning the
relevant vehicle. Piloting an aircraft or watercraft gains
a +1 affinity from Survival in the relevant environment.

Action Tmae: Variable, depending on vehicle
speed and olner considerations

ExteNDED TEST Potentially, but not as the

default assumption

TRAITS

The following two edges may be bought only dur

ing character creation,

Famous SHIP

In your previous career, you have served on a
famous ship such as the LSS Enterprise. (The fleet
data section of the ship writeups provide some famous
ships as examples,) Some of that ship’s fame has

rubbed off” on you.

EFFECTS: You gain +1 to yvour Renown. Those who
have an unfavorable view of vour |:ri|1r I.||:|| |Federation
1i.[r||:-|||.|l,\._ hll!a;.'g.ul admirals, el ) may react negative
ly toward you, of course.

Upgrade: You may not upgrade this edge for your
former ship, but you may upgrade your current ship's

fame. See “Famous Ships In Play™ ibox, this page)

FAMOUS SHIPS IN PLAY

Any player can assign her choracter’s Renown award, or
the purchose of o Famous Event edge or Renown aidvante-
ment, 1o hot ship insteod of herself. in series where fhe
ship possesses Remown, the Narrotor may also assign
Renown ewards to the ship in general rather than ary
specific Crew member. An officer con then use the ship's
Renown instead of her owm in scdial tests invelving the
ship (Influence (Intimidate) tests against Nausicosn
pirates, Négotiate (Mediate) tests against inferplanetary
rivals, Perspode (Orotory) vests to convinge 0 suspiciovs
Romulon copoin 1o aid in o rescve mission). At the
Narrater’s discretion, the officer might be able 1o add her
own Renown modifier to the ship’s, where the two sys-
ergize each other (“This is Coptain Kirk, commanding the
Starship Enterprise . . ."). For example, if Commander
Solek (Remown 7) is trying to get a vital spare part for
the U.5.5. Appalachio (Renown 12) trom o Ferengi ship-
yord, he could add his own Renown modifier (+1) to the
Appolachio’s (+2) for the Ferengi's Intellect (or Business
(Stership Repair)) test. If the Crew leaves the ship for
another base, they may each take o Renown bonus equal
to the ship’s Renown modifier or, if the Narrater prefers
to minimize their connection, may simply each take the
Famous Ship edge (aguin, if need be).

FaAmous FLeEeT

You served with a famous feet during a major fleet
action of some sort, such as the successful evacuation
of a planet or a decisive battle of the Dominion War

EFFECTS: You gain +1 to yvour Renown in _l.t!‘l'l['r.:ll,
and a further +2 bonus to amv Renown tests against
members of that same fleet, Fleets are too large and
amorphous ‘or individual actions to affect their overall
Renown, so Crew members may continue o serve In
famaus fleets during the series with no further effect on
their Renown, In such series, those plavers who do not
purchase this edge should assume their charzcters

“missed the action” for some reasan,
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ADDITIONAL
PROFESSIONAL
ABILITIES

The professional abilities given
in the Star Trek BRPC Plavers Guide
arg ||!'||'\. SOHMIE O IE"‘-r' many -||'l'5| Wdl-
ied ways in which Starfleet officers
wiork to fulfill their potential
Others tollow here Al the
\'|||,|‘I| 5 {Il‘-l !I'ril i, sOme ol I'I""""‘-':'
professional abilities may apply to

starship officers of other nations

such as the Romulan Star Navy, the

Klingon Defense Force, et

the prafes- STARSHIP OFFICER

aireadv Any Starfleet officer may select
- ay 5 ." : hip um'h these professional abilities, provid-
LS, %m H“ﬁr_ﬂﬁf. ed the character meets the ability
advancement  packages prerequisites

and provides opli
Tier | Professional Abilities
[> FAMILIAR SYSTEMS: After spend

ing long enough working on

Starfleet computers their
idiosyncrasies become sed

ond nature, A Starfleet officer

can perform a Computer Lise

test on a Starfleet « CHTpUler in

half the base action time

- GET YOur Hamps DIRTY: Even
non-enginears olten ko
their way around a blown cir-

cuit panel or a decoupled

STAR TREK ROLEPLAYING GAME

phase inverter. When making
a Repair test on any piece of
("I!l.]ipl'_l('rlr on their own star-
ship, a Startleet officer can

add +2 to the test result,

[> NoT S0 STRANGE: Starfleet offi
cers have studied a lot of
worlds at the Academy, or vis-
itedd them on cruises before
When making a Specific
World test for any world, the
Starfleet officer gains an affini-
ty bonus equal to half his
Planetary Science skill level,

rounding up

[= Smmit oF THE Fueer: Starfleet
officers have the never-say
die tradition of Pike, Kirk, and
Carrett behind them. (O, in
some  23rd-century  series,
ahead of them.) Once per
game session, a Starfleet offi-
cer can reroll one Willpower
reaction test, and use the bet-

ter of the two results,

Tier 2 Professicnal Abilities
« InpniTE DiversiTy: Starfleet is
the most multi-cultural envi
ronment in the known galaxy,
and Starfleet officers have met
still more species on missions

of diplomacy and exploration,




W

Tiar

and learned about still others at the Acadermy. They
may use half thewr Intellect modifier as an addition
al bonus for any social test dealing with members
PrereguisiTe: History 6

or Rounded.

of another species.

Presence b+

WE Cosme Is Peace: Starflest officers are trained in
non-violent conflict resolution, and firmly believe
in giving peace a chance, This sincerity impresses
others, In Influence, Negpotiate, and Persuade tests,

Starfleet officers can reduce interaction stance

2 chonwn);

penalties by half (rounding for example
swaying a hostileviolent crowd would thus only be

at =5 to T, PREREQUISITE: Fresence b+

WELL-BRIEFED: Hlarfleet officers get full and com
plete downloads about any planet they visit in

r|'|1," course of a mission. After any mission on a

planet lasting four days (or one episode,

whichever is shorter), a Starflest officer gains an
additional specialiy
Specific World. PrerequisiTE: Infinite Diversity or
Mot So Strange,

in that planet tor the skill

WiLL TO SurvIve: Starflest officers don't believe in

hostile planets, only unprepared  away  eams.

Thus, they stay fit with exercises, workouts, and
When a

Survival skill test on a |i'i.|.'.l:"|.ll"| surtace, she Balns

holo-drills Starfleet officer makes a

an affinity bonus equal to half her Athletics skill,

rounded down. PREREQUISITE: Vitality 6+ o Spirinn

of the Fleet.

STARFLEET CommanND OFFICER

Abllines

FicHTinG CarTais: i

Professional

the command officer com

mands or is acting as first officer during ship

combat, the ship receives a +2 to all command

This ability .-.!||-| s oven it the

MAaNTuUvers Oy

Tie

W

Tier 3

STARFLEET

OFF

Tiar

mand officer does not actually command the

ship; he need only be in command on the bridge

during the battle

THiNks LIKE A Romutan: Command officers study
variants of classic battles, enemy ship doctrine,
and countless wargame scenarios. In any situation
lincluding combat), the command oificer ignores
all academic test penalties (for noise, distraction,
life-threatening emergencies, time constraints,
etc,) tor his Tactics (Romulan) roll, This ability can
e taken I‘|!'|J|rIF| e times fior l‘|1\1|[||:|||~ SPEC ies (Borg,

Klingon, Breen, Cardassian, etc.).

Z? Professiaonal Abilities

DocrGHTER: As the Flight Control Oifficer Tier 1
professional ability, if the command officer com
mands, is first officer, or mans the flight control
station during ship combat. PREREQUISITE: System

Ciperation (F light Control) b+ or Fighting Captain

Fire CONTROL OFFICER: As the Operations Officer
Tier professional 1 ability, if the command offi-
officer, of the

FPRERECQUISITE:

cer commands, is first mans
WA during ship combat,
System Olperation i Tactic al} or :"r"k'!_".jl_]l:}r'l"_\l B+ or

Fighting Captain.

Professional Abiliry

Anmicirate Orrosimion: Command officers must
also be diplomats, and occasionally even politi-
cians. As the Diplomat Tier 2 ability. PREREQUISITE:

Starship/Starbase Protocol and Infinite Diversity,

FLicHT CoONTROL
ICER

| Professional bilitles
DocrGHTER: With the flight control officer at the
conn lor helm) during l.|1l|} combat, the "~|II||

recaives a +2 to all helm manuevers.

= Hipe I PLas Seace: Starfleet officers are taught to

think of space as “home turf.” The ilight control
officer can use every fold in subspace or comet
trail to mask the ships emissions. With the flight
control officer at the conn (or helm), opponents’

tests (o spot the ship on sensors are at +2 TR,

[> Hot HaNDs: It's all in the reflexes. When making

a i kness reaction test, the ||-._I|!'-1 control officer
rolls an extra die (3d6), but keeps the highest two

dice . The rule for rolling double sixes still applies,
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CHAPTER THREE

[> MaturaL Mavicator: There's the Medusans, and
TI'IQ"H there's vou. "p"'.-"ht‘!'l 1h|~ 1:|§1|‘|[ :'ﬂnrrr)l officer
makes a Space Science (Astrogation) skill test, add

+4 to the test result.

Tier 2 Professional Abilities

[> SurpING SPace-Time: The technical calculations of
warp travel often allow more than one “ideal

course” to a destination. By intuition or the high
est math, the best flight contral officers can shave
time off a trip by setting the perfect course. The
flight control officer can attempt a Space Science
iAstrogation) test at TN 10+ the ship's maximum
speed. (For example, for a ship with a maximum
speed 8, the flight control officer makes the test at
TH 18.) On a success, the ship arrives as if it had
traveled at that maximum speed for the entire
journey despite never passing sustainable warp.
{This ability allows the flight control officer to
mimic the etfect of "F'““l'“"ﬂ the engines” from
page 99 of the Star Trek RPG Narrators Guide,
pushing the

without actually

PREREQUISITE: Space Science (Astrogation] 6+ or

engines.)
Matural Mavigator.

[= You CaLL THAT A Stord?: After jon storms, plas-
ma flares, and subspace shockwaves, a little
force 5 hurricane is nothing. When the flight
contral officer makes any skill test to operate a
vehicle in atmosphere, ignore all penalties for

PrereQuisiTE: Archaic

Hot Hands, or Atmospheric Craft.

weather or wvisibility

Adrcralt 34

Tier 3 Professional Adbiliry

[> WHEELMAN: A vehicle is a vehicle: the details are
irrelevant. When the flight control officer makes
any Operate Vehicle test, he pains an affinity
bonus equal to half of his Systermn Operation

Control)  skill  level

(Flight rounding  up.

PrerequUIsITE: Atmospheric Craft and  Svstem

Engineering 6+.

STARFLEET ENGINEER
Tier | Professlonal Abllities

= Fix-im: Engineers are always eager to tear aparl
anything remotely  tec hnological, Often, this

teaches them how to put it back together. When

acquiring Repair, the engineer learns all skill

specialties

[= 24/7: Starfleet engineers never let up in a crisis
a warp core breach doesn’t take coffee breaks.

Starfleet engineers gain a +5 bonus when making

fatigue tests.

[ Pure THEORY: Engineers must learn the scientific
basis of the technologies they design. They auto-
matically gain one specialty of their choice upon
acquiring the Physical Science skill. When per
forming any Physical Science skill test, they gain a

+2 bonus to their dice roll,

Tier 2 Professional Abilities

[> Douste Your Estimate: Every once ina while, vou
need warp speed in three minutes or you're all
dead, You can complete any Repair test in hall the
base action time. This includes extended 1ests,

and the ship-system repairs on pages 122-113 of

the Star Trek RPC Narrator’s Guide, PRERECUISITE:

Fix-it or Miracle Worker.

Soun WorkMansHIP: Measure twice, laser once,

An engineer’s repairs stay repaired, and patches
stay patched. The reliability test for any emer-
5 TM. For exam

||.I{-_ a "paty h* ifrom Table 7,14 on page 1235 of the

ETILY sysbem repair is made at

Star Trek RPG Narrators Guided has a TH 15 to
stay fixed (as if it were a “bypass”) rather than the
given THN 20, PrerequisiTE: Fix-it, Kepair b+, or

System Engineering 64,

THEORETICAL APPLICATION: Starflest engineering
school stresses practical applications of theoreti-
cal knowledge, Whenever the enginesr makes a
Repair skill test on a given system, technology, o
unit, she gains an affinity bonus equal to half her
Engineering skill on the same system, technology,

or unit, PREREQUISITE: Engineering Certification



Tier 3 Professional Abiliry

[

A WeE BIT MORE: Starfleet engineers can overstrain
themselves and their engines, running both off
pure personal guts. When spending Courage to
enhance an Engineering or Repair test, they
receive a +5 bonus instead of the normal +3
Prerequisite: Theoretical Application and Spirit of

the Fleet.

STARFLEET OPERATIONS OFFICER

Tier | Professional Abilities

Fire ControL OFpcer: If the operations officer
controls the ship's weapons during ship combat,

the ship receives a +2 to all tactical maneuvers

Ors Manacer: Operations managers allocate the
ship's power, data, and other resources to keep
everything flowing on an even keel. At the
beginning of the game session, the operations
officer may declare one System Operation spe-
cialty “mission-critical”. All shipboard System
Operation tests made by any Crew member on
her ship against that mission-critical specialty

receive 34 +1 bonus.

Susvocalizer: Operations officers soon learn to
keep their systems running and make status
checks and adjustments as unobtrusively as possi
ble, The operations officer can subvocalize com-
mands ta ships systems without paying the nor-

mal TN penalty (see page 63)

Tier 2 Professional Abilities

-

Cross-TraNeD: Operations officers are often the
most flexible of Starfleet officers, going from post
to post in the course of a career. When perform
ing the professional skill of another Starfleet offi-
cer elite profession, the operations officer may
add his Intellect modifier. (For Intellect-based
skills, this equates to doubling the modifier)
PrerequUISITE: System Proficiency or Rounded

Eves on THE Boarp: A trained operations officer
continuously looks and listens for anomalies and
patterns in the information flow in front of her
When making a Systern Operation test, the aper
ations officer adds her Perception modifier.
PrerequIsITE; Subvocalizer or System Operation 6+.

B

Tier

>

STARFLEET

Personal Backur: A skilled operations manager

has contingency backup plans ready for almost
any crisis with the ship's systems. While serving
as operations manager or “mission ops” on the
bridge, the operations officer may re-roll any
reliability check for ship systems (including the
engineer's skill tests for transferring power) as a
System Operation (Mission Ops) or (Operations
Manager) test at +5 to the original TN, The Crew
may select the better of the two results as the test
result. Frerequisite: Ops Manager.

3 Professionzl Ability
ExespLary SuppoRn: Operations officers are trained
to work with other bridge crew seamlessly in cri-
sis conditions, An operations officer may treat any
Computer Use, System Operation, or Tactics test
involving the bridge creww of his ship as a com-
bined test, whether ar not it would ordinarily be
cne, rolling the same test at TN =5 and providing
the “leader” a +1 bonus for a marginal success,
+2 for a complete success, and +1 for an extraor-
dinary success, This ability may only be used once
per game  session. PRereouIsITE: Level-headed,
Ops Manager, or Tactics G+,

SecuriTY OFFICER

Tier | Professional Abilitles

[>

= WeapONS SPECIALIET: The

Suppue: Starfleet security afficers value sentient
life, and do not take it needlessly, A Starfleet secu-
rity officer making any stunning or restraining
Unarmed Combat test may add +3 to the result.
This ability may be picked a second time for
Energy Weapons (Hand Phaser) tests,

Favorep STYLE: The security officer is a pure devio-
tee of one Unarmed Combat skill (aikido, brawl
ing, etc.). When advancing this skill, she increas-
es her skill level by +2 per pick, but suffers a —4
penalty to her Unarmed Combat skill when using
other styles.

Firg CoNTROL OFACER: As the Operations Officer

Tier 1 professional ability.

weapons officer special-
izes in ane sel of ships” weapons (phasers, foarpee-
does, etc.). Choose which when picking this abil
ity. When making any System Operation {Tactical)
or (Weapons) skill test dealing with the chosen

weapan, the weapons specialist can add +2 ta the

STARFLEET OPERATIONS MANUAL
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test result, This ahility can be chosen additiona

times for additional kl‘l_l?l](_l,,lrl:l WEAHINS

Tier 2 Professional Abilities

[= Terume Detan: The art of observation lies in know-

ing where to look, Whenever the security officer
makes an Observe test, he gains an affinity banus
equal to half his Investigate skill level, mounded
donwn, PREREQUISITE: Security Ops,

- THINKS LIKE A ROMmuran: As the Command Officer

Mer 1 protessional abilivg. PrerequisiTe: Intellect
B+ or Tactical Officer.

Tier 3 Professional Abiliry

=

Derecnion: Whenever the security officer faces a
criminal enigma (murder, theft, conspiracy, etc,
that entirely confounds the playver, the character
can make an Investigate (Deduce) skill test (TN
15) to formulate a fl.pl:_llhr_l\_l\ assisted by the

Marrator, It the test is successful, the MNarrator

gives the player a hint based on the degree of suc-
with

CEEs, greater

leads. Although this ability exists to help players

sUCCEess warranting stronger
salve mysteries and dnve the adventure forward
the Marrator should anly guide the playver: outright
answers should only be given when the detecting
challe nge represents but a minor « omponent in
ther Crew's grander mission objective. In such
cases, the Marrator may wish to give the security
otticer suthcent irll:sr nation o |||,-|p her LTRSS
the e zzle, and get back on track. A Narrator may
wish to provide two leads (“Either the Orion gem
merchant or the Apdorian duelist killed the
Ferengi.”) rather than give the whole game away

PrereqguisiTE: Telling Detail

STARFLEET COUNSELOR

Tier

Professianal Abij

Nnes

Heap Wounos: Starfleet counselor medical train
ing emphasizes head injuries, as commaon caus
es of mental trauma, When the counselor makes
a First Aid skill test to heal a head wound (includ
ing sonic effects, stun effects, etc.), add +4 to the

test result

PrOFEBSIONAL DEMEANOR: Starfleet counselors are
trained to remain calm and not be sumprised into
revealing their own emotions. This comes in
handy during mast gambling contests; :'.l:||r|:-|'i'§.
like When the counselor

baluirs a psychiatrist

Tier

makes a Gaming test, he gains an affinity bonys

equal to half his Medicine (Psychology) skill level,

rounding down

2 Professional Abilities

Viraal Economy: Expert training in the “talking
cure” makes Starfleet counselors masters of just
the right word. When making a Persuade test, the
counselor performs the task in half the base time
PrerequIsITE: Ship's Counselor or Language 6+

- SEMSE MOTIVE: As trained psvchologists, Starflos

counselors can often tell what a speaker’s
motives are for his actions. During an Inguire
{Interview) test, the counselor can also make g
Medicine (Psychology) test 1o sense the ‘:p{ulkd s
miotive, The Medicine (Psychology) test geds a 41
bonus to its result from a marginal success on the
|IH|L$iH' Interview! test, a +2 for a « I'.II'I'I"IIH""!I:' SLj(-
cess, and a +3 for an extaordinary success, (It
takes a -1 penalty for a complete failure on the

Ingquire {(Interview) test, and a =2 rJl"I'l.IH'_;' far a
disastrous failure. Discerning a general, emotion-
al motive (revenge, lust, pride) is a TN 15 tagk:
discerning a specific motive [(Senator Pardek’s
blackmail; Yeoman Barrows, a promotion) isa TN

20) task. PREREQUISITE: Fathos

Tier 3 Professional Ability

BATTLEFIELD Cosmreort: Starfleet counselors kl“r'..‘..-

better than most whal kinds of stresses other

Starfleet officers face in a crisis. Once per game
session, the counselor can make an Influence test
(T 15

urge her toward greatness, If successful, the suh

to restore a fellow officers morale and

ject may spend a “free” Courage point immedi-
ately afterward, even if she has no Courage left,
“Free” Cowage points do count against the 4
i OUrage kfll'rll’“-"l}:‘ maximum, On an extraordi

nary success, the subject may spend two “free”

STAR TREK ROLEPLAYING GAME




Courage points, The Influence test takes twa min
utes. The characters must be in the same room
and the subject must be able to hear the coun

selor. PrereQUISITE: Therapy.

STARFLEET MeDICAL OFFICER

Tier | Professional Abilities

> EMERGENCY REspoONsE: Starfleet medical officers
knowy that time s of the essence in a crisis, When
making a First Aid test, the medical officer per
forms the task in half the base time. This ability
can be selected again for Medicine (Surgery)
[> Lag Work: When time or quality is of the essence,
Starflest medical officers do much of their own
medical officer makes a

lab work. When a

Physical Science (Chemistry) test, add <4 to the

test result. This ability can be selected again for a
similar bonus to Life Science (Microbiology), and
for other similar ||r|'|||_'~_--.il"ll'|:l.; laboratory Science

skills with Marrator approval

- -
Tier 2 Professional Abllitie:

[ loMoRre THESE BLASTED MacHINIGG: Starfleet medical
officers know what their equipment should be
telling them, and can interpret even the most

anomalous readings through their trained eyes.

Whenever the medical officer makes a 5System

Operation (Medicall skill test, he gains an affinity

bonus equal to hali his Medicine skill, rounded

General  Medicine  or

down, PREREQUISITE:

P ef st -

> Mo BurcHery: Although trained with cutting-edge

medical technology, Starfleet medical officers
know that often their skills will be called upon in
maore primitive settings. When the medical officer
makes a First Aid or Medicine skill test, ignore all
penalties resulting from inadequate or antiquated

equipment. PrerequisiTe: Field Medicine.

Tier 3 Professional Ability

[ One For THE Texteooxs: Medical research is built on
sharing information and the rapid propagation of
new therapies. When rolling an extraordinary sur
cess during a Medicine skill test, or when success-
fully using the Immunization professional ability,

Renown  awtaomatically

the medical officer’s

increases by 1 at the end of the episode. This ahili-

ty can only add 1 Renown point in a given episode

Preregunsite: Lab Work and General Medicine

Science OFFICERS

Tier | Professional Abillties
O FUNDAMENTALS: Study yvour math, it's the key to the
When the

Phvsical Science (Mathematics) skill test, add +4

Lniverse science officer makes a

loy thver test II'"-iIIIl

Working MoDeL: Starfleet scientific tra

ling gives
a strong grounding in hands-on laboratory waork,
Mathematics are the key to desipn. These two fac-
tors synergize. When the science officer makes
any Construct skill test, he gains an affinity bonus
equal to half his Structural Engineering skill level

rounding up.

Tier 2 Professional Abilities

PracTiCAL APPLICATION: Although specialized tech-
nicians and engineers make most repairs [} star
ship consoles, the science officer possesses suffi
cient training 1o reconfigure his console, recali
make
When

Enginesring or Repair [Ests 1o reépair his condole o

|:r.:|:- L'(llllFIIH!"fI:_ and mMinar  repairs  1n

emergency  situations making Systems

tricorder, the science officer gains an  affinity
bonus equal to half his Physical Science skill

level, rounding up. PrRerequIsITE: Working Model,

[= Susvocavuizer: As the Operations Officer Tier |
professional ability, PREREQUISITE: Perception G+

or Rounded

SIYHI0dd ININIVEL d3J10
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fer 3 Professional Abilivy

INTENSE SCam: After enough work with a ship’s
SOMNSOFs, 4 ‘\-I._ll':h-l'l sCience olfhicer can Rl k |'h||
terns out of I|'|1,' data |Z--..|r exoee] the EVETEIT -\.|r|'1

ifications; picking a single ion trail out from 20
light-vears away, or finding a Hora floating in an
asteroid belt. The science officer makes a System
Oiperation (Sensors) at TN 15, With a successful
test, the sensors’ maximum range, sensitivity, reli
ability, or other parameter doubles during the
next System Cperation (Sensors) est the science
officer performs. Consult the appropriate descrip-
tions on pages 101-103 and 138-13%9 of the Star
Trek RPC Narrator s Guide and pages 188-191 of
the Star Trek RPC

Plavers Cuide. PREREQUISITE:

Science Tech

ADDITIONAL

PROFESSIONAL
PACKAGES

The I|'-||-_:-','.ir|=_; |||'|'-I1'~.-.||-r|.|| development pad L.::ll_q g
are equivalent to those on pages 93-96 of the Star Trek
RPC Plavers Cuide, The individual package writeups
specily the -|.!I'.||I|.:- officer elite |l|'|rh'----|l:-|'| under which

they belong.

A B A OFFICER

As anthropology and archaeology officer. you spe
clalize in ancient, archaic, and primitive cultures
Since Hodgkins” Law predicts that many alien worlds
will parallel each others’ {and Earth’s) development

Vour traimmg Comes in hanchy on |'\||‘|“'I-‘:|||!\ MISSIONS.

You are a science officer.

Skills: Computer LUse (Retrieve) +2, Culture +1,
History +3, Investigate (Research) +2, Religion +1,
Social Science (Anthropology, Archaeology) +3,
Specific World +2, Survival +2

Pick 5: +1 to any professional skill

Pick 1 Edge: Cultural Flexibility, Curious, Everyman,
Excellent Metabolism, Likeable

CommMmunNicaTions OFFICER
You are a dechicated specialist in communications
transmesting and receiving messages and maintaining
wssage security, Although technically an operations
officer, you substitute Physical Science (Mathematics)

for First Aid as a professional skill

Skills: Computer
[Listen) +2,

Use (Encryption) Y, Observe

Physical Science iMathematics) +1,
Repair (Communications) +2, System Engineering
(Copmmunications) +3,

System Operation

(Communications) +4
Pick 5: +1 to any professional skill

Pick 1 Edge: Ambidextrous, Confident, Eidetic
Memary, Exceptional Concentration, Skill Focus
{Keen Hearing

PuaserR ConTrROL OFFICER

You contral, maintain, and when need be operate
the phaser battery on your starship. During major wars
such as the war with the Klingons in the early 2 3rd
century or the Dominion War in the late 24th cemury,
yvou may have served planet-side. This is a command
officer post in the 23rd century (replacing Inguire and
Megotiate  with  Heavy Weapons and  Systems
Engineering as professional skillsh, and an operations
ufficer post in the 24th century (replacing First Aid with
Heavy Weapons as a professional skill),

Skills: Computer Use +1, Energy Weapons (Hand
Phaser) +1, Heavy Weapons (Phaser Cannon| +1
Ohserve (Spotl +1, Repair iPhasers) +2, Systems

Enginearing (Phasers) +4,
(Tactical, Weapons) +3

Syetem Iperatioon

Pick 5: +1 to any professional skill

Coordinator, Aim,

Pick 1 Edge: Alert Dead

Exceptic mal Fortitude, Sense of Direction




Pick 1 Edge: Bold, Contact OR Ally (Andorian

ADVAMCEME N T Defense Forces)
PACI‘:'AGES 7TH FLEET

Rather than individually pick advancements to cre- You may have been a veteran of Wolf 359, Tibor
ate advanced characters (see page 97 of the Star Trek MNebwla, or some ocher great battle; this is a legendary
RPC Flayer’s Guide), some players may prefer to sim- Fleet (LL5.5. Constitution or US55 Enterprise; use
ply add a given number of advancement packages to Axanari OR Romulan OR Klingon as Tactics special-
their character during character creation o mooe! an ties: ltederant (Klingons or Romulans) as faw)
officer who has served some time. These writeups Professional Skill: Repair +1
assume five picks per advancement “tour”; whether a
“tour” is one year or five depends on the MNarrator's Pick 2 Skills: First Aid +1, Systems Engineering
sense of historical pacing and on the amount of excite- {(Weapons) +1, Tactics (Borg OR Breen OR

ment the player wants his character to have gone Cardassian OF Dominion) +1

through. Some of these writeups include flaws; check

: ; Pick 1 Edge: Famous Event, Famous Fleel, Famous
with your Marrator to make sure that she will allow L

additional flaws at character creation. If not, remove an ahip

edge or otherwise lower the value of the package by Pick 1 Flaw: Intolerant (Founders), |ntolerant
two picks. Only starship officer professional skills (Crhsidian Orcer). Pacifist .

iAthletics, Computer Use, Energy Weapons, Repair,

and Survivall and System Clperation (which s the pro BTH FLeeTt

| fessional skill commaon to all branches) are specifically You explored the deep reaches af the Alpha
; : Cuadrant (LL5.5 Farragut; use Languape
r:rn'ml.gl one pick [rer level: all others are pric ed at two Juadrant (L1.5. L Buage, Lirion).
| ;
sicks per level, If one of the skills included here is : » oo ;
| F| f i I B Pick 1 Professional Skill: Computer Use (Research)
alreac ne of Your de i sithe hle N : ;
ilready one of your professional skills, etther double +1, Energy Weapons (Hand Phaser; +1, System

the levels in that skill given by that package, or pick Operation (Sensors) +1, Survival (any) +1
another protessional skill along with it

Pick 2 Skills: Archaic Weapons (Any) +1, Language,
Fleetr Service Ferengi +1, Social 5Science Ir\'ll:hr-:”mh;.g-_-; il

Each of these advancement packages is based on a Space Science (Stellar Cartography) +1

tour of service in one of the various fleets detailed on

page 77. These fleets wers organized in 2350; individual I6TH FLeeT
capital ships that served similar roles in the 23nd century You served in & variety of key tasks and roles in the
are indicated in parentheses after the description, “flagship fleet” (LLS.S. Endeavour).
3R0 FLEET Professional Skill: System Operation +1
You served as part of the Solar System'’s final line of
defense (LLS.5. Republic Pick 1 Skill: Administration (Starflect) +1, Craft (any)
+1. Entertain (any) +1, History (Earth) +1, Nepotiate

Professional Skill: Repair (Orbital Defenses) +1 .3
Pick 1 Skill: Demolitions (Defuse Explosives) +1,

b Pick 1 Edge: Ally, Confident, Cultural Flexibility,
Specific World (Earth) +1, Tactics iSpace) +1

Famous Fleet, Innovative

Pick 1 Edge: Contact OR Ally (Starfleet Command), S0TH ELEET

Qi - ) ity : :
Suit Trained, Zero-G Trained You patrolled rimward epace, on the Thaolian and

Klingon frontiers (LLS.5. Yorktown)

5TH FLEET

Pick 1 Skill: Observe (Spot) +1, Physical Science

" | A ; ] Y K 4 . —y <1 -
Stationed near Andoria, yvou worked closely with I"'"hkljm‘_ PHySi e L, SPaCE  adiance
the capable and apgressive Andorian Defense Force (Astrogation  OR ‘-‘"-'”*”_ Cartography  OR
LL5.5. Eagle), Astrophysics) +1, Tactics (Klingon OR Tholian) +1

Pick 1 Professional Skill: Survival [Arctic] +1, System

. ; Reaction: +1 Quickness (if Quickness is vour favored
Cperation (Tactical] +1

reaction, add Systerm Operation (Flight Contral) +1),

SINY430dd ININIVYL 43IH40

Pick 1 Skill: Chaka Hramdal +1, Language, Andorian

+1, Specific World (Ancdorial +1, Tactics (Anti-
Pracy) +1
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22ND FLEET
You were on the front line against the Romulans
and the Borg (LL5.5. Lexington).

