


























characters a deeper motivation than that of simply
opposing the Federation. With a fuller understanding
of Romulan culture and society, you can add subtle
nuances that turn a fairly routine episode into some-
thing richer. The material presented in these books will
allow you to play entire Romulan series set in and
around Romulan space.

The Romulans do not see themselves as villains
conquering worlds for the sake of conquest, but rather
as a people with an admirable way of life—one worthy
of expansion. To them, other species—humans,
Cardassians, and Klingons—are the villains, for they
do not acknowledge the rightness of Romulan culture,
and do not submit to Romulan domain. Yet not every
Romulan would agree with a particular course of
action; there are as many interpretations of D’era as
there are Romulans. In the classic Star Trek tradition, in
time, perhaps, Starfleet player characters may come to
understand what drives the Romulans, and through
understanding reach peace.

But The Way of D'era really comes into its own
when used as a setting for a Star Trek: The Next
Generation RPG series. Players can explore the
Romulan perspective by playing the role of a stalwart
Romulan soldier, an ingenious Tal Shiar agent, or a
progressive member of the Vulcan Reunification
Movement. Become embroiled in political intrigue
between powerful Senators. Safeguard the Empire from
disloyal citizens who would destroy the Romulan way
of life. Explore new worlds and bring them under the
Imperial banner. Or work from within to reunite the
Romulans with their Vulcan cousins. This product pro-
vides Narrators with plenty of information to take their
series beyond the Neutral Zone and deep into the heart
of the Romulan Empire.

While this product attempts to present all the infor-
mation on Romulans covered by the television shows
and movies, and provide the reader with the back-
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ie most striking thing a first-time observer notes about Romulans are

he similarities between Romulans and Vulcans. The first time a

tarfleet officer laid eyes upon a Romulan, in the 22nd century, dur-
ing an unprovoked attack on Federation starbases along the Neutral Zone,
the officer wrongly assumed Vulcans and Romulans were one and the same
people. Beyond the obvious physical similarities, however—notably the
pointed ears, high cheekbones, and slanted eyebrows—the Federation
quickly learned of substantial differences between the two Vulcanoid
species. The Romulans, passionate and warlike, seermed the mirror reflec-
tion of the cold, logical Vulcans. In their physiology, culture, and history,
the Romulans differ significantly from their Vulcan cousins.

Only slight physical differences separate the Romulans from their bio-
fogical cousins the Vulcans. From their heart, placed where the liver is
among humans, to their green blood, Romulans and Vulcans share nearly
identical biologies and chemistries. A few differences are worth noting,
however—differences ascribable to the many years spent apart in distinct-
ly different environments.

Romulans possess only a vestigial inner eyelid: They no longer live
under Vulcan’s bright sun, and the inner eyelid which evolved in Vulcans to
protect them from their sun’s harsh light has begun to deteriorate among
Romulans to the point of functionlessness. A small number of Romulan
infants have been born bereft of this additional lid, and Romulan geneticists
surmise that within another few centuries the majority of their people will
lack even the vestigial lid. .

Likewise, the gravity of Vulcan—which contributed to that world’s
inhabitants’ great strength—is different from the gravity of the Romulan
homeworlds and colonies. The change in environment is noticeable and
measurable: Although Romulans are somewhat stronger on average than
humans, they have lost the even greater strength and endurance of their
Vulcan kin.

The Romulan lifespan is still prodigious; it is not uncommon for
Romulans to pass two centuries in age.

Although Romulans and Vulcans share a common ancestry, the two peo-
ples are psychologically worlds apart. Where the Vulcans are a stoic and
logical people, the Romulans are vibrantly passionate, acting more from the
heart than from intricate philosophical reasoning.

Romuians have been described as a study in contrasts: equally capable
of savagery and tenderness, both passionate and emotionless. Romulans
consider themselves a study in authenticity, however: They decry the bel-
ligerent posturings of Klingons, the forced placidity of Vulcans, and the
bland softness of humans. Romulans understand that any day may be their
last, and so they live neither controlled by emotions nor controlling them.
The Romulans live their lives fully. To them, the Vulcan “Time of
Awakening” was not a period of enlightenment, but a time when their
Vulcan ancestors cut themselves off from a vital way of experiencing and
interacting with reality. The Romulans call this “The Renunciation.”

The Romulans have historically been a viclent species. They are a war-
rior culture, and martial conquest is prized and honored. Where the



Vulcans turned away from war, as they turned away from
emotion, the proto-Remulans cantinued to embrace vio-
lence as a means to an end. “We are warriors,” they
argued. “Why deny our very nature?” When the followers
natures,
cterized
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s Tellus
spreaqa nis own message, justying vuican s oioodthirsty
history. His epic poem, The Way of D’era, drew upon
obscure myths, describing how an ancient species called
the Vhorani created the Vulcan pecple at Vorta Vor, the
Wellspring of Creation. The Vhorani deposited their chil-
dren on the Vulcan homeworld, Tellus reascned, because
of its severe environment, to temper the Vulcans through
adversity and war.

According to DVera, as the heirs to the Vhorani, the
Vulcans were destined to be the caretakers of the uni-
verse. Only through constant struggle, Tellus taught,
could the Vulcan people become strang enough to accept
the Vhorani mantle. To accept Surak’s message was to
abandon their birthright as caretakers of the universe. As
the Children of the Vhorani, it was their right to rule the
weaker species, and their manifest destiny to rule the
stars. Although Tellus’ Way of D’era attracted some faol-
lowers, Surak’s teachings captured the Vulcan mind. In
the end, Tellus’ fallowers fled the Vulcan homeworld to
fulfill their sacred mandate.

To this day, D‘era dominates the Romulan psyche. By
embracing their passionate, warlike natures, Remulans
believe they keep the true legacy of the Vhorani alive.
Drera defines their history and their worldview. All other
pecples are ultimately inferior to Romulans, and this
belief fuels Romulan smugness and arrogance in dealing
with outsiders. But D’era remains more than simply man-
ifest destiny: It is a calling to a unified purpose that tran-
scends individual limitations or agendas. It is obedience
to a higher cause, and it is an obedience that gives the
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ing search for Vorta Vor, they have come to embrace their
destiny as a people: to walk in the footsteps of their
immortal scions and follow the sacred Way as they con-
tinue their glorious expansion throughout the galaxy.

Known to every Romulan since youth, the four virtues
are: Devotion, Allegiance, Discipline, and Fidelity. Most
Romuians consider these to be the legacy of Tellus; they
are the guides he left behind to aid Romulans on their
long journey along the sacred Way.

Largely a family virtue, Devotion implies loyalty to the
family; the inherent authority this represents gives
strength and unity to the family, an important concept in
an Empire where family ties and genealogies often date
back to before the founding. In a larger sense, Devotion
connotes loyalty to state and Empire, a willingness to
chey the law, serve faithfully, and practice patriotism con-
sistent with justice. Many Romulan poets and artists con-
sider Devotion to be the foundation upon which D’era
rests.

The basis for all imperial justice, Allegiance assumes a
unique role in the larger culture of the Empire. It connotes
truth in all of its various guises—in the payment of debis,
the keeping of one’s sworn oaths, the performance of
duties entered into through contracts. Deeply based in
religion, philosophy, and law, Allegiance serves as the
foundation for much of Romulan public and private life.
Breaking a sworn allegiance is considered a violation not
only of another’s rights, but a violation against Romulan
society itself. Often stronger than written law, Allegiance
is the bond which unites all elements of Romulan society,
no matter how small or insignificant they may be.

A supplement to Allegiance, Discipline represents
absolute self-control and self-possession, a dignified and
unconcerned attitude toward both good luck and ill for-
tune. Sometimes confused with certain schools of Vulcan
fogic, it differs from these philosophies in that it connotes
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concept of luck remains an alien notion to

ilans; luck becomes a function of conse-
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component to Allegiance in the minds of most
romuians, the concept of Fidelity is most often attributed
to Tellus himself; representing perseverence and unswerv-
ing focus even under the most trying circumstances, this
virtue guides a Romulan in his daily life. It represents
doing whatever is necessary and right to win success.
Many Romulans feel that the Star Empire itself embodies
the greatest expression of this virtue—in a long and often
dark history, the will of the Romulan people has never
broken.

By diligently following these virtues, a Romulan
acquires dignity (reputation, esteem, and honor) and
authority (respect and the prestige necessary to be a true
leader}. These qualities are highly prized, since they serve
to confirm a Romulan public or military figure’s leading
role in society. Those who serve the empire well, per-
forming their duties faithfully and with honor, gain the
prestige (and therefore the power) necessary to allow
them to continue to lead their people. This power, of
course, gives them the opportunity to earn even more dig-
nity and authority, thereby enhancing their status further.
Thus continues the age-old competition among the
Romulan aristocracy, all in the name of furthering the
imnerial agenda and exmanding the empire. Such auest-
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scripture—although not considered divinely inspired,
its narrative is unquestioned.

The founding of Romulus is celebrated annually, as
families read from the Tel’faa’vor and Romulan commu-
nities sponsor theatrical presentations of The
Romul’aad, a dramatic version of the Tellaa'vor—
replete with a chorus commemarating Romulan heroism
and bravery and vilifying the cowardly Vulcans who
abandoned their natural heritage.

Romulan visual arts triumphantly celebrate the
Romulan ideal: the strong, courageous warrior wha tri-
umphs over all. Romulan statuary follows artistic con-
ventions unchanged for centuries, demonstrating the
“Romulan hero” as the paradigm of natural develop-
ment: tall, muscular, and stern, depicted either in fierce
battie or standing over a fallen foe—ta represent that a
Romulan’s greatest power is not his weapan, but him-
self.

Various artistic schools have, of course, developed
different representational styles, and some have become
quite popular, but the art seen most commonly is that
sponsored by the Romulan government, which follows
the traditional conventions. The government is less inter-
ested in avant garde artistry than in reminding the peo-
ple of their proud heritage and their duties to D‘era. The
Imperial Academy of the Arts, located in the city of
Kromtar Trel, in the sauthern continent of Valcaria, is the
finest institution for the arts, and receives official sup-
port from the Romulan government.

Romulan architecture and city planning are highly
developed arts: broad, sweeping colannades, tall build-
ings, and a unified geometric design, with civic build-
ings at the geographic and symbolic center of every city.
The city is meant as a microcosm of the Romulan Star
Empire, its buildings and avenues, all immense in scale,
reminding citizens of the growth of their mighty empire.
Of course, cities in conquered worlds tend to maintain
their ariginal designs, but over the course of years they
are slowly ““Romulanized” with statuary and bas-reliefs
commemorating nateworthy events in Romulan history.

Dr’era is the axis of Romulan religion, which is less
concerned with personal spiritual growth than with the
growth of the Romulan Empire: What benefits the
Empire will benefit its citizens, and a strong and grow-
ing Empire feeds its people spiritual energy. Romulans
no longer speak of Vulcan gods like Ket-cheleb and
D’era as deities of a mythological pantheon, but speak
of them as profound metaphysical principles which
drive the Romulan peoples onward.