Pick 1 Professional Skill: Computer Use (Invasion)
+1, Systemn Operation (Sensors) +1

Pick 1 Skill: Language, Romulan, Tactics (Borg OR
|

Rormulan)

Pick 1 Edge: Alert, Sense of Direction

CoLoMIZATION FLeer
You aided the terraforming and settlement of new
colonies |LLS.5. Patemkin

Pick 1 Professional Skill: Repair (any) +1, Survival
lany| +1

Pick 2 Skills: Administration (Logistics) +1, Construct
Life Science (Botany OR Zoology) +1,
Planatary Science (any) +1

anyl +1

EvVACUATION FLEET
You aided in emergency evacuation and resettle
ment procedures (LL5.5. Kongo)
Professional Skill:
(Communications OR Flight Control) 41

System [_]|1.r-|'.tr||||'|

Pick 1 Skill: Administration (Logistics) +1,
«1, Medicine (Epidemiology) +1

L|1|||.|||'LI

Pick 1 Edge: Ally
Friend

Contact, Meticulous hpvl_ 1o

Rarin ResponNse FLEET
your e stayed ready for any emergency; it did
everything first with the most, and didn’t wait for red
tape {LL55. Enterprise or UL5.5. Exeter)
Pick 3 Professional Skills: Select three professional
skills of your branch or elite profession, and add
# 1 level in each. You may not select the same skill

Iuil. i,

Pick 2 Edges: Ally (Admiral Fukazima), Competitive,
Courapeous, Famous Event, Great Stamina.

Pick 1 Flaw: Arrogant, Enemy, Familiar Face,

Intolerant -r|-.1||n|'|m|_\_ Proud, Reckless

Optienal Promotion Rules

Among the factors that influence the feel of a series
is the speed and nature of promaotion. Many players
enjoy rocketing up the ranks, of course, but this leaves
some sticky questions—a Crew full of admirals will be
hard-pressed to find any plausible adventures to go on|
For whatever reason, your MNarrator may not wish o

@ THBLE 3.1: ENONN-BASED PRONOTIONS [

RANK Remown Requirin
Lieutenont (j.g) 4
Ligutenant ]
Lisutenont Commonder 12
Commander 16

Caoptain b ii]
Eoch successive flog rank (see Table 6.1) 10

run a game (and you may not wish to play in one) in
which, after two or three episodes at average experi-
ence |levels, everyone can potentially go up two ranks
by picking two Promotion edge upgrades. The follow-
ing suite of optional rules alters the circumstances, and

the speed, of promotions to change the feel of a series.

Oprignal RBule: Renown-Based Promotrion

Some Narrators (and playvers) may prefer to base
promaotion solely on a character’s actions during the
series, rather than on advancement picks of the
Promotion edge. They may use this optional rule
instead.

The Promotion edge can no longer be picked after
character creation ends. In ather words, you can by it
during character creation (to start out as a lieutenant
rather than an ensign, for example), but cannot buy it
with advancement picks, Promotion now depends
solely on Renown, which you may “trade in" during
the advancement phase for an increase in rank, as
given on Table 3.1,

After “trading in” Renown, vou lose any Renown
expended to purchase a new rank, and continue with
the remainder, building it up to eventually trade in for
the next rank, and so forth, This represents the trade-
off inherent in poing from “that lieutenant who saved
the ship” to |‘.|L"I:'IH just another lieutenant commander,
who is expected to save the ship every now and again.
For example: Lieutenant Washington has racked up
15 points of Renown saving the galaxy from giant
space amoebas and phasering down Romulan infiltra-
tors; he tracdes 12 of them in and gets a well-deserved
promotion 1o lieutenant commander, leaving him with
1 Renown points, and a hurning need to go scour the
guacirant for rore evil w thwar.

The Marratar may also require the candidate for pro-
motion to pass a successful Renown recognition test
isee pages 148-149 of the Star Trak RPC Player's Guide)
with the Personnel Office at Starfleet Command (a TN
15 Repown check) 1o get a promotion approved. (The
|1.|_-rl;n|'|l'lt‘| office can be assumed to have an Intellect of
12 for this purpose, giving a +3 bonus on the atiribute
test.) I the recognition test fails, the player must wait
until his next advancement period o try again. For our
example: Lieuenant Washinglon's player tells the

STAR TREK ROLEPLAYING GAME




Marrator that he wants to trade in
points to increase in rank,. Lieutenan
tain fan MPC

Personnel

approves, and submits his request to
Between Lieutenant Washington's Eenown
5, tor a +2 modifier} and the Personnel Cifice’s brains
(+3), the die roll takes 5 maoditier, with a turther =1
to the TM since hoth Starfleet Personnel ard Lieutenant

Wash ngton are n the same profession l-.i.-!‘-|1l|| GlTicer

The dice come up 8, which is a 13 after the bonus
whick doesn’t quite make a TN 14 (15 minus 1)

Lieutenant Washington has 1o wait a while lo

1t promotion |||:.|_.|-1|_. v he'll get some more Renown

in the meantime. (Marrators may wish to wbstitute the

offioers o -:lI1"II.|"|,i|||'_I officer, fleet admiral, or other s -

nificant AN 1G

i impersonal Personnel Lifice, adjust

ing the stats and the TN o match.) The Renown test

quirerment can be used with edge-based promotion as

s t seems odd that anvone would want o

advance more slowly than the current rules allow,

plavers and Marrator may a
Ill.!_l".hl'l oy spend more time explor ng hesr current
position in Startleet’s rank and file; this might be T aear-

tant in -‘1-r|.-| Stares '|'|.E| ||':||| ree o contli TN 1dArce TAITEY

stalic: cast, or in episodic ones which are attengpting o

rept teel throughout, OF course, many

keep a Co

plavers don’t narticularly care abyoun genhing [ELESRRLN

tions when they could be learning neat skills or gar

wring cool abilites—neither Chekov nor Kim ever
seemed to suffer any real harm by being ensigns for an
entire series, atfter all. In these circumstances, this
I mal rule will make sure that onl I)I.l\,'('l'\-\. who real
". want promotions :,H'?' hésm
Each rank costs a number of upgrades equal to its
urrent Promotion value. For example, going up to

Lieutenant i

| (Rank 1} still costs ullh one |,||'|:-_'_|'.i_i||'
byt going trom Liewtenant .. to Lieutenant (Rank 2

comsls bwo upgracdes, and ROINg from Lieutenant to

ieutenant Commander Costs three! Since yvou anls e

five picks with any advancement, and an edge is two
‘hank”™ wour

picks, you will have to promaotion

tor more than one advancement to 20 up in

Allcia

IpErac

d Mk O

mple wants her character

eutenant Commander Tandorz, to 0 up one rank to

ommander. When her next advancement comes, she
akes her tive picks and buys two |,|||g|'..~:||,'\ lat wa

icks each) to her current Promotion 3 edpe. (With the

eftover pick, she adds a specialty.) She must wait for
wer next advancement 1w buy two more upgrades, ane

hus allow Tandoz 1o become a full Commancder at last,

Marrators can slow this process even further by
increasing the upgrade cast per rank; similarly, they
an slow down Eenown |:l._|'-|'-:| FPromotion |:n_\. IMCreas

ing the Renowwn cosl [T rank.
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“nhservers and

" from mhf_r
fr'icu!r.ies nf g

rwhnﬁmaﬂta{ ‘controls—to
say nothing of the practical
problerms welding diverse

species into a single

tioning r.rew-—ke i
ships *singl ith
only a fey

By the late 23rd century, how
ever, the perfection of replicato
technology, the new isolinear con
trol systems, and other technalogi
cal e '-_|-|-|||||'||-||.‘- macle multi
species creaws possible. Aalthough
Humans still make up the majority
of Starfleet officers, most other

Federalion SPreCes Celll |'IH'I"|

proudly 1o “home-ported”  ships
that boast their own native sons
and davghters in command posi
Loms. I tact, Startlect Ve ACCepts
cadets land officers) from non
member

[F)
'||.ll:'l\. 125 dApOArdns

Ferengi, and Klingons have served

with distinction

In the Game

Do not teel corstrained to have

orily e ke alien™ I vour

Crewy 1o match the various televi
sion series. Roleplaving  games

have no makeup budget, or rather

@ TABLE 4.1 NEW SPECIES ATTRIBUTE ADJUSTNENTS

SPECIES
Bolion
Centouran
Deitan
Grazerite
¥ eguiar
Tellarite
Tihuronese
Loldon

STAR TREK ROLEPLAYING GAME

have 1n ntirnile e, L1 the
Species In the Star Trek RPC
Betazoids,

and Yulcans are

Playvery Cuicle,
Humans, Trill
most likely to serve in Starfleet, but
4 good story line can explain the
presence of any of the others. In
the catastrophic wake of the
Dominion War, for example, it
wolldnt be unrealistic for dissatis
fed, idealistic Cardassians W enlist
in Starfleet as a way of severnng ties
with a fai » Andorians,
Starflest  cadre,

appear in the Star Trek RPG

el prast The
another Core
Marralor s Guicde, In this bhook, we
present eighl new species with
strong  Starfleet tracitions, to fur
ther flesh out vour series’ diversity
All eight are suitable for player
characier Crew members
Remember that members of
every Species learn about their

own native culture before joining

T B

ATTRIBUTE ADIUSTMENTS

=1 Strength, +1 Agiity

+1 Presence

+| Perception, +1 Presence, -1 Vitality

+1 Presence

+1 Agllity, +2 Perception, =1 Vitality
+1 Vitality, -2 Presence
+1 Presence, -1 Vitality

+1 Strength, +2 Vitoliry, -3 Presence




fleet, All starting characters receive bw

e their Intellect in skill picks to use on the relevant Knowledge and
Languape skills. A Repulan character may pick a Spex ific World knowledpge for any of the Regulan colonies as

her homeworld

GOLIANS

FPerRsOoMALITY: The typical Bolian is greparious, hardworking, and

meticulous. Bolians enjoy conperativie work of all kinds: this can make

them busyvbodies or iwhen the work isn't soing well) worrywarts, When
chips are down, however, you can always count on a Bolian—their self

lessness 1s legendary

PHrsical DESCRIPTION: Bolians are blue
skinned humanoids with a wvisible cartilaginous

ridge hifurcating their heads. Their cobalt-based

Wood chemistry ;-.._|.||||_-.:|||:-:--.-. ith Andorians, but toxic toVulcans,

HomewoRrLD: Bolarus IX is a stormy, oceanic world orbiting a red dwart star

Culrure: Bolians' native wanderlust led them to explore and settle their plan

et early, shaking out into three supe ers after a few centuries of warfare. The

| |
three nations made first contact with a par of warring planets, Iren and LUzor

whose rivalry nearly plunged Bolarus IX into global  warfare. Fortunately

Federation exolorers were able to defuse the situation, but Bolian national rival
I Xl

i them from gaining Federation membership until 2320, after Bolian

Fies prey

self-sacrifice, unity, and efficiency savec the e ple of Uzor from the ¢ :|||.||m:- il

their star, These traits, along with a ravenous appetite tor work and learni

hawve stood them well as Federation members

lian, Federation Standard

Common Mames: Bolians from the largest
continent, Rasara, take only a single, family
name; other Bolians take two names Bolians

werrally only wse their family mame in casual

dealings

FAMILY MNamEes: Adislo, Franek, Haro, Mot

Rixx, Taneko, Tannekar, Vadosia, Vaxx

MaLE NamEs: Bog'ta, Darz, Hars, Korvin, Kol

Morin, Mot, Bim, Sef, V'5al

Femare MNames: Alba, Darzana, Halora
Mitena, Svidra, Vado

i Starship  officer

Bolians work well in protessions that privileg

Rroup Comapaeration anl Broup eflort; evien, branch

o ‘-!'_|I‘-|||i service suits their desire tor teamwork
ind strgcture, Bolians also make pood merchants

lians enjov diplomacy

and some of them are e pocid at it. Bolan



GHAPTER FOUR

nationalists have occasionally joined criminal gangs

such as the Orion Syndicate—they make good rogues in

those cases.

SPeECIES ADJUSTMENTS:

Bolian muscle fibers are looser than those of most

1 Strength, +1 Agility

humanoid species, due to peculiarities in their circula
tory system, However, rigorous pursuit of team sports

and better kinesthetic sense keeps them fit and agile

= A
Species Abilitlies:

[= Bomus Epce: ALy 2: The gregarious and sociable
Bolians are always making friends. Every Bolian

character can begin with hwo Allies

[= Bonus EDGE: Coormpinator: Bolians naturally exce

at leading groups.

[> SELFLESS: & Bolian gains ar additional Courage point
fronm any action that risks his lite 1o save that of anoth-
er. Thus, if a Bolian spends 2 Courage points o dive
into the path of an oncoming mugato and knock his
captain away, he recovers 3 points when the Narrator

returns Courage to him,

SMaLl Grour Dywamics: Bolians are natural facili-
tators of small-group dynamics. They receive a +1
SpECies bonus to tests of all |I1I!'I|III*-\.r' skills, and to
Inguire (Fraternize), and Tactics (Small Unit) tests,

along with any team Gaming or Sport lests,

[> Works WELL WITH OTHERS: Baolians also excel at
being led in groups; each Bolian participating in a
combined test adds a further 41 species bonus to the
combined test, This stacks with the Coordinator edge,
abowve: a Bolian leading an all-Bolian team would add

+3 to combined tests per successtul participant.

NOTABLE BOLIANS

Vaxx, the father of Bolian vnity, corefully negofioted
the formation of the tripartite world governmeni that
allowed the Bolians to join the Federation. Bolions also
honor him for his ability to prevent global wor during
the cricis with Iren. His exampls, as much os the bene-

fits of membership, keeps Bolorus IX in the Federetion.

Admiirol Toseko led the Federation fleet in the Botile of
Alphord in 2351, He sacrificed his bodly-damoged flog-
ship, the LL.5.5. Mizar, 1o destroy the Tholion fleer. His
work on fleet toctics ond ergenization helped tronsform
Starfleet strategic doctrine.

CENTAURANS

PersonauTY: Centaurans value peace, beauty,
thought, and spirituality. They prefer long-term thought
and planning, centered on core moral principles, This
can make Centaurans samewhat asocial, or even hesi

tant to act,

DescrIPTION: Centaurans resemble
Humans down to the mitochondrial DNA level.

PHysICAL

Genetic scans indicate that Centauran and Human
stocks diverged roughly 400,000 years apo; Centaurans
may have been “seeded” on Alpha Centauri by the

Freservers or a similar species.

HomewoRLD: Alpha Centauri IV, a beautiful
ringed planct orbiting two stars (a yellow dwarf and an

orange ohwvwart) or a tninary star system.
e ol fhofat t ysi

'n:\.‘:." uRe Cenlaurans "\'.'l'k. (1N E:ll.'qlllrﬁ' |r|flju]i||l)l,|[
the galaxy; where they find no beauty, they try 1o make
some, This attitude spurred the development of Alpha
Centauri’s most famous technological discipline,  ter-
raforming, and its favorite art form, holography.
Centaurans treal ecologies as art forms, altermpling to
create harmony and beauty; these skills were crucial to
the Centauran effon to rebuild Earth after World War 1l
Warp drive inventor Zefram Cochrane moved to Alpha
Centauri and became a planetary hero there, as well;
Centauran diplomats aided Earth an umifyving its govern
ments and finally banishing the specter of war from the
Human home world. Collective memories of shameful
rights abuses during the terrible Plague Years maotivate
the Centauran people. They have sworn to never again
prormmit thomselves ta allow the foars of the majority to
owerride the sacred freedoms of the individual . Any deci-
sion that favors expediency over principle will draw spir

ited] argument from any Centaurans in your midst.

Centaurans sce themselves as leng-term thinkors, A
favorite proverh sayvs, “Worry about tomorrow, and
tovday will take care of itself.” To embark on a course of
action without exhaustively exploring all of its possible
ramifications is completely irresponsible, On a star
'hl|r thi= hahitual hesitation and introspoction  often
proves to be a Centadran’s worst enemy. Some
Centaurans find it difficult to unhesitatingly obey a
spap order. In an emergency situation, even a sliver of
a pause can be deadly, so Centauran starship officers
strive: maghtily to overcome this babit, On the other
hand, they enjoy & positive image as far-thinking rear-

echelon strategists.

STAR TREK ROLEPLAYING GAME



LanGuases: Centauran Prime, Federation Standard

ﬁ Common Names: Commaon Centauran practice puts the personal name first, fol

loweed by the family name.,

2

Family MNAMES: Aacra -\\.‘-l'Fll‘l.I-._ Eltrin, Rlscar, Kavic, Laikan, Myrrim,
Palmer, Skaelas,

MALE MNaMmEs: Abar, Gan, lem, Nautan, Severin, Vax, Zefram

FEMALE MAMES: Arinda, Dana, Hesta, <athar, Kotel, Kukei, Shavna,
Sherai, Tara.,

FavoORED PROFESSION: Almost any. Like ther Human cousins, Centaurans
fill a dizzying variety of roles within Starfleet. They avoid the careers of rogues and

soldiers, however, Centauran culture L;ll'.lll\. reswards scientists  and  mvstics,  and

Centaurans make excellent diplomats and starship counselors

SPECIES ADJUSTMENTS +1 Presence, Centaurans tend to be more attrac tive than average Humans |;.|'|_n,n,||_||l.,-

as a result of earlier adoption of global nurritional minima. Their atitude of calm also tends 1o impress others,
SPECIES ABILITIES

» CENTERED: Centaurans get a +2 bonus to Willpower, possibly as part of their Human heritage,

= EMPATHETIC: Centaurans are culturally concemed with others” emotional state. Centaurans recelve a +1 species
bonus to Influence, Megotiate, and Persuadz tests. If a Centauran takes the Pionic edge, she receives the

Empathy skill at level 1 for free

= Sk Focus: Armistic: Trained and nurtured in aesthetics from childhood, Centaurans pet a +1 S ies honus fo

all Crait and Entertain skill tests.

NOTABLE CENTAURANS

Kulei Asephas, the brilliant medical researcher whe
ended the devastating Plogue Years, used her sdentific
fome to build o losting peace for her planet, serving es
the first Speoker of its first global Parliament, She is
easily the greatest heroime of the Centowran people,
ond her life story remains the topic of more Centauren

holoplays ond paintings than eny other, even affer
almos! five centuries.

Coptoin Gon Loikan, whose U.5.5. Asimov discovered
more Class-M plonets than any other starship in the
23rd century, loter served as Federation President ond
on the Supreme Court. Stotesmar, storship commander,
and scientist, he remoins o role model for many
Centauran Starfleet officers.

STARFLEET OPERATIONS MANUAL
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RDELTANS

PersonauTy: Among themselves, Deltans are relaxed, comfortable, sensual and receptive to each others’
interests, needs, and emotional states. Non-Deltans do not always react well or predictably to a constant bath of
physical and emotional support; among outworlders, Deltans can be stiffly formal until they form close friendships.

PuysicaL DescrIPTION: Deltans have no surface hair except for eyebrows, lashes, and {occasionally) a very
thin layer of soft down along arms and legs. Other than this, they closely resemble Humans or Betazoids. Deltans
are, on the average, slightly slimmer than Humans, and their cheekbones, eye shapes, and jawlines are slightly more
symmetrical, Humans (and many other humanoid species} often find Deltans quite attractive.

HomeworLD: Delta IV orbits a small blue-white star in the Beta Quadrant. A world of small, forested conti-

nents and lush tropical islands evenly spaced in a warm ocean, its three large moons create complex, unstable tides.

CUuLTURE: Delta IV's unpredictable tides and othenwise |'|n5p|[d|1|(' (‘LUIUH}' combined to create a culture at once
polyglot and unified; although many microcultures evolved on the p|;u1t.'t':-. r11}'ri~|d islands, they could never remain
isolated long enough to develop either xencphobia or devastating cultural advantages. To avoid inbreeding, the
island-bound Deltans also developed a very open sexual culture; stranded mariners were often adopted into large

group amours to blend genes more effectively. Brought together by ties of
sex and geography, Deltans learned to get along with each other by
necessity; with a nurturing planet and a low species birthrate, wars

over resources were almost unknown.

Deltans were also pushed in the direction of cultural
unity by their genetic predisposition toward empathy and
ather psionic abilities; their ability to feel each others’ pain
soon made war, and even serious emotionally-scaring
argument, unthinkably impolite. Unlike other psionic
races, Deltans’ strong pheromones made them physically
unabrle w hide their emotions; the smell gave them

away every time. Their culture evolved toward a glob-

al ideal of supportive, nurturing behavior based on
time-honored Deltan sexual openness and a deep-
rooted sense of species and personal security that net
even their encounters with the Andorians (and eventu
ally the other starfaring cultures of the Beta Quadrant)
could shake, Their sole concession to a dangerous galaxy
was the adoption of an Oath of Celibacy out of necessity (and
simple politeness) when dealing with less sexually-mature

sprecies and cultures.
LANGUAGES: Deltan, Federation Standard

Common NamMES: Deltans use a single name, telling indi-

viduals apart by contest, if necessary.

MaLe NamEs: Dro, Gemkon, Kili, Lona, Muren, Niro,
Kaen, Rro.

FEmaLe Mames: Alia, Elen,
Eren, llia, Inaia, Owgron,
Oona, Umia.



FavorReD PROFESSION "Qt.||«|'|iF'| counselor, med-
cal officer, or flight control officer. Deltans also make
excellent diplomats or scientists especially in linguis-
tics, biology, or planetalogy), The major Deltan religion
nas a ‘\1F(II'I;,Q mwstical rm1|1n|w_-:'.1 other rir_'1| 1o sexual

meditation, empathy, or healing

SpPeCIES ADJUSTMENTS:
+1 Perception, +1 Presence
-1 Vitality,

SpeciES ABILITIES

Bonus Epce: PsioNic: Deltans

automatically possess the Psionic

page 136)

EMpPATHY: Deltans 2ain |-,r11|h|‘!'1\ 2 at no cost and
can treat that skill as a professional skill for the pur-
poses of skill selection and advancement. Deltans
with Empathy 4+ can take the skill Mind-Meld itreat
as the Vulcan species ability

» NAVIGATIONAL SENSE: Deltans have a knack for nav
igating, especially by stars and tides. They receive a
+2 species bonus to any Survival {Orienteering) or
Survival (Water Navigation| test, and a +2 species
bonus to all Space Science (Astrogation) anl ayslem
COperation  (Navigation)  tests. Although mam

Deltans possess the Sense of Direction edge, it is

not inherent in the Deltan species

Pan RepDUCTION: The Deltan technigque of pain
reduction allows a Deltan empath to ease the pain
and trauma from wounds or disease. Treat this abil-
ity as a skill, starting at leval 1, which can be

advanced as a prolessional skill

The Dredtan character must be able to touch her tar
get with the bare skin, Fain Reduction is a full-round
action. The character makes a Fain Reduction skill test
and adds her Psionic modifier; the target may choose
i oppose this test with his Willpower or Mind Shield
dlthough this rarely happens—Deltan empaths seldom
offer pain reduction to the unwilling. If the character
suceeeds, the wound or other trauma affects the target
at one wound level less: a Wounded target woldld [rer-
form tests only at the Injured penalty, for example. The
wounds themselves are still present, and any turther
injury restores the target to the “true” wound level,
with full penalties. Deltans cannot perform Pain

Reduction upon themselves

~ . 2
edpe (see Star frek RPC Plavers J.wri

PHEROMONES:  Deltans  continuously  emit
pheromones with a broad enough spectrum to
affect most humanoid races. This grants them a +1
species bonus 1o Influence (Charm) tests and a +3
species bonus to Influence (Seduce) tests, Seducing

a member of a less sexually-mature cul
ture can be dangerows, however; an
exfraordinary success on the test
gives such a  wictim  an
Addiction (as the flaw) which

may manifest as obsession,
stalking, kidnapping, murder-sui-
cide, or other breaches of ethics. The
Deltan Oath of Celibacy exists to prevent
such unpleasantness,

NOTABLE DELTANS

Wia, the navigator on the first voyage of the refit

U.5.5. Enterprise, had also worked dosely with the
Starfleet teams assigned to Delta IV after the Deltons
became full members of the Federation in 2259. She
formed o sirong ottachment to Captain Willard Decker,
with whom she was reported “missing in oction” ofter
the Enterprise encountered the V'Ger probe in 2271,
Her exomple further cemented Delton-Humaen friend-
ship.

:ﬂ, the Deltan sage who guided the plonet through
its tomultvovs decodes from first contect with the
Andorigns in 2182 to Federation membership, devel-
oped the Ouoth of Celibacy and wrote much of the
Deltons’ modernized legal code. He was also o gifted
poet and sexeal artist.
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GRAZERITES

it, with high self-esteem. They make few snap

PeERrsOMALI Lrazerites are -|||II::| stic amd |.l|.|-. idly confider

1
ey ¢ I
o ang

r, and seldom show it openl

cisions, being 1 i and contemplat ve by nature, Crazerites are hard

d w athers” unh ippiness, | tremely patient

even if funous. Grazerites prefer consensus to conflict, and are distre
tant to horedom, Gragzerites excel al tasks reguiring a long attention span and lose detail work,

but not unusually so i|||'lr thick hide has a

Puy al DescripTioN: Grazerites are heavilv-built humanoids

Crazerites exist, as do !:lil'll el o

ir all ever it usually amber in color, but white, e ige, dar o b3l

mottled ones. Grazerite tacial teatures |.-:||'.||-'-::||||.|I|l- il |il'1'|'l|x furrowed brow ancd a bovine snowt i\.'kll-lli',lll
curving horns, which may reach four inches in length, crown their skull, (Current fashion calls for a tight-fitting

cloth cowl to cover the horns, )

HomewoRrRLD: The planet Vacca ll, a planet of larpe, flat continents and temperate climate orbiting a yellow
bwear star surrounded by a pinkish hydrogen “halo This halo cuts much of the harmtul rachiabion trom Vacoa, while

increasing solar heating; Vacca is a warm, rertile, clement world
C Ture: The basic social unit among the Grazerites is the gpsed, a con

plomeration of anywhere from a hundred to five hondred individuals who

wviork, relax, eal, and ruminate together. Thoy are often related o one anoth

er :'||||-||| bt WE Cons -.III::__ |'|'|IIII'"', i unre _.r.-rl I|r!|'..|||,:.|!'-. .I|'-||

exist, and behave no ditfferently than their more commaoen counterparts

Girazerite life centers on e Broup ot the individual privacy, Tor exam

i5 a concepl urnkiowwn o them exe ept as a topic in one of Vacca Hi's
wlent of acade

IS 1 'I||'."'|||:l\.| LD HEraAtiein ""-\.”"Illl\ 1 :Ill (351

nlisls

mies for Grazerile diplomats, starship crew, and s

The tnsol plays the primary rale in ralsing, tutoring,. and sheltering

of Grazerite children Although Drazerites usually retain some a

or their blood parents, all adult memiberes of the gpsol share egually in

child-raising duties. Herds of adult Grazerites carefully shelter the voung

rers of Yacoa [, and showe them with lowve

om even the mimimal o

up emotionally secure and certain

ection, Lrazerites gr

of the benign nature of the universe, With the birth of their first o hilcd

Ciragerite parents aftain full citizenship, and can participrate in ther own

LIpsL I's delibemtions and in Vacca s consensus democracy, Like all

imporant Gragerite occasions, a communal ritual involving

le entire upsol marks first-birth

Grazerites enjoy thinking and talking

topether, as agresment comes easily

Grazerite debates, such as they are

winded rodomontades

resembile lor =
in which cach speaker agrees with
the last while =lightly restating and

iments

refining the previous arg
Crazerites can while away endless
homars in this '|.|'--||II.III_ FHEWEST ::1'=II!';,!