Romulan religion is dominated by a series of Praxani,
or Rites of Transition, which indicate varying stages of
allegiance to D’era and the Romulan ethos. Through
these steps, the Romulan citizen reaffirms his loyalty
and obedience to the Romulan Star Empire, knowing
that what best serves his state likewise serves him.
Similarly, the Praxani unite generation after generation
of Romulans, acting as a social bond that keeps
Romulan society united. In many ways, the beliefs of a
citizen are less important than his actions: As lang as the
Romulan acts in accordance with D’era, regardless of
personal preference, then society is maintained. The
rites described below are only a few examples of the rit-
uals conducted in Romulan saciety. A saciety as rich in
tradition as the Romulan maintains many rituals by
which individual Romulans live.

The pontix is the Romulan priest, who serves multi-
ple purposes in Romulan religion. He conducts all pub-
lic rituals, and thus inaugurates citizens to deeper levels
of service and obedience. Likewise, he counsels the
Romulan citizens in ways better to serve their families or
their Empire. Romulan religion demands only cbedi-
ence, not faith—but Romulan priests know a believer
will naturally be more cbedient than a citizen who acts
merely out of social compliance. Romulan priests are
thus often privy to personal secrets, and thaugh there is
no formal relationship with the Tal Shiar, more than
once a Romulan priest has reported a citizen’s question-
able activities and beliefs. Pontices are paid by the
state—there is no division in Romulan saciety between
church and state; there is only service to D’era.

Conquered peoples are at first denied access to these
rites; they continue to practice their own native reli-
gions. Acculturation is the first step in dealing with a
conquered nation, and after years of acculturation, the
Romulan rituals are enacted. Only those subjects who
receive Romulan citizenship may participate in these rit-
uals—including receiving a Romulan name and receiv-
ing a Romulan burial. Through this process, a “convert”
to Romulan ways accepts D’era and embraces the supe-
riority of the Romulan way.

within a week after a Roamulan child’s birth, the fam-
ily names him after a Romulan hero, a revered ancestor,
or another prominent Romulan. This small, private cere-
mony affirms the newborn’s purpose in the Romulan
Empire, and the child is raised aware of his future obli-
gations. Parents choose a child’s name very carefully,
and a Romulan child learns early in life whose great
footsteps he follows,
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A Romulan warship on the fringes of Romulan space
surprised an intruder (the Earth ship Endeavor) near the
planet Cheron |V, but it escaped before it could be
destroyed. A wvengeful human armada attacked the
Romulan fleet base near Cheron, but Earth’s inexperi-
enced crews and ridiculously underpowered ships were
no match for the sword arm of the Star Empire.

This was the humans’ first l[arge-scale contact with an
aggressor species, and Earth began to prepare for the
attermpted invasion they knew was coming. Romulan
and human forces met and wrought horrible devastation
on each other, using the most powerful weapons at
hand: atomic weapons that would irradiate and poison
their victims if they did not obliterate them outright.
Romulans had the edge in skill and tactics; Earth had
warp-capable ships. For centuries, the Romulans had
depended upon ion-powered generation ships to carry
the battle for D’era to other nearby stars. (Relativistic
time dilation helped keep the experiential time down for
the crew and soldiers on board, at least.) This slow trav-
el partially explains both the relatively slow speed of
Romulan expansion and the instability of the Empire
before 1370.

After the Vulcan War, Romulan scientists attempted
to duplicate the wormhole that had allowed them to
strike at their lost homeworld. Unable to build a worm-
hole, Romulan shipwrights settled for a system reminis-
cent of the old Earth multistage chemical rockets. A
Romulan warship deployed behind itself a single-use
magnetic bottle containing caged superdense plasma;
detonating the plasma created a brief, but directed,
black hole which would fling the Romutan ship to a pre-
determined location faster than light. Varying the bottle
configuration, plasma combination, and detonation
time allowed a Romulan ship to travel anywhere within
several hundred light years of a Romulan supply base.
Romulan battleships could thus “warp” only in one
direction; only a fleet base could supply the superdense
plasma and reinstall a bottle. This made Romulan ships
significantly more powerfu‘l pound for pound than
enemy craft, however; they could put weapons and
armor into space that Earth ships, for example, used for
warp engines. For major invasions, ships equipped with

D

1ce craft, and built
target planet. Thus,
cross the vast dis-
borders. However,
atch for the maneu-
: the Earth forces.

1 train better crews
arning to use their
after it had begun,
m. Human trickery
1 obliterated it with
tast minute.

o a treaty via sub-
al Zone was estab-
ctor of space into
wlan forces would
a Romulans retreat-
g this conflict did
ice to face; their
for a century.

it along the human
on. They had been
idly. It was during
eveloped function-
imenting with new
fleet unveiled the
fitted with plasma
+ Romulan military
ns,

e Nhorazz to the
and the Romulans
tion. Cloaked, the
wltiple Federation
iged to destroy the
deration’s decision
ctical weakness of
ite not to press fur-
r, did not retaliate

lans encountered
Klingon invaders
clear that if open






tion should have been avoided. Meeting on Algeron, the
diplomats drafted the Treaty of Algeron—a document
reaffirming that entry into the Neutral Zone without
acceptable advance notice would constitute an act of
war. It also affirmed that the UFP would not pursue
cloaking technologies, which were inconsistent with the
mission of Starfleet. The peace was maintained, but the
Romulans isolated themselves from the UFP for years
thereafter,

Part of the impetus for this isolation came from an
unexpected direction. In 2313, a new threat emerged.
Appearing from nowhere, utilizing artificially construct-
ed subspace funnels, the species known as the Taurhati
attacked a number of Romulan worlds on the leading
edge of their space. With so much of their attention
focused on the Romulan Neutral Zone and potential
encounters with the Federation, the Romulans were
unprepared for this attack.

For thirty years, battle raged between the Taurhai and
the Romulan Star Empire. A handful of worlds fell—some
minor colonies, and some major worlds with ancient
standing in the Romulan Star Empire. The Taurhai crept
ever closer to Romulus, placing the Romulans in a far
more defensive position than they were used to.
Thousands of Romulan soldiers died bravely to defend
their homeland from the threat of the Taurhai, and the
Romulan fleet faced destruction.

The threats to the Romulan Empire fueled angry
debates within the Senate. Perhaps the Romulan peoples
had become lazy and decadent, and this was their wake-
up call. How could the Romulans pursue D’era when
they could not even maintain their own borders? This
argument roused pride within the nearly defeated
Romulan peoples, who mustered one last defense: No
longer waiting reactively for further Taurhai incursions,
they mounted a suicide attack against the Taurhai home-
world, with the Battle of Chi‘tai, the Romulans—in their
battered remnant of a fleet—drove off their would-be
conquerors.

Many Romulans secretly thanked the Taurhai for pre-
senting the challenge that brought the warriors back to
their feet and reminded them of what battle is truly like.
A new Romulan Star Empire turned back to face the
Federation, renewed and strengthened by their experi-
ences with the Taurhai. Some client races were even
granted Romulan citizenship for their support during the
Taurhai war. The Klingons, who had begun raiding
Romulan territory during the Taurhai emergency, suffered
condign punishment at Narendra lli, Khitomer, Beta
Thoridar, and other outposts. The unexpected appear-
ance of a Federation starship at Narendra, however, halt-
ed the Romulan drive to eradicate the Klingons forever;
the defeat at Tomed was too fresh, and the Empire too
weak from the Taurhai crisis, to risk renewed war with
the Federation.

In 2364, an unknown force destroyed a number of
Romulan outposts near the Neutral Zone. Suspecting
malfeasance on Starfleet’s part, a Romulan warbird was
sent 1o investigate. The warbird encountered a Starfleet
vessel, the U.5.5. Enterprise, precipitating the first
Federation-Romulan dialogue in fifty years. Learning of
similar attacks perpetrated on Starfleet outposts, the
Romulans stood down—but only after warning Starfleet
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The Starfleet officers escaped Romulus after foiling
Sela’s plan, but Ambassador Spock remains on
Romulus, hoping to teach more Romulans of their
Vulcan heritage.
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Starfleet Intelligence learned of these Romulan efforts,
prompting Admiral Erik Pressman to locate and salvage
the phasing cloak. Years before, Pressman had been the
captain of the Pegasus, and in charge of the covert testing
of the phasing cloak. The official story, supported by
Pressman’s testimony, reported the Pegasus lost in a warp-
core breach, but in truth the starship was actually embed-
ded inside an asteroid in the Devolin system, the victim
of its own phasing ability. With the Romulans close at
hand, Pressman, on board the Enterprise-D, located the
ill-fated ship. When the nature of the Pegasus and
Pressman’s interest in it became clear, the Enterprise cap-
tain placed him under arrest for violation of the Treaty of
Algeran.

The Romulans were stunned to learn that a human
officer would so willingly and publicly reveal misdoings
at Starfleet. Some Romulans saw it as dishonorable, for no
loyal Romulan would ever perform such a treasonous act
against his own military. Others saw it as highly honor-
able, proof that Starfleet respected the Treaty of Algeron.

Romulans watched the proceedings with interest, as a
Starfleet  investigation uncovered—and  publicly
revealed—the wrongdoing of senior officers. In the end,
Starfleet offered an apology to the Romulan Star Empire,
and a later treaty in 2371 actually allowed for a Starfleet
vessel to use Romulan cloaking technology in the UFP’s
war against the Borg. Later, this vessel, the U.5.5. Defiant,
would play a critical role in the Federation’s conflict
against the Dominion.

The discovery of a stable wormhole in the Alpha
Quadrant, near the relative backwater of the planet
Bajor, at first did not concern the Romulan Empire.
Although a stable passageway to the Gamma Quadrant
provided the Federation, Klingons, and Cardassians with
new territory to explore, Romulan military leaders
assumed they would one day seize the wormhole for
themselves; in the meantime, they allowed others to
expend their rescurces on exploration. When the
Gamma Quadrant empire known as the Dominion
revealed itself, the Romulans became concerned.

The Dominion represented a potential threat to the
balance of power in the Alpha Quadrant. The
Dominion’s Jem’Hadar ruthlessly attacked Ailpha
Quadrant ships traveling through Gamma Quadrant
space. In an attempt to circumvent a Dominion inva-
sion, the Tal Shiar allied itself with the Cardassian
Obsidian Order, in a bold plan to attack the Dominion
homeworld. A stunning Jem’Hadar ambush destroyed
both fleets, and the Empire suffered a tremendous loss in
manpower and material. Better, Romulan strategists

thought, to leave the Dominion to the other powers in
the Alpha Quadrant, and build up forces for the
Dominion attack to come.

Emboldened by their success, Dominion forces
pressed their advantage and invaded the Alpha
Quadrant. The Cardassians negotiated a surprise
alliance with the Dominion, with the Dominion obtain-
ing bases from which to strike and additional,
Cardassian, manpower, while the Cardassians preserved
their territory from Dominion attack. From Cardassian
space, the Dominion seized key Federation planets, and
pressed the Klingon Empire. Still the Romulans
remained on the sidelines. When the Federation uncov-
ered a plot by the Cardassian-Dominion military com-
mand to invade Romulan space, the Romulan Empire
could no longer sit idly by. The Praetor, with the Senate’s
backing, declared war on the Dominion, and joined the
war on the side of the Federation and Klingon Empire.

Despite this newfound cooperation, Romulan-
Federation relations continue to be strained, but there is
room for hope: Neither trusts the other, but it is more
difficult to see the other truly as the enemy. A growing
number of Romulan Senators, notably Senator Cretak,
see the alliance with the Federation as an opportunity;
although loyal to the Empire, and to the Way of D’era,
these Romulans have developed a less militaristic inter-
pretation of D’era. Some have even said in public, “Let
our way be spread through peace and influence: Either
way we still shall control the stars.”

Hard-core Romulan loyalists seethe upon hearing
this, and dread what they fear their Empire may become:
peacemongers without glory, who would let the
Romulan way—the Way of D’era—falter. Some Senators
and admirals prepare for the period after the Dominion
war, and for a new battle for control of the Alpha
Quadrant, while others see the alliance for what it is—
expedient. Other Romulans see new areas for growth
and exploration: Certainly with strong neighbors at the
Romulans’ side they can explore further into space, into
areas previously uncharted. Will the Federation-
Romulan alliance end with the Dominion War, or is this
a historic opportunity for peace and reconciliation?
Cnly time and fate can tell.



1e Romulan government, particularly the Senate, decides policy and

tharts the future of the Empire. The Romulan Star Empire is a republic,

f an oligarchic one; it has elected officials who represent the interests
ui e people and the Empire as a whole, as well as an elected head of state
(the Praetor). Senators are among the most powerful and influential people
in the Romulan Empire, deciding the fate of entire star systems and further-
ing their personal agendas while seeking greater glory for themselves and the
Empire.

The Romulan government is in many ways a microcosm of the Romulan
character. It is filled with labyrinthine plots, closed-door dealings, and indi-
viduals maneuvering for political advantage. More than any other aspect of
Romulan culture, politics is a complex game of chess, of move and counter-
move, risky gambits, strategy, and cunning. A career in Romulan politics has
the potential for great rewards, but also carries considerable risk for the over-
ly ambitious.

“The honor of the Praetor is the honor of the Empire.” So goes the
Romulan saying, and it remains true to the present day. The Praetor is the
leader of the Empire and of the Romulan people. He (or she; Romulan
women can become praetor) is the very embodiment of the Romulan ideals
of honor, accomplishment, discipline, and, most importantly, D’era, the des-
tiny of the Romulan people to spread out and conquer the stars.

Originally, one person, who held supreme power, led the Romulan feu-
dal system. Often, this figure came from a prominent Romulan family, and
rose to power by outwitting or overpowering all opposition standing
between him and the throne. Thus, a Romulan monarch ruled by virtue of
being the strongest, most cunning, and most capable candidate. This
arrangement originally suited the warlike nature of the Romulans, but under
successive rulers Romulan territory expanded haphazardly. The Romulans
found themselves spread thinly, and it increasingly became difficult to hold
on to territory seized. Meanwhile, the Romulan people lacked a voice in
their government, leading to popular uprisings against unpopular leaders and
further destabilizing Romulan society. The Civil War begun in 935 replaced
this system with a formal Empire, and Admiral Valkis proclaimed himseif the
Emperor Valkis | in 938,

Valkis | originally established the Romulan Senate to advise him. The
position of senator initially went to the admirals who had supported Valkis
and to the leaders of prominent Romulan families, particularly landowners,
since the Emperor needed their support and the support of the people they
represented. At first the Senate held no political power of its own: It could
advise the Emperor, but did not make decisions. As the Empire grew in size
and complexity, and Romulan civilization coalesced into something begin-
ning to resemble the modern Empire, the Emperor invested the Senate with
more authority to handle many day-to-day affairs.

Over time, the power of the Senate waxed and the power of the Emperor
waned. To the Romulan way of thinking, the Senate provided a more stable
and reliable means of governing the expanding Empire. No matter how capa-
ble, no one person could administer an Empire the size the Romulan one
was becoming. The Senate provided a forum for debate, discussion, and
innovation sometimes lacking under individual emperors. More and more,
the Senate’s responsibilities increased. The Emperor was a popular figure-
head, but the senators controlled their own provinces, their own houses,
and, eventually, their own private armies.



After the failure of the Vulcan War and the desuetude
of the rebuilding period, the Senate replaced the Emperor.
Using their political influence at home, and marshaling
their private armies, the senators convinced the Emperor
to accept a lesser role, in much the same way Earth’s
ancient English Parliament forced the English king to
accept a constitutional monarchy. The senators did not
wish to dispense with a central executive. They realized
that, although they governed the Empire more effectively,
the Romulan people still needed a single figure they
could look to for leadership and guidance: someone who
embodied the Romulan ideal and inspired the loyalty of
the populace while the Senate quietly ran the government
and acted as the power behind the throne, humble ser-
vants of the Empire. That person was the Praetor.

The Praetor of the Romulan Empire is an elected posi-
tion, chosen by the members of the Romulan Senate. In
order to become Praetor, a candidate must be able to win
the support of enough senators to ensure his election.
First, the candidate must be a full-blooded Romulan. The
Praetor represents the Empire and the Romulan people,
and no alien can possibly do so.

More importantly, a potential candidate must capture
the hearts of the Romulan people and the Public
Assembly. Although the Senate may appoint an unpopu-
lar Praetor for reasons of practicality or political gain,
they are far more likely to choose someone who can eas-
ily fulfill one of the position’s primary duties: acting as a
spokesman and popular leader for the whole of the
Romulan people. On the other hand, the opinion of non-
Romulans matters very little in the selection of a praetor.
In fact, the Senate tends to prefer candidates feared rather
than liked by potentially troublesome client states.

For this reason, Praetors are often military heroes with
long and glorious careers, popular with rank-and-file
Romulans. Less often, senators propel themselves into the
Praetorship using their office as a platform to rally popu-
lar opinion, and advancing a public agenda that coin-
cides with their ambitions. Not all Praetors come from
one of the influential Romulan families. Some Praetors
have had humble beginnings, although all have had at
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equals on the Committee, with a greater say than others,
wise Praetors do not act should the mood in the Senate
run against him. Meanwhile, the Praetor can make life
difficult for those senators on the Committee who oppose
anater’s pet proj-

Praetor on the

s loath to vote

a popular ruler.

questioning the

adership to do so

there, they have

tor, including the

Ine Komuian Senate Is the supreme governmental
body of the Star Empire. It maintains complete control
over the appropriation of the Empire’s resources, deter-
mines and executes foreign policy, and makes and ratifies
treaties. It approves or disapproves legislation, as well as
the elections of tribunes and government officials, and it
determines who will be entrusted with the powers of the
Praetorship. The Senate is the guardian of the Empire and
the conscience of the republic, humble servants of the
people and protectors of D'era.

The Romulan Senate is aiso a center of political
intrigue and infighting. The most ancient and noble fami-
lies of the Empire struggle daily to further their own caus-
es, for the glory of the Romulan Empire and often for their
own personal advancement. The Senate is divided into
many different factions, intended to bring many voices
into Romulan politics, but also providing checks and bal-
ances that play each faction off the others.

The Romulan Senate is the supreme governing body of
the Empire. Although the Praetor is considered the leader

of the Empire, the Senate makes laws, appropriates and
controls resources, handles diplomatic contact, and
makes or breaks treaties. The Senate appoints the Praetor
and has the power to remove him from office. The Senate
has very little [everage to use against the Praetor, beyond
the threat of removal from office. It cannot veto the
Praetor’s decisions, though it can pass (nonbinding) reso-
lutions calling upon him to act in accordance with its
wishes. Because of the number of votes required and the
instability it creates, removing a Praetor from office can be
difficult, and happens infrequently. Given the consensus-
building nature of the Continuing Committee, the Praetor
ntly disagree on matters of policy.
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Senators traditionally live in the provinces they rep-
resent, maintaining homes there, but they spend most of
their time on Romulus, where the Senate meets.
Senators of the provinces on Romulus, like Senator
Pardek, are known for walking through the streets of
their provinces, meeting with the common people and
hearing their concerns.



Like all other major governmental positions in the
Empire, the majority of senators are Romulan, although
aliens who attain full citizenship can become senators as
well. Senators were originally representatives of the
wealthiest land-owning families on Romulus, and those
families still hold their Senate seats centuries later. An
individual from more humble beginnings must have some
considerable accomplishment as a politician or military
officer in order to gain the favor of the Senate.

The Senate itself appoints new senators. Whenever a
vacancy opens in the Senate—due to the creation of a
new province, or the death or retirement of an existing
senator—the Senate receives nominations for the position
from the major coalitions of the Senate, as represented by
their consuls. Technically, any current senator may nomi-
nate a candidate for consideration, but traditionally the
coalitions each choose a candidate. The candidate must
be either a Romulan or naturalized citizen, and have a
distinguished career of service to the Empire or a noble
and honorable lineage, preferably both.

The candidates have several months to campaign for
the position. They spend this time in public debates, gain-
ing popular support among the Romulan people and mak-
ing alliances with key senators and coalition members to
secure their votes. The process concludes with each can-
didate delivering a speech to the entire Senate from the
Senate Forum. These speeches are recorded and broad-
cast throughout the Empire. Then the Senate votes, and
the candidate with the most votes is installed as a new
senator.

Senatorial positions are often inherited, and the Senate
tends to favor strongly the chosen successor of a retiring
senator unless there is some reason why he is clearly
unfit. The competition for new Senate seats is fierce, as
each coalition desires to increase its influence, and the
powerful Romulan families try to add another Senate
position to their holdings. Such campaigns tend to be rid-
dled with infighting and political maneuvering as deals
are made and broken behind the scenes to secure every
possible advantage.

The Senate is divided into different political coalitions,
groups of senators with similar political goals and ideclo-
gies who band together out of mutual interest. These
coalitions exercise considerable influence over the deci-
sions and policies of the Senate, depending on which
coalitions are currently in power and which are out of
favor. No senator can survive for long without the protec-
tion and assistance of a coalition, and few senators are
elected without the backing of at least one.

Coalitions within the Senate are fluid, shifting rapidly
with each change of the political climate. Coalitions ally
with others on an issue, then turn on their former allies
over a new issue. Old coalitions break up and new ones
form on a regular basis. A senator might change coalition
affiliation many times over the course of his career, and
coalition membership often determines a senator’s friends
(or at least allies) and enemies. These alliances and rival-
ries can shift with startling rapidity; entire coalitions can
reverse themselves from week to week.

Despite this, several fairly stable coalitions have aris-
en in the Senate, based on age-old issues of Romulan pol-
itics that surface again and again. These coalitions are the
largest and most influential, often containing various
smaller coalitions that share similar goals but differ on the
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tion. A member of a rebel cells knows only the other
members of his cell. In this way, a cell member can only
betray the identities of a single cell if captured and inter-
rogated by the Tafl Shiar.

The leader of each cell maintains contact with the
leader of a higher-ranked cell in the movement’s hierar-
chy. Cell leaders report up the chain of command through
higher-ranked ceils to reach the central cells, which are in
contact with Ambassador Spock and the central [eaders of
the movement. Such communication is slow and ineffi-
cient, but protects the individual cells from easy detection
and arrest by the Romulan authorities.