-\.'\.Illl 2 II

bored, solemnly APFE|

er o fon wars  while  jointly

v fovward a consensas. Thetr

ambling

! COMVETSd

selt-image as scintillatir

lists is not shared Yy other

speCies but  they Prosper 1n

1l circles

Federation RO e




Languaces: Grazerite, Federation Standard

Common NAMES: Crazeriles combine their 2iven
individual names with the pnames of their pseds 1o
form a single, hyphenated nameé

UrsolL  MNames:  Algor,  Bentor

Coepur, Iy

MALE Names: Dalig, Dashul. Jaresh
Jostaiel, Lijet
MNAMES:

FEMALE Barab

lanad, Lirix, Urlesh,

Favoren PROFESSION
Engineering tempts most Grazeriles
whao serve in Starfleet, although many also
Bécome scientd afficers (speciall 2ing in life
SCENCE Of ||I.1|1r-||:|1 AT S TR T al officers, o
FvRF sEecurTy Oicers, Oatsicde Starfieer
Lirazerites often [PLrsLaee J.|||!l|| iTalic Caresrs

SPeclies ADJUSTMENTS: +1 Presence. Grazerites
deeply imbued sense of calm helps athers to become

calm, “‘l'“"(! andd r|||..|:||_|_|| mn 1I|-||.” presence
SPecies ABILITIES:

- Bonus EnGE: EXCEPTIONAL CONCEMNTRATION:
Crazerntes are skilled at maintaining their focus

'!|II'LJ'.:H|1 lengthy perio s of detailed meditation.

= Bowus EpGe: THICK Skuil: Descended from
horned herbivores, this 1‘IJ:_!|' is the literal truth for

Grazerites.

Herp Poumics: Grazerites am masters of Aroup
agreement And consensus, and sensitive to shifis in
Broup opinien, Lrazerites get 4 1 1 specicos bomus ta
any Megotiate or Persuade test imvolving groups of
sentient beings. They also receive a +1 species
bonus to Sotial Science (Anthrm |||.-;_‘:l.l and Social
Science {Political Science) tesis

HIDE: Grazerites’' thick, leathery skin deflects 2
points of kinetic, fire, or comosion damage per
attack. It does not affect their resistance to stun
.||||'|\.I||LI|| G Thick Skull, abovel, sonics, or |_|r|||'|

energy attacxs

4 H{_}HNS: ':..rr.’lf!"l'lh' |||:|r|'|'| do 1l =

Strength modifies
butting damage in unarmed combat, All Grazerites
begin with +71 skill tevel ir palava, the traditiona)
Grazerite unarmed combat method, centering on
the use of |1|rr."|*_-\. tei '.|II.I‘-|1 anes “|?F?"'I|'|"-"'| oiftl-bal
ance. It descends from the primitive  contests
Crazerite males Lsed to fight for acmis-
sion to, and |F*-1r|-.'r'\-||ri| of, the wpsal
Palava exists solely as a Grazerite athletic

sport, similar to Earth wrestling; it 5 an
Unarmed Combat  skill
Strength rather than Agility,

bhased on

NOTABLE GRAZERITES

Ambassoder Jaresh-lnye represented Vacen 111 on the
Federation Council for 22 years, ond was elected
President of the Federation in 2371. His deep and abid-
ing comcerns for comsensvs, individval rights, ond
democracy helped him resist ill-advised emergency
measures during the Dominion War ofter the revelation
ot o changeling conspiracy in Starflest.

Grazerite psychologist Dolig-Bentor heads wp the
counselor program af Starfleet Acodemy. His pioneering
work in the connections between group and individual
psychology have overturned academic thought on Vocta
Il and in the rest of the galaxy.
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REGULANS

PersonaLiTy: The averapge Regulan is calm, collected, and strongly individualistic, Regulans dislike crowding,
dirt, noise, and disputatiousness, Some Regulans can seem finicky or prickly to outsiders, and they remain non

1 friendships, However, many R lans put a veneer of flirtatiousness or banter over this
|

demanstrative of even stror

ate core, especially when dealing with non-Regulans

PHysicaL DescrIPTION: Repulans are thy slimmer in the |'|i|:|-1 and chest than Humans, but well-muscled

on their lighter frames. Regulans closely resemble Terran felines, with flat noses, fore-mounted eves, tulted ears,

prominent canine teeth, long tails, and deck fur ranging from deep black to tawny, Female Regulans tend to have

longer manes than males

From their home plaret of Regulus W, Repulans have settled a number of colomy worlds, includ

ulus Il and La'ven 11 Hl"¢|||.|!'|1 trom any of these worlds can serve in Starflest

ing Asrel 1V, 15 Lyncis |
CultTure: Regulans evioly e from arboreal FI!I'(I.I-'IH"-\. with many similarities to the smaller Earth feline species
such as ocelots or jaguars, Early Regulans spent their whole lives on the move, prowling across hundreds ol sejudrne

an sociely evolved as a || WSE |:-"|||':||' abion of |||.II'I|||||'.-.| clans, meseting at Nl'll"

kilometers of forest and Reg

cific locations for mining, government, and other relatively fixed functions. Repulan civilization advanced much
lacked the “trooping instinct” that Earthly primates had, The Regulans
acquired star drives from a failed invasion by an aggressive species millennia ago, during their late industrial era.
lsof B

P OWETI |,i|_|":||._-I and devastat ng, their ||E nel s eCosysiem.

slower than Earth's, since the Regulans

Sthowgh it killed hundreds of thousan aulans, the war with the Kodom allowed them to bootstrap their tech

nology w

Their cultural insistence on low population densities (and the tear

af a follow-up attack) caused the Begulans to spread out over a
number of planets almost immediately after the war; Regulans

made first contact with a number of races, including the

Oricns and the Ferengi, during this exciting “frontier era.”

When Hegulan and bederation ships Firsl met in

2249, it only took a few vears of discussion for sey
{ erteen of the twenty Begulan colony worlds 1o

iccompany Resulus VI into full Federation member
B

ship, Hegulans merged their Regulan Sky Navy with
the Federations Starfleet, and have continued to provide
a disproporiionate number of Starfleet’'s most intrepid

x| lorers and II|'|||II||=: i .'||}r.|lllx BVPET SINCE

IGUAGES Regulan  Standard Federation

Stangdard

e5: Regulan names do not follow

B ]

gender patterns, although they are traditionally passed

down through family lines. A Regulan son might be named

fur bs menher, or a |J.|||:;:||I1': for hen Bredat-ung le
RecuLAN MNAMES: Frras, K'rrurr, M'morr, Polyrr
R kwarug]

R'ruul, S'rrel




FavorReD PROFESSION: Starship officer, espe-
cially security and communications work, Mamy
Fegulans also enjoy the challenge of science, reveling
in the hunt for new information and km_wlf_-rrl_::p
F{q_'-l_';u|.|;||~. aleoy work well in II‘|1r'|||;,‘1|_'I‘|1'r" branches
Except for commando units, Regulans make only fair
soleliers Eegulan culture has its share of mystics, since
individua' communion with the divine is a key tenet of

Repulan beliet

SPECIES ADIUSTMENTS: +1  Agility, +2
Perception, —1 Vitality, Although they retain much of the
sprightliness and keen senses of their hunting ancestors,
their tricky metabolism and elatively light build lessens

their ability to take continuous punishment
Species ABILITIES

- Bonus EDGE: MiGHT Vision: Begulan eves are opli-
mized for hght intensitication, thanks to their

ancestars” night-hunting habits.

[ WiDe-SPecThRumM HEARING: Althouph not as sharp
as Vulzan hearng, Regulans can hear sounds in
ultrasonic and subsonic frequencies, They also have
excellent sound discrimmation abilities, and pet a
+4 species bonus to all Observe (Listen) tests when

attempting to tell sounds apart from each other

NOTABLE REGULANS

Admiral S'rrel became one of the first Regulans to join
Starfleet, working his way up the chain of command
serving both as Regulon Ambsssodor to Earth and full-
time Starfleet officer. He encouraged other Regulans 1o
|oin vp, end was fomous for plocing Regulon communi-
cations officers onto fromt-line storships. Maony of
“S'rrel's get” loter served os Regulon ambassodors
themselves to planets they first visited os shipbeard
officers. 5'rrel remoined o streng supporter of Starlleet
in his later years on the Federation Council.

M'morr is 15 Lyncis' best-known archoeologist, and
femous in Federation historical cirdes for her unortho-
dox theosies and for her absolute fearlessness in hont-
ing down procf of some oncient cwlture or bizarre leg-
end. She speciolizes in new discoveries, often honding
off immease finds to junior scholars for cotaleging and
publication.
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TELLARITES

Personauimy: Tellarites argue and debate with ¢

Ther delight in disputation comes from a powerful desire to

know the underlving facts: their investigative, inguisitive, curious nature gives them a great love for objective truth

and fact, Where that lies 0 doubt, they enpony reasoning out the answers with logical {and incessant) argument

Tellarites often seem grull, or dow |||:_l!_||I rude, tor non-Tellarites, Since this often starts an argument, they seldom mipd

Puysical DescripTion: Tellarites are short, stocky, furryy humanoids with flattened, piglike snouts below beads

eves capped with hairy brow-ridges. Their fur ranges trom white to dark brown: their skin from _|:'.'|l.' pink ti ey

black. Tellarites ¢

jov wearing bright, gaudy clothing that reflects bath their persanal taste and any ambient light in

HomeworLD: Tellar, the mountainous, wet third planet out from the white subgiant of the same namae,

Cucture: The Tellarites venerate free speech, public debate, and the free exchange of information as the high

est accomplishments of society. Second to that, they believe that all problems exist to be solved, especially physi-
cal ones. Tellarites have litle patience for mystis al mumbio-jumbio or “the unex; ained”: they tend tonward atheism,
altl 1>|,;:_'_|| every Tellarite possesses a0 shrong ethical code (which he will

explain at length if provoked

Mary Tellarites rival the Ferengi in their love of markets and
finance. | Tellarites, of course, will also alk vour arm off about
why the Ferengi system of state capitalism is actually ineff

cient, counterproductive and immoral.| .-"'.-II'l-:rlI'?:l' ey

may not win any survey of the Fedaration’s most popiglar
members (there has never been a Tellarite President of the

Federation), they are among s most loval and productive,

ANGUAGES: Tellarite, Federation Standard

raomM MNa

single name, In the centuries since jaining the Federation,

£S: Tellarites traditionally only have a

more fashionable and modernistic Tellarites take pwo

mames, ollen "Ii'\|||_: ImMaae .||II:. |I'I".".:Ik" dat I.I|1LI| HTI

MaLE Names: Brok, Cherok, Gaer,

Ciav, Gnarr, Grahd, Ranx, Tarno

FEMALE MNAMES: Boven, Chahat
Lengor, Grillon, Melbonit, Morbren

Tarmir



FavoRED PROFESSION: Starship engineer [ EMNGINEERING TRAINING: Every Tellarite receives

lellarites love all things mechanical and intricate; intensive training in engineering at all levels of
they also find themselves right al home as school, A Tellante character at the begin
science officers (especially physicists ning of play receives +2 levels in am

g

chemists, and practitioners of other LM lI1|.'.Ir1l:'1"FiI'|J'._'| skill selected by

"hard” sciences) or operations offi- the plaver

| 3

cers (transporter chiefs especially) ‘

Tellarites also make excellent mer - EvE-HanD COORDINATION:
chants and scientists (again, pri- ; Tellarite brain-eye structure,
marily in hard sciences and math ’ * and the slightly higher adrena
ematics). Tellarites who don't feel ) line and acetylcholine produc-
L ad

that they fit into their cunningly tian of the Tellarite limbic svs-

organized culture often become
eNZinears On Tropue of mMercenan ll

ships, or even turn their own =kills

tem, both contribute to better-

than-average reflexes, Tellarites

have a +2 species bonus to thejr

(]

toward crime, especially smuggling Quickness reaction.

SPECIES ADIUSTMENTS: +1 Vitality, -2 [= INFRARED ViS10M: Tellarites can see into the
Fresence. Physically sturdy, Tellarites conform to few infrared. They suffer no penalties for seeing warm
speecies’ ideal of beauty, and their abrasive personali ohijects (such as most humanaoids) in the darkness.

thes don't hr'“l_
SPeCIES ABILITIES

BONUS EDGE: GREAT Stasusal The single-manded
Tellarites learn to push themselves.

BoNus EDGE: Sk Focus (Crarrsman): Tellarites
have a natural affinity with building and reparing
mechanical devices, possibly due to SLIPETIOn sens

os of relative distance, ||:~|':-r||_ and density,

NOTABLE TELLARITES

Tornos, the politicol sceatist and dipglomat whe helped
draft the Federation Constitution in 2160, also helped
ratify it on his homeworld. His debating skills remoin
the stuff of Tellarite toll tales ond children’s stories 1o
this doy, ond his absolute omd unflinching personal
integrity continues to inspire even adult Tellarites of all
types.

Goarr begen his coreer as o spocefrome designer, and
eveniwally became heod of Starfleet's spoce design
tesm ofter Tellor joined the Federation. Frustrated af
the weaknesses of conventional metals, he eventually
led the team that first refined duraniam from pollariom.
Since Tellorite componies owned almost all the pollori-
um mines in the guedrant, he olso mode Tellar
immensely wealthy. Engineer, metoliurgist, and finan-
der, he typifies the Tellarite dream.

STARFLEET OPERATIONS MANUAL

13413 NI S133dS M




CHAPTER FOUR

TIBURONESE

PersomaLTy: Tiburonese project an easy-going, sensual, hedonistic image, Tiburonese enjoy respect without
formality, and honor those with open minds, However, their desires can easily become drives; a dedicated, single

minded Tiburmnese s far trom the contradiction in terms it might seem,

Prysical DescriPTION: Tiburonese are taller-than-averape humanoids, FANEING in olor from recldish tan 1o
pale golden, Some Tiburonese have faint stripes on the back of their heads, hands, and legs. Tiburonese have large,
elaborately flanged ears and sport a row of tiny, bony protrusions running across the head and down the neck

hMany, though not all, Tiburonese of both sexes shave all body hair; others trim thears into elaborate sty les,

HomeworLD: Tiburonese are hybrids of the natives of Tiburon and those of Ucal, another Class-M planet in the

same system. Both planets have completely interbred

CuLrurRe: The highly technological sockety of the Tiburonese 1s a direct oulgrowth of alien congquest, The war
like, authoritarian Ucali conguered the pastomal inhabitants of the planet Tiburon in a war for resources fourteen
centuries ago. The Spartan elites of the Uicali ruled Tiburon with cruelty, allowing the infamous butcher Zora 1o con-
duct atrocities in the name of "genetic experimentation” on the Tiburonese populace. However, the native
Tiburanese cleverly sulwered their captors, tempting them into pleasure, gratification, and eventual decadence. The
Ucali Tindlly underwent a total cultural melidosw i, their young millitaby codets and ehite soldems refused 1o Tol low
the orders of a corrupt regime that no longer practiced the stern asceticism it preached. During a period of anar
chy, the Tiburonese ||.'|||.|,||.|:||.|| imterbred with the Ucali, removing the |r|'l.||L|<"'|'| anda 1’*Ht|i1|:|!| the caste system the

Lcali had enforced

slthough the Tiburonese rejected science for centuries, they were forced oo maintaln an intricate technical infra-
structure to keep their planet alive after its looting and devastation by the Ucali. The work of Neprin and others led
to a culture and economy heavily dependent on robots and labor-saving devices, trecing the Tiburonese themselves
to pursue only joy and pleasure. The brilliant acoustic physicist D, Sevrin rebelled against this insulated culture,
claiming that over-reliance on technology had weakened the Tiburonese, It does seem to have suppressed their
Immune systems; the urabile and deadly disease synthococo s povae infects hundreds of thousands o

Tiburonese

Fortunately, Tiburonese high technology remains well able to control any problems it may have created (Dr
Sevrin was, it twened oul, insanel, not least because the Tiburonese treat the satisfaction of curiosity as a crucial
pleasure. The jovs of scientific investigation and exploration animate Tiburonese culture, They also delight in sub
verting intolerant or authoritarian regimes. Ever since joining the Federation in 2229, Tiburonese representatives on
the Council or in Starfleet constantly urge it to take a more active role in deposing despotic rulers. To many

Tiburonese, there are seli-evidently higher virtues than the nor-interference doctrine of the Prime Directive.
LamnGuaces: Tiburonese, Federation Standard
Common Mames: Tiburonese take a single name.
MALE NAMES: Beorin, Gavin, Mirrin, Meprin, Sevrin, Wilorin
FesmaLE Nasmes: Alari, Estal, Nowva, Rvka, Thandi, Vurn.
FavorReD PROFESSION: Science officers or engineers. Products of one of the most intensely technological cul

tures in the Federation, Tiburonese have plenty of opportunities to study advanced scientific lechniques even before

juining Starfleet, Many Tiburonese become scientists, and their casy-going charm makes them natural diplomats o

lovable rogues. Tiburonese culture does not embrace mysticism



Seecies ADIUSTMENTS: +1 Presence.
II.,l‘..'|| v Tihuroness project greal charm and charisma
with little effort. The advanced nature of Tiburonese
medicine, and the extreme comiont of Tiburonese soci
ety (Combined with the side efiects of massive inter
breeding with the Ucali) have slowly weakened the

Tiburonese genome.
Species ABILITIES

» AMIARLE: “riendly and comfortable with others, all
Tihuronesz gain a +2 species bonus 10 Influence

(Charm) ar Influence (Seduce) tests

F G.q_u|\||jc Tibiuresriese L wliune 1'|-i1n_~ 5 AFFELSEs T e il
Tiburonesa may lake a +1 species bonus on any

Ciaming skill test

L

TECHNOLOGICALLY ADEPT: As the product of the
Federation’s most technophilic calture, Tiburonese
i |'|.'|r._'||, tear: receive a +1 Speiies honias to System

Operatior or Computer Use skills

NOTABLE TIBURONESE

Aiuri, fhe Tburonese cowrfeson who sedvced the Ueali
High Suzerain in 1154, began the Grand Subversion
thot transtormed Tiburon from on occupied planet inte
the sovrce of oll cultural trends for the system. Her pre-
cepts ond proverbs guide many Tiburonese even now (if
often ironically); one of the best-known is "He who con
moke love best, never needs to moke war.”

The neurachemist Neprin pioneered emotional cyber-
netics, practical robotics, and atmespheric reionization.
His scdentific principles led to the to the development of
the orgone re-oscillator, the key device at the center of
Tiburonese energetic biophysics.
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L£ALDANS

PersonNALIT Zaldans are inherently termitorial and brusgue tomvaro those they Conceive as inter Opers or oul
sidders, However, there are few truer triends than a Zaldan who has “adogpned” vou, Zaldans enjoy hard work, CSpH-
cially hard mental work. The Zaldan ethical code of complete and total honesty means that they don’t “oet” sar-
casm or irony, and oiten seem rude and abrupt to non-Zaldans, Zaldans consider even elementary social courtesies

privsshy rude and immoral although they accept Starileet discipline as a military necessity

FJ HYS

tat. The average Zaldan is I_|:|

AL DescrIPTION: Zaldans are bu ky humanoids with thick muscles and an extra laver of subcutaneous

or than the average Human, and cen additionally be I|I‘--’|I'||_'I.
h

hed by webbed f NEers
and toes, Zaldan skin color ranges from gravish-tan to pinkish-waite: their hair color runs froem deep brown to plat
g I

x

inum bland, Off duty, Zaldans dress in leathers, wsually trimmed with fur

HonmeworLD: Zald (Dolium V) is a cold, oceamc waorld arbiti

i white main-sequence star. Zaldans mostly [ive

i Huabing cities, drasing power from ocean-thermal conversion and hydrogen fusion. Zaldans mine matal from sea

water, and farm the herds of marine mammals on Zald and fields of carmivorous ke F-

Zaldans evolved from agquatic mammals, and retain a strong territorial

and social instinct, The ditficulty of |||'x|'|||r||.".:._[ |'||:_:|| technology with a |'I'H|:-l.||.l-

tion as low Landd a land area as smalll as Zald’s L|'|rl the Zaldans ar a prirmi
tive, tribal state for millennia, In 1567, the coming of alien colonists, the
Kimlon, upset this hash equilibriom, The Kimilon attempted 1o civilize
the patives, training tham in technical skills and preaching Kimilon ethics
and religion while using the Zaldans to construct the floating cities the
Kimilon wused as mining and farming stations. Unfortunately for the
Eim

on, the faldans’ territorial instincts remained intad t: a rebellion led
b one Rouwil Lees captured a network of cities, knocked the Kimilon
staships out of arbit, and completely Jiberated the planet by 196,
Successtul, the most extremist ||'|||'|'-._,'||II:..:I'(| Leserss, massered every Kimilon
colorist, and plunged the newlyv-independent world into civil war, Two
centuries later, the exhausted Zaldans slowly unified under the mantle of

“Leesite” thought—a code of complete, unflinching honesty in all matters

personal and governmental. Examining Kimilon technology, the Zaldans
-:|1"\.""-|:-I"!| Warpy drive 1n 2290, and immediately encountered a2 Centauran
fretehter '\|I|||.-:.::!_|| the Zalclans fori kv demeanor |_-'4n|:'|| 'I""”':'”?-:'“.'-'\. foar

Federation diplomats, Zald becarme a full member of the UFP in 233¢

Intriguingly, no traces of the Kimilon have ever been found in Federation his

toari .|| aF "'l'll‘?:*ll:lll. b T I:lr'fl'-
Lanauaaes: Zaldan, Federation Standard

Common MNames: Zaldans use two names, but

hoth are individual; one is chosen by the parents,

the second by aneself upon reaching maturity
Some Aaldans wse only their "mature” name
imn aculthiowel  Zalddans do not use family

MALE Mames: Dafed, Haaret, Lees,

Rondon,  REowil,  Samton,  Termon,

feroane

FEMALE MaAMES: Aleish, Cesamet,
Eamen, Granauil, sabevlh, MNilika

Cimale




Favorep PrROfFeESSION: Amy command prasition.
Zaldans love the independence and opportunities that
command brings, and their tribal nature makes them
surprisingly effective and supportive subordinates
once their confidence s won. faldans also make
excellent science officers and explorers
Zalclans make very poor starship coun
selors, and few of them serve as medical

pfficers, either

SpPeECIES ADJUSTMENTS
+1 Strength, -2 Vitality 5
Presence. Toughened by their
harsh world, Zaldan strength unfortu-
nately also shows up in their intense
personalities.  Zaldans manage (o
II1Fl'IId «wven e Speces ||'|-|||

Tellarites or Vulcans, no mean feal.
SPeCIES ABILITIES

Bonus EDGE: Exceiiest Metasouss: Zaldan hio
chemistry s hlL‘;hl'\_\. efficient since 0 evolved 1
digest the incredibly dangerous and often toxic
Zaldan kelp

Bonus Enpce: UnyiELDING: Zaldan culture and

saciobiology both encourage firmness

NOTABLE ZALDANS

Starfleet Captain Rondom cwrreatly commonds the
deep-space exploration vessel UL5.5. Jah'for. A brave
and clever officer, he wisely keeps o Vulcon anthropel-
egist end o Betazoid historion en his stoff ty hondle
first contoct missions. Rondon tokes o strang interest
in Starfleet Acodemy, ond often serves om entrance
examingtion panels.

Ambassador Semton is the Zaldom representotive on
the Federofion Coundl, and clmest the only Zaldan
diplomat os such in the Galaxy. Semion has monaged,
in his teaure, to grievowsly offend Regent Cuzur of the
Evorg, two Romulan Senators, and the Pakled ambas-
sador. This is why Zoldans vsvelly wse Vulcan consuls
for their diplomatic dealings with other worlds, telling
them “Your cowordly willingness to disguise your eme-
tions will serve owr world's proctical needs.” The
Vulcons, of course, take no olffense.

Con ResisTamce The oy Faldan climate and
oceans give Zaldans +4 to any Stamina test against
colel, They also take two rounds, rather than one, to
suffer the loss of a full Wound Level when exposed

to the icy vacuum of outer space.

[ HiGH Lung Capacity: Although not
water-bredathers, Zaldans evolved the abilin
o remain underwater for extended periods
of time, A Zaldan can haold his breath for fif-
teen minutes over and above the amount

conferredd by his Stamina. After

that time has elapsed, he must

make a successiul Stamina reac
tion test every minute {rather than
every roundl or suffer the effects of
direvwning, asphyxiation, efc. See page 228 of
the Star Trek BPC Narrator s Guide for Stamina
test TRs and other details of the drowning and

.EHF'II'I'\"\I.HI'!IH IlIl('H.
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- diplomatic
eremonies to preventing
an outhreak of Rigellian
fever, the equipment star-
ship oﬁMﬁFw can vary
ﬂlﬁl}ﬂ This chapter gives
same  more 'Hld‘!nu|ug]c.a|
jonls in the Starfleet inven-
tory, and gives starship offi-
cers the lowdown on -n,\pl,ﬂ,r
they stay lhere

tllmark of

starship quartermasters that any arnl

It has long been the h;

EVErY MUSSIET A I:' .Illl.Jll'l:lil\II!'II

with the

L1 III:I. III 1550e I'I!I|I|.|| el
1 phaser
nd a tricorder, plus a medikit for the
Ixctor. Many an away team lieu

with verteroan i

just in case” has heard this irritati ]

bovme truth from the first office: I
't any less i itating tor |"""Z—. Irue;
Iy 15 are i Il o |l|.||||'r'-- paci
Romulan

irvasions foiled with noth M@ Mo
than a |'||.|*-: r-11 andd a sutficiently rast
hand on the t Ansporter controls. It's
wital 1o Bet every ounce of use oul ol
the standard  1ssuE kit hefore
rECEIesting rcire ecpuipment . Searfleet
doesn't like to risk leaving technical
gear behind anvwhere, especially or
|III:I|III'\.-:' worlds (the lotian prece
dent still rankles). Even on

civilized
planets having  state-of-the-art
Federation technnld gy | il ntew thi
wrong  hands (Bomulan spies or
Crion Syndicate smugglerst erodes
the Federation's crucial design and

2al W el r
Balaxy wilh replicatons

r hing
otk ng

STAR TREK ROLEPLAYING GAME

remains “top secret” for long—Dhbut

hard for every singls

Srarleet works
ilaw. o .I||I._!II|-\. |"'._'|'-|' |I'||"-|' vosre trut s
elrillecl nta them by Altartleet
Command, and first officers have to
repacsrt any inel all "|II::|I ible technol
oy oss or contamination”  under
Regulation 2097, Furtheewne -‘|||||
captains don't like (and don't tend to

promotel  Starfleet  officers who
depend on gadgets instead of puts

brains. ancd instinct

Mis=I10oM ISssUueE

However, sometimes the param

eters of the mission demand som.
thing extra. Intelligence operations,

recondlssance missions, and chan

ng and survey missions an primitive

plancts oo occazionally call for [
cialized surveillance or security
geal Military ard defense missions
L[N ally ||III'Ir|:,; the Dominion
War) can see the load-out changed

ty phaser ritles or even top-line mil
itaryegracle weapons such as the izso
magnetic disintegrator or the tetryon
pulse launcher. Emergency response
missions rmight require specialized
or force field

medical technolk B

penerators 1o stabilize cave-ins o
shoaps .III'I||--|||'|¢-|'|- leaks Even wiorse
than lewsin @2 @ lranstator captain:
hate to | o w. It :lll' TSSO ntdi
Iy, truly reguires a piece of LI
ment, the captain or first officer will

@i oy the end of the Balaxy




EQUIPMENT RULES

This box gives the specific rules mechanisms for obtaining specialized equipment during the game. Unless the Narrater {or
u superior officer) says so, always assume that your character can bring o ommunicator and PADD on o mission. (In the 23rd
century, electronic clipboards are too bulky for landing parties to make o habit of carrying them.) Science officers con almost
always bring o tricorder. Except on diplomatic missions ond the like, most oway teoms are issved Type | phasers. Crew mem-
bers whe loudly ebject to standord isswe, or continuously demond more equipment, may well receive fewer Renown points
for omy given mission— Storfleet doesn’t like whiners, even technophile whiners.

To onalyze o mission for its equipment requirements is on Administralion (Starship) test of TN 15. For military missions,
Tactics {Ground) or (Small Unit) con substitute for Administration. Should & Crew officer successfully make such an analysis
demonstrating the need for more equipment, they may well be issued it. (Depending on the series, this may take a roleployed
session with the first officer —possibly invelving @ Persvade test or two—or a Persvade test on the Narraterl)

The reles that follow are for o series with either o grittier or more swoshbuckling feel; they madel the violation of Starfleet
regulations, ond may not be svitable for oll series. Consult your Horrator before using ony of them.

To scrounge equipment may toke o few Influence or Persvade tests on fellow shipmates. Otherwise, on a peacetime starship, on
uncommon quantity of equipment just sits openly in storoge bockers. To find it tokes an Investigate (Inspect) test or an Observe
(Spot) test in the right orea of TN 13. |As a general rule, ikat TN Increases by +3 for o storship during warlime, +5 for a ship on
yellow alert, ond another +5 for o ship on red olert; all increases are comulative.) Altering inventery records to obtain (or replace)
equipment is o Computer Use (Intrusion) test, also ot TH 15 (+5 TN for armecy records). Hiding minor contrabond (such os o gill-
mask, or some latinum) in your querters is @ Conceal (Cache) test at TN 10 —but con be oppesed by on inspector's Observe (Spot)
or Investigate (Inspect) test! Hiding drugs or energy weapons is a punishable offense; it should never be done lightly, os routine
imternal security siams may detect these Hems while ruaning “Intreder drills” or swchiike. Toble 5.1 gives average prices in oed-

its for goods bought on shore leave frem Federation member planets. Prices go up in frontier secters, on technologically-backwiard
worlds, or in areas where wars or wliural eddies areate local shortages. In such areas, the credit may not buy as much; the stan-
dard rate of exchonge with gold-pressed lutinum appears in the box on page 62.

Contucting rthe black morket on mosi worlds is o Sireetwise skill rest 0! TH 10, olihough a Speclic World knewledge test or
o Sodol Scdence (Criminology or Sedology) test of TN 20 might provide similar information. Gaining the confidence of o con-
mection may take Persvade, Influence, or even Impersonate tests. Turning wredits inte lotinum con be done of any number of
towurist traps (and other, seedier ploces on other, seedier planets); the block market will also wsually chunge Federation cred-
its for latinum or the lecal corremcy ot a 10-60% (roll 1d6 x 10%) markup. As a rule of thumb, starship officers com drow
their Prometion value times 2,000 in aredits as “petty cosh™ without any qeestions. Drawing more requires an Administration
{Federation) test af TN 15. Unfortunctely, black market prices con be 20~120% (2d6 x 10%) higher then list price, depend-
ing on the local government, econamy, and tech level. Concealing “ scrounged”™ equipment or black-market transactions in your
final report is an Administrotion (Starfleet) test, opposed by the reoder’s lnvestigate or Administration skills.

cially storedd in guanters against future emergencies,”
JUNGING Starflect also has few regulations gowve
But if vou don't have time to go to the end of the il the ship makes planetfall on a

plentitul replicators or a thriving baz:

“scroungers” ssion succeeded or not, I it did then the fiest
e duty affer a summary hearing And they're officer m: lowok any minor bweaks to the equip
-:|||_.i [||._|.'".r'=~:. too, 1 But other « .IF'|1.‘.II1- FLim T ment roster I:".._'1I shiow up
ships in other fashions, Occasionallv, a I.Iil'l._i' wil |'l.||_|i||-
ment might be available from the engineering locker, ar THe BLACK MARKET

a friemd migk n out something she has been issued As an absolute last ort, where life and death and

1N3WIND3 NOISSI

for her own mission. Even with isolinear computers, not Federation security
every hyperspanner and ampule get tracked from mis primitive worlds, and those outsic ‘deration  space)

sion o mission; some equipment simply gets “unoffi- have a flourishing black market. Buying on the black
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market almost alwavs takes latinum; credits can {of

coursel be traced. Buving on the black market also takes
1 connection, someone who knows someone who can
photon

set vou up with a few “never-been-looked-at

grenades, or an armored shuttlecraft once owned by a
shiieed !II‘.|r' Kl rgon |._’u|'k whio anly I,|-\.1-|| I (F] I|'|'L.-|i|' the
neighbors yvard. Again, Starfleel forgives much in the
cause of success; if an enterprising officer “accidentally
came across a crate of Romulan disruptor-rifles, more

power o her, However, any Federation  equipment

hought on the black market should be destroyed, or

I |r|l|'h'-:] to your superior officers—so that the leaks can

he traced an the »|11||.1u|g-r~ i_.|||;_'|j!' ._||'||| !'ILI'!i'-llI'Ll
|-1|.F-|"-|||:l. the question of how and why, exactly, you
uncovered the ring of Oron pirates and their supply o
hoit isomagnetic disintegrators . won't come up, You

might even get a promaotion tor initiative out of 1t.

PerRsSONAL EQUIPMENT
Earpicce Transcalvar
SPECIFICATIONS: 6 % 2.5 « 2.5 cm; mass (.03 kag
Descrierion: Primarily used aboard 2 3rd-century
starships, this device allows subvocal communication
with the ships computer or communications system
without |||-,Il.,-l|r~||H nearby personnel, The device fits
into the ear, with a miniature speaker broadcasting
messages e the user A bone conduction microphone
transmits the users subvocalizations to the starship’s

1 credit = 20 latinem slips

1/5 latinum strip
1/100 latinum bar

@ T0LES T e eces N E D

ITim

PERSONAL EQUIPMENT

Earpiece transceiver

Injectable ironsiater

Flight vest

Rocket boots

Universal tronsiotar
Mepicat Equipmint
Anabelic proloplaser, bosic

Ancholic protoploser, surgicsl
Drog empule

Energy scaipel

Medical scanner

Meurnl sewtrafizer
Psychotricarder

Stasis bockbeord
EMGINEERING EQUIPMENT
Antigravity lifter

Polaron prabe

Replicater multitaal
Verteron Inducer
SECURITY AMD SURVEILLANCE EQUIPMENT
Comouflage hologenerator

Exographic seasor

Force field generatar, pertable
Mavspgie

Wearons

Holdout phaser

|somagnetic disintegrator
Photon grenade

Phaton morfor

Sten grenade

Tetryon pulse louncher

PRICE [LREDTS)

125
50
4,000
2,500 (if ovailable)
500

750

200

10-60 x drug TN

800

800
100,000 (block marker oniy)*

5,000

€000

1,000
b25
L]
400

9.000
so0g
12,000
10,000

3,000 (black markst only)®
10,000 (back market anly)®
1,000 (blwck marks? only)®
40,000 (black market only)”
500 (black market only]*
50,000 (black market only)”

*Excluding Storfleet, which moy make this equipment ovoiloble to officers on o per-mission, as-needed bosis.
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communications or computer system. In emergencies

L ||.||1 e 1[.,'||'||, s Can ||I‘-|"I B usiescd Doy cLHmImnec alee
discreetly with the ship’s computer without the knowl
edge of mutineers of invaders

Ruces: Using an earpiece fransceiver 15 a Systom
Oiperation test, at 42 T due to the elative difficulty of
subvocalization, Owerhearing a subvocalized instru

TH 25

ibrary-computers  fo

tion is an Observe (Listen) test Earpiece trans

ceivers depend o -\.||I|:|5||:-.|:||
translation or decoding.
DviraTios  Erercy: 50 howirs

RamGe: 10 km

Flight Vesr

SPeCIFICATIONS: Depending on user, usually 2 x 1m
% | 5 em; mass 4 kg

DESCRIPTION: A ombination il S rfing  ohevice
emergency response vehicle, and commando gear, the
flight vest pocupies an anomalous position in Starflest
equipment inventores. "..1.||'||!-,|||! toy wser, ditficult to
maintain, and dangerous to the umeary, (light vests gal
-:l'-lll'l .Ill"liill:'.l.‘ O mission manifests, Floweyver, the clream
(&1 Fl!'r"wl"lllli :'||:_'|!|I ||.I'~ kt'[.': therm I 'F“'I'“ in civilian
areas, and in the hapds of a trained S| ialist they can

be as effective as any other means ol Ir.1||~|1l irt

The flight vest & a boronite whicker gpoxy sheath
wrapped around a |.~|'r~nr!..| anfigravily gerteration co-
I.l:l'll tor a poawerful twrbiime. In a normal class-M atmos
phere it has a top speed of 10 kph, The vest can sup
port a maximum of 210 kg of passenger and cargo,
1T |-|-J||1|,; the masa of the user. Hosseswer, i the vest car
Fies more -‘|'|.:|'| 1 21 }"'ri its Il|!| "'.:.'I\'.'I'l 1% ||'4|II| l"l,i toy [}
kph. In a vacuum the device adds a

compressed-gas

i of 2 Gs, reduced to

projector, and has an acceler:
0.5 Ges if careyving more than 120 kg, Lisers control the

vl by WO OB COaTamiANCis o ‘||I||||:l' 1 G 1al sixf o)

gloves linked to the vest by shorange transcaier
These gloves translate the user's finger movements into
commands to the vest. All users leamn both methods of
controdl ling this device

Rutes: Using the flight vest requires a skill test (T

15: against the skill Flight Vest {a skill under the

STARFLEET OPERATIONS MANUAL

Operate Vehicle skill group, see page 32). Skill tests (a1
increased THs) must always be made o perform any
sort of complex aerobatics, including those needed 1o
dodge weapon fire. A flight vest has 1 point of armor
It damage penctrates the armor, roll one die every
round: If the die roll is lower than the number af dam
aping hits on the vest, the vest fails and the user plum-
mets helplessly to the ground. Every hit drops 5 kph off
the vests top speed, and 30 kg off its top carrving
capacity, If the vest takes four hits or more without fail
ing, safely mechanisms force the vest o land immedi-
ately. I the vest takes seven hits or more, the vest fails
immediately, and the user plummets as above.
[ruganos/Esercy: |00 howrs normal use: 10 haurs

of o r-|'v.='l.-1| I'II'.I'L'\:\,' usE

Rocke! Boots

SPECIACATIONS: Roughly 30 x 200 x cm; mass 4 kp

DEscrPTioN: Even more insanely dangerous than
flipht wests, 2 drd.century rocket boots cambine anti
pravity projectors with small plasma rockets foe person-
al propuision. Only hobbyists continue to use them in
the 24th century, Rocket boots can speed the flier at B0
k|:—h in a normal class-M .I':I'I'IH-'=|:1hF'r|_'_ and support a
maximum of 210 kg including the wearer. They are
contredled by toe-click interface, or by voice command.

Ruees: Using rocket boots requires a skill test (TN
20 against the skill Rocket Boots (a skill under the
Operate Vehicle skill group, see page 321, Complex
acrobatics require a tost against both Rocket Boots and
Coymnastics (Acrobatics); any tailure sends the user into
i [I,lllllrh. which r1'|,';|'.J|rr'~. N IIII'[|||,'|' '\.Ll” e | <'H"“”5"-
Rocket Broots (TR 200 10 recover from.

Duranon/Enercy: 10 hours; 1 hour of top-speed
I'Ii"'.'a‘.\ Lise
Universal Translator

SPECIRCATIONS: 2H cm x 3,5 cm x 3.5 om; mass: (1.2 kg

Descripmion: Originally developed in the early vears
il Starfleat dleep space --\.1||-'l|.|1i||-rl By Lt. Hoshj Sato,
the: universal translator (UT) analyzes verbal input and
compares it with its ||||_|_!|-,:-th|£ data bank. Instant trans-
lation is available between any of the many thousands
of languages stored in the translator, This translation is
fully twowaw, so both parties can hear the other's
speech in their own langeage. Although Starflest com-
murmcators and later combadges) include basic UTs,
away Weams away from their ship's linguistic banks or
dealing with unusual lanpuages carry portable univer-
cal translators

Runes: The 22 ock-contury poototype UT degipmed by
Lieutenant Hoshi Sato could store 100 languapes at a
time; by the 23rd century, full UTs hold between 150
and 7MY languages, 24 h-century LITs contain 1000 or
rften i ||||1ir|_~: AT ||.|i| ir extinet

more languages

Vulcan, Klingon, and Human ones, Individual mission

INIWINDI NOISSIN




[EPLAY SEETT NSPLAYS ANY AUDIOVISUAL DATA, INCLUDING
LIBRARY DATA OR SENSOR DATA, HELD IN OR RECEIVED BY THE

TRICORDER. TRICORDER SCANS GAN THUS DELIVER AN
INFRARED, ULTRAVIDLET, SONIC-IMAGERY OR OTHER DISPLAY TD
USERS, ALLOWING OBSERVE (SPOT) (AT THE STANDARD THI

CORDER -+ § T0 BKILL) OR SYSTEM OPERATION (SENSOR) TESTS
AT TRICORDER RANGES FOR OTHERWISE INVISIBLE INTRUDERS IR

OBJECTS. USING A TRICORDER AS A TACTIGAL DISPLAY ALSO
ADDS -+ 1 T8 TACTICS (SMALL UNIT) SKILL FOR PLOTTING (JR

G

ALPHA BETA GAMMA UELTA INDICATOR LIGHTS LET THE USER
NOW WHETHER THE TRICORDER IS RECORDING (ALPHA), ACCESS-
ING (BETA), PROCESSING (BAMMA), IR TRANSMITTING (DELTA)
DATA.

k WHERE NO SPECIFIC RULES ARE GIVEN, ASSUME A SIMPLE SYSTEM
OPERATION (TRICORBER) TEST (TN 6) T0 BE SUFFIGIENT TO PR
FORM THE LISTED RUNCTION. UNLESS NOTED ELSEWHERE IN THE
STAR TREK RPG PLAYER'S GUIDE, ASSUME ALL Z3RD-CENTURY Thl-
CORDER PERFIRMANCE STATS ARE TWO-THIRDS AS EFFECTIVE AS
THOSE GIVEN HERE. THE MORE PRIMITIVE CONTROLS ON 23RD-
CENTURY TRICORDERS ALSD MAKE ALL TRICORDER TESTS EXCEPT
THE STARRED ONES () MORE BIFFICULT (+-2 TO TH).

TR
oy E

ON ANY MISSION, YOUR TRICORBER WALL OFTEN SPELL THE DIFFERENCE BETWEEN
"ENOUGH INFURMATION" A0 "DEAD." BENEATH 1S TOUGH DURANIUM CASING, 1T
HOLDS A POWERFUL VARIETY OF TOOLS AND OPTIONS FOR THE INTELLIGENT AWAY
TEAM MEMBER, THE CONTROL PANEL BN A 24TH-CEVTURY TRICORDER READS AS FOL-
Lows:

VIRETE STANDEY MODE INDICATOR.

FITY DAAAL FUNGTION CONTROL SWITCH.

* " INTERNAL AND EXTERMAL SWITCHES. 1" SETS THE TRICORDER TO RECEVE DATA
FROM (TS OWN ONBOARD SENSORS; "E" SLAVES IT TO ANDTHER SENSOR OR COM-
PUTER SUCH A3 A PROGE, A DRONE, OR A STARSHIP ANY COMPUTER USE TEST MADE
AEAINST A DIFFERENT COMPUTER THROUEK A TRICEROER 18 AT A BASIC -1 TN FOR
INEFFICIENEY; HOWEVER, A TRICORDER"S CONCEALABILITY AND PORTABILITY WAKES IT
AN EXCELLENT REMUTE TERMINAL FOR COVERT COMPUTER INVIRSION.

INTRSHIP

POOL TRICORDER S

INFUT




ABOUT YOUR TRICORDER » 062495 oo

! THE "A" FUNCTION DIRECTS THE UNIT TO STORE DATA IN ITS MAIN MEMORY; “B" DIRECTS IT TO STORE DATA ON ONE DF TWO REMOUABLE 180-
LINEAR CHIPS.

THESE SWITCHES DIRECT THE UNIT TO PERFORM GEDLOGICAL, METEORDLOGICAL, OR BIOLOGICAL (LIFE-FORM) SCANS. WHEN LISED WITH THREE
MLIACENT BUTTONS, THE UNIT CAN CONTROL AND RECEIVE DATA FROM UP T0 77 REMOTE INFORMATION SOURCES. USING BSILT-IN STANDARD SENSORS, THE
TRICORDER CAN PERFORM THE FOLLOWING BASIC SCANS:

BROLOGICAL, LDWG RANCE: DETECTS THE NUMBER, ORDER (HUMANOID, REPTILUAN, ENERGY-BEING), AND PSITION OF ALL LIFE-FORMS OF A GIVEN SIZE WITHN ITS LONG
RANGE (2 KM). THES IS A SYSTEM OPERATION (SENSUR) OR LIFE SCIENCES (BIOLOGY) TEST (TN 10). THE TRICORDER CAN ALSD TRACK INDIVIDUAL LIFE-FIRMS WITH-
IN RANGE (TN 15). THESE, AND ALL TESTS, ARE STILL AFFECTED BY STANDARD RANGE MODIFIERS, BUT ANY SCIENCE SKILL TEST KSING A TRICORDER 1S STILL AT +5.

BROLOGICAL, SHORT-RANGE. DETECTS THE SPECIFIC SPECIES (IF KNOWN TO ITS DATARANK) OF ANY LIFE-FURM WITHIN SHORT RANGE (25 M), WITH TESTS AS ABOVE (TN
10). TIRS SCAN ALSQ GVES GENERAL MEDICAL INFORMATION ABOUT THE BEING'S LIFE-SIGNS WITH A SYSTEM OPERATION (MEDIGAL) OR MEDICINE TEST (TN 10).

GEVLOGICAL, LONG-RANGE. DETEGTS, LOGATES, AND WAPS LARGE CAVES, SIGNIFIGANT MINERAL DEPOSITS, AND IMPORTANT GEOLDGICAL FEATURES SUCH AS FAULT
LINES WITH A SYSTEM OPERATION (SENSOR) OR PLANETARY SCIENCE (BEDLORY, MINERALOGY, OR VULCANOLOEY) TEST (TN 100. THIS SCAN ALSO DETERMINES THE
ROUGH CHEMICAL COMPOSITION OF ANY SUBSTANCE WITHIN RANGE WITH A SYSTEM OPERATION (SENSOR) OR PHYSIGAL SCIENGE (CHEMISTRY) TEST (TN 100, IT
GAM ALSD TRACK LARGE CONCENTRATIONS (10 K& OR MORE) OF A DESIRED SUBSTANCE WITH A SYSTEM OPERATION (SENSOR), PHYSICAL SCIENCE (CHEMISTRY)
OR PLANETARY SCIENCE (GEDLDGY, METALLURGY) TEET (TH 10).

EERUOGICAL, 0RT RANGE DETECTS, LOGATES, AND MAPS SMALL CAVES AND GONCEALED FEATURES SUCH AS UNDERGROUND WATER OR SMALL MINERAL CACHES,
LOCATES SWALL CONCENTRATIONS (10 & OR MORE) O DESIRED SUBSTANCES, AND ANALYZE EXACT CHEMICAL COMPOSITIONS: ALL WITH TESTS AS ABIVE.

METEGROLOGICAL LONG RAVEE ANALYZES LOGAL WEATHER PATTERNS, CHECLS ATMOSPHERIC SAFETY. PREDICTS THE WEATHER UP TO 20 HOURS IN ADVANCE, AND
BETECTS IMUSUAL PHENDMENA SUCH AS 10MIC INTERFERENCE WITH A SYSTEM OPERATION (SENSOR) OR PLANETARY SCIENCE (WETEOROLDGY) TEST (TN 18). USING
THE METEOROLOGICAL SYSTEMES ON A TRICORDER ADDS + 2 TO ANY RELEVANT SURVIVAL TEST MAQE THAT DAY. THIS SETTING ALSO REVEALS THE MAGNITUDE, TYPE,
AN3 LUCATIGN OF ANY LARGE ENERGY SOURCES WITHIN TS RANGE (SUCH AS SHUTTLECRAFT ENGINES, CAMPFIRES, OR RADIOACTIVE METALS) WITH A SYSTEM
DPERATION (SENSOR) OR PHYSICAL SCIENCE (PHYSICS) TEST (TN 10). TRICORDERS CANNOT DETECT NEUTRINDS OR SUBSPACE ANOMALIES WITHOUT SPECIALIZED
MORFICATIONS; ALL TRICORDER SCAN OR SENSOR TWE ARE -+ 10 IN THE PRESENCE OF THORDN RADATION.

METEOROLBCICAL, SHORT RANET ANALYTES THE SPECIFIC COMPOSITION DF THE LOCAL ATMOSPHERE, DETECTS AND LOCATES SMALL ENERGY SOURRES (SUCH 1S
ANITHER TRICORBER DR A CONCEALED PHASER) WITHIN SHORT RANGE; AGAIN WITH TESTS AS ABOVE

COMM TRANSMIZEIEN THERE FOUR SWITCHES GOVERN COMMUNICATION WITH OTHER DEWCES. “ACCEPT™ ALLOWS THE TRICORDER TO RECEIVE REMOTE INFORMA.
TION; “POOL" NETWORKS [T WTH OTHER DEVICES; “WTERSHIP™ LINKS IT WITH A SHIP'S COMPUTER; “TRICORDER™ LINNS IT WITH OTHER TRICORDERS IN RANGE.
THESE SYSTEMES PRIMARILY AID IN USING TRICORSERS AS COMPUTERS. POOLED TRICORDERS ALLOW MORE COMPLEX PROGRAMMING WITH COMPUTER DSE
(PROGRAMMING) TESTS; TWO TRICORDERS CAN SUPPORT AN AVERAGE (TN 10) PROGRAM, FOUR GAN SUPPORT A CHALLEMGING (TN 15) ONE, ENGHT CAN SUPPORT
A BFFICULT (TN 20) ONE. LIKE A PERSONAL COMBUNICATOR, A TRICORDER CAN CONTACT A STARSHIP UP TD 60,000 KM AWAY, OR ANOTHER TRICORDER OR COM-
MUMICATOR UP T 500 MM R¥aY.

THIS EMERGENCY TRANSMISSION BUTTON IMMEMATELY SENDS ALL OF ITS STORED DATA T0 A DESIGNATED RECEVER (USUALLY THE STARSHIP),
ENCRYPTED AT BURST SPEED. DUMPNG AN ENTIRELY FULL TRICORDER TAKES 10 MINUTES, EMERGENCY TRANSMISSION SHUTS DOWN ALL DTHER FUNCTIONS.
INTERCEPTING A RURST TRANSMISSION NOT INTENDED FIR YOU IS A CHALLENGING SYSTEM DPERATION (COMMUNICATIONS) TEST (TN 15); DECEYPTING IT
(5 A DIFFICULT COMPUTER USE (ENCRYPTION) TEST (TN 20) WITHOUT SPECIALIZED CODE CRACKING SOFTWARE.

THIS ALLOWS THE TRICORDER TO REGORD, PLAY BACK, AND EDNT ANY AUDIDVESUAL (OR OTHER SENSORY) RECORDINGS MADE BY THE UNIT. MAKING

A BASIC RECORDING IS A ROUTINE SYSTEM OPERATION (TRICORDER) TEST (TN 10), ALTERING, FAKING EDITING, OR ENHANCING [T, OR INCLUDING NON-AV DATA
MAKES IT MORE CHALLENGING (+3 TO -+ 7 TH). A TRICORDER CAN STORE UP T0 2,000 HOURS OF HIGH-DENSITY RECORDING [N TS INTERMAL MEMORY.

THE TOUCH PAD CAN BE CALIBRATED TO A SINGLE USER'S UNIQUE BIOELECTRIC "SIGNATURE,” PREVENTING OTHERS FROM USING THE TRICORDER 08 ACCESS-
ING TS DATA. GIRGUMVENTING THE ID FEATURE IS A REPAIR (TRICORDER) OR COMPUTER USE (INTRUSION) TEST (T 20), OR A FORGERY (IDENTIFICATION)
TEST (TN 15).

P R
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priafiles dictate which languages the UT is programmed

with: archaeologists use different LITs than first-contacy
teams. Between languages stored in a UT databank,
translation is perfect. With most new languages, the UT
ades +5 to the relevant Language skill for each ten
minutes of detailed conversation, up to a total of +15
1 -...;--_;_- a UT is the afpLvaient oY hraining mna .|.-.l.l.l.l.§.:J..l;_'1-
obviously,) Extraordinarily chifficult alien longues, S h
as the mwtaphorical speech of the Tamarians or the
insectile clicks and rasps of the Sheliak, can take much
longer to decipher. Using a UT also gives a +7 bonus
o Sowcial Science (Limguishics) besks

Duration/EnerGY: 1,000 hours  +  induction
recharging

Ramce: A UT can “overhear” conversations from up

to 50 meters away

Injecrable Translaror

Seecipcamions: Implanted, negligible mass
Description: The biggest drawback o universal
translators is their extreme visibility, For someone wish
ing o appear to be a native speaker of a language a
universal translator is useless. Implanted into the user

fusually by hypospray infection), a micromirnaturizesd
f

or translates subvoralized words into the cor-

frams
Fecl spee: h, transmitting them through the user's laryng
tor amplification. Thus, the user seems to be speaking
the |3'-"1't'.f'1|'|'l"""| language like a native, in his natural
voice, Most versions of this implant also contain a
miniature beacon Tor |-u'~'-|||l!;,' a transporer and sensor
loack on the user

This device, ornginally known as the subcutaneous
Iranspe nder, was designed to allivw Federation anthro
pologists and first-contact specialists to live covertly
arnong aliens while not revealinge off-w rld technology,
Bocause nf this usage, translation II'|'|||i inks are shield

e from all scans exe ept for close-range scans, sud h as

those performed by a Federation medical tricorder, o
extremely il werful ones, such as -|I:|'I|?I ard trans
L

porter sensors, Todday ||'._-| imate merchants, as well as

spies and con artists, also make use of the injed tahle

translator II1I|J:‘.IT'IE

Ruees: 23rd-century subculaneous franspe nders
can only store six languages; their locator beacon
operates at up to 26,000 km. 24th-century injectable
trartstators cart store M lanpuapes; their lacator eacon
operates at up to 60,000 km, Detecling the minute hes
itation and kl!._._lh'i'.;-".. unusual EIF'l maoticns ol 3 [rerson
using an injectable translator is an Observe (Spot) test
(T 201

DuraTion/ENErGY: 1,000 hours  + induction
recharging

MEDICAL EQUIPMENT

Anaballc Protoplasear

SPECIFICATIONS: Basic moded: 18 « 3 = 3 cm; mass
0.2 kg Swrgical modef; 28 x 4.5 x 4.5 cm; mass: 0.3 kg

Descrirmion: The anabolic protoplaser heals medi
um-sized and smaller wounds almost instantly, even
removing scar tissue, |t runs a tight ly-ce llimated ot
plasm-stimulation beam over the surface of the Iy,
causing it o simpdy regrowe isell A larger surgical ver-
sion of the anaboli F1r|:l.'|:-|'||.'.-d"r is designed specific al
Iv to heal serious burns, xli---|r- uis such as '-III:_:iu, al inci
sions, and other severe trauma, Physicians planning to
enter battlefields or disaster areas sometimes include
the surgical version in their medical kits.

Ruies: The basic anabolic protoplaser cannot heal
any wound longer or deeper than & cm; it provides a
+5 skill test bonus to untrained First Aid tests, In the
harels of a trained medical professional, it removes one
Wound Level of damage completely with only a
Simple test It can only heal wounds or burps up o 6
vm long or deep. The surgical version provides the
same bonus to untrained First Aid tests, but in the
hands of a trained medical professional, it removes twao
Wound Levels of damage wiath a Kouline test. It can
anly heal wounds or burns up to 10 cm long or deep.
Like the dermal resenerator. the anabolic protoplazer
can only be used once per injuny.