Tal Shiar agents regularly attempt to infiltrate rebel
cells, or to co-opt rebel communications by sending false
messages disguised as legitimate information coming
from another cell. The rule of thumb within the Romulan
underground is to trust no one, except for close personal
friends. Under the influence of the Tal Shiar, even close
friends have been known to turn on one another.
Although they have made successful strikes against the
rebel movement, the Tal Shiar remains far from eliminat-
ing it, since for every cell they manage to infiltrate and
eventually destroy, ancther seems to spring up some-
where else. The rebels also have a few allies within the
Romulan government, allowing them to mislead the Tal
Shiar from time to time.

Although the reform movement continues to grow, its
cellular organization sharply limits its effectiveness for
now. Individual cells are largely ignorant of the activities
of others, so coordinated action an the part of the move-
ment takes considerable time and planning, usually time
enough for the Taf Shiar to learn of a plan and take meas-
ures to thwart it. For the time being most reform leaders,
including Spock, advise cells to follow a program of
quiet recruitment and keeping the fires of reform burning
rather than overt action. This policy chafes many more
proactive rebels, whao desire immmediate action.

The Romulan underground faces several important
issues which might decide the fate of the movement as
well as that of the Romulan Empire itself, depending on
the rebels’ course. Ambassador Spock does his best not
to influence the Romulans’ decisions on these issues,
while still keeping them on the course he thinks will
most likely lead to success and a lasting peace for the
Romulan peaople.

The first issue faced by the dissidents is quite simple:
What do they want? Everyone within the underground
agrees that Romulan government and society must
change, but there remains a lack of consensus as to how
it must change. Each individual joins the movement for
a different reason. It may be political ideology, personal
resentment for the Empire and its government, the loss of
a loved one in war or to the operations of the Taf Shiar,
or any number of other reasons.

Likewise, each member of the rebellion has his own
ideas about how the Romulan government should be
refarmed. Many think a more democratic system should
be installed, similar to that of the Federation, with the peo-
ple having a greater say in how they are governed. These
rebels are split as to whether or not such a democracy
should include non-Romulan members of the Empire or if
the Romulan people should retain the strongest voice.

Other factions prefer some type of cligarchy con-
trolled by a particular sociopolitical group to replace the
old senatorial families, such as rule by the military, by a
scientific elite, by political philosophers, or even by great
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icipal missions those of conquest,
, . . ch of the Empire’s infrastructure
remains geared toward the support of the Navy and the long-term needs of
the Star Command.

In fact, the Star Command relegates exploration and scientific missions
to second-tier status, handled exclusively by the Exploration Command.
Treated almost as an independent entity within the larger organization,
Exploration is considered a lesser sister to the more prestigious military
postings. Among some of the more aggressive coalition and senatorial
fleets, transfers to exploration, research, and first-contact tours have
hecome punishments for unsatisfactory performance..

Although Naval recruits are drawn from across the Empire, many fleets
retain distinctly “regional” flavors. In an Empire where true loyalty can be
worth its weight in latinum, officers and soldiers from the core worlds are
more highly prized than those from outlying sectors or client states. This
creates something akin to a “free market” atmosphere when the Star
Command places young cadets during their Serona, with senators and
coalition members jockeying to place their favorite sons in key fleets or
positions.

The result has been the creation of a very political fleet, although one
which never fails to place the ultimate welfare of the Star Empire and its
citizens above all else. While lesser allegiances shift daily among the far-
flung senatorial units and cutlying command bases, such fluid personnel
dynamics actually strengthen the Navy’s overall resolve and effectiveness.
This is something potential enemies, including Starfleet, have long failed to
understand—that such posturing and political grandstanding does not
erode the Navy's effectiveness. In fact, the opposite seems to be true—such
maneuvering goes to the very heart of "era and strengthens it, reminding
both officer and senator alike of the ancient tradition of which each is a
small part. All members of the Navy, no matter how insignificant, remain
part of this grand expression of Imperial ideals, carrying the standard of the
Empire against all who would offer resistance.

While on the surface the organization of the Star Navy may seem to
parallel similar organizations of other cultures, it is in fact a very different
animal. Certainly, the Navy possesses the normal rank and operations
structures one would expect to find in such a vast hierarchy, but the loy-
alties of the rank and file are often directed in multiple and unexpected
ways.

The loyalties of an average Starfleet officer are relatively clear-cut by
comparison: A Starfleet commander is loyal first to his captain, then to
Starfleet Command, and finally to the UFP as a whole. The hierarchy



remains a firm and well understood progression. Not so
in the Star Navy. A Romulan centurion is loyal to his
fleet and his Empire, but he may have additional politi-
cal or coalition loyalties as well. In certain cases, a cen-
turion may even have to defer to an unusually well con-
nected junior officer on his own vessel.

As a result, most centurions quickly become adept
politicians, able to play numerous loyalties and favors
off of one another to gain the greatest personal benefit
in the end. It is no surprise, then, that many Romulan
senators began their careers in the Star Navy. While the
paranoia this system engenders may appear counterpro-
ductive to opposing powers, the Romulans take the
converse view—a watchful officer is a strong officer,
and if his loyalty isn’t absolute, that may be a necessary
casualty of the system. At least he’s being carefully
observed.

The Romulan Star Navy is divided into various fleets,
each under the nominal control of the Star Command.
Unlike the purely organizational divisions present in
Starfleet, Romulan fleets embody political, and in cer-
tain cases philosophical, divisions. They often represent
semiautonomous and self-sufficient operational com-
mands of their own.

Each fleet owes its D’artat (“First Loyalty”) to its own
Ar'nal (“First Among Equals”), The bonds of Yartat run
deep, and Imperial history is rife with examples of such
loyalty superseding all else. D’artat can be directed at a
group or organization, but it most often manifests itself
in the form of individual leadership. Because of this,
most fleets break down along lines of factional lovyalty,
with a single strong figure standing alone (to outside
appearances, at least) at the head. Most Romulan fleets
fall into one of several broad categories—Command,
Senatorial, Coalition, or Praetorian. Certain “special”
fleet types exist, as well.
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Just as Romulan ground forces are divided into
legions, fleets are divided into Avara (“Centuries”). A
century normally includes approximately one hundred
vessels, along with the attendant support craft necessary
to maintain the fleet’s peak operational status. Of
course, such numbers represent optimal figures; the
reality depends on the current status of the fleet itself,
and can be influenced by a myriad of outside factors:
the standing of the fleet's Ar'nal, the latest resource con-
straints at the Star Command, any outstanding favors
owed by the High Tribunal, any current coalition rela-
tionships, etc.

In recent years, the concept of the “century” has
gone out of favor with many younger and more progres-
sive commanders and senators, slowly becoming more
an outdated tradition rather than an established fact.
Emphasis within many of the newer fleets has shifted to
make room for larger numbers of small incursion vessels
and quick frigates, vessels strong in firepower and
stealth but weak on personnel requirements and main-
tenance drain. Knowing a fleet consists of “two cen-
turies” worth of vessels means very little in the 24th-
century Star Navy; understanding a fleet’s current stand-
ing gives a potential adversary a much better gauge of
the unit’s effectiveness and strengths.

Just as Starfleet’s various fleets are responsible for
specific sectors or regions of space within the
Federation, Romulan fleets accept specific regional
assignments from the Star Command. Unlike Starfleet,
however, fleet assignments in the Star Empire tend to
come with significant political undertones. A powerful
senatorial fleet might be banished to an outlying frontier
sector by a weak Praetor, while an understaffed coali-
tion fleet might call in a favor from a Tribunal member
to gain its station along the Neutral Zone. The maneu-
vering among the fleets for posting and station is never-
ending, and serves as an appropriate reflection of the
prevailing tides of influence within the highest echelons
of Imperial power.

Certain fleet stations remain unchanging: The
Praetorian Fleet is always stationed on Romulus (with
smaller detachments and outlying bases placed on other
strategic worlds throughout the imperial core), and other
fleets are not permitted to enter the Imperial home sys-
tem. Aside from a few exceptional years under extreme-
ly popular Praetors, the fleet of the ruling coalition (cur-
rently the Jaridan Coalition) is stationed wherever the
coalition wishes. The current Jaridan Fleet consists of
three centuries numbering a littie more than 300 ships,
two of which are currently stationed along the
Federation Neutral Zone.

Other fleets are generally stationed according to the
political roll of the dice. Most senatorial and coalition
fleets are given assignments in or near the home regions
or provinces of their supporters. Of course, political
favor can play a crucial role in such postings—a key
assignment to a trouble spot can elevate a poor senator
or upstart coalition to a position of great power in the
Empire, while an exploration posting can weaken a
sponsor’s power.

Finally, the ultimate balance in this great game takes
the form of the various Command fleets. Normally
above the traditional military politics found throughout
the other fleets, the Command fleets remain under the
direct supervision of the Star Command and the High
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Tribunal. For this reason, these units are normally post-
ed to the most sensitive or crucial regions of the Empire.
While these assignments are not truly considered per-
manent, the three Command fleets near the Taurhai bor-
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der have been patrolling the Tullus Sector long enocugh
to become known as the “Tullan Three.”

The core forces of the Star Command, the various
Command fleets form the bulwark of the Remulfan Star
Navy. Although under the control of the High Tribunal,
and thus the Praetor, sometimes these fleets become
political pawns, their missions and loyalties shifting
along with prevailing political winds. A strong Praetor
can secure a degree of control from the Star Command;
a weak Praetor cannot, and is often forced to coexist
with powerful flag officers and their personal ambitions.

When an outsider thinks of the Romulan Star Navy,
chances are he is thinking of a Command fleet. This is
only natural—since these units are generally assigned to
sensitive regions and frontier duties, nearly every out-
side or hostile encounter with Romuian vessels has
involved ships from one of the Command fleets. In fact,
for many years Starfleet thought that these fleets were
the only Romulan vessels in active service (Starfleet
intelligence eventually proved this notion false).

There are currently twenty-one standing Command
fleets in the Romulan Star Navy, each of which is tradi-
tionally composed of three centuries. In practice, the
fleets never adhere to these numbers, more out of prac-
ticality than an inability to do so. Because of their nature
as threat response and patrol units, most Command
fleets are split into “command wings” during normal
operations, with each wing commanded by a “wing-
ship.” In addition, the fleets stationed far from the
Imperial core (such as the 4th Othan Fleet) tend to be
larger than those headquartered closer to home.

Since many senators achieved their positions through
military service, as a reward for their achievements, they
continue to retain their ties to their former fleets. These
fleets owe their allegiance to their former commanders
first, becoming de facto senatorial fleets. Some have
remained under the nominal control of a particular
Senate seat for generations. The infrastructure of these
fleets is not so much built as transferred, with senatorial
houses and families passing their infrastructure and
holdings down from one generation to another. When
unique questions of succession arise, senatorial fleets
are sometimes passed to other members of a prominent
family's coalition.

Most senatorial fleets remain smali, serving as a phys-
ical representation of their scion’s power and prestige
within the Imperial hierarchy. Only the fleets of the most
powerful senators approach the grandeur of the
Command fleets, and most senatorial fleets consist of
only a single century. Consular fleets are often the excep-
tion, since they tend to benefit from the political and
budgetary powers of their patrons. Consular fleets oiten
become temporary or de facto coalition fleets as well. In
the contemporary Star Empire, only the consular fleets
and four senatorial fleets—those of Senators Sullan,
D'mora, Kassus, and D'varo—boast multiple centuries.

Less common than senatorial fleets, coalition fleets
are often temporary creations formed in times of crisis or
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ations issues, dispersing state funding among the various
fleets and standing units of the Navy. These disburse-
ments often create tense situations among the different
operational and fleet commands, as admirals vie for
increased allocations.

Command fleets receive their entire operations budg-
ets from the Star Command, while most other fleets
enjoy some form of patronization or senatorial sponsor-
ship. Powerful senators or coalitions normally flex their
political muscles or call in old favors during the appro-
priations period, leaning on the proper committees or
“suggesting” certain disbursements to their Tribunal rep-
resentatives, to ensure that a favored fleet receives the
desired resources.

The second ancillary Star Command office—the
Office of Logistics—handles personnel and supply on a
truly grand scale. Such planning includes integrated
fleet resupply for large actions or engagements, materi-
als and construction planning and approvals for both
vessels and outposts, large-scale dispensation of Class
VNl hazardous materials and substances (including mag-
netic alloy housings for singularity drives, molybdurani-
urm containment chambers for heavy disruptor weapons,
and similar volatile, sensitive, or restricted materials), as
well as basic supply routing and integration for the var-
ious fleets and Commands of the Navy. Logistical offi-
cers can commonly be found throughout Imperial
space, especially along primary routes and spacelanes.
On occasion, officers of this department are stationed in
outlying sectors during specified construction or
materiel transfer operations.

with all its various duties, the Star Command
remains a wholly political animal, albeit a well disci-
plined one. In its capacity as the principal organization-
al and administrative body for all of the fleets, it must
placate favored line commanders and influential
Tribunal members alike. While it maintains a reasonably
firm hold on the Command fleets and the ancillary divi-
sions of the Navy, its hold over the various senatorial
and coalition fleets often depends on the current stand-
ing of the Praetor.

Its officers and admirals must walk a delicate line,
constantly balancing the demands of the Senate with the
needs of the Empire. After all, angry senators can be
powerful enemies....
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various fleet structures. To this end, each fleet (and each
wingship) has several legates permanently attached as
observers.

Legates receive
Command and the
jurisdiction over al
ity, political consic

directly from the Star
s such possess nominal
:et movements. In real-
take center stage, and
the Tal Diann is oft one of the most “com-
fortable” postings vy. Many officers with
future political asp.. ... ______= this division for their
careers.

The Tal Diann plays a critical role during times of cri-
sis or war. In threat situations or protracted military cam-
paigns, legates oversee operational and power balances
between fleets not accustomed to working together. In
such cases, the Star Command establishes temporary
“field hierarchies” and nonstandard command chains;
while commanders in the field may be loath to honor
such field alterations and brevet promotions, the legates
attached to their vessels or units enforce them. Officers
from the Tal Diann monitor all activities within these
temporary coalition and command fleets, reporting any
unusual or suspicious events or orders to the Star
Command.

In addition to policing the ranks of the military, the
Tal Diann serves as an intelligence branch attached to
the Romulan military. While the Tal/ Diann does not
wield the same level of power as the more ubiquitous
Tal Shiar, it commands a formidable respect within the
military. On a more giobal level, the Tal Diann and the
Military Affairs branch of the Tal Shiar often find them-
selves at odds with one another; neither organization
would mourn the downfall or political destruction of the
other.

All spaceborne stationary and planet-based opera-
tions fall under the purview of the Qutpost Command.
Charged with the construction, placement, patrol, and
maintenance of the Empire’s numerous short- and long-
range bases, the Qutpost Command boasts a larger per-
manent staff than any other division except the Fleet.
Because of the stationary and often far-flung nature of
Romulan bases and outposts, officers in this division
normally serve out their entire tour at a single [ocation.

The OGutpost Command works closely with the
Occupation and Pacification Commands, providing
orbital and planetside bases to enable these divisions to
complete their missions. Temporary Occupation and
Pacification bases are constructed using modular tem-
plates—numerous designs exist, and each can be tai-
lored to specific planetside circumstances or mission
profiles.

The Star Navy employs several different designs of
spaceborne and planetary bases, depending on an indi-
vidual region and its needs (i.e., near a volatile border,
near a large number of client states, etc.). Most bases
have at least one wing (or more) of a command fleet
assigned to them. The fleet uses the base as a staging area
for certain operations, and its vessels also provide securi-
ty for the base itself. Romulan outposts generally fall into
one of two broad categories: supplied and sustaining.

Supplied bases remain the most common type of out-
post in Romulan space, usually found in more heavily
populated areas or along primary military supply lines.
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All Romulan vessels have both a Prime Officer (CO)
and a Second Officer (XO). The CO (often simply
referred to as “Prime”) is always the centurion in com-
mand of the vessel, and many centurions remain with
the same ship for many years. in most senatorial fleets,
the XO is also an officer from the Command branch
such officers are normally being groomed for a future
command of their own. In most command fleets, a ves-
sel’s Prime Tactical Officer also serves as the ship’s XO.

Many larger ships, especially those in senatorial or
coalition fieets, also have a legate—an observer from
the Tal Diann, normally a member of the Command
branch—attached to them. Since legates are removed
from the ship’s normal chain of command in certain sit-
uations, their presence can cause some friction among a
vessel’s Command staff. Additional administrative
Command positions also exist on most larger ships.

The Prime Tactical Officer on a Romulan ship pos-
sesses a great deal of power. The position combines ele-
ments of the Ops, Mission Ops, and Tactical roles on a
Starfleet vessel of similar size. Several Second Officers,
such as Prime Security, Prime Comm, and Prime
Weapons, allow the Prime to handle a diverse array of
duties. On larger vessels, a unique position known as
the Tdurec (sometimes called Prime Internal) is respon-
sible for a small subdivision of internal ship’s security,
almost a shipboard internal affairs division. Additional
specialist, duty, administrative, and technical positions
also exist in each department, much as they do on a
Starfleet ship.

The Prime Operations Officer oversees the functions
of the remaining departments on a Romulan vessel. Like
Prime Tactical, Prime Ops supervises a staff of second
officers, who in turn are in charge of specific Ops depart-
ments: Prime Mission Ops, Prime Systems, Prime Flight,
Prime Engineering, Prime Sciences, etc..
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of Romulan glory and ambition, however, Romulan flag
officers are perhaps more eager than their counterparts
in other forces to see front-line action. It is not unusual
for a sector admiral to command his own wingship dur-
ing a routine pacification operation—after all, one never
knows when D‘era will intervene to give one an
imperial triumph.

Fleet admirals normally handle operations-level
planning and fleet deployment. They also command the
various regional command staffs and diverse admiralty
commands—in this capacity, fleet admirals take charge
of all major military divisions, from the Tal Diann to the
Occupation offices. In times of crisis, fleet admirals
occasionally take direct charge of large mobile task
forces or operations groups. Such groups normally
include several fleets.

The rank of Wing Admiral remains something of a
misnomer in the Star Navy. Wing admirals normally
command entire fleets, and their commands are usually
restricted to specific sectors or groups of sectors. They
can also be found commanding smaller admiralty com-
mands (such as the wvarious offices within the
Exploration or Occupation Commands), or serving on
larger operations staffs under fleet admirals.

Sector admirals can often be found commanding
individual Imperial sector commands, or serving as staff
adjutants on regional admiralty commands, as high-
ranking legates or tribunes, or as century or wing com-
manders in the Navy's command fleets. Normally
assigned to specific regions of space, sector admirals
tend to be the “rovers” amang the flag ranks, moving to
areas where leadership is most needed for short periods
of time. This is especially true during times of crisis or
war. Most of the commanders of the Navy’s innumerable
ancillary departments {(Medical or Colonization, for
example) hold the rank of Sector Admiral.

The rank and file of the Romulan Star Navy’s officer
corps, line officers staff and command the innumerable
ships and outposts that form the heart of this vast organ-
ization. Serving “on the line,” they carry out the diverse
missions and ongoing operations of the Navy. Rank in
the Star Navy is roughly analogous to rank in Starfleet.
Centurions (equivalent to Starfleet captains) command
all but the smallest vessels. Originally in charge of entire
fleet centuries, the role of centurion has changed over
time, being largely replaced by the flag rank of Sector
Admiral. In the early days of the Empire, commanders
commanded individual ships. As the rank structure
changed, the rank of Subcommander was created to fill
the on-ship departmental gap.

Most Prime Tactical and Prime Operations officers
hold the rank of Commander, while lesser department
heads normally hold the rank of Subcommander (or
Commander on very large ships). Regardless of the size
of the vessel, department heads always hold the rank of
Lieutenant, while lesser duties fall to the numerous sub-
lieutenants and whlan (the equivalent of a Starfleet
ensign).

The various “special” officers of the Star Navy occa-
sionally hold ranks outside the normal order of advance-
ment. All legates possess the rank of Lieutenant or high-
er, while those serving on the largest vessels in the fleet,
such as D‘deridex-class warbirds or Vereleus-class
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for example). If a Romulan officer or soldier abides by
the precepts, he will enjoy a long and productive career.

There are two primary collections of military regula-
tions in the Star Empire—the Precept and the Rules of
Legation (also called the Canon). By far the most impor-
tant, the various individual orders of the Precept estab-
lish the guidelines by which a Romulan officer must per-
form his duties and live his life in the military. Virtually
unchanged since the time of Tellus, the Precept repre-
sents the only true [aw in the Star Navy. It embodies the
concepts of obligation and service so central to D’era;
transgressions are taken very seriously indeed.

Violation of the Precept’s rules brings swift and sim-
ple punishment. Unlike the often convoluted legal sys-
tems of its adversaries, only two penalties accompany
transgressions against the letter of the Precept—censure
and death. Justice is swift and sure, and in many fleets
officers regard a full censure as a fate equal to death.
Censure commonly involves demotion to a lower rank,
and is given only for less severe violations. In some
severe cases, violating the Precept means one thing—
death.

The second colilection of military “laws”—the
Rules of Legation—remain in limited use in the mod-
ern Star Navy. While most of the important Rules of
Legation (in the earliest pericd of Imperial history,
these were the Rules of Legation and Vendetta; the
Vendetta rules were dropped centuries ago) have
become newer aspects of the Precept, a few impor-
tant Rules remain. Since they dictate the powers
given to legates aboard vessels or oulposts, these
Rules become important during times of crisis. The
Tal Diann jealously enforces the importance and
waeaight of these rules; after all, their existence and
power depend on them.

Finally, the Praetor or High Tribunal occasionally
issue special fleetwide regulations during times of cri-
sis or danger to the Empire. These Praetcrian or
Tribunal Edicts carry the same legal weight as any
order of the Precept, and officers are expected to fol-
low them without question. Overall, regulations and
directives tend to be deemphasized within the ranks
of the Romulan military—there are few gray areas,
and every officer understands that service dermmands
absolute obedience. It is the Way of D’era.