Duranion/ENERGY: Basic mode!; 100 hours + indur

tion recharging, Swrgical model: 25 hours + induction

* VPO T
recharging

Enargy Scalpe

SPECIfICATIONS: 5.5 x 3.5 x 3.5 om; mass: (1,1 kg

Descripion: While Federation medhicine can solve
many prablems without the need for surgery, it is still
sometimes necessary. Energy scalpels provide a pre
cisely controlled cutting beam of phaser-like energy
Linear heam energy scalpels produce a line that cuts
everything in its path. Simple controls on the side can
vary the ||'I|:_‘|I| of the beam between 0.5 and 8 cm
Focal point energy scalpels produce a single pinpoint
of cutting energy bebween 0.5 and B cm away from
the end of the device, This cutting point allows physi

cians to actually cut below a patient’s skin without




actually making an external incision. In the 24th cen-
oy, the biphase energy scalpel combines the two
typos into ane multi-tool, Energy '-|'g1[11|_'|l"' can cut
flesh, bone, wood, and most organic composites and
plastics, but not metal, crystal, hard rock, or other
tough materials

RuULEs: A
Medicine (Surgery) test (TN 15 to comectly use an ener

trained physician must succeed in a
gy scalpel, Using an energy scalpel as a weapon can only
be done at closer than point blank range (8 cm); it does
dt+3 damege per round of continuous wse,

PDuraTion/ENeRGY: 100 hours

Medical Scanner

SPECIFICATIONS: 6 x 3.5 x 3.5 cm

DESCRIPTION: A small portable device for obtaining
readings, medical scanners

immediate medical

reached the height of utility in the 23rd century. 5ome
2dth-century doctors continue to use them, but most
have switched to the more powerful and wveratile
(though bulkiery medical tricorder. A medical scenner
coess mot diagnose specilic diseases, but it does furnish
[Hrex e antormation on r|||,' ||.|!.'i"r|rk heart rate, |-|n:|u|,!
pressure, temperature, and level of blood oxygen. In
addition, it can accurately detact and localize signifi-
cant infecticn or internal tissue damage, This informa
tion is displayved on a series of six readouts on the bot
tam 0f the cylindrical clevica

RuLes: Lising a medical scanner takes 1 round. and
Medicine skill test (TN 10)

Diagnosing the patient and prescribing treatment may

Fr'-:ll,llfi": a successiul

|1'r1-._llrl.' 1||r:| £ .\'H"(“L irll' tests .||_‘:._|.'||~.| Spen ;Iil S :1||

fies, cle |:|'I|||:I|A on the patient’s oncdition
DuraTioN/ENErGY: 100 hours

MNeural Meutralizer

SPECIFICATIONS: 2 cubic meters: mass 1.5 lons
(41t |IIIi-'I1.=.'1 control console)

DescriFmon: D, Simon van Gelder invented the neu
ral peutralizer in 2264 1o suppress or soften traumatic
memories, and remove violent tendencies, in the insane
The device consists of a chair with a moveabte headser
and restraints, a dedicated neurological-analysis com-
ke and a sophistic ated control |}.II!||'| Lising extrame-
Iy ||lrII|I|l.'J\ hiofeedback software, Imaging tet ?Ir!(lllm\.
and sonic stimuli, the neural neutralizer scans and alters
1R P hES I.I".J cimctions, r\k'l]lul.! I'||_'|J||||||z1'|‘- dre '.I""-"'.J i
treanng |::ll:.l*-|!-|.l.'|lll'|"._|||-. stress znd other disorders on
some ships, but 24th-century Starfleet practice depends
primarily on personal therapy from the ship's i ounse|or

MNeural

common in sanitariums in the Federation and elsewhere

neutalizers (with proper safeguards! remain
The Klingon Empire modified neuaral neuatralizer technol-
ogy in the 23rd century to use as a “mind-sifter” or
':'||,|,'_'|i-'ll;:l||:-l.'4 | [W1g ||1I('II|:-!__'1._§I:-.|I'| anl toerture Ol all-lIHL'H'r!

rebels or spies, but following the Khitomer Accords, it

STARFLEET OPERATIONS MANUAL

has rejected such methods as dishonorahle, Starfloet

Intelligence believes that the Romulan Empire also uses
neural peutralizer technology in this way; Cardassian
torturers, with more limited technological options, seem
to prefer the personal towch,

Rutes: Using a neurzl neutralizer successfully
requires a Medicine (Psychology) test (TN 151 (23rd-
century Klingon ar 24th-temury Romulan interroga-
tors use an Indoctrinate (Newural Neutralizer) test, also
at T 15.) A failure knocks the patient unconscious: a
complete failure removes 1d6 points of Intellect for the
next week. (If temporary Irt drops to 0, or on a disas
trous faiure, the patient loses 1d6 points of Intellect
permanently from the next complete failurel A sus
cessful use allows the user to implant or alter emo-
tions, thoughts, and memaories with a second test, the
equivalent of a psionic test. The operator makes this
second psionic-equivalent test as if using the Empathy
or Telepathy skill at a level of 1, plus the amount by
which the user made his original skill test, or the Mind
Control skill at 1 plus half that level (rounding downi)
That skill-equivalent stacks with any actual psioni
skills the user possesses, o0 a psion working with the
neural reutralizer's operalor can receive the same
bonus to use his own skills on the patient. The patient
can resist both the initial Neural Neutralizer test and
the psionic-equivalent test as a normal psionic test;
using eifher her Willpower reaction or Mind Shield
skill. A patient using Mind Shield successfully can
choose to reveal rIl.I|j'|il‘||i_'.. the truth, or “screen memao-
ries,” and does not take any Intellect damage fram the
user's failures,

Examrie: The Klingon turturer Klesh has Indoctrinane
Neural Neutralizer) +5 and an Int of 12 (+3 modifier).
He rolls two dice for an 8; his total roll is that 8, +5 for
skill, +2 for the specialty, +3 for his attribute, for a total
of 18, Since that's 3 above the TN, he would be able to
make a psionic test to instill cowardice in Commander
Decker as

mind for military information as if his Telepathy skill

if his |r|||'|.a||'|'k skill were +4. to read his

Were 4, ar aven -.|.1.t*.'t|.|.||]r. IO O L II".I'_'I.' LCa s R NS S T,

her captzin as if his Mind Control skill were +2. (As an

ININAIND3 NOISSI
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@ TA8LE 5.2 WORE AYPOSPRAY AGETS [ I 1D

These ore some further medications used by Starfleet doctors in medicol kits and starship sickbays. The TH in the toble is the TN of the
First Ald or Medicine skill test needed to correctly set and administer the proper dosage with o hypospray.

Aciur

Duration

Alizine § 1d6+2 hours

Analeptic 10 1d6 hours

Anetrizing 15 1db hours

Animatine 10 1d6 howrs

Arithrozine 15 10db min/perm
5 2d6+3 hours
10 vorioble

(o

12 hours

Benzecyotizine 15 4 hours

Cateline 15 1db hours
Cervaline 10 1db hours
Chloromydride 10 permanent
Coradrenaline 10 2db hours
Corophizine 10 2db hours

Errect

Removes negotive effects of on allergy

Removes action penalties from Dazed or Injured potients; does not
affect actoal Wound Level

Anesthetizes cranial nerves for power 3 Stun effe; o complete foilure
on the dosoge couses newral domage (~1d6 to Intellect for 1dé days); a
disastrous foilere mokes this damoge permunent

Stimuloni; Confers +3 to Willpower reaction test vs. soperifics, hypno
tism, or any other calming ogent

Confers +b to Stamina reaction test vs. theta radiotion/restores attrib
ute redudion coused by theta rediation by 143 /dese

Pain reliever; reduces action penalties from Dazed or Injured patients
Iy

Stun effect (equal to power 2 per dose); Yulcans, Ferengl, and Romulaas
are at +] ta Stamina ta recicl; can alve be adminlitered In aerocal farm,
+1d6 bonus to Vulcan Staming tests to resist heort disense

+1db bonus to Trill Stoming fesis to resist disruption of

symbioni-hast functions

Simulates aphyloctic shock; forces an immediate Stamina test ogainst TN
13 to prevent tuking 3 poinis of domuoge ond @ power 1 stun effect
Antirejection drug; confers +8 to Stoming reaction test vs.

fissve rejection

Stabilizes injury; restores | point of damage per dese; 1o be used if
inaprovaline is ineffective

Immaediately halves all domage from frostbite ond hypothermio

+1db benus to Stamina tests to resist bacterial diseases

added bonus, that further, psionic test would be at
for point-blank range.) If Klesh is working with a rogue
telepath, that telepath could add the neutralizer's +4 to
his own Telepathy skill.

A psion can detect any suppressed memories,
implanted emotions, etc, with a Mind Meld or
Telepathy test (T 15}, or with an Empathy test (TM 20)
Restaring memaories, removing emotions, etc, can be
done with either an extended Medicine (Psychology)
test, with further psionic tests, or with another stint in
the neural neutralizer

DuraTion/EntaGyr This device must be connected

o an Lw[urn.al POWET SURLINCE

Psychotricorder

SPECIFICATIONS: As normal tricorder

Descrirmion: The psychotric order is essentially a
highly-muodified medical tricorder optimized solely to
scan, record, and display the memories of a subject at
any time within the last 30 days, after which the short
term memory accessed by the device has faded

beyvond recall. (Subjects with the Eidetic Memuorny edge

+2 can be scanned more than 30 days after the event.)

Recorded memorios can then by analyzed by a com
puter, viewed upon the unit’s display screen, or trans
ferred for viewing on a larger view screen. Recorded
memories contain all sensory information and subvo-
calized murmurs of the subject; they are not a com
plete record of the subjects thoughts or emotional
state, and (for example) a psychotricorder record can-
not tell if the subject was hallucinating, psionically
contralled, or otherwise deluded. The psychotricorder
record also cannot detect whether a given memaory
wae telepathically implanted. A paychotricorder can
not be used on an unwilling subject; images of walls,
blank space, or angry shouts will fill the recording.
Although there was a briefl flurry of psychotriconder
use in criminal investigations after the dewice's inven
tion in 2262, questions of reliability, usefulness, and
civil rights prevented its wholesale adoption by the
Federation. Some planets, however, retain psychotri-
corders as legal options

RuLEs: psychotricorder

Lsing a requires  a

medicine (Psychologyl test (TR 150 All TN penalties

STAR TREK ROLEPLAYING GAME
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@ TABLES.2 MORE A

AGENT DuraTioN
Cortolin 10 1d6 rounds
Dalophaline 15 permanent
Desegronine 15 2db hours
Fermazine 10 1d3 hours
Hyperzine [1] permanent
Irpedrezine 15 | day
Kelotome [1] permanent
Lectrazine 10 2d4 hawrs
Leparazine 15 1d3 rownds
Lexarin 15 1d3 howrs
Masiterm D 10 primanent
Metrazens 10 11 hours
Marphenclog i[] 143 howrs
Meodexiruline 10 1dé howrs
Retnax ¥ 10 12 hours
Ryetalyn 10 permanent
Stekaline n 1d% haurs
Tri-ox compound 10 1dé howrs

for noise, distraction, etc. count double on this test; it
is best performed in a quiet, darkened room with only
the operator and the patient. It takes approximately 10
hours to record one hour of memory, although skilled
operators can speed up the process o “real-time” (+5
TN modifier). A psionic  can secretly resist a psy
chotricorder by making an opposed test with his
Telepathy skill, replacing scanned memories with
false memories. Assuming the records are accurate,
however, psychotricorder records can ease Medicine
(Psychology) skill tests (=1 to =5 TN} o diagnose men-
|<|1 1 I.|||,"1!| o bracned in a FJ-I.’I!'FII.

DuraTION/ENERGY: 100 hours of use; can record up

to 10 hours of memory

Stasis Backboard

3

SPFECIFICATIONS: 2.3 x .9 m; mass 4.2 kg
Descrirmion: An emergency medical device, the sta-
sis backboard holds a patient in a state of suspended
animation until medical treatment becomes available
The backboard is porable, allowing medical personnel

to stabilize critically wounded patients in the field. A

rOPRAY AGETS. e 1

ErFect

Removes stun effect; similor to netinoline

Remoaves one Fatigee Level coused by psionic exertion

+243 banus 1o Willpawer reaction tests (or Acodemic tests) to recover
lost memories; Cardassians receive a further +3 specles bonus

to this test

Stimulant; confers +2 Health per dose, resulting mood swings
temporarily remave | Presence per dose

Cardioc stimulont; removes 3 Wound Levels coused by cardior arrest
Halves healing time from cranial troume

Stabilizes burns; restores 3 points of bumn domage per dose

+1db bonus te Stoming tests to resist heort or kidney foilure
Removes sten effect

+1db bonus to Willpower reaction tests to overcome psionic effects;
halves ony penalties to Intellect-based tests due to fotigue or wounds
Antidete to many neurotoxins such as saplin or curare; removes oll
Vitality losses, but leaves subject Fatigued for 1dé hours

+1d6 bonus to Stamina tests to resist heart disease or cordioc arrest;
works only on iron-bosed bloadstreams (Human, Betozoid, etc.)
Eases pain and stops convulsions; equivelent of @ successtul First Aid
check for on Incopacitated subject

Stabilives dehydration; halves dehydration damage;

administered in solution

Removes any Per modifiers due to neorsightedness; some potients
are ollergic 1o it

Antidote for Rigellion lewer

Vitomin supplement; reduces need for food

+1db bonus to Stomina tests to resist fatigue due to thin gir; also
halves any demoge from asphyxiation taken after injection

chronometric generator times graviton release, creating
backboard. Fou

patient, relative time passes at a ratio of five nanosec-

a miniature stasis field on the the
onds per 100 years,

Ruies: Using the stasis backboard requires a
Medicine (EMT) test (TN 10} or System Operation
iLife Support) test (TH 200, A failure will simply not
allow the system to engage; stasis backboards have
multiply-redundant crash diagnostics. These fail-safes
will also not allow a stasis backboard to engage for a
conscious patient.

Duranion/Creray: 50 hours; indetinite with an exte
For power source

ENGINEERING EQUIPMENT

Antigravity Lifrar

SPECIFICATIONS: 90 x 35 x 20 cm o 2 x 4 x .2 m;

INIINDI NOISSI

mass 10 to 50 kg

Descrirmion: When activated, this device complete-
Iy negates its own weight and the weight of the object
it is attached to. The antigrav lifter 15 equipped with a
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standard Federation molecular adhesion unit. When

activated, the antigrav will bond tightly to any object it
is attached ta, and will only release the object when
the molecular adhesion unit is deactivated, In addition,
when the operator ;l|1||~ the antigrav using one of its
two handles, the internal micro-gravity propulsion sys-
tem effectively negates most af the |« vad's inertia. When
the operator releases the handles the device uses its
internal propulsion system to remain completely sta-
tionary, usually hanging in mid-air.

Ruites: Lsing an antigravity lifter (mature technolo
gy dating back to the 22nd century) is a simple System
Operation (Cravity Control) test (TN 51 An antigravity
lifter can lift and negate the inertia of a mass up to 20
Hmes Its own.

Duranion/Enercy: 500 hours

Polaron Probe
Seeciricamions: .1 m long cylinder; mass .1 kg
Description: A sensor instrument used to measure

and |||._|r|||||_|'._'|[1,- subatomic |1.|r|ir les. Polarons can also

be used to detect localized subspace anomalies and
affect a force fields polarity. The polaron probe dis-
charges a discrete beam of polarons up to 1.2 miEy

Through the interaction between the polaron and the

subatomic particle, the user can measure a particle’s

position or velocity, as well as illuminate it for spectral

Polarons have a

analysis destabilizing effect on a

Founder's physiology, and can force a shape-shifter to
revert to its normal state.

RuLes: Lsing a polaron probe grants a +9 modifier
to any Science or Engineering test for the detection of
subatomic particles, localized subspace anomalies, or

polarized force fields, A polaron probe s also handy

for Engineering and Repair tests, although its use is

already subsumed under “adequate equipment.”
Using a polaron probe on a Founder requires an
Energy Weapons (Polaron Probe) test (see range
below). If successful, the Founder must make an
immediate Stamina reaction test at =5 or revert to its
noemal state.

DuraTion/ENErGY: 35 hours <+ induction recharging

Rance: 07172000 m

Replicatar Multitool

SPECIFICATIONS: 15 % 3 cm ovlinder; mass 0.1 kg

Descripmion: Developed using advanced holodeck
and microreplicator technology, the replicator multi
tool is the ultimate portable tool kit, The device itself is
a comfortable handle which contains both a minjature
replicator and force field projectors which work
together to produce small amounts of holodeck matier.
This semistable matter can be reshaped and formed,
bhased on user command inputs, into an almeost infinite
variety of shapes and uses. lsolinear optical chips in
this device store the patterns of literally hundreds of
different tools, from knives, wrenches, and screw-
drivers to interphasic alignment couplers and duotron-
iC inverters.

This device can reproduce almost any small hand
held tool commonly used in the Federation, though it
cannot reproduce any tool larger than 10 cm, and no
power-intensive tool such as a laser cutter or photoni
welder. Replicator multitools are not commonly used
on Starfleet vessels because they have proved to be
somewhat unreliable when exposed to even modernate
levels of several types of radiation. However, replicator
multitonls are found in widespread civilian use, where
the convenience of having one easily portable tool
more than makes up for their occasional unreliability.
They are also found in emergency tool kits found in
strategic locations on almost every starship and star
bhase in the Federation.

Rutes: Setting a replicator multitool is a System
Operation  (Engineering) test (TN 10). Using it for
extended Engineering and Repair tests grants a +2
bonus on final test results (since its efficient design
lessens the required time), but adds +1 to the task’s TN
for every +1 Potency of ambient radiation in the area.

Duranion/ENErGY: 25 hours of continuous use

Verteron Inducer
SPECIFICATIONS: 9 x 5.5 x 2.5 cm; mass 0.2 kg
Descrirnion: Lising a short-range (1 meter] verteran
burst transmitter

electrical fields by creating a localized feedback loop

this device temporarily interrupts

in the system. Because various systems draw differing
amounts of power, it is necessary to determine the cor-
rect harmonics to create the appropriate feedback
loop., otherwise the verteron burst lacks sufficient

power to cause the desired effect. Verteron inducers



can short out any equipment drawing electrical power,
ranging from tricorders and PADDs to door access con-
trol panels to individual wotrk stations to primitive
groundcar ignitions. A properly-calibrated verteron
short is self-contained and temporary, and will not
shorl out any Conned tend svslems.,

Ruwes: Determining the verteron power setling
requires a Svstem Operation or Repair test for the sys-
tem to be disrupted (TN 151 This test will also allow
the user to determine the length of the short fup to 10d
minutes), Once sel, activating the verteron inducer s a
[Tactical) test (TN 5),

Moticing a verteron short is a TN 20 Observe (Spot) test

simple System Operation

for a casual observer, and a TH 15 Repair test even for
an engineer tracing the problem. As a general rule, the
more secure the system, the more charpes it takes to
blow out: a simple comm panel in the corridor might
only take one charge to disable: the door controls for
the brig or the safety overrides for the antimatter core
would take as many as ten or twelve. (If in doubt, the
Marrator can always roll 2dé6 to assign the needed
power load.) An overload makes the short more notice
able, and risks spreading the damage or permanently
hilowing out the system in question,
Duramion/Enercy: 50 charges
AMND

SECURITY SURVEILLANCE

EQUIPMENT

Camouflage Helogeneraror

SPECIFICATIONS: B x 50 x 50 cm; mass 140 kg

Descripmion: Designed in the late 23rd century based
on the new holodeck te |1r11||->|_:lx. this device |'||1|i|_'| s a
hologram around an area up to a hemisphere 8 meters in
diameter, such as a camp or a grounded shuttlecraft.
IThose inside the hologram can see out normally: those
outside see whatever surface the hologenerator projects
from nothing, to a common rocky outcropping, of
uninviting marsh. Advanced sonic bafiles prevent souncs
inside from traveling out of the holofield. Advanced mod-
els imid-24th century and later) add a holomatter force
field capable of mimicking the shape, texture, and appar-
ent mass of any item, thus giving the holographic illusion
solidity. Scientists or away team members usually key
their combadges to the torce field, allowing them to pass
through it at will, siltipleé hologenerators slaved Togeth-
er can cover a larger area. These devices are commonly
used in lengthy firsi-comtact missions, anthropological or
||i-L||.-}_!|I4 al studies, and cover cperations.

Ruies: In order to conform with the Treaty of
Alperon, hologenerator illusions can be easily seen
through with a tricorder scap (a System Operation
Sensor) test at TN 101 Some smugglers illegally alter
thoron fields.

their hologenerators with  antisensor

Force fields generated by the hologenerator can with-

stand 200 points of damage before collapsing.

DuraTion/Exercy: Linbreachable microfusion nod-

ule good for 1 yvear of continuous operation

Holobase

SPECIFICATIONS: 100 x 70 x 60 cm; mass 300 kg

Descripmion: The holobase is a bulkier, more sophis-
ticated unit than the camouflage hologenerator. It con-
tains a hologenerator as above, as well as a holoemit-
ter (capable of producing custom holomatter interior
walls, furniture, deécor, etc.) and replicator (capable of
creating tools, food, spare parts, etc.), The holobase
can also be made vacuum-sealed and climate-con
trolled, although that lessens its useful life withow
prior modifications and extra power packs. A holobase
can extend to a maximum of § x 8 x 4 meters,

Ruies: A holobase, with its much higher power con-
sumption, is even easier to spot on a rcorder scan
than a standard camouflage hologenerator (a System
Operation (Sensor) test at TN 5)

DursaTioN/ENERGY: Linbreachable micredusion nod
ule pood for 1 year of continuous operation, or 6
months against hostile atmosphere, or 3 months in

complete cold and vacuum.

Exographic Sensor
SPECIFICATIONS: 13 x 5 x 0.3 cm; mass: 0.05 kg
Descrirmon: Utilizing a modified visual transceive

assembly coupled with a phased neutrino waveguide

carrier signal, the exographic sensor allows the user to

“see” distant objects through solid matter. This device uti-

lizes peutrings to convey the video signal, which a stan

dard subspace transceiver assembly reassembles into a

visual display matrix. Focusing controls on the unit's

housing set the waveguide frequency, and hence the

Lnits :1F_t'l;,i=il,_ focus, Thus, for example, an |"u|}'1|.||:lrli'=

sensor set to a range of 50 meters distant will display

visual data only at that range; no visual information
could be obtained at 25 or 65 meters distant, unless the
sensor was adjusted, Certain ultradense materials, or sub-
space interference, prevent the use of this device

Ruws: LUising an p\u.u‘raphn sensor is a System

Operation (Sensor) test (TN 151, Adjusting an exo

graphic sensor takes a full round. The maximum range

of the ex |:._'|h‘g|'||'|'.1, sensor 15 200 meters
Duration/ENerGY: 900 hours

INININGI NOISSILN
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Portable Force Fleld Generaror

SPECIFICATIONS: 40 x 25 x 20 cm; mass 50 kg

Descrirmion: Standard Federation force fields do not
permit the passage or penetration of kinetic energy,
matter, most radiation particles, or any energy excepl
visible light {and small amounts of UV and IR). Most
force fields can be twned w0 admit people wearing
keyed transceivers in devices such as combadges, tri
corders, or PADDs. The force field will then allow them
to walk in or out of the force field, using its sensors to
conform exactly to their bodies, so that their entry or
exit will not break the force field's airtight seal, Portable
force field generators create standard force fields in one
of three standard patterns: a wall of force extending to
a maximum af 10 meters on a side, or until it reaches
the walls, ceiling, and floor of the chamber or corridor
i which it s activated; two such walls no more than &
meters apart, with the force field generator between
them: oF an .||=|||_I|ht '\-\.l":ll‘lr'l'l,' B meters in diameter iwhich,
in practice, usually forms as an airtight dome B meters
in diameter and 4 meters hight centered on the genera-
tor. The field |l.'|lL||'.~il-|'| effect showves 1_.'!4."H|'-\|l.' or abjects
caught in the fields formation zone out of the field;
force fields will not cut things in half.

RuLes: Activating a force field is a System Operation
Shields) test (TN 10, and a combat action. Adjusting
the settings, resctting or restarting the generator after a
field collapse, or changing the field's admission defaults
it eliminate visible light, or to admit oxygen) is a chal-

lenging System Operation (Shields) test (TN 15); all

such tests take tive minutes. Portable force fields cannot
be polarized—you cannot set a “one-way” shield that
allows you to fire out but blocks incoming disruptor
balts, A portable force field will take 200 points of dam
age in a single round before collapsing.
Duranion/ENerGy: 1,000

hours of continuous

uperation

WEeEAPRPONS

Holdout Phasar

SreCIfcAaTIoNs: 10 om long (in sections of 3, 3, and
4cm); 0.15 kg

Descrirnon: Designed to be easily disassembled to
escape detection, the holdout phaser has been stripped
down to its essential components. It consists of threg
distinct parts: sarium krellide power pack, prefire
chamber, and emitter housing. Individually, the com-
ponents escape detection by most sensors (an Observe
(Spot) TN 25 to spot on a casual or nonspecific sensor
scan; a4 sensor such as a tricorder set specifically to
detect sarium krellide is at TN 15 to find the power
packl, The modularity allows for rapid assembly and
disassembly (one full-round Repair (Phaser) test at TN
10). Conceal (Conceal Weapon) and Sleight of Hand
(Falm) skills get a +5 bonus to hide a holdout |.l1|1:\r'|
Holdout phasers are used by away teams on police-
state planets, and by Starfleet Intelligence operatives,

SETTINGS: 1

Duranion/ENerGY: 100 charpes

Ramce: 571001 520/40 m

}; standard beam only

Isomagnaric Disinregraror

SPeCIFICATIONS: 128 cm long tube (5 L); 3.85 kg

Descripmion: This large, shoulder-mounted weapon
resembles a 20th-century Earth bazooka, Much of the
technical data on this weapon remains classified, under
Starfleet Security Directive 24168.9, Using a portable
magnetic charge inducer, the weapon fires a collimated
bheam of isomagnetic energy which disrupts the target’s
electromagnetic field, On low settings, it affects the tar
get's inner ear, effectively stunning the opponent. On
moderate settings, it causes temporary impairment to

the targets central nervous system. When fired at its

@ 110t 5.4 prorow cheuioe FECTS N I D

Errecrs In Blast Rapius
Al humanoids (except Vulcans) without spedial eye protection must moke o Quickness

renction test at =8 or be blinded for 1d6+7 minutes

Power SETTING Damace
1 Flash special
2 Heavy Sten Feston
k] Heavy Thermal 3db+12
4 Light Disrupt Sdé+20
5 Heavy Disrupt 14dé+150

Stuns all Humans for 1 hour; cll Kiingens for 15 minutes

Melts most metals
Voparizes oll humansids
Everything explodes into rubble

STAR TREK ROLEPLAYING GAME



highest setting, the isomagnetic disintegrator changes

the target’s protonic charge, reducing it to a cloud of
dust and static. The beam affects a 1 meter diameter
area upon impact. Only front-line ships on active mili-
tary duty keep these weapons in their armories.

SEITINGS: See table

Duranon/Enercy: 4,000 charges

RamGE: 5/50/103/145/440 m

Phoron Grenads

SrecibicaTions: B cm diameter sphere; mass 0.2 kg

Descrirmion: Photon grenades emit large bursts of
the same rapid nadion particles which are found in
phaser beams. These grenades may be set to explode
upon impact, al some set altitude abowve the }:iullrlti. or
at some preset time, up to 9.99 hours, after they
il:'-r‘:-.u t. Both the POANEr level and the blast radius of
these grenades may also be caretully controlled. They
have five different power settings and may be set to
affect everything within a radius of between 3 and 10
meters from impact. However, damage is not always
precise, so people and objects a meter or two outside
the blast radius will usually be somewhat affected by
the blast (reduce the damage fry one setting for every
meter bevond the blast radiusi. As a general rule, only
ships on active military duty keep these weapons in
their armaries.