1e name “Tal Shiar” is derived from an ancient Vulcan root translat-
ng roughly as “swift death” or “merciful execution,” and the name is
vell earned. The Tal Shiar is the feared and secretive Romulan
ience Service, the group which exists to ensure the loyalty of all cit-
>f the Empire, and to protect the Empire from all threats, both inter-
d external. The Tal Shiar has broad, sweeping powers, and its influ-
xtends to all areas of life within the Romulan Empire. Every citizen
st easy knowing Tal Shiar agents are everywhere, carefully watching
y sign of disloyalty or any potential threat to the security of the
: Tal Shiar is considered above the law in many ways. They ensure
the loyalty of all Romulans, including government officials and military
personnel. In order to do this, the Tal Shiar does not answer to any author-
ity save the Praetor and the Senate itself, and even the Senate has limited
power over the Tal Shiar. The organization sets its own budget, and choos-
es and trains its own personnel. Much of what the Tal Shiar does happens
completely out of sight, unknown to anyone except the highest and most
trusted officials in the Romulan government. This secrecy allow the Taf
Shiar considerable freedomn to carry out its mission.

The Tal Shiar expects, and receives, the cooperation of Romulan citi-
zens in carrying out its directives. All Romulans are expected to be ever
vigilant for signs of disloyalty or treason, and to report them to the Ta/ Shiar
so it can take action. No citizen knows if his neighbor or friend might be
a spy for the Tal Shiar, so few, if any Romulans willingly voice disloyal or
dissenting opinions in public (or even in private with friends and family).
This policy allows the Taf Shiar to monitor a population as vast as that of
the Romulan Empire. Very little escapes its notice for long. False accusa-
tions occur from time to time, but the Tal Shiar takes such matters serious-
ly. Those who commit perjury or offer false testimony to the Tal Shiar are
exposed and severely punished for trying to turn the Empire’s guardians
against loyal citizens.

Agents of the Tal Shiar also receive the complete cooperation of the
government and the military in carrying out their vital work. An agent of
the Taf Shiar can commandeer whatever resources he needs to carry out a
mission, up to and including Romulan military resources like warbirds and
military personnel. Agents’ orders are not to be questioned, and such ques-
tions can be taken as signs of disloyalty in and of themselves.

In return, agents of the Tal Shiar are expected not to abuse their power.
They hold a great responsibility to the Empire and its people and are sworn
to use their powers only in the pursuit of their mission. Tal Shiar agents
who abuse this right represent a serious threat to the security and safety of
the Empire and are deait with accordingly. The Tal Shiar has a reputation
for handling its own affairs, away from the eyes of the public. In order to
fulfill its purpose, the Tal Shiar must maintain an aura of infallibility, which
it does.

The Tal Shiar is led by a chairman, appointed directly by the Praetor
and confirmed by the Romulan Senate. The chairman has complete discre-
tionary powers over the Tal Shiar, but answers to the Praetor and the
Senate. The Senate may remove the chairman of the Tal Shiar, should suf-
ficient evidence of abuse of power exist. It requires a unanimous vote of
the Senate to remove a current chairman, something that has never hap-
pened in the entire history of the Tal Shiar.






of Military Affairs are everywhere within the armed
forces, constantly keeping tabs on the activities of mili-
tary personnel.,

in fact, Military Affairs has agents among the rank
and file of the Romulan military, specially trained to
maintain their cover identities while reporting every-
thing they see and hear to their Tal Shiar superiors. Even
more than in civilian life, members of the Romulan mil-
itary become accustomed to having their every move
watched by agents of the Tal Shiar. Military personnel
often fear the power of the Tal Shiar more than civilians
do, since a single word from a Ta/ Shiar agent can end a
promising military career.

The Military Affairs Division also acts as a liaison
between the Tal Shiar and the military forces of the
Empire. They most frequently commandeer military
resources for Tal Shiar operations, ordering ships and
troops to far-flung sectors of the Empire, or even into the
depths of the Neutral Zone, with no explanation other
than the authority of the Tal Shiar to issue such orders.
Although the division presents an outward appearance
of working hand in hand with the military, more often
they treat military forces as pawns to be used at the Ta/
Shiar’s whim.

There is a strong, unspoken feeling of resentment
toward the Tal Shiar in the Romulan military, particular-
ly in the Star Navy and Tal Diann. The very existence of
the Military Affairs Division implies that the military
forces of the Empire are less than completely loyal, an
insult to the oath of every military officer. Officers dis-
like the Tal Shiar because they sneak and spy and report
on the activities of their own people while the soldiers
of the Romulan Empire fight and die on the front lines
for the greater glory of the Empire. Still, wise officers
never voice their opinions of the Tal Shiar in public,
since the organization has been known to ruin careers
for less.

Officially, the Special Operations Division handles
emergency situations and serious threats to Romulan
security. Unofficially, the division controls all Tal Shiar
operations outside the Romulan Empire, particularly
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tends to cross the lines between the other branches,
affecting all segments of the 7Tal Shiar with its discover-
ies and methods. Originally, Mind War was a subdivi-
sion of R&D, but it grew rapidly and was eventually
made a separate division of its own. Mind War and R&D
still cooperate closely on the development of new tech-
nologies.

Mind War’s primary work is in the area of interroga-
tion, brainwashing, and other techniques involving the
study of the humanoid mind and psyche. Mind War sci-
entists closely study the construction of the brain, both
Romulan brains and those of other species. They
research psychology and sociology better to understand
how the mind works and how to manipulate it. Tal Shiar
agents from the Mind War Division are masters of subtle
and brute-force interrogation techniques, allowing them
to wring whatever information they want fream their sub-
jects.

For the most part, the Tal Shiar prefers more subtle
forms of interrogation than outright torture, usually
involving psychological manipulation. One cutting-
edge technique involves the creation of complex psy-
chodramas using holographic technology to place the
subject into a realistic scenario where he is coerced into
revealing the desired information voluntarily, usually to
someone who appears to be a friend or trusted authori-
ty figure. Drugs are sometimes used to heighten the sub-
ject’s experience and make the simulation seem more
real.

Of course, these simulations are only as realistic as
the available data can make them, so it can be difficult
to simulate effectively things and people very familiar to
the subject without arousing suspicion. Holographic
scenarios are also highly effective brainwashing tech-
niques, conditioning a subject to respond to a certain set
of stimuli, often with the assistance of drugs and other
forms of brainwashing.

Another interrogation and brainwashing technique
involves the use of direct neural stimulation, transmit-
ting the types of scenarios used in holographic simula-
tions directly into the subject’s brain. This technique has
the advantage of working more quickly; since the infor-
mation is fed directly into the brain, the subject can do
little to block it out. Unfortunately, such treatments
require the implantation of neural taps to provide direct
access to the subject's brain. The evidence of such
implants cannot be completely hidden, leaving some
clues as to the programming or interrogation of the sub-
ject. Work progresses on the development of a direct
neural stimulator that does not require the implants,
using neural induction through the subject’s skin surface
instead. Early tests appear promising, although the tech-
nology remains in the experimental stage.

Of course, if more sophisticated methods fail, Ta/
Shiar agents are also masters of older, physical tech-
niques of Interrogation and torture. They study the
effects of pain on the humanoid body and develop an
amazing knowledge of anatomy and physiclogy, know-
ing exactly how to generate the maximum amount of
pain while [eaving the subject alive and leaving as little
evidence of their work as possible. Neural implants can
permit interrogators to inflict an intense amount of pain
on a subject while leaving him alive. Some Tal Shiar
interrogation techniques date back to the ancient histo-
ry of Vulean, involving primitive instruments and brutal
physical treatment.
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ie Romulans possess a technology level similar to that of the
‘ederation: Technological Classification Level Six. Most of their
levices have the same basic operational functions and parameters as
nent throughout the major civilizations of the Alpha and Beta
ants. In their daily lives they use tricorders and PADD’s, medical
ommunicators, and replicators. Their warships, scout craft, and
-h vessels employ transporters, warp and impulse drives, deflector
5, and tractor beams.
- when one thinks about Romulan breakthroughs in science, one
cloaking devices, neural conditioning devices, and warbirds pow-
y artificial gquantum singularities—all developments fostered by the
ans’ strong emphasis on military and covert espionage actions. In
_olitical and military dealings, Romulans pursue their goals through
two strategies: Sometimes massive application of force is effective, and
other times their secretive, surreptitious methods are more suitable. Their
technology also follows these cultural trends.

Power is important for Romulans. They use raw energy from matter/anti-
matter annihilation to operate many common devices, employ cloaking
devices with enormous power-consumption requirements, and even pio-
neered a new energy source: tapping the near-infinite power from within
an artificial quantum singularity. Security and secrecy are also Romulan
values applied to technology. Their information-retrieval systems are pro-
tected by a variety of measures designed to provide access only to author-
ized individuals and to log data retrieval and modification. The Tal Shiar
relies on technology to monitor security and to react covertly to threats.

Through the years Romulans have made many technological advances
through careful research and experimentation. Some they took from the
Federation and the Klingon Empire, developing their own versions through
reverse engineering, While the Tal Shiar strives to uncover and steal new
technology from its enemies, Romulan engineers work to adapt these alien
breakthroughs to civilian and military applications. This frees time and
resources for the most gifted Romulan scientists and institutions to research
new fields and design devices with unforeseen advantages over existing
Federation technology. Romulan engineers and strategists explore new sci-
entific realms to help the Empire defend itself against its enemies, through
both intense application of force and the complex subterfuge typical of
Romulan operations.

A trained and persistent observer can detect subtle differences between
Romulan and Federation equipment. The greatest distinction comes from
the energy sources used to operate their devices. The manner in which they
generate, store, and relay energy causes variations in frequency and con-
version levels. The subtle difference in power frequencies and equipment
design are partially responsible for the distinctive green glow of Romulan
transporter beams, warp field nacelles, tractor beams, and disruptor biasts.

Other differences are less visible, such as the anomalous discrepancies
noticeable between items created by Federation and Romulan replicators.
Only after close analysis and comparison could a trained observer distin-
guish the minor molecular variations characteristic of Romulan power sig-
natures.

Most energy generated by Romulan sources is slightly more intense
than Federation standards. Technology has adapted to this higher than
usual power baseline: Components have evolved to handle these levels
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In the field, Romulan doctors rely on medical kits to
implement first aid and stabilize major injuries. The med-
ical kit is equipped with a hypospray, neural stimulator,
dermal regenerator, and autosuture, plus several other
antibiotics and medical accessories tailored to Romulan
physiology. Most medical kits used by military and Ta/
Shiar units also contain several axonophagic chips (see
“Espionage Technology” below) should severely injured
patients wish a quick death rather than risk capture.

Since Romulan devices use antimatter power car-
tridges instead of sarium krellide induction coils, medical
kits contain several extra cartridges. Most instruments in a
Romulan medical kit perform the same functions as those
in Federation gear. For game information on this equip-
ment, refer to the Star Trek: The Next Generation RPG
rulebook, pages 232-234.

2emx 19 emxobem
1kg

Romulans use several models of communicators,
hand-held units which rely on radio and subspace
A\ transmissions to transfer voice data. The most
M common are palm-sized devices with a round-
% ed cylindrical or elongated cube shape.
% Romulan communicators are often security-
, coded to the awner. Military and intelli-
Y gence versions cantain camplex crypto-
% graphic encoeding, making signals difficult
to intercept and decipher.

Romulan communicators do not automati-

user’s location to scanners, although
~ays lock anto active transmissions to

ommunicaters have an effective range
improved independent range is attrib-
¥s antimatter power cartridge. Local
ays and starship subspace transceivers
ars to transmit more than 40,000 km,
biting facilities or vessels.

x3m

aurs

ry, intelligence, and security forces
as their standard-issue energy weapon.
oscopic amounts of antimatter rip
1isma focused through a discharge crys-
he setting, the resulting beam can stun
1ssion and a mild neural shock, or cut
nflict lethal thermal damage. A disrup-
es a residue of antiprotons detectable
eral hours, a byproduct of the antimat-
1 the weapan.
ath pistol and
lisruptars. The 3 .
a longer firing X
ower cartridge, a

‘0 assist aiming, and

ning the trigger. Like
svices, disruptors cannot
rgy through recharging, but %
mnetically sealed antimatter
Jisruptor cartridges contain a
intimatter, and therefore ener-
to power other devices.

ire using one of three discharge modes:
The disruptor's default setting fires a
am, and uses the charges indicated on
ige Chart.

pulse inflicts more damage than other






















spikes are frequent and not easily predicted. This dan-
gerous new technology has so far been tested only in
space aboard a handful of high-security Romulan sci-
ence vessels. Here any adverse interphase effects and

1d con-

re-scale

military

it from

only to

1ediate-
1Y WCLUIHED VIZIZIG, Ad Wil SHIP-UCpivycu ucviyes, this
cloaking device generates an energy screen capable of
bending light rays around the object, rendering it invisi-
ble. If used to conceal a building in a dense forest, for
example, casual observers would only see trees and
underbrush. The cloaking generator does not alter the
mass and density of the object concealed, so it is possi-
ble to walk inadvertently into a cloaked structure.

A single portable cloak can conceal an area up to
20,000 square feet. Larger buildings can be concealed
through the use of multiple cloaking generators. While
this device effectively renders a structure invisible to the
naked eye and most sensor sweeps, cer-
tain types of scan can detect the use of a
} cloaking generator. Cloaking devices
emit discrete amounts of tetryon parti-
cles, which in space can be difficult to
detect because of background radia-
tion. Most atmospheres

wavelengths, making it easier
B to detect the presence of tetryons.

Fortunately, Federation and Klingon
scanners and tricorders must be calibrated
to register tetryons. Romulan scientists continue to work
on the problem, by reducing the cloaking device’s sig-
nature bleed.

Portable cloaking devices have a cloak factor of 5,
adding +5 to the difficulty to locate the facility.

When used on starships, cloaking devices take
advantage of the ship’s maneuverability; it is nearly
impossible to target a cloaked ship in the vastness of
space. If a random shot connects with the target, the
ship can move to avoid further damage. This is not so
with a static target. Once a cloaked structure has been
successfully located, an attacker can target it for further
attacks. Unfortunately, the cloaking generator suffers
from the same setback as a standard cloak—it cannot be
protected by both a shield and cloak.

The cloaking generator receives power directly from
the building’s power source, commonly a fusion gener-
ator, though it can be hooked into a standard urban
power grid.

n % 50 cm x 50 cm box (200 liters)
kg
Unlimited

The Tal Shiar always seeks swift and covert ways to
dominate its enemies. The post-active bioweapon agent
program is one such plan. Code-named SALKAR among
Romulan military and intelligence personnel connected

with the program, the development of this bioweapon is
conducted under the strictest secrecy at a remote
research outpost on Voilina [V.

Post-active bioweapon agents consist of separated
biotoxin components which must be combined or oth-
erwise stimulated to become active. On their own, the
individual biochemicals are harmless, easily passing
through a transporter’s biofilter. When the delivery
device, usually a torpedo casing, reaches its target, it
releases the components into a mixing chamber. The
combined biochemical components form virulent
strains of bacteria or vires which quickly spread through
the target area.

Romulan scientists at first developed several bioa-
gents which formed from separate, inert substances.
They're currently striving to improve these bioweapons
to generate fast-spreading airborne vires—these must
work fast enough to infect a ship’s crew before the con-
taminated atmosphere could be isolated in a biocon-
tainment field or filtered through the vessel’s photosyn-
thetic processing and particulate filtration systems.

Voilina IV is void of life except for the lab facility and
its personnel. The scientists are not foolhardy enough to
test their bioweapons on the planet’s surface, though
they use containment fields and pressurized test cham-
bers in the laboratories. A D'deridex-class warbird on
patrol in the region often stops at Voilina IV and some-
times carries out experiments on the bioweapon agents
and delivery system on other planets nearby.

Although the scientists progress with their research,
the SALKAR project still has one challenge to overcome:
The delivery torpedoes tend to break up upon impact,
mixing only a small amount of biotoxin. Romulan sci-
enlists are currently considering two delivery methods.
The first involves determining a starships’ shield nuta-
tion, then beaming the delivery torpedo through during
the fraction of a second while the shield rotates through
its harmonics. The second delivery means involves
Elway’s theorem of interdimensional folded space trans-
port, allowing the delivery torpedo to be bheamed over
incredible distances with precise accuracy. While travel
using this means caused irreversible damage to
humanoid test subjects, this is less a problem with inan-
imate matter.



ke the Federation Starfleet, the Romulan Star Navy utilizes a wide
ange of vessels and ship classes; unlike Starfleet, the Star Navy
lesigns a disproportionate number of these ship types to fulfill mili-
arofiles. While ship classes dedicated to research and exploration
es have become more common in the mid- to late 24th century, the
wry focus of Romulan starship development remains an offensive
S,

Romulan starship design and development has entered something of
a renaissance in the latter half of the 24th century. Many factors have
contributed to this evolution, including the introduction and heightened
development of dedicated military vessels in the Federation Starfleet, the
growing Taurhai threat along the Empire’s rimward frontier, and the
galaxy-threatening Dominion menace in the Alpha Quadrant.

Competition among research arms within the Romulan military has
also served to accelerate starship development, with scientists and
designers from the Star Command competing against those attached to
the various senatorial or sector fleets. Such competition remains good-
natured, and in the long run the resulting technologies benefit the
Empire.

New hull and spaceframe composites, simpler and more stable hull
layering techniques, sophisticated new shielding fields for quantum
nacelles (thus eliminating many of the former hazards of these drive sys-
tems), advances in cloaking efficiency and performance—while keeping
technologically apace of its enemies and neighbors is never simple, the
Star Navy continues to develop and field many of the most advanced ves-
sels in the galaxy.

The heightened threat environment of the late 24th century has fos-
tered a kind of pervasive paranoia throughout both the Star Navy and the
Empire. After many long years of isolation, a newly open Romulan peo-
ple often feel beset by threats and challenges on every frontier. As a
result, military spending has reached an all-time high, with hundreds of
new vessels entering service each year. This situation tends to be exacer-
bated by additional spending on senatorial fleets and in Imperial hinter-
lands. The resuit is the largest standing fleet ever known in the Star
Empire, but one that is perhaps less integrated than it should be.

In some ways, the current Tribunal appears to be playing a game of
operational catch-up, responding to threats both internal and external.
Unrest simmers among the colonies of the Empty Frontier, the climate
along the Taurhai border remains tense and calculated, and the outcome
of the Dominion conflict is far from certain. It is a time of challenges, a
time for courage, a time that will test every officer's commitment to
Drera.

While the Romulan Star Navy fields roughly the same number of ship
classes as Starfleet, a greater propartion of these classes consist of dedi-
cated military designs. Like the ships of Starfleet, most Romulan ships are
classified according to their primary mission profiles. Because Romulan
vessel classes tend to be more highly specialized than their Starfleet
counterparts, their mission-specific roles tend to simplify the classifica-
tion and design processes.

Descended from several experimental battleship classes that never
saw mass production, the new Vereleus-class dreadnoughts represent the
first in a planned series of massive, heavily armed, mobile command




































space. It would take vol-
» of Romulan territory. This
ectors of Romulan space
and stories.

it, on the distant fringes of
nt. It is a coreward sector

Currently, Diodor Sector has no involvement in Romulan politics.
Discoveries made within the sector may affect Romulan paolitics, however,
and the Senate will certainly take interest in some of them (see “Unusual
Phenaomena” below).

No one race dominates the sector, although some planets are inhabit-
ed. Most of the worlds in the sector are fairly primitive, lacking warp-drive
capabilities and other advanced technalaogy, although at least one civiliza-
tion has some very powerful allies. There are signs of Barg incursion on
same worlds in the sector, something of considerable interest to the
Romulans,

Fourteen systems lie within the bounds of Diodor Sectar. Three of these
systems have inhabited planets, while a fourth contains the ruins of a plan-
etary civilization assimilated by the Borg. Three other systemns supported
Romulan colonies until the arrival of the Borg. The remaining systems have
no inteliigent life, although several contain considerable mineral resources
and interesting geoplanetary phenomena warthy of study. Several contain
jovian worlds suitable for refueling aperations.

The Diadar Sectar is bordered on the side closest to the Delta Quadrant
by an expansive nebula, the remains of a star that went supernova millions
of years ago. The inhabitants of Alba and Langus call the nebula the Starry
Road, and associate it with their myths and legends. In fact, the Starry Road
was once the home star of the system inhabited by beings the Langians call
the Azar, before they evolved to exist outside of narmal space-time. The
Azar imply that their home sun going supernova was part of what drove
their ancestors to seek an escape into subspace.

The presence of the Azar in the Diodor Sector causes many subspace
anomalies, which in turn cause severe communications problems thraugh-
out the region. Currently the Romulans attribute these anomalies to inter-
mittent radio emissions from the nebula, but investigating them is part of
the mission of Romulan ships assigned to explore the sector. The anomalies
can cause random systems failures and communication and sensor black-
outs, in addition to interfering with a vessel’s singularity or warp drive and
cloaking systems.



















































a large military base for the Romulan troops on the plan-

et, along with civilian support facilities and quarters for

family members and other personnel. The primary duty

of monitoring the Neutral Zone lies with the lunar base
have to contend with atmospheric dis-
7 such problems), but the majority of
mnel live on the planet.

The Agurthan Outpost has facilities for

raintenance of Romulan ships and other

to the Empire. Romulan patrol vessels

rough the area on routine patrols of the

order, and can be refueled and resup-

ost. Shore leaves for Romulan crews are
aisu cunmmon un Agurtha, which offers vast areas of
unspoiled territory suitable for camping and hunting,
along with the recreational facilities of the outpost itself.
The outpost maintains a number of small interceptor
craft for the defense of the outpost and the Neutral Zone
border against any attack.

rhe Agurthan Outpost is one of the more
pupuar aivng the border of the Neutral Zone between
the Romulan Empire and the United Federation of
Planets. Many of the border outposts along the Neutral
Zone are located on desolate F and K Class worlds,
either on the surface in pressure domes or based on
orbital facilities. In addition to being an outpost,
Agurtha is also a thriving Romulan colony world, a
monument to the ideals of D’era and a symbol to all
those who would challenge the destiny of the Romulan
people to conquer the stars. Agurtha is located on the far
side of the Neutral Zone from the Delta Quadrant, so it
did not suffer the fate of several other Romutan border
colonies which were attacked and assimilated by the
Borg.
Since the outpost is located in the same sector as the
Heltaro Corva research station, the Tal Shiar pay partic-
ular attention to the goings-on at Agurthan Outpost and

all traffic through the sector. Many Tal
been placed on the planet, and a Ta/
signed to work with the commander of
rding to the Tal Shiar, these measures
1e,” but the commander and his senior
are is something going on, although
what. The true purpose of the Hellaro
center is not commoniy known,
people suspect that is what the T7af
1ed about protecting. Any suspicious
cially non-Romulans) on Agurtha are
in and questioned by the Tal Shiar to
re not Federation spies.

ne moon, currently occupied by a
g station.
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gen-nitrogen at approximately Earth-

o

ranging from warm-temperate to cold
orms common in the winter seasons,
-arity except in the polar regions.