DURATION/ENERGY: One use

Ramce (THROWS): 10/30/40/60/40 m (each range
increment increases by +1 for every +1 to Str modifier)

Phoren Morrar

SreciFicamions: 40 om long, 8 cm diameter tube on
a tripod base; mass 1.2 kg

DescripTion: The photan maortar fires photon or stun
grenades. A miniature graviton accelerator inside the
mortar F;.."uln_'h. thi ;._;rl;'n,ulr-\;, with a l.lr;;[_i" dmount of
precisely controlled force. Photon mortars are usually
aimed using readings from an orbiting ship's sensors or
a tricorder {a System Operation (Tactic al) or Heavy
Weapons (Photon Mortar) test (TN 101, but if neces-

sary they may also be aimed “by eve” la difficult Heavy

Weapons (Photon Mortar) test (TN 20) or an Observe
(Spot] test (TN 25)) or by forward observation by anoth
er officer (treat as a combined test of Observe (Spot) at
TM 15). Firing a photon mortar is a TN 5 System
Operation (Tactical) or Heavy Weapons (Photon
Martar] test, As a general rule, only ships on active mil-
itary duty keep these weapaons in their armories,

Durarion/Exercy: 500 shots

RamcE: 400/80041, 50002, 000/+ 1,000 meters

Stun Grenade

SreCiiCATIONS: B om diameter sphere; mass 0.2 kg

DescripTion: A variety of the photon grenade, stun
grenacdes can be set to produce Light, Medium, and
Heavy Stun effects (as phaser fire) over a radius from
3 o 10 meters. These devices have limited military
application, but have proved extremely useful in con
trolling riots and similar large public disturbances; the
Klingon Empire now makes much use of them on sub-
ject worlds

DURATION/ENERGY: ONE Lse

Ramce (THROWN): 1030/40/60/4+0 m leach range

increment increases by +1 for every +1 to Str modifier)

Tetryon Pulse Launcher

SPeCInCATIONS: 135 cm long, 4.08 L in volume; 6.2 kg
Starflest
Tokyo R&D, the tetryon pulse launcher is essentially a

Descurnion: Invented in the 2370s at
hand-held version of the pulse phaser mounted on
starships, as powerful as a shuttlecraft-mounted phaser
When the trigger is depressed, the weapon fires a col
limated beam of tetryon particles which rebound from
the target to the unit, providing range and vector infor-
mation to the acquisition sub-systems, giving the firer a
+2 bonus to his Energy Weapons (Pulse Launcher) skill
The tetryon pulse launcher incorporates the safety
interlocks and subspace fransceiver assembly common
ta standard-issue phasers; it is incapable of firing con-
tinuous or wide beam settings. This is a classified, mil-
itary weapon; use for any but the gravest emergency or
military purposes is restricted by Starfleet,

SeTTINGS: As phaser settings 13-16+; for each addi-
tional 50 charges expended, increase effect by 600
cubic feet of rock

Duration/EnerGy: 4,000 charges

KAmGE: 5/60/1 15175450 m

INIWAINDI NOISSIA




Allhumgh its officers

are the core of Starfleet, and
the single greatest factor in

its triumpk pabilities,

el officer
much as

b5 his ship as
any . ancient “wet-navy"
Homblower or Mimitz eves

-
55 hospitals, and
ins ons o those who
serve on them, The thought
ufl abandoning, or destroy-
ing, ane’s ship in the line of
duty is one of ﬂ'm.r#t

homes,

the way they Work together

to make up a Starfleet,

HIPS OF THE |

A
OPERATIONS
To keep Starflest's ships out of

anpger and Loy put them in I||J'!:|_|-'||

of dang dre thee twin, contradi
tory tasks of Flest ( Iperations
1 Startleet

Flizest

COperations plans and manages the

|I|'|-I-|'.|:l1'||| ol all viessels  in

Starfleet. This includes assigning

starships o a particular sector or

I||'|,! |II.-.L|:'|-_'_ CHErSONT 4-| aAssIgn
ments, and selecting starships o
fuliill missions requested by other
Startleat offices such as

Astronomical Scien

ce Dperations,
Starfleet Medical ind Starfleet

Intelligence. For the most |part,

I el Operations maintains a tacti
Ccal tocus it doesn't decide what
Starflect should do, it decides
which individual ships can accom

plish the missions devised by other

ncies while maximizing o
oy and reducing overlap. Th
Chief of

Fleat Operations  is

responsible for maintaining the
preparedness of the fleet as

whole, Among the CFOS most
important duties is to keep accu
rate records on every starship and
crewrnan in the fleet, Using these
i |'||1'.||

the Fleet |3l|:--'|'|'||l||\.

Fecords Office makes sure every

vessel undergoes  its  regularly
scheduled maintenance ovcle and
BYEryY Crewman rmemans current in
his training.

Flewt Cper itions serves as the
iaison betwesen individual Starfleet
craft and Starfleet’'s various AgEN
cies and branches, and those of the
Federation and ts  members
Should, for example, the Vulcan
Science Academy need a Starfleet
ship to examine a newly discow
ered star, they would pass a recuest
through either the Vulcan ambas
sador or the Vulcan Defense Force)
e Starfleet Command. Depending
on whio's -"‘L'“.:-:. the recjuest |||i:;||l
g0 through Starfleet’s own Ofiice of
Research and  Exploration, o
directly 1o Fleet Ops. Either way,
Fleet Operations then coordinates
the mission with the Chief-in
Command. (ften, two (Or miore
missions can be combined; if a
number of astronomers wish to
stuchy the same star, they can all b
assigned to the same ship, or i
ORE has already ;||.'-|||||'-.| to SLIFWEY
the star. the Vulcans representative
can be added to the expedition-in
progress. All Fleet Ops decisions,
o Course, are ‘-I||'l||'-:l to the stan
dard round of emergencies, frontier
Crises, system :'.| lures |t € hiefs
interventions for their own mysteri

ous ends, and so forth. Hence,




Fleet Ops is often playing “catch-up,” and assigning the
closest ship, rather than the perfect ship, for a given
mission. To manipulate this process, either to get a
plum assignment or to avoid a tedious “brown dwarf
census” mission, requires command rank and an
Administration (Starfleet) test at TN 15, If other officers
want the same assignment, it might be an opposed test
Contacts and Allies will help immeasurably in this
regard, and a successiul first officer or captain nuriures

both where possible,

FLEET ORGANIZATION
Within Starfleet itself, the means of organizing,
commanding, and deployving ships both individually
and in groups has changed somewhat over time.
Changes in the Federation’s resources, strategic pos
ture, and strategic doctrine have altered the fleet organ-
ization from a highly individualistic, dangerous task

force model to a more comprehensive fleet model

The Tasls Force Maodel

From the earliest days of Starfleet to the mid-2270s,
ships regularly spend weeks or even months out of sub-
space relay range., Captains have to think for them-
selves, and come to rely on gut instinct and first-hand
knowvledge of a situation, (This habit of ||||ir_'|_|-|_'||l||+_u|<_r_'
also sets the precedent for captains including them-
selves in landing parties that continues into the 24th
century on many ships.) Starfleet Command can only
coordinate missions at long range, and often sets up
relay chalns™ of "'I“F“ 1oy cheliver o« ATRUES, [JETSE el o
even messages one to the other along the frontier,
cruising along a general ilight path until they locaied

their successor in the mission. Finding another starship

without specific coordinates requires a Tactics (Space)

or Ingquire (Trail) test at TN 15 or an Administration
(Starfleet) test at TN 20. It may also require any number
of System Operation (Sensor) tests, and a not insignifi-
cant amount of pure luck.

Given the logistical impossibilities of close coordi-
nation in the 23rd century, Starfleet uses a “task force”
model, based around small groups of ships assigned to
aperate in neighboring sectors, The heaviest ships,
and later, Constitution-class starships, operate on their
own, patrolling large sections of the Beta Quadrant,
and slowly charting the frontiers of the Alpha
Cluadrant. These “single-ship task forces” put in at star
bases for shore leave, refit and resupply, and to handle
any significant emergencies such as disease or courts
martial. Once these tasks are complete, they return to
patral, in a new stretch of space assigned by the com-
moclore of the starbase, (See Table 6.1, Starfleet Flag
Ranks,
they contact the nearest starbase for instructions, and

for the term “commodore”.] When possible,

often piggvback off local planets” communications gric
to boost transmissions back to headguarters, (This is
usually a System Operations (Communications) test at
TH 15.) Standard practice is to "hand off” a burst of
message traffic whenever encountering  any other
Starfleet vessel; thus, slowly (and occasionally redun-
dantly), orders and reports travel both directions.

The other reason for the task force model, of course,
is the continual shortage of ships. Starfleet explorers
expand the frontier in all directions; the amount of
space 1o cover increases as d « b Tunction, while _\.|1iF_|
production in the early-replicator era can barely keep
mic-2260s,

up arithmetically. In the only 12

Constitution-class ships operate at any time; Starfleet as

G TABLE .1 STARREET FLAG . I

Mote: This toble supersedes the text box on page 239 of the Stor Trek RPG Player’s Guide.

23ro-century Rane  24TH-cewTuny Ranx
Fleet Admiral Fleet Admiral
Admiral Admirsi
Vice-Admiral Vice-Admirel

Rear Admiral Rear Admird (upper holf)
Commodore Rear Admirel (lower half)

Fleet Captoin

Sociat Test Bonus

Promotion Eoee Levir

+5 10
+5 L]
+4 8
4 7
+3 b

3 [

Once promoted to admiral, en officer primarily advances through seniority, although the Chief-in-Command retains brood autheri-
ty to moke personnel dedisions. The two “halves” within the Reor Admirol rack indicate which hall of the seniority list the officer’s
name appears in. Regardless of rank, oll admirals are oddressed os “Admiral” by Starfleet protocol. During the 23rd century, the term
“commedere” refers to any officer of the ronk of coptain or fleet coptoin who tommands either o growp of ships, suth a3 Commedore
Robert Wesley, or o starbase, such o1 Commodore Jose Mendez. Similarly, the more rough-ond-tumble noture of Starfleet ops (and
much smaller number of flog ronked officers) means that sealority ploys o relatively smaller role in promotion. Hence, during series set
in the 23rd century, the rank of Commedare replaces the rank Rear Admiral (lower half), and Rear Admiral (upper half) sinpl'r becomes
Rear Admiral, The rank of Fleet Coptain, held by Christopher Pike and Garth of lzar, is also vsed doring the early 23rd century os o
mark of henor, and is the rules equivalent of Commodore, rxcept that it requires 40 or more Renown peints os well. With the disop-

pearance of Fleel Coplain Pike in 2264, Starfleet officiolly retived the runk of Fleel Coptain,

STARFLEET OPERATIONS MANUAL

ANTT HL 40 SdIHS




a whaole can muster anly 350 capital ships during this
era, the vast majority of which patrol the Klingon and
Eomulan neutral zones, Local navies such as the
Andorian Defense Forces pick up much of the slack,
but only Startleet can handle the worst crises. Hence,
the heavy cruisers and explorers must jugale tasks from
planetary surveys to diplomatic functions to stopping
invasions—increasing the need o make decisions on
the spot, since there is hardly any “standard proce
dure” to fall back on. The system works. after a fashion,
but only at a terrible cost; almost every Constitution-
class ship faced unimaginable stresses and dangers
and six of them were destroved of declhmared on duty
Only the stark heroism, independent spirit, and sharp
minds of Starfleet’s officers keep the fleet flyving through
the dangerous middle of the 23rd century.

The Flee

t Model

By the 2340s, Starfleet organization reached a cri

sis point Thie full L'\l:-l.' lion of H‘i"li ator technol 12y
In ";hll:l construction meant a vast EXpansicn of Starfleet
capital ships (passing the 1,000 mark in 2292), which
spread out on an unprecedented course of exploration

Alpha

long as the Federation remained at

contact, and expansion throughout the
Quadrant. As
peace, the I.IIL'.L’II'Il.:'L”i':If'I:ll ‘:\-I'lnlrl‘.‘ and "|)I'l1|.‘\- COMmmuni-
cations could be overlooked in the name of Starfleet
traditional

captains incgependence and  initiative

Certainly the gallant—and completely unauthorized
act of Captain Garrett in sacrificing her ship to save the
Klingon outpost on Narendra |l paid dividends far into
the future, and other acts, if less dramatic, were equal-
lv heroic. However, the Cardassian YWar of 2347-2366
and the Tholian War of 2353-2360 strained the system
past the breaking point. At Starfleet Command, Admiral
Taneko brought his Bolian genius for organization to
the problem between 2348 and 2350, and developed
the fleet model that lasted, and proved itself I||I|.ll.|}'1|l
the Dominion War and beyvond

In Taneko's fleet model, Starfleet organizes itseli
intoy Fleets, each one comprising around 150-200
ships under the command of a Fleet Admiral iwho may

hold any actual rank from fleet admiral to rear admi-

rall, usually based at a starbase. The “flagship™ of a fleet
is simply the ship best suited for command-and-control
functions in an emergency; seldom is it the admiral's
personal command. (A few admirals keep their “flag”
on shipboard, however, and can make subordinates'
lives a terror by dropping into a sector unannounced
for a “look-see.”} Fleet Operations passes orders down
to the Fleet Admirals, who pass them along to subordi-
nate admirals or to individual captains depending on
the urgency of the order and the admirals personal
style. Reports and emergencies travel back up the
chain ta Fleet Ops. Within Fleets, some admirals set up
“wings" ta further subdivide command; a rear admiral
normally commands a wing

Each Fleet serves either a tactical purpose (such as
to protect Vulcan) or a strategic purpose (such as ready
reservel. Most lactical fleets are “standing” fleets,
which retain the same mission throughout their exis
tence. Most strategic fleets are either “maobile” fleets,
sent to any crisis area or placed on deep-space patrol
and exploration duty, or “supporting” fleets kept ready
for specific contingencies. The deployment of a mobile
fleet essentially follows the older task force model,
only with better communications and more ships, Most
mobile fleets keep their ships in the same broad area
20-40 adjacent sectors), for Taster concentration and
coordination in case of emergencies.

On the eve of the Dominion War, Starfleet had
approximately 6,100 starships, plus transports, survey-

ors, hospital ships, and other support craft. (Another

2,700 or so small scouts, runaboats, fighters, and heavy
shuttlecraft filled out the mission boards.) These ships

made up 27 numbered Fleets, aswell as six specialized

Fleets (see box, page 771. The Dominion War upset the
careful balance of '-\.1.'.I‘|r|||'||_'|_" “maoahile,” and "Ni,IEIIIIJ.'|"
I'|<.'I.'I::_ wartime made every I|1.'l.|_. Lt l.'|.l| crucial ones
such as the 3rd, a mobile fleet. Admiral Taneko's system
was strained to the utmost reassigning capable combat
cadres to all fleets and dealing with the force fluctua-
tions throughouwt the period. During the War, the num
ber of Fleets grow ta 44, although the hard fighting left
many of them severely understrength. The Seventh
Fleet, for example, comprised only four ships afier the
Battle of Tibor in 2374, and was never rebuilt to its orig
inal complement of 160 ships. The Dominion War left
.||||ar-:'n-c:|1'-.h|I-:'|1. 2,500 -:._l-"n||ij|a\. in roach condition, with
about that many again in varying states of damage, dis
repair, or crew attrition (Starfleet personnel losses dur-
ing the War were staggering, noteven counting the mil-
lions of casualties on Betazed, Benzar, and Earth), Uintil
Starfleect decides howw 1'.I'\.‘|_ ar '.‘.||-.':|||'I_ tor rebuild w jre:
War levels, the fleet model remains the order of the day.
Many ships, however, technically part of one or anoth
er fleet, have been detached for individoal duty in an
echo of the earliest davs of single ships patrolling the

darkness where no man has gone before,
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FLEET DEPLOYMENT 072502 —

STRNDING FLEETS

CHARGED WITH THE EXPLORATION AND DEFENSE OF A GVEN SECTOR OR SMALL GROUP OF SECTORS, A SHIP IN A STANDING FLEET CAN MAKE AN ENCELLENT BASE
OF OPERATIONS FOR A SINGLE-SECTOR SERIES, OR A SOURCE OF PERSONNEL FOR A SERIES CENTERED ON A STATIONARY BASE OF OPERATIONS. A SINGLE-SPECIES
SERIES CAN ALSD BE SET IN A SHIP OF A STANDING FLEET ASSIGNED TO PROTECT THE CREW'S HOME PLANET.
[ W0 FLEET ASSIGNED TO DEFEND SECTOR 001 THE SOLAR SYSTEM-—FROM ATTACK. RARDLY A CUSHY POSTING; 3RD FLEET SAW TWO MAJOR BORG
INVASIONS AND THE BREEN ATTACK IN LESS THAN A DECADE. SOME DF STARFLEET'S MOST ELITE OFFICERS AND FINEST TACTICAL MINDS SERVE IN 38D
FLEET.

[ ST FLEET: PATROLS THE ANDOR SECTOR, ONE OF THE CRUCIAL HOWE DEFENSE FLEETS OF THE FEDERATION. WITH THE ATH AND 7TH FLEET, NEARLY
WIPED DUT AT WOLF 358. OFFICERS IN STH FLEET WORK CLOSELY WITH THE ANDORIAN DEFENSE FORCE.

[ TTH FLEET ASSIGNED TO DIEFEND BETAZED AND THE DUTER CORE WORLDS OF THE FEDERATION. BADLY MAULED DURING THE DOMINION WAR, THE 7TH
FLEET CAME THROUGH WITH HONOR; IT IS NOW DNE OF THE MOST COVETED POSTINGS IN STARFLEET.

[ 2200 FLEET THE STANDING FLEET ESTABLICHED AT STARBASE 173 TO GUARD AGAINST ROMULAN INCURSION NOW ALSD SERVES AS THE FIRST LINE
OF DEFENSE AGAINST A FUTURE EXPECTED BORG ATTACK. OFFICERS IN 22MD FLEET TRAIN CONSTANTLY AGAINST CAPTURED OR RECONSTRUCTED

mmm* I
GIVEN VAST, WIDE-RANGING THEATERS DF DPERATION, MOBILE FLEETS MAKE G000 ASSIGNMENTS FOR SHIPS IN EXPLORATORY OR OTHERWISE GALAXY-TROTTING
SERIES. SCIENTIFIC, DIPLOMATIC, AND INTELLIGENCE SERIES ALSO WORK WELL WITH MOBILE FLEET OPERATIONS.
[ §TH FLEET EXPLORES UNCHARTED REACHES OF THE ALPHA QUADRANT, ESPECIALLY THE COREWARD SECTORS PAST FERENGINAR. THIS FLEET IS HEAVY

O GLDER SHIPS SUCH AS AMBASSADOR-CLASS, NEBULA-CLASS, AND MIRANDA-CLASS CRUISERS.

[ 10TH FLEET: COMMANDED BY FLEET ADMIRAL NECHAYEV, THE 1670 I8 THE "FLAGSHIP FLEET” OF STARFLEET, CONTAINING THE U.S.5. EVTERPRISE £ ITS
BUTIES INCLUDE A WIDE RANGE OF SURVEY, DIPLOMATIC, AND BOROER EMERSENCY MISSIONS.

[~ 20TH FLEET PATROLS THE RINWARD SECTORS OF THE FEDERATION, INCLUDING THE THOLIAN BORDER AND PORTIONS OF THE KLINGON FRONTIER. THIS
FLEET HAS A NUMBER OF DRERTH-CLASS SCIENCE VERSELS SECONDED TO IT FOR SENSOR SUPPORT, AS WELL AS A HANDFUL OF NEW AKIRA-CLASS AND
STEAMRUNNER- CLASS VESSELS.

SUPPORT FLEETS PERFORM SPECIAC SPECIALIZED DUTIES, OR HAVE TASNS THAT REQUIRE SPECIAL ABILITIES NOT ALWAYS AVAILABLE IN MOBILE FLEETS. SINGLE-
PROFESSION SERIES, GALAXY-TROTTING SERIES, AND SERIES CENTERED ON THE TASK PROFILE OF THE FLEET ARE G0OD CANDIDATES FOR BEING SET IN SUPPORT
FLEET SHIPS.

<[> COLONIZATION FLEET MADE UP OF 34 VESSELS PLUS TRANSPORT CRAFT, AND BASED QUT OF STARBASE 4, THE COLONIZATION FLEET SPECIALIZES IN
ESTARLISHING NFW 01 ANIFS AN TFRRAFRMING MISSIONS. [T ALRD AIDS WITH PLARETARY AND LIFE-FRM SURVEYS.

[ EVACUATION FLEETS THREE EVACUATION FLEETS BASE OUT OF DISPERSED STARBASES IN THE RIGEL, DENER, AND CANOPUS SECTORS. EACH FLEET HAS
ENOUGH SHIPS TO COORDINATE AND DEFEND A CONVOY CARRYING UP TO 10 MILLION GIVILIANS IN CASE OF PLANETARY EMERGENGIES.

"> AP RESPONSE FLEETS THE BRAINCHILD OF ADMIRAL FUKAZIMA FOLLOWING THE CRISES OF 23672368, THE TWO RAPID RESPONSE FLEETS COVER
ALPHA AND BETA GUADRANT, ON STAGGERED PATROL READY FOR ANYTHING. RAPID RESPONSE SHIPS REPORT DIRECTLY TO ADMIRAL FUKAZIMA, WHD
REPORTS TO THE CHIEF-IN-COMMAND, THUS CIRCUMVENTING FLEET OPS' CHAIN OF COMMAND. THIS LESSENS RESPONSE TIME, BUT MAKES HASTY
AGTION (INCLUDING ESCALATION TO USE OF FORCE) MORE LIKELY. THE RAPID RESPONSE FLEETS REMAIN CONTROVERSIAL WITHIN STARFLEET, AND ARE
MADE UP OF POD-DERIVED SHIPS SUCH AS THE AKIRA- AND SABER-CLASSES.




GHAPTER $

STARBASES

Both models of fleet deployment depend heavily

on starbases to coordinate, resupply, and even defend
the ships on duty. From almost its earliest days,
Starfleet has joined stationary starbases with mobile
starships as warp and weft of its defensive and
exploratory panern. From 17 starbases and a smarer
ing of other stations in the early 22605, the network
expanded to over 500 such stations by the close of the
Dominion War. The following categories match the
hase categories on pages 28-29 of the Star Trek RPC
Sarraltonr s Guicle, and Eive soime l.'\¢|||||‘a|l.'*- of these
kiws 1o galactic security, Keep in mind that a base's
purpose may shift over time; a former strategic base
on the Federation frontier may, as the Federation
expands, become a supply station and then a service
by, as ships of all kinds increasingly put in for sup

plies, refit, and eventually trade or recreation,

Command Centers
StarBase I Located on the starkly beautiful
planot Yo, this is one of the key Starfleot administra
tive facilities in the Beta Quadrant, and one of the
emergency “continuity” offices of Starfleet Command
itself, should anything happen to Earth. Important cer
emonies and precedent-setting courts martial occur
here. An officer who reports through Starbase 11 can
either gain 1 additional Renown point for his mission
or double the effectiveness of any of his Starfleet con-
tacts while there.
StarBase I2: Orbiting command post in the
Camma A star system, established in 2163 as a test
of Starfleet’s remote construction abilities. It remains
an excellent location for starship maintenance, as
well as coordinating much of the defense traffic for
the inner core of the Federation. Any Starfleet officer’s
social tests to gain defense asignments or information
are at +1 here
I73: A major command and adminis-

STARB
trative st For the Romulan Neutral Zone, located
|

quite near Starbase 23, its associated strategic station.

Built in the 22805, both bases are on accelerated alen

STAR TREK ROLEP

status even in peacetime. Starbase 173 hosts a key field
office of Starfleet Intelligence. Any academic test
involving the Romulan Empire, inc luding its tactics,
politics, '1||qr:~. or astrography, is at +2 using Starbase

173 compulter system,

Sclence Stations

StarBASE 2: Located between Beta Auriga and
Camus |l, Starbase 2 has been a kev center for space
medicine research ever since the 2240s. Its advanced
life support and hospital facilities can comfortably sup-
port land hopefully heal) almost any known species or
theoretical life-form. A strong Vulcan and Betazoid
presence aids with counseling and psionic research. All
mMedicine tests are at +2 to skill here, over and above
the modifier for advanced and precision equipment,

StarRBASE 9: Originally a supply station con-
structed in the 2180s, Starbase 9 slowly became a
rmajor scientific and astronomical monitoring station
the Argus Array, for example, was designed as an

uprated” model of Starbase 9% orbital phased Em col-
lectors, All .‘1|r.u e Science tests are at +2 here, and any
social tests to gather information about scientific devel
opments or ship traffic are at +1.

StarBase 5l4: Located near the Cardassian bor-
der on the edge of the Badlands, this survesy station is
refatively well-armed, having suddenly been uprated
during the Dominion War. Much of the base's arma-
ment was automated and its military staff withdrawn
after 2375; Starfleet may turn it into a supply station for
expeditions into Cardassian space or evern a scientifis
command post for voyages through the Bajor worm-
hale, Any Science test about the Cardassian Union, the

Badlands, or the Camma Quadrant is at +2 here.

Service Hubs

STARBASE B:This starbase's reputation as the finest
R&R post in the fleet goes all the way back to the 22505,
when a Tiburonian-Centauran team redesigned it from
the hub out. In peacetime, starships divert from seclors
around to enjoy its fac ilities, which include state-of-the
art holodecks, null-G saunas, and the most sophisticat
ed replicators (and chefs) within a thousand parsecs of
Aldebaran. All social tests between any ship's personnel
are at +1 for a month after taking R&R at Starhase 6

STARBASE 74: One of Starflests largest space
docks, Starbase 74 orbits Tarsas 1. Its h.|'5.'h can senvice
fifty Galaxy-class starships at once, if need be, The
Tarsas-Clualor run is an excellent place to see any and
every kind of ship, under power or tow. In addition to
I:J{=II_L'. a spare-parts f_mr._'|r||;.|,'_ Starbase 74 bosts the
finest Bynar computer techs in Starleet, Any social test
to obtain spare parts or ship components is at +1 here,
all Repair or Engineering tests here are at +2; ships that
refit here add one letter grade to Operations system

retliability that lasts until damaged again.



Starsase 3I5: A thriving commercial and traffic
hub in the BeTau sector deep in Federation space inthe
Alpha Quadrant, Starbase 315 does it all, Its supply sta-
tion falls under Federation Merchant Marine rather
than Starfleet jurisdiction; built in the 2320s, its space-
dock facilities are too small for any ship larger than an
Ambassadar-class vessel. Any Business tests are at +1

here, as is any test to find rare or peculiar merchandise.

Straregic Bases

Staraase 10: The original drategic base defending
the Neutral Zone against Romulan incursion, Starbase
10 is screened and supported by the critical Gamma
Hydra cluster. Between its construction in the 2170s to
2266, it slowh became a scientific support base as well;
following the Romulan incursions in the jater 23rd cen-
tury, it added a state-of-the-art madical facility in case of

war, Like Starbase 173, it remains at accelerated alert

statys. Any information I_‘;.ill‘ll'rlnj." lest, s :.11 Or aca-
demic, about the Neutral Zone is at +2 here.

StarBases 21l anND 257: Two small, but pow-
erfully-armed starbases in the Bajor Sector intende
to provide support and supply facilities for Deep
Space 9. Each station can dock up to six Nebula-class
CrUjsers. .-'~.r1_1. 'L".ﬂr_‘:]'l.:_p weapons system can e
repaired in one-quarter the required time here or
increased in reliability by one letter grade until the
next damage or tailure.

StarBase 234: A crucial strategic base along the
Klingon frontier, Starbase 234 dates back to the Klingon
Romulan crizis of the 23405 It received a massive
upgrade following the Klingon Civil War of 2367-68,
and became a crucial liaison and command post during
the Dominion War, lts spacedock can support an entire
fleeq for months. Any officer reporting through Starbase
234 will receive 2 extra Renown points for actions

involving Federation-Klingon security

Supply Srarions

StarBase £ Initially constru ted in the late 22nd
century to support Federation colonial eftarts, Starbase
4 eventually became an administrative center for the
Lyris Corridor hetween Tellar and Denels. During the
Federation’s areat expansion into the Alpha Quadrant
during the early 24th century, Starbase 4 became a
test-bhed for lerraforming and :1'FJ|'.{'.t1ur technology. It
has temporary guarters with full life support for over a
quarnter of a million people (ore ol the largest orbital
settlerments in the Federation) énd remains one of the
most cosmopolitan places in Starflest, Any Specific
World or Planetary Science test here is at +2

StarBase B4: One of many floating refit and
resupply bases for the Alpha Quadrant, Starbase 84 can
embay 12 Calaxy-class -|.’¢r"~|‘|l|l"- and dock 24 Akira
class ships simultaneously. A number of industrial plan-

ets keep Statbase 84 supplied with dilithium, durani-

um, and aven pre-built warp cores and phase arrays,

Any social test to obtain spare parts or ship components
i at +2 hare: any Engineering test is at +1 here
STarease 343 A medical supply station near
Deneb, Starbase 143 finds itself dealing with the Ferengi
more than most Starfleet posis, Since Starfleet pays hon-
estly, in credits, Ferengi anywhere in the region take
medical supplies, biological samples, or anything else
that looks vapuely scientific here for resale. Due to the
volume aof traffic, the harried administrative staff cant
always keep track of everything, and the inventory lock-
ers contain all manner of weird items “found on an
emply planet” by Ferengi ‘raders. Any social test ta
obtain any medical or biological equipment s at +2

here; all Ferengi contacts count double here.

Decp Space Stations

Deep SpPace 4: A self-sustaining station in the
confused frontier area between Romulus and Vulean,
Deep Space 4 sees all kinds pass through it, from mad
archaeologists 1o pirates to naive astrophysicists.
Technically a Starfleet command post, its seourity force
despairs of ever getting rid of all the Tal Shiar azgents on
board. Hence, it serves as an informal diplomatic
point, intelligence-gathering hub, and underground
marketplace, Any Romulan contacts count double
here; any Streetwise test involving Romulans or the
region is at +2.

Deer Space Stanon K-7: One of nire space
stations strung along the Klingon frontier between
2218 and 2293, Deep Space Station K-7 began as a
strategic outpost. By the terms of the Organian peace
treaty, all frontier stations of both nations were open
to each others’ rraffic, which made K-7 a hub for spies
and confrontation. With the Khitomer Accords and
the growing Federation-Klingon alliance, K-7 became
a major transit point and meeting place for Federation
and Klingon ships and personnel, Any academic test
involving the Klingon Empire, including its tactics,
politics, ships, or astrography, is at +2 using K-7's
computer system, LDurng J4th-century series, any
Klingon contacts count double here,

FARSPACE STARBASE EARHART: A transitional
station past Deneb in the Alpha Quadrant, Starbase
Earhart servies as a minor command post and replace-
ment point for starships in the sector. Primarily a “hir-
ing hall” for spacers of all kinds, its lurid and seamy
Bonestell Recreation Facility is a great place to get a
drink, a lover, a knifing. or zll three, All Streetwise tests

are at +1 here.

STARSHIP TEMPLATES

The following section provides templates for major
classes of Starfleet ships suiable for use as Crew bases
of operations, “walk-on” ships ta rescue or invest

gate, goals for transier for promising officers, and rein-

STARFLEET OPERATIONS MANUAL
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SHIP CLass Trre Prooucrion Yeass
Akira Heavy Crulser 2368~
Ambassador Explorer 2322-13112
Constitufion®  Heavy Cruiser 2245-2170

1770-2193
Doedalus Explorer 2162-2196
Defiont™ Heavy Escart 131-
Excelsior Cruiser 2784 /778E-2354
Golaxy* Explorer 2356-2370
Herbert” Corga 2341-
Intrepid* Light Explorer 2370~
Mironda Cruiser 1174-1361
Nebln Crulsar 2357-2375
Qberth* Surveym 22751341

2341-2375
Romget Explorm 2215-2170
Saber Light Cruiser 2370-
Soversig Heavy Explorer 23r0-
Steamrunner Heavy Frigote 2369-

*Appears in the Ster Trek RPG Norrotor's Gelde

Q0 THRLE .2 STaReLET SHp ToupLATE I I D

Missions SERIES
Defense, Military THG, D59, VOY
Defense, Emergency, Exploration, Military, Scientific  THG
Defense, Emergency, Exploration, Militory, Scientific ~ TOS, Movie
My
Defense, Exploratian, Scentific Enterprise
Defenss, Intelligence, Military 59, VOY
Defense, Emergency, Exploration, Military, Scientific ~ Movie, TNG, DS9
Defense, Emergency, Exploration, Scentific TNG, D59
Emergency, Trode TNG, DS9
Diplomatic, Exploration, Scientific Bs9, voy
Dafense, Sciantific Movie, TNG, 059
Defense, Emergency, Exploration, Scientific TNG, D59
Exploration, Sdentific Movie
TNG, D59, VoY
Defense, Emergency, Exploration, Military, Scientific  TOS, Mavie
Defense, Intelligence DS, YOY
Defense, Emergency, Exploration, Military, Sclentifc TG, DS9, VOY

Defense, Emergency, Military

TNG, D59, VO

forcements for missions that suddenly

Romulan, Cardassian, or 23rd-century Kli

can also use them as “threat ships,” of

turn hairy
NEon series

ourse,) The

templates appear in chronological order, from the ear

liest (Daedalus-class | xplorer) to the lats

class Heawy F1|:-||-:1" See Table 6.

Missions” (based on the mission types fic

Trek RPC Narrators Guide Table 1.1

headers are only suggestions, based on the

boand

sSb S overargn

2 for details. The

m the Star
‘Series”

» ships’ pri

More

details appear in the individual ship writeups. Both

mary mission rales and televised depictions

Crews and Namators should use these sugpestions to

jumpstart their imagination—neither Starfleet com
mand nor the vagaries of the space-time continuum
allow every ship in the fleet to remain r|;_;||: whiere s
supposed 1o be, doing exactly what it's designed for,

over the course of a five-yvear mission,

STAR TREK ROLEPLAYING GAME




STARSHIPS 083502

LGARS MEMORY ALPHA LIBRARY INDEX ONLINE

'''' STARFLEET SHIP REGISTRY/DATABASE
STARDATE 54874.2 (2377 EARTH STANDARD YEAR)

INDICES 358804-3622217

STARFLEET TACTICAL SPECIFICATIONS —
Authorized Personnel Only




DAFDALUS;CLASS ____STARLEET VESSELS Js |

9 [
L)1 Mt A o48 878 220 (1§
411 0812 WM 4
2 B0l M g
PRODUCTION DATA
DRGIN UNITED FEDERATION OF PLANETS THE DAEDALUS CLASS EXPLORER WAS THE FIRST FEDERATION FLACSHIP
O cussuTE DAL LGS BOLOER ALTHOUGH IN PRACTICE THE SHIP HAD BEEN UNDER DEVELOPMENT BY EARTH'S
YEAR LAUNCHED 2182 STARFLEET AS THE LONG-RANGE FOLLOW-UP TO THE ENTERPRISE-CLASS. THE MORE
SPARTAN FITTINGS OF EARTH SHIPS BUILT FOR THE EARTH-ROMULAN WAR ALSS
HULL DATA AFFECTED THE DAEDALUS' FEEL: T BEGAN A CENTURY OF MINIMAL, UTILITARIAN SHiP
STRIGTURE 1§ ESIGN THAT BECAME THE HALLMARK OF 2380-CENTURY STARFLEET VESSELS, THE
SI/DECKS U8 DEGKS OAEDALUS INCORPORATED SOME OF THE NX-CLASS FEATURES SUCH AS TRANS
W’“ — PORTERS AND TWIN WARP NACELLES, BUT REPLACED THE PHASE CANNDY WTH
ADVANCED MAENUSSON-CLASS LASER CANNON, WHICH DELIVERED MORE FORCE FoR
OPERATIONAL BATA LESS POWER USAGE. THE DAEDALUS-CLASS MADE UP FOR THE PERCEIVED FAILINGS OF
b P p— THE ENTERPRISE-CLASS (THE SMALL CREW, THE INADEQUATE SENSOR SUITE), BUT i
CARGH UNTS % NOT NECESSARILY HAVE THE FULL TECHNOLOGICAL CAPABILITIES TO MATCH ITS Mig:
SHUTTLEBAY 1A SI0N PROFILE OF DEEP SPALE EXPLORATION AND INDEPENDENT COUNTERPIRACY
SHUTTLECRAFT 4 SUE WORTH OPERATIONS AGAINST THE ORIDNS AND NAUSICAANS. ALTHOUGH OUTFITTED WiTH
TRACTOR BEAMS TWIH SUBSPACE RADIOS, THE DAEUALUS-CLASS HAD AN DPERATING RANGE WELL BEYOND
SEPARATION SYSTEM N0 THE LINIT OF STARFLEET'S SUBSPACE BEACON SYSTEM, S0 THE FURTHEST TRAVELERS
SENSOR SYSTEM CLASS 2 (+2/6) STILL FOUND THEMSELVES GUT OF CONTACT AND DEPENDING ON CONVENTIONAL
OPERATIONS SYSTEM  BASIC (W) RADID FOR EVEN EMERGENCY MESSAGES. THIS BOLNESS PARTIALLY EXPLAINS WY
LFE SuPPoRT BASIE () S MAY GAEGALUS CLASS VEBSELS YAMISHER O THESE FIRST ANSSIONG FOR A
UNITED FEDERATION OF PLARETS
w’mm VR (500 USS. DAEDALUS, PROTOTYPE: U.S.S. ARCHDN, LOST AT BETA Il SYSTEM
MAB-BU 1V BY ELECTROMAGNETIC STORM (2167); 1.5.5. HOREZDN, MADE FIRST CON:
TACTICAL DATA TAGT WITH I0TIA (2168), LOST (2168), FAMDUS; U.8.5. LINDBERGH, DESTROYED
LASER BANKS TV N 068 THREE ORION PIRATE SHIPS AT THE BATTLE OF DELTA DORADUS (2186, FAMOUS;
PENETRATION VY2 10.5.5. WAKEFIELD, COMMANEED BY CAPTAIN JOHN PETRASHUNE, LOST A BATTLE OF
PHOTON TORPEDOES  TYPE X3/ DELTA DORADUS (2166); U.SS. ANSON; U.5.5. DRAKE: U.8.5. REPUBLIC.

PENETRATION Yy
DEFLECTOR SHIELD NONE
PROTECTION; THRESHOLD 2/1 (POLARIZED HULL PLATING)

MISCELLANEQUS DATA
MANEUVER MODIFIERS -+ 3¢, 3N, + 37
TRAITS DESIGN DEFECT (COMMUNICATIGNS, -+ 5 TH)

SN FEDERATION ARCHIVE DATABASE  DATA ANALYSIS 09181




WL RRETVESES  RANGER-CLASS
nm I @4 ﬂ

8 878 2

o e o e
o2 w2
T

Lo

PRODUCTION DATA
STARALEETT PRIMARY DIPLORER MURING THE EARLY 238D CEMTURY THME RANEER [RIGIA (INITED FEDERATION OF PLANETS
CLASS SERVED A AN EXCELLENT BAGKUP TO THE LATER CONSTITUTION-CLASS DURING THE  CLASSANDTYPE RANGER-CLASS EXPLORER
CETURY'S LAST HALF. INITIALLY RESPONSIBLE FOR EVERYTHING FROM FIRST-CONTACT SUE YEAR LAUNCHED 22152258
VEYS U COVERT OPERATIONS AGAINST KLIVGON PRISON-WORLDS, THE RANGER. CLASS LATER
SETTLED INTO A COMFORTABLE ROLE ON SECTOR PATROL, DIPLOMATIC CONVEY, AND OTHE HULL DATA
SUPPART OPERATIONG. ROWEVER, STARAEETS CHRDNIC SHIP SHORTLEE INTIL THE DA OF STRUCTURE 25
FULL REPLICATOR CONSTRUCTION I THE 22765 MENNT THAT RARGER CLASS CREWS WA T0 g pecys /14 DECKS
FE RERMY FOR ANTTHING AND USED TO EVERYTHING LENGTH/HEGHT/BEAM  227/55/130 METERS
ALTHOUEH COMPUTATIONALLY UNDERPOWERED, THE RANGER CLASS WAS OTHERWISEA pomPLEMENT W
TOP-QUALITY SHP (TS REVOLUTIDNARY TRITANIUM CONSTRUCTION, COMBINED WITH FUlL
MM I‘-Il[lﬂll‘lﬂﬂﬂg THE M- 2108 IMPULSE ENGINE, MADE IT ETH:HI};H MIIEFIEI'EH THAN OPERATIONAL DATA
MOST OTHER 23%0-CENTURY CRAFT, SPACEFRAME DESIGNER NARL CHAUSSER'S WORK
MLOWED A LARGER CREW MORE ACCESS T) CRITICAL SYSTEMS, AND MAXIMZED LIVING AND mm"? :nm VAR, 3 iy
WORAIAG SPACE. WITH TH RANGERCLASS, STARFEET GAINED THE ABLITY TO PROJEET A gy oy 1
CRITICAL MASS OF SPECIALISTS (AND FURCE) ANYWHERE I KNOWN SPACE. S —
U5 RANGER, PROTOTYPE, LAST T0 KUNGON ATTACK ON ASTROVS FRSTCONTAT oo TN
MSSION T0 AGBAR IV (2218); U.8S. RASTION, DESTROYED FVE LINGON SHPS I BT~ gpe s s oo
MOMULAN NETRAL Z0VE (228600) US.S. CHALLGER, SERVED N ACANAR REBEUDN ~ poeoobe cvnrns e 1) cLASS2 (0
(2254); US.3. CORONADD, DSCOVERED CESTUS W (Z250); 0.8, EMDEN, PEACENEEPING  \\ceovppcr ety
NISSIONS BETWEEN ROMULANS AND KLINGONS (2282—83); 18,8, EXPLORER, LOST I THET!
RETCULA SYSTEN (2213); 1. INDOWTABLE, COMMANDED BY CAPTAIN ROBERT BUFR, ooy connr are
DEFEATED SENTIENT NEBULA (2267), FANDUS; U.S.S. ORLEANS, TEST-BED FOR PROTHTYFE
PRASER WEAPONS (2256); 5.5, REVERE, LONG-RANGE SCOUTING AND SURVEY migggy  'MPULSESWTEN  TYPEIN LEG) (B)
(2271): USS. SAUKSTH, CAPTURED LKS. OITIRA (2238); WSS, SOUZMENTZYN, cone  'WARP SYSTEM TWPE IV (4/5/3) (B)
MANDED BY CAPTHI ACHILLES DIAMOND (2257—2268), FAMOUS; U.8.S. SPANN, FOUGHT AT ,
BONATY V (2242: US.S. VALANT, LOST IN ORIT AROUND EMNIAR Wi (2217); ugs  VAGTIGAL DATA
BECATUR; .5 5. DINCAN; U.8.5. HALSEY: 1.5.5. SPRINGFIELD. PHASER BANKS TYPE Nl (X10/8) PHASER TYPE IV (73)
PENETRATION 43/, 444010
PHOTON TORPEDIES  TYPE N (10/D)
PERETRATION mann
DEFLECTOR SHIED  CLASS 2 () CLASS 2A (B)

RANGER- CLASS SPECIFIGATIONS

PROTECTION, THRESHOLD 12/2 13/3

MISCELLANEQUS DATA
MANEUVER MODFERS  -+2€, -1 H, +21

FEDERATION ARCHIVE DATABASE « DATA ANALYSIS 00539




550 b

MIRANDA: GLASS
ar
. ¢ Pyt T

PREGUCTION DATA

OGN UNITED FEDERATION OF PLAETS
CLASSANDTYPE  MIRANDA-GLASS CRUISER
YEAR LAUNCHED )

HULL DATA

STRUCTURE %

SIE/DECKS §/15 DECKS
LENGTH/HEIGHT/BEAM  237.6/58/141.7 METERS
COMPLEMENT 360

OPERATIONAL UATA

TRANSPORTERS  PERSONAL, 3 CARGD, 3 EMERGENCY
CARGD UNITS 50

SHUTTLERAY 1A

SHUTTLECRAFT 4 SUE WORTH

TRAGTOR BEAMS 180, 1RV

SEPARATION SYSTEM MO

SENSOR SYSTEM BLASS 1 (+1/8)
OPERATIONS SYSTEM  CLASS 1 (A)

LIFE SUPPORT BLASS 1 ()
PROPULSION DATA

WPULSE SYSTEM  TYPEIN (.8C) ()

WARP SYSTEM TYPE INA (WARF 3/8/8.5) (X8/C)
TACTICAL DATA

PHASER BANKS TYPE  (G5/T)
PENETRATION VAL

PHOTON TURPEBGES  TYPEN (XB/%)
PENETRATION 111

DEFLECTOR SHELD  CLASS 3 (B)
PROTECTION, THRESHOLD 14/3
MISCELLANEDUS DATA

MANEUVER MODIFERS ~ +3C, +20, -+4T

STARFLEET VESSELS _-

676 224
837
8 7

A STARFLEET FINTURE OF LONG RANEE SCIENTIFIC SUPPLY, AND EXPLORATORY M3
SIONS FOR NEARLY A CENTURY, MIRANDA-CLASS VESSELS PROBABLY LOGGED MORE PARSECS
THAN ANY OTHER SINGLE FEDERATION VESSEL CLASS. DURING THE LATE Z3R0 CENTURY,
STARFLET COMMAND PLACED AN INCREASING EMPHASIS O DEEP SPACE EXPLORATION AND
SURVEYING. THE FIRST SHIPS LAUNCHED AFTER THE INCEFTION OF THE EXPLORATORY VESSEL
INITIATIVE, MIRRNQA-CLASS VESSELS REPRESENT THE MOST NOTAELE RESULT OF STARFLEET'S
REMEWED FOCUS ON EXPLORATION AND DISCOVERY,

MERGING A HOST DF DIVERSE CAPAMILITIES, VERSATILITY QUACKLY BECAME A HALLMARK
OF THE CLASS. ALTHOUGH MHRANDA-CLASS SHIPS PRIMARILY UNDERTANE SCIENTIFC AND
EXPLORATORY MISSIONS, CERTAIN SYSTEMS MODULES ARE SWAPPABLE. THESE MIRANDA
UARIANTS BNJOYED GREAT PAPULARITY IN THE EARLY 247H CENTURY, AND THEIR EXPAREED
TACTIGAL AND DEFENSIVE SYSTEMS ARE MORE THAN A MATEH FOR MOST FOES. SHIFS OF THIS
CLASS HAVE PARTICIPATED IN EVERY MAJOR BATTLE OF THE 24TH CENTURY, OFTEN SERVING
ON THE SECONDARY OR RESERVE BATTLE LINES.

BY THE MIDULE OF THE 24TH CENTURY, STARFLEET NECOMMISE SONED MANY MIRANDA-
CLASS VERSELS AND SENT THEM T SURPLUS DEPATS, SCRAPPED THEN FAR PARTS. OR USER
THEM AS TRAINING VESSELS. FEDERATION MEMBER PLANETS AND ALLIED SYSTENS SUCH AS
ALTAIR AN BETELGEUSE FIRST NEGAN TO ADD RECONBITIONED MIBANDA-GLASY SHIPS T
THEIR OV SPACE FLEETS IN THE 23808, WHEN THE ACTIVE PRODUCTION LIFE OF THESE SHIPS
CEASED. HENCE, MANY MIRANDA-CLASS VESSELS CONTINBED TO SERVE WITH DETINGTION
THROUZKOUT FENERATION SPACE AND BEYOND FOR DECADES AFTER THEIR THEORETCAL DBSD-
LESEENCE.

USS MIRANDA, PROTOTYPE U.5.8. BRATTAIN, TRAPPED IN A TYKEN'S RIFT (2367);
.55 KIROLEV, DIPLOMATIC MISEION TO ZALD (2283); 5.8, LANTREE, DESTROYED IN CLAS-
SIFIED INCIDENT (2385); U.3.5. MAJESTIC, DESTRUYED DURING OPERATION RETUIN (2374),
FAMDUS: 1.8.5. NAUTILUS. FOUGHT AT CHINTONA (2374), FAMEUS; 10.5.5. RELIANT, SUPPORT
VESSEL FOR CLASSIFIED GENERS PROJECT, LATER HLMCKED BY WHAN NOOMEN SINGH
(2265); U85 SARATOGA, LOST I THE BATTLE OF WOLF 358 (2367); U.5.5. SHIRKAHR,
DESTROYED AT CHINTOKA (2374}, U.8.8. SITAK, LOST IN OPERATION RETURN (2174); U85,
TIAN AN MEN, PARTICIPATED N ROMULAN BLOCKADE (2368), LOST NEAR CARDASSIAN BOR-
WER (2373); 1183 VIGILANT, LOST AURING LONG-RANGE SURVEY MISSIN [N PERREUS ARM
(2348); 1.5.5. ANDOVER; .5.5. SRISBANE; U.8.5. MONDIAL; 11.5.5. WHORRN.

SN FEDERATION ARCHIVE DATABASE  DATA ANALYSIS 09181
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W STARRLEETVESSELS — FBULA-CLASS "'

frl

B2 0823
B

THE NEBULA-GLASS GHIRSER B A GLUSE DC3IGN COUSN OF [HE LAKEER BALAXY-ELASS
CAPITAL SHI, BASED DM THE EALAXY-CLASS STARSHIP DEVELOPMENT PROJECT PLANS. THE
SAOCER SECTMM, MAUELLES, AND MUNUN [DEFLECTOR ARE ALL WRTUALLY IDENTICAL TD
(RLTHOWGH DCCASIONALLY DOWNSIZED FROM) THE PARALLE. GALAXY-CLASS COMPONENTS, A
TRIBHTE T0 THE VERSATILITY OF THE GALANY-CLASS DESIGAL. SMALLER AND EASIER TO BuILD,
TRERE ARE ABSUT TWICE AS MARY REBULA-CLASS CRUISERS AS EALANY-CLASS EXPLORERS IN
STARFLEET ROSTERS.

THE VERSATILITY OF THE MEBULA-CLASS 15 ENHANCED EY T3 CHARACTERESTIC AFT DOR-
SAL (MO, WHCH CAN BE RECONFISURED AT ALMOST ANY STARBASE FOR ANY GIVEN MISSION.
(THE P80 ADDS 50 SPACE FOR SENSORS, WEAPONS, ETC) BEFDRE THE DOMINION WAR,
NEBAELA-CLASS SIHPS NORMALLYINSTALLED A POVIERFUL SENSOR ARRAY FOR PLANETOLGGICAL
AND ASTRONGMICAL SURVEYS; DURING THE WAR, THE NEBULA-CLASS SPORTED A HEAWY TAC-
TICAL P60 WITH FURTHER LOAD DUTS OF PHASER AND TORPEDD ARRAYS. ETARFLEET DFTEN
'SES NEBULA-CLASS SHIPS TO TEST EXPERIMENTAL CONFICSRATIONS OF WEAPONS, SENSORS,
SCEENTIRG INSTRUMEENTS, FIELD PROJECTORS, AND 30 FORTH. THIS ADAPTABILITY MAKES THE
NESULA-CLASS IDEAL FOR ALMOST ANY SCIENTIFIC OR EXPLORATION MISEION, AND T3 POW
ERFUL SENSOR PACKAEES GIVES IT A USEFUL ROLE TD PLAY IN DEFENSE AND RECONNALSIANCE
MISEENS AT WELL

U35, NERULA, PROTOTYPE, 0.8.3. RELLEROPHON, DESTROYED IN BATTLE OF WOLF 350
{2067); U.8.5. BONHOMME RICHARD, SMASHED FERENEI PIRATE RING NEAR CANOPUS (2208);
.53 BOUSAIRVILLE, DEPLOYED SABA STATION AT CASSANDRA (2368), U.5.5. ENDEAVOUR,
COMMANDED BY CAPTAIN JOSEPY AMASOV, SILE SURVIVOR OF BATTLE OF WOLF 350 (2367),
UEFENDED EARTH FROM BORE (2373), FAMOUS; U.8.5. FARRAGUT, DESTROYED BY NLIGONS
NEAR LEMBATTA CLUSTER (2073); U.5.5. RERA, COMMANDED BY CAPTAIN SILVA LA FRGE,
LOST BN COMRIER MISSION (2970); 088 WONSHE, DESTEAYED BY CARDASSIANS (2374),
FAMBUS; U.5.5. LEOPARD, PENETRATED AND MAPPED THOLAN INTERPHASE (2357--2360),
LOST ON THOLIAN BORDER (2360); 0.5.5. MONITOR, DBSERVED ROMULAN INCURSION ON
NELVANA IN (Z366); 1.5.5. PHOCNIN, INVOLYED IN CARDASSIAN BORDER INCIDENT (2367);
U35, PROMETHEUS, PARTICIPATED IN REIGNITION OF STAR EPSILON 118 (2370); 1.8.8.
PROXMA, LOST [N GAMMA QUADRANT (2369); U.5.3. SUTHERLAND, BLOCKADED DURAS FAC-
Tl BRI NLINGON CAAL WAR (2367 -2368); 11 §.8 TXIMBRA, COMMANDED BY CAPTAIN
SULDE .55, ULYSSES, COMMAUDED BY CAPTAIN ENTEBE, SURVEYED HELSAPONT NEBULA
(Z371); W55, CHESAPEAKE; 11.5.5. LEXINGTON; U.5.3. MERRMACK; 11.5.5. TEMERAIRE.

FEDERATION ARGHIVE DATABASE « DATA ANALYSIS 95700 S

NEBULA-GLASS SPECIFIGATIONS

PRODUCTION DATA
DRIGIN UNITED FEDERATION OF PLANETS
ELASS AND TYPE NEBULA-CLASS CRUISER

YEAR LAUNCHED 2957 .

HULL DATA

STRUCTURE 35

SIE/DEDKS 7721 DECKS
LENGTI/HEIGHT/BEAM  485/140.5/417.1 METERS
COMPLEMENT 750

QPERATIONAL ATA

TRANSPORTERS & PERSONAL, 4 CARGD, 4 EMERGENEY
CARED UNITS i

SHUTTLERAY 1

SHUTTLECRAFY 8 SIZE WORTH
TACTORBEANS 1D, 10, 1V
SEPARATION SYSTEM .~ D

SENSORSYSTEN  CLASS 4 (+4D)

OPERATIONS STSTEMS  CLASS 4 (D)

LIFE SUPPORT ELASS 4 (B)

PROPULSION DATA

IMPHLSE SYSTIM CLASS 7 (.820) (B)

WAEP SYSTEM CLASS B (8/0.8/9.082) (B)

TACTICAL DATA

PHASER ARRAYS TYPE VI (X3/8) 12335

PENETRATION /4078
PHOTON TORPESOES TYPE W1 (XA/T)
PENETRATION /8/8/8/8
DEFLECTOR SHIELD ~ CLASS 8 (D)
PROTECTION, THRESHOLD 12/4

MISCELLANEDUS DATA
WANEOVER MOUFIERS ~ +3C,—1H, 417




EXGELSIOR-CLASS

OTARFLEET VESSELS _'

r .
676 224
837

048 876
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827 0 6o

4550 101

EXCELSIOR- CLASS SPECIFCATIONS

PRODUCTION DATA
ORI

GLASS AND TYPE
YEAR LAUNCHED

WOLL DATA
STRUCTURC

SIE/ DECKS
LEWGTH,/HEMGHT/BEAM
COMPLEMENT

OPERATIONAL DATA
TRANSPORTERS
GARGO UNITS
SHUTTLERAY
SHUTTLECRAFT
TRACTOR BEAMS
SEPARATION SYSTEM
SENSOR SYSTEM
OPERATIONS SYSTEM
LIFE SUPPORT

PROPULSION DATA
IMPULSE SYSTEM
WARP SYSTEN

TACTICAL DATA
PHASER BANKS
PENETRATION
PHOTON TORPEDOES
PENETRATION
DEFLECTOR SSIELD

i ]

1/30 DECKS
A70/111/260 METERS
m

4 PERSONAL § CARGD, 4 EMERGENCY

n

1

3 SITE WORTH
1AD, 1FY
L]
ELASS 2 (£)
CLASS 4 ()
CLASE 2 (B

TYPE IV (.56) (B)
TYPE V (WARP §/8/7) (€)

TYPE Vil (¥5/5)
1551
TYPE I (X10/T)
i3/
CLASS 4 (L)

PROTECTION, THRESHOLD 14/4

MISCELLANEOUS DATA

+16 +2H, +2T

OREGINALLY DESICAED AS THE TEGT-DED FOR THE REVOLUTIORIARY TRANSWARF DRVE, THT
ENGELSIR WENT THROUGH A PERIDD OF REDESIG AFTER THE TRANESWARP SYSTEM FAILEDL, WiTH
CONVENTIONAL WARP NACELLES (SUIGHTLY LEVETHENED FROM THIE PREVIDUS WDOEL), A MBRE
POWERFUL PHASER ARRAY, AND A ROBUST COMPUTER SYSTEM, THE EXCELSIOR CLASS CRUSSER
BECAME OE OF THE MOST RELIABLE AND LONE-LIVED SHIFS N STARFLEET. ITS SIZE AND SPEED
GAVE I A NATURAL ROLE IV EMERGENCY RESPONSE AND LONG-RANEE EXPLIRATION, BUT 1T
RELABLY FOUGHT “NBOVE IT5 WEBHT™ IN ACTIONS FROM THE FINAL DAYS OF THE WLINGON.
FEDERATION “COLD WAR" T0 THE HOTTEST BATTLES 0 THE DOMINION WAR. TS TODGHNESS 1§
NEMONSTRATER BY THE FACT THAT AEHTING CAPTAING LINE JELLICD, LEYTON, AND NECHRYEY
Wil COULD HAVE EASILY ARRANGED TRANSFERS TO BALAXY-CLASS EXPLORERS, NEFT THER
FLISE 18 EXCELSHOR-CLASS SHIPS AS LONE AS POSSIBLE,

1.5.8. EXCELSIOR, PROTOTYPE, TEST-BED FIR FAILED TRAMEWARP DRIVE (2284), UPRAT-
) ANO COMMANDED BY CAPTAIN HIKARD SULU (2230--2208), FAMOUS, U.3.5. AGIRCOUET,
CONMANDED BY CAPTAIN CHRISTIAN SUMMERS, DEFEATED THOLIAN TASH FORCE AT CATALINA
STATION (2355); 1.8.5. AL-BATANI, COMBMMANDED BY CAPTAIN DWEN PARIS, SERVED I THOUAN
WAR (?355-7980), FAMODDS USS CARD, COMMANDED BY CAPTAIN FIWARD JELLIED
(2380--2370), SERVED ON CARDASSIAN FRONTIER, COMMANDED BY CAPTAT LESLIE WO
(2370—2474), DESTROYED 8Y DOMINION FORCES NEAR RAMULAN NEUTRAL IDNE (2374),
FAMDUS; U35, CRATY HORSE, SERVED DERINE BORE CRISIS (2368); U.5.5. ENTERPRISES,
FOURTH SHIP T8 BEAR THE NAME, COMMANDED BY CAFTAIN JOHN HARRIMAN (2703—7780):
i85 FARRAGHT MECOMMISSIGNED AS TRAINING VESSEL (P350), RECOMMISSIONED FOR
DONMION WAR (2373); U.8.8. FEARLESS, TEST-BED FOR FAILED NDSISHD ENGINE SOFTWARE
UPGRADE (Z364); 11.2.5. FREDRICKSON, DAMAGED (N BATTLE AGAINST DOMINION (2374); 182
ORCON, COMMANDED BY ADMIRAL NECHAYEW (2368--2371), FAMOUS, FLARSHIP (42 [);
U.8.5. HOOD, COMMANDED BY CAPTAIN ROBERT DESOTD (Z361-2386), FOUGHT AT CHINTORA
(?304); LAR INTREPID, PRMVANFR FMERBENCY RFLIFF T0 KUIMRON DUTPAST A KHITANER
AFTER ROMULAN SNEAK ATTACH (2348), FAMOUS; 0SS, LANDTA, COMMANIED BY CAFTAIN
ERINA BENTEEN, PARTICIPATED IN ADMMRAL LEYTON'S ABORTIVE COUP (2372); LSS
LEXNGTON, TRANSPORTED EMERGENCY MEDICAL SUPPLIES FOR TARANMD COLONY (2370)
.55, MALICHE, COMMANSED BY CAPTAIN HARLAN SANDERS, SERVER AGAINST MADUIS
(2373); 1.8.5. MELBOURNE, BESTROYED AT BATTLE OF WOLF 358 (2367); 152, OKIRAWA, COMW.
MANDED BY CAPTAIN THOMAS LEYTON (2350-2364), NOTABLE SERVICE DURMNG TZENKETH
WAR (2384), FAMODS; U.5.5 ROOSEVELT, DESTROYED AT BATTLE OF WOLF 359 (Z387); 1§38,
TECUMSEH, PARTICIPATED IN COUNTERATTACK ABAINST KLINGONS AT ARCHANIS (2373); D835,
VALLEY FORGE, FOUGHT AT CHINTONA (2374); S8 CHARLESTON; (15.5. CROCKEIT, U535,
GRISSOM; 18,8, LIVINSSTON, 1.8.5. POTEMIIN; 118,58, REPULSE.
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L-- AMBASSADOR-GLASS SPECIRCATIONS

PRODUCTION DATA
THE AMBASSADOR-CLASS HEAVY ERUISER SERVED A3 THE PRIMARY CAPITAL BHIP OF  BRIGIN UNITED FEDERATION OF PLANCTS
STARFLEET FROM TS LAUNCH IN 2322 UNTIL THE DEVELOPMENT OF THE GALAIY-CLASS  GLASS AND TYPE AMBASSADOR-CLASS HEAVY CAUISER
EXPLORER (WHICH WAS A DESIGN BASED IN LARGE PART ON AMALYSIS OF A QUARTER-CENTU-  YEAR LAUNCHED nn
RY OF TO-RANK AMBASSADOR-CLASS PERFORMANCE). THE AMBASSADOR-CLASS PROVIDED
DEFENSIVE. SCIENTIRC, AND EMEREENCY RESPONSE SUPPART TO THE FEDERATION AND TS HULL DATA
MLES FOR OVER FIFTY YEARS, AND THE LARGE FLEET OF AMBASSADOR-CLASS WEAVY grRycTuRe "
CRUISERS DETACHED FOR EXPLORER DUTY IN THE ALPHA GRADRANT CONTACTED MANY NEW eov pEDis /40 DECKS
SPECIES (WCLUBING FUTURE MEMBERS SUCH AS THE ZMDORN) OURING THE COREWARD | pwgrh/NEGHT/BEAM  525/281/133 METERS
FRONTIER SURVEY, AMBASSABOR-CLASS SHIPS ALSO TOOK THE BRUNT OF THE FIGHTIVG DUR- poMPLENENT po
NG THE WATOMER CONFLICTS WITH THE ROMULANS, AND BURING THE CARDASSAN ANO
THOLLAN WARS OF THE 23408 AND 23508. i R OPERATIONAL DATA
IT CONTINUED T SERVE N SIGNIFICANT FLEET ACTIONS AND FRONTIER :
ITIES EVEN AFTER GOWS OUT OF PRODUCTION IN 2372 ALTHOUGH DUT-GUNNER BY THE w ;MIM.JW
FRONT-LINE JEIVHADAR CRAFT, T WAS WORE THAN A WATCH FOR THE CARGASSIANS GALOR- gy ey "
CLASS WARSHIP. NENCE, AMBASSADOR-CLASS SHIPS WREAXED A DEADLY TOLL ON g copcr IS
CARDASSIAN SHIPPINE, AND DUITE OFTEN FOUGHT JEMHADAR BATTLECRUISERS T0 STALE- TRAGTOR BEAMS 1, 1R
IRATES, ALBETT OFTEN AT A TERRIFE COST. THE SURNIVING AMBASSADDR-CLASS WARHDRSES SEPARATON SYSTEM. MO
STIL I SERVCE MOST OFTEN TAKE ON SECTOR PRTROL, FIST-CONTACT, OR SCENTFC SUR  geneon everen oy
VEY MIESHONS WITHIN FEDERATION SPALE, ESCORT (PLORUETIC MISSIONS, DR SERVEAS BASE OPERATIONS SYSTEMS  CLASS? (D)
SUPPORT FOR NEY STARBASES AND SPACE STATIONS. T S pevtd
U188 AMBASSADOR, PROTUTYPE: 1183, ADELPHI, BSASTROUS FIRST CONTACT WITH
PLANET GAORUSIA (2361); 8., ENTERPRISEC, FFTH STARSHP T0 BEAR THE NANE, COM- oo c0n
NANDED B CAPTAIN RACHEL GARRETT (23402340, DESTROVED DEFENDIG KLIGON OUT- o oo Sk
PEST AT RARENDRA 1) AGKINST AOMOLAN ATTACK (2044), FAMOUS, 0SS, CALBLR, oo
BLOCKADED DURAS FACTION DURING KLINGON CIVIL WAR (2367—2368), FAMOUS; 183, TPEWI (78.5/8) )
WORATI, DESTROYED AT DTALLIX B BY ALIEN PARASITES (2364); U5.5. KROTUS, BEFEATED
BMULAN INCURSION ACROSS NEWTRAL TDNE (2344); U8 vaEMAR, prouiey  TACTIGAL DATA
CARBASSIAN DEMILITARIZED ZONE (2370); U.8.5. EXETER; US.S. GANOHL 1.8 8. THMDY, PHASER MRAYS TYPE X (X0/D)
PENETRETION b/8/8/1/0
PHOTON TORPEDOES  TYPE V 05/0)
PENETRATION 1111
DEFLECTOR SHIELD CLASSS (E)
PROTECTION, THRESHOLD 15/3
MISCELLANEDUS DATA
MANEUVER MODIFERS  + 26 10, +27
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oTEAMRUNNER-GLASS

PRODUCTION DATA

QRGN UNITED FEDERATION OF PLANETS
CLASSANDTYPE  CLASS HEAVY FRIBATE

YEAR LAUNCHED 2368

HULL DATR

STRUCTURE 35 (5 ABLATIVE ARMOR)
SIZE/DECKS 6/18 DECKS
LENGTH/HEIGHT/BEAM  375/78.5/270.5 METERS
GOMPLEMENT 20

OPERATIONAL DATA

TRANSPORTERS 4 PERSONAL, 4 CARED, 4 EMERGENCY
GARGO UNITS il

SHUTTLERAY 1

SHUTTLECRAFT B SIZE WORTH

TRAGTOR BEAMS 180, 1 A, 1

SEPARATION SYSTEM MO

MASHING SYSTEM CLASS 2 (18 RATING)

SENSOR SYSTEM CLASS 4 (E)
OPERATIONS SYSTEMS  CLASS 3 (D)

LIFE SUPPORT ELASS 4 ()
PROPULSION DATA

IMPOLSE SYSTEM  CLASS 7 (.8€) )
WARP SYSTEM CLASS 7.8 (7/8/9.6) (B
TACTICAL DATA

PHASER ARRAYS TYPEX (K4/C)
PENETRATION 655010
PHOTON TORPEDOES ~ TYPE 5 (X2/B)
PENETRATION /a4
DEFLECTOR SHIELD CLASS 7 (E)
PROTECTION, THRESHOLD 17/4

MISCELLANEDUS DATA
MANEUVER MODIFERS ~ +2C, +1H +11
TRAITS ABLATIVE ARMOK

STEAMRINNER-£LASS SPECCATIONS oy

STARFLEET VESSELS _-

78 24 11
W
548 78 7

THE SECOND VESEEL CLASS AUTHORIZED BY THE PERIMETER DEFENSE DIRECTIVE, THE
STEAMRUNNER-CLASS OF HEAVY FRIGATES BORROWED NUMEROUS DESIEN SPEQFICATIONS
FROM [T LARGER AKIRA-CLASS COUSINS, ALTERING AND IMPROVING CERTAIN ELEMENTS T0
FIT THE SMRLLER FRIGATE SHIP TYPE. QUICK AND MANEUVERABLE, STEAMRUNNER-CLASS VER-
SELS HAVE SERVED WTH DISTINCTION IN EVERY RECENT UFP CONFLICT.

(ESIENED FOR A FURLY SPECIAC CROUP OF MISSION PROFILES, INCLUMINE PERIMETER
ACTIGNS, LOWG-RANGE THREAT RESPONSE, AND COVERT OPERATIONS, THE STEAMRUNNER
CLASS (LIKE THE AMIRA CLASS) ALSD BORROWS HERVILY FROM TECHMOLOGIES AND DERIGN
SPECIACATIONS DEVELOPED FOR THE DERANT PROJECT. THESE INCLUDE A LESS VULNERABLE
NACELLE CONFIGURATION, SHIP COMPONENTS THAT CAN BE JETTISANED IN THE HEAT OF BAT-
TLE, AND A REDUCED AREA OF ACTIVE SENSOR COVERAGE, ALL OF THE LARSER POD VESSELS
EMPLOY MULTILAYER ABLATIVE HULL ARMORING, A8 WELL

U35, STEAMRUNNER, PRATOTYPE, U.5.3. ADIRDNOACK, DESTROYED DURING ASSAULT
N GHINTOKA SYSTEM (2374); U.8.8. APPALACHIA, DEFENDED EARTH AGAINST BORE INGUR-

SION (2973), FAMBUS; U8 8. GREAT SMOKEY, ENGAGED THE THOLIANS BURING THE BRACONIS
IX PERIMETER ACTION (2471); .88, KHYBER, LOST DUBING NEFENSE OF BETAZED (2374);

0S5 MATEWAN, LOST DURING AN INTERDICTION DPERATION ALONG ROMULAN BORDER
(2371); 5.5 SUTTER, LOST DURING ROUTINE PATROL OF THE CARDASSIAN DEMILITARIZED
TONE (2370); U3, TIEN SHAN, PATROLLING ROMULAN BORDER; U.8.5. CIRCASSIA, U85,
ENESSL, 1.5.5. SHENANDOAH, U.83. TAVDA; 0.5.8. WANDERER.
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B SABER-CLASS SPECIFCATIONS

ANOTHER VEBBEL TO ENTER ACTIE EERVICE AS A RESULT OF THE PERIMETER DEFENSE  ORIGIN UNITED FECERATION OF PLANETS
DIRECTIVE, THE SABER-CLASS OF LIGHT CRUISERS ALMOST WMEDIATELY SAW ENTENSIVE  CLASS AND TYPE SABER-CLASS LIGHT CRUISER
ACTION ON SCVERAL FRONTIERS. USING MATERIALS TECHMOLDGY AND SPACEFRAME ELE  YEAR LAUNCHED an
ENTS BORROWED FROM THE ASEE DEFIANT BEVELOPMENT PROJECT, THE FIRST SABER-CLASS

VESSELS LAUNCHED IN LATE 2370 AS FAST PERIMETER- DEFENSE SHIPS. HULL DATA
INITIALLY ASSIGNED T HOSTILE FRONTIER RECIONS, THESE AGIE VESSELS QUENIY  groyeruer -
PROVED THAT THEY COULD HOLD THEIR DWN AGAINST MUCH LAFGER OPPONENTS. THE INTER-  oe mepys /8 DECHS
WAL NACELLE CONFIGURATION, SUGRETTED BY CARDASSIAN EMBEDDED-WARP TECHNOLDGY LENGTH/NEIBHT/BEAM  160/82.6/111.8 METERS
AND EXPLORED BY STARFLEET R&D DURING THE DEFIANT PROJELT, MAKES THE SHIP A COM-  poaos cxent W0 \

PACT TARGET AND SAVES ADDITIONAL WEIGHT AND SPACE THAT WOULD OTHERWISE BE

BESIGH ALSD WAKES TWESE VESSELS MORE VULNERABLE TO CORE BREACHES WHEN FULL oo ayepppyrne 2 PERSONAL 2 CARGO, 2 EMERGENEY

AARWROR PENETRATIEN DCTHRS. CARGE UNITS 10

SWALL AND DESIGNED FOR EASY MASS PRODUCTION, NO LESS THAN FIVE MAJOR TARD SHUTTLERAY |
FACILITIES PRODUCE SABER-CLASS VESSELS BY THE END OF THE BOMINION WAR. AS A RESULT SHUTTLECRAFT § SIZE WORTH
MDRE RARER-[1 ASS SHIPS ENTERED ACTIVE SERVICE THAN DF ANY OF THE DTHER NEW CLASS TRACTOR BEAMS 1D, 1 Y

8 SPRINGIE FROM THE PO, IGHT, FIST, AND STRONG, SAREE CLASS SHPS SERVED B~ grpe e 0

CIALLY EFFECTIVELY IN CONVOY ESCORT, SECTRR MATRAL, INTELLIGENCE, RECONNAISSANCE, SENSOR SYSTEM CLASS 3 (+3/0)

WO COMMERLE ATINS MISSINS. FLLDWING T DOMMIONWAR SABERCLASS VESIELS oo e sss 3 )

WAVE BECOME “TROUBLESRDOTERS,” FAST, EFRCIENT SHIPS TRAT CAN INVESTIBATE PROB LIFE SUPPORT CLASS 3 (1)

LEMSS ANYWHERE IN THE FEDERATION AND HAVE A CODD CHANCE OF SOLVING THEM. OR DF

SURVIVING AND REPORTING BACK. MANY PROMHSING DOMINION WAR OFAICERS HAVE BEEN PROPULSION DATA

GVEN PEACETA SAGERCLASS COMANDS A3 4 NAY F CRODMIND THEM FOR KGR pon o o™ paees e

SHEPS WHILE KIEPING THESE VETERAN PERSONMEL AS CLOSE TO THE SHARP END AS POSSIBLE. WARP SYSTEN [LASS '."11 1882 ©
USS. SABER, PROTOTYPE: U.SS. DENMARK, ON DEEP FRONTIER PATROL USS

AGARN, DESTROVED OVER 100 CARDISSIAN FREIGATERS 1N CINMERCE RADING MISSONS 1100

(7A73-2375), FAMDS; LS5 SCHRRA, PATRILLNG ROMILAN NEVTRAL IONE, US8. (oo e

SYEPARD, DETROVED N REEN ATTACK N EARTH (2375), US.8. STORTA, ON P FRONTIER 2 (2/8)

PATRIL; ... VEARER, DEFENUED EARTH AGAIST GORS ICUISIN (2973) USS. AR, o oo VAN

USS CHAKL: 0SS DOSALNAR; USS. FALCHION: U.S.S. WRSAL USS. KALBRIS, USS5. TYPE Il OL2/8)

. . " PENETRATION 4/4/4/4/9
nss. 0is 183 !
LARUE .55, LUEHARA; LUNEMBOURE; TRIUMPH; 1153, VELDAR 80

PROTECTION, THRESHOLD 17,2

MISCELLANEDUS DATA
MANEUVER MODIFERE  +2C —1H, 427
TRAITS VULNERABLE SYSTEM (PROPULSION;
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AKIRA-CLASS

AKIRA-CLASS SPECIFCATIONS

PRODUCTION DATA
(ORIEIN

CLASS AND TYPE
YEAR LAUNCHED

HULL DATA
STRUGTURE
SITE/DECKS

LENETH, HEIGHT, BEAM
COMPLEMENT

OPERATIGNAL DATA
TRANSPORTERS
GARGD UNITS
SHUTTLERAY
SHUTTLEERAFT
TRAGTOR BEAMS
SEPARATION SYSTEN
SENSAR SYSTEM
OPERATIONS SYSTEMS
LIFE SUPPORT

PROPULSION DATA
IMPULSE SYSTEM
WARP SYSTEM

TACTIGAL DATA
PHASER ARRAYS
PENETRATION
PHOTON TORPEDOES
PENETRATION
DEFLECTOR SHIELD

UINITED FEDERATION DF PLANETS
NIRA-CLASS HEAVY CRUSER
2368

40 (5 ABLATIVE ARMOR)
1/28 DECKS
464.4/87.4/318.7 METERS
500

4 PERSONAL, 4 CARGD, 4 EMERGENCY
1]

1

§ EIIE WORTH

1AD1FD, 1 FY

ng

CLASS 4 (+4/T

ELASS 3 ()

CLASS 4 (E)

CLASS B (.85C) (B)
CLASE 7.8 (WARP 7/8/9.8) (E)

TYPEX (2/D)
Vi
TYPEW (0&/T)
mann
CLASS 7 (E)

PROTECTION THRESHOLD 17/4

MISCELLANEDUS DATA

MANEUVER MODIFERS
TRAITS

+2C +10, +217
ABLATIVE ARMOR

STARFLEET VESSELS p

A1 008612 89%
927 MR

AKIRA-CLASS VESSELS REPHESENT THE EPITOME OF FAST, BRANEUVERABLE THREAT
RESPONSE DESIGN. FIRST LAUNCHED I 2388, THE AMIRA CLASS SHIPS WERE THE ARST VES
SELS AUTRORIZED BY THE PERIMETER DEFENSE DIRECTIVE (POD) TO ENTER ACTIVE SERVICE
ADDITIONAL SHIPS BESIGNED UNDER THIS CLASSIFIED BIRECTIVE—INCLUDING THE ORWAY.
STEAMRUNNER-, AND SABER-CLASSES—ENTERED ACTIVE DUTY OVER THE NEXT SEVERAL
YEARS. THE POD AIMED TO IMPROVE STARFLEET'S FORCE PRIFILE AFTER THE DISASTROUS BAT-
TLE OF WOLF 358 POINTED UP THE WEAKNESS IN THE FEDERATION'S UNIFIER DEFENSE STRATE
GY. THIS MISSION REDESIGN COMNCIDED WITH THE INCREASING CARDASSIAN CRISES AND THE
DOMINION WAR, AND STARFLEET BUILT MANY MORE POD SHIPS THAN THEY HAD INITIALLY
INTENDED, DESPERATE TO THROW A GENERALLY-PROVEN DESIGN INTD THE FRONT LINES,
ALTHOUREH SYUALLER AND LIEHTER THAN MANY OF THE LARGER EXPLORERS, THESE SHIPS BOAST
(OME OF THE HEAMIEST ARMAMENT ARRAYS EVER SEEM DN A STARFLEEY SHIP OF THIS SIE, WiTH
A MUCH LARGER CONCENTRATION OF TORPEDDES THAN NORMAL FOR PREVIOUS STARRLEET DO
TRINE. THE AKIRA-CLASS ALSD OFTEN GARRIES 30 T 50 ST ATTACK AIGHTERS IN ITS SHUT
TLEBRY, WHICH GIVES IT A FURTHER FORCE MULTIPLIER IN BATTLE SITUATIONS.

{0F THE TWELVE NEW SHIP CLASSES PLACED I ACCELFRATED BEVELDPMENT BY THE PaD,
THE AKBRA-CLASS HEAVY CRUISERS REMAIN ONE OF THE MOST VERSATILE. ALTHEUGH PRIBAR!
LY DESIGNED FOR ACTIVE DEFENSE DUTIES AND LONE-RANGE PERIMETER ACTIONS, ANIRA
ELASS VESSELS WAVE PROVEN THEMSELVES TIME AND TINE ABAIN ON A WIDE VARIETY OF
STARFLEET BSSIONS. THEIR HEAVY ARMAMENT COMES IN KANDY IN REMOTE FRONTIER SEC
TORS. AS THEY CAN OUTEUN MOST OTHER NAVIES CRUISERS WHEN NECESSARY. WITH THE
STAND-DOWN AFTER THE DOMINION WAR, MANY AKIRA-CLASS VESSELS HAVE BEEN PRESSED
INTD EXPLORER BATTY, T0 FULFILL THE IMMENSE BAGKLOG OF NAVIGATIONAL, COSMIGRAPHIC,
AND SCIENTIFIC WORK THAT I3 STARFLEET'S PRIMARY REASIN FOR EXISTENCE.

U$S. AKIRA, PROTOTYPE 0.8.8. BLACK FLX, LOST DURMG ROUTINE PATRAL ALONG
CARDASSUN BORDER (7368); USS NET PERCE. PATICIPATED IN RAMELAN RLOCHARE
(2388); 1.8.8. GERONIMD, DESTROYED IN ACTION IN CINTONA SYSTEM (2375); US%
MATED, DESTROYED FIVE GALOR-CLASS BATTLECRUISERS DURING OPERATION RETURN (2374),
FAMMOUS: 0.8, OSCEOLA, DESTROYED KETRACEL WHITE PRIDUCTION GN NARCISO Il (2973):
8.5, SUSOUERANNA, ENGAGED THE THOLIANS DURING THE DRACONIS DX PERIMETER ACTION
(2371); US.S. THUNDERCHRD, PARTICIPATED (N DEFENSE OF SECTOR D1 DURINE THE BORS
INCURSION (2373), FAMOUS: U.5.5. RABIN; U.3.8. RED CLOVD; 1155, SPECTOR.
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B R SOVEREIGN-CLASS SPECIFICATIONS

PRODUCTION BATA
PERSAANT TO STARFLEET EXPLORATION DIRECTIVE 1023.2, THE NEW SOVEREGN CLASS ORIGIN \NITED FEDERATION OF PLANETS
PROVIOES A MOBILE PLATFORM FOR A WIDE RANGE OF OA-GOING MISSION PRERLES. CLASS ANE TYPE SOVEREIGH-CLASS HEAWY EXFLORER
STARFLEET DESIENATES THE SHIPS OF THIS CLASS AS HEATY EXPLORERS, DESISNED TO BPER- YEAR LAURCHED el
ATE WITHOUT STRRBASE SUPPORT FOR EXTENBED PERIDDS. ALTHOUGH ITS PRIMAKT MISSIEN
REMNINS ONE OF EXPLORATION AND PEACE, MANY OF THE ADVANCES INCORPORATER INTO THE UL DATA
SHIP'S DESIEN RESULT FROM STARFLEET'S DIPERIENCES WITH THE BORE. STRUCTURE A5 (5 ABLATIVE ARMOR)
THE SOVEREIGN-CLASS IS THE RESULT OF COMBINING THE KEY STRATEGIC AND DEFEN- SE/DECKS 8/24 DECKS
SIVE ELEIENTS OF THE PERIMETER DEFENSE DIRECTIVE WITH THE MOST ADVANCED PROJEC- LENGTH/WEEHT/BEAM  BS.3/B0.2/250.6 METHS
TIOMS OF STARFLEET'S ADVANCED STARSHIP DESIGN DUREAU. THE BORG THREAT REQUIRED COMPUIMENT B5S
MADIRE INMRVATIVE TECHNOLOGIES, A STEEPER TESTING AND ADOPTION CURVE FOR THE RESHLT-
186 EXPERIMENTAL SYSTEMS, AND A COMMITMENT T0 STARSHIP SURVIVABILITY THAT HEAR DPERATIONAL DATA
WENED BACK TO THE ORIGINAL CONSTITUTION-CLASS "SINGLE-SHIP TASK FORCE" NODEL TRANSPORTERS B STANOARD, 8 CARED, 6 EMERGENCY
THIS BOLD RETHINKING LES TO A NEW SPACEFRAME ARCHITECTURE, THE MERGING OF CARSS UNTS ")
THE SAUCER SECTION WITH THE SECONDARY HULL INTD ONE SEAMLESS WHOLE. THIS NOT ONLY SHUTTLERAY ?
BAVE THE $HIP A SLEENER LAEK, 1T HAD THE BENEFTT OF LOWERING THE VESSEL'S ELEVATION, SHUTTLECRAFT 12 STE WORTH, INCLUBING CAPTAINS YAGHT
THUS EUMINATING THE VOLNFRERLF SAUCER PYLOM. WRILE OTHER LATE-23B0% STARSHIP TRACTER BEAMS 1AV, 150, 1F¥
OESIAS HAVE PULLED THE WARP NACELLES CLBSER INTO THE BODY OF THE SHI, TREDEBIBH-  gmpporron et g
it WEEKING ON THE SOVEREIGN-CLASS DECIDED TO EMPLAY THE MPORE TRADITIONAL CON SENSOR SYSTEM CLASS 4 (+4/F)
FIGURATIN, ALTHOUEH THE WARP ORIVE 1S OF THENEW TYPE TRAT N0 LONGERDISORTS THE  ppeaons SYSTEM CLASS 4 (B
SPACE-TIME CONTINUUM ABOVE WARP 5. THE NEW SPACERAME TECHNOLDGIES, ALONG WITH LIFE SUPPORT CLASS 4 ()
IMPROVEMENTS LIKE THE PULSE PHASER, THE UAMNTUM TORPERD, AMD ABLATIVE RULL PLAT
INE, MME THE SOVEREIGN-CLASS A POWERFUL AND VERSATILE SHIP THAT STARFLEET EXPECTS PROPULSION DATA
T0 SERVE ON THE FRONTIERS OF SCIENGE AND DAMEER WELL INTE THE 25TH CENTHRY. MPULSE SYSTEM CLASS 8 (850) (B
13,5 SOVEREIGN, PROTOTYPE; U.8.5. ENTERPRISE-£, SEVENTH STARSHIP TD BERR THE WARP SYSTEM CLASS 8 (8/0.0/0.082) ()
NAME, COMMANDED BY CAPTAIN JEAN-LOC PICARD, DEFEATED BORE TAME-NCURSION
ARKINST FARTH (727), NEFFATED SAN'A PLOT AGAINST THE RA'NI AND STARFLEFT (2375), TACTIAL BATA
e D PHASER AARAYS TYPEX (44/0), PULSE TYPE | (X2/%)
PERETRATION 11/MN
PHATON TORPEDOEE (UANTUM TORPEDOES (X5,/D)
PENETRATION B
DEFLECTOR SHIELD CLASS 7 (E)
PROTECTION, THRESHOLD 17/%
MISCELLANEDUS DATA
mmmm 40 -IH +4T
ABLATIVE ARRROR
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P Eight new Federation member species suitable for Starfleet player

Welcome to Sﬁaﬂtl

You are the best the Galaxy has to offer: the men, women, and al

e o

Starfleet. With The Starfleet Operations Manual, you have

more than two centuries of five-year missions d.liliﬂ?d '
Star Trek Roleplaying Game characters can use the gul
rules in this sourcebook to keep their starships fl thly, to
challenges on their own terms, and to outwit the most devious Ror
or the most cunning Narrators! b |

The Starfleet Operations Manual includes:
> Over fifty new professional abilities for starship officer characters, 10

new advancement packages, and three new development packages,
including the phaser control officer.

characters; from the sensual Deltans to the gruff Tellarites.

[>  Twenty-six new pieces of proven Starfleet technology, including rocket
boots, psychotricorders, and the fearsome tetryon pulsé Tatincher.

[> Ten Starfleet ships of the line covering over 200 years of Federation
history, all with full Star Trek RPG statistics.
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