Romulans and Taurhai. No native sen-
tive lifeforms [imited to plants and
{insects and marine life}.

Six, with some higher-level Taurhai

tatorship (Most Worthy Administrator
Taurhai Unity)

My, Gaijusian culture was entirely
strong pioneering attitude: resolute,
ieve in D’era and the destiny of the
The recent conquest of the planet by
4 to an enforcement of Taurhai culture
population, many of whom have been
Taurhai philosophies. Presently there
ol of the planet’s culture between the
3 and their Taurhai “guides,” who seek
wlans proper, civilized ways so that
wn to the rest of the Romulan Empire
the benefits that the Unity has to offer

sute. The Romulan Star Empire claims
world. The Taurhai Unity claims it as a
ling full membership in the Unity. The
filiation is under discussion at the Paxar
~een the Taurhai and the Romulans.

has considerable untapped resources.
ly new, only a few years old, and has
vey and assess the planet’s resource
-hai have encouraged the Romulans to



continue their work, with an eye toward more advanced
means of gathering information and more proper ways
of utilizing planetary resources for the benefit of all.

The Gaius Colony is the sole settlement
on e pianers surface. It is under the administration of
Romulans, who are overseen by the Taurhai. Those who
show an acceptance of Taurhai ways and customs are
given greater positions of authority in the colony and
permitted to serve the Taurhai Unity by further educat-
ing their peers.

Gaius has limited ship facilities, for small
suuwrswran and similar VesSe[S On[y. Trafﬁc on and off
the planet is carefully monitored by the Taurhai for the
protection of the population from terrorists and to catch
smugglers attempting to bring weapons and similar con-
traband to Gaius. The lunar station also scans for
subspace signals indicative of transporters, tracing any
unauthorized transporter activity to its source.

The Taurhai maintain a military presence near Gaius
at all times, to protect the planet from Romulan attack.
At least one star dragon remains in orbit or patrolling
nearby space, and the Taurhai have established a moni-
toring station on the planet’s sole moon that observes
the whole Gaius system, particularly scanning for any
indications of cloaked Romulan ships in the area.

On the surface, life in Gaius Colony con-
tinues normaily, but terrorist attacks against the Taurhai
are becoming more and more commonplace. Taurhai
authorities have responded with considerable patience
and restraint. They wish to demonstrate to the citizens of
Gaius that they are not barbarians who must meet force
with force. Instead, Romulans loyal to the Taurhai are
sent to infiltrate terrorist groups and expose them so they
can be arrested and tried by the authorities.

The Romulan military and the Tal Shiar work to smug-
gle weapons and supplies to the terrorist groups fighting
against the Taurhai. Many in the Rormulan Senate feel this
policy may backfire disastrously one day if the Taurhai
discover it, leading to renewed hostilities between the
Empire and the Unity, a battle the Empire is not assured
of winning.

ioons. Romulan ore-processing sta-
equatorial orbit.

asdrubal’s high concentrations of
eavy metallic core contribute to its
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s breathing equipment for long peri-
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surface water, mostly found in small
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i of the colony’s population is made
malcontents from Romulan society,
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me. The colony is relatively peaceful,
than Romulan society. Romulan mil-
srce order and a military governor
ensuring that it remains productive
1e rest is not a concern and the
! to handle their own internal affairs.



Romulan Empire

dasdrubal holds rich deposits of talantium, a
metwa: useu in the construction of warbird hulls and
other military construction projects. There are also rich
deposits of aluminum, titanium, and various other met-
als and ores. The Romulans use advanced strip-mining
techniques, literally tearing away and pulverizing the
planet’s crust to extract the needed materials. The ores
are shot into orbit using mass-driver systems located
near the planet’s equator, aided by Hasdrubals own
rapid spin. An orbital mining station processes the ore
and ships the refined metals out of the system.

Apart from its mineral resources, Hasdrubal contains
little of value. Once the planet’s resources are exhaust-
ed, it will be abandoned, leaving only a planetary slag
heap behind.

Hasdrubal features some high mountains
ana aeep vaieys created by ancient seismic activity (the
planet is seismically stable currently). These features are
often the sites of mining operations, since they expose
the largest veins of usable minerals nearest to the surface.

The planet is ruled from Hasdrubal City, a midsized set-
tlement near the equator, which oversees the operation of
the mass-driver facilities and the planet’s sole spaceport.

Hasdrubal has only a single spaceport,
1ICal L iasun uuan Clty. The spaceport haS faCi“ties Only for
shuttles and cargo-loaders, not for larger ships. All inter-
stellar ships dock at the mining station in orbit above the
planet, never landing on the surface. Mass-driver sys-
terns are used to ship materials into orbit, where they are
retrieved by the orbital facility for processing. The
orbital station has facilities for the maintenance and
refueling of starships, but very limited repair and con-
struction resources.

During the excavation of a new mine in
e nortnern nemisphere, an unusual artifact was uncov-
ered by Romulan miners. It is a metallic obelisk, some
three meters high, covered in alien writing that does not
match anything on record with the Romulan military. The
obelisk appears to be made of refined talantium, using
technology of at least Level Five or Six development. Its
composition is resistant to sensor scans, possibly indi-
cating a core or inner layer of a denser material. lts
origin is a complete mystery. There are no other signs
that Hasdrubal ever supported any kind of sentient life,
and the miners estimate that the obelisk was buried by a
volcanic eruption more than 250,000 years ago.

The governor has ordered the obelisk shipped to the
mining station for evaluation, and has alerted the
Romulan Star Navy of the discovery. The next cargo ship
to dock at the station will take the obelisk and transport
it to a Romulan scientific facility where it can be stud-
ied. Rumors already circulate among the miners of the
colony that the obelisk is some kind of remnant of
advanced alien technology, or that it indicates some
kind of ill omen for the colony.

No moons; one permanent space station
T OTRL
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te Romulan Astrophysical Academy has
ce station located in orbit over Hellaro
to study and measure the Eye of Corva,
iting the main star of the system. The
5 a study of singularity phenorena,
ward enhancing the performance of
7 singularity drives. The researchers on
Iso secretly studying the Iconian ruins
ow, and reporting their findings direct-
r and the Romulan military. The project
[ not even members of the Senate are
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Oxygen-nitrogen at slightly higher than
Laranimuonas PrESSUTE.

35%; the water on Justarus has a greenish
coiwn uue e wie abundance of sea plants and traces of
copper.

lfemperate, but given to strang winds and pow-
eriul storms. A weather modification grid controls most
of the excesses of Justaran weather, channeling them out
to open water where they have little effect on settled
areas.

Romulans. No native sentient species,
UL Hlany iauve Qrms Of p[ant and anima] fife.

-evel Six (Romulan}
Oligarchy (Romulan planetary governor)

Romulan. Justarus is an old Romulan colony
waria with a long history, settled in the early days of the
Empire. It has strong cultural ties with the Romulan
homeworlds, and tends to follow the lead of Romulus
when it comes to cultural mores and trends.

Romulan Star Empire

Justarus has only limited mineral resources,
imust i wiein hidden deep beneath its oceans, where they
are harder to access. Most minerals are mined from its
maon Terek instead. The planet’s oceans contain rich bio-
logical material, however, and form the basis for an
extensive aquaculture industry, which grows a wide vari-
ety of sea proteins and plants that are processed to make
different types of foods. Many of the sea creatures of
Justarus are considered delicacies in the Romulan Empire,
such as fressenor caviar and Justaran shellfish. Justarus
also has a healthy tourist industry among Romulan citi-
zens who visit the planet for its thousands of kilometers of
white beaches and many different aquatic activities.

Bratokka, the capital city, is lacated on
tne iargest tandmass, in the northern hemisphere.
Justarus’ landmasses are all islands, scatiered across the
surface of the planet. Bratokka is an old-style Romulan
city, with graceful column and broad plazas cut from the
native Justaran coral in beautiful shades of white, cream,
pink, and gold. The city contains the University of
Justarus, renowned for its many scientific programs, par-
ticularly in the life sciences.

The Korrin Archipelago is an equatorial collection of
tiny islands and ancient caral reefs teeming with exotic
marine life. It is a favorite place for tourists to visit and
relax. Many hospitality centers dot the various islands,
and small boats and pleasure craft carry people from one
island to anather, often no further than crossing the street.

The largest of Justarus’ underwater cities is Vola
T’'nor, a sprawling metropolis of undersea pressure
domes on the floor of the southern ocean reaches. The
city has vast aquaculture farms, and also serves as a
research center for exploration of the Justaran oceans
and sea life.

Stations in orbit over Justarus provide
wuenng anw odintenance facilities for arriving ships.
Repair facilities are limited, but capable of handing

tine repair wark, at least sufficiently to
vay to a better equipped facility.

istarus is the homewaorld of Senator
Senator Solos from Quatel (see page
rmation).

moons; one large arbital facility (Paxar
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Paxar 1V is considered neutral territo-

Romulans and the Taurhai. Travel
m is restricted; unauthorized ships are
atrol vessels.

IV has some limited mineral resources,
aaterial value.

axar IV was ance volcanically active.
ice cooled and stabilized, the planet is
ancient lava vents and tunnels among
15. These tunnels and caves are occa-
zlandestine meetings by Romulans and
-support equipment.

>ne. Paxar Station has docking facilities
szen ships at once, along with the nec-
ice and repair facilities. The facilities
esign, and are best suited for handling
Although Taurbhai ships dock at the sta-
riced only by Taurhai crews using what
ire available for the Romulan ships.

sllowing the Battle of Chi‘tan and the
romulan/Taurhai War, both sides chose
etween their areas of space to conduct
ce. Paxar IV was suitable because of its
ause it was not claimed by either side
wing little to offer by way of coloniza-
»otential.

; constructed a space station in orbit
rith limited Taurhai assistance. The sta-
peace negotiations and the various



delegates, ambassadors, and their aides, support staff,
and security personnel. The station 1s off-limits to civil-
ian traffic, and located so out of the way that few, if any,
vessels pass through the system by chance. Both
Romulan and Taurhai ships and personnel provide secu-
rity for the station, and the Paxar system is considered
neutral space for both parties.

Treaty negotiations between the two interstellar pow-
ers are slow and painstaking. Although both sides are
currently not prepared for a new conflict, they both
know that the negotiations are mainly to buy them time
to rebuild their forces and come up with new ways to
circumvent their opponent’s advantages. This creates an
atmosphere of paranoia and cynicism on board the sta-
tion and in the peace talks. Although scme of the
delegates truly desire peace, most know that the
Romulan and Taurhai philosophies cannot coexist
peacefully. Sconer or later, there will be another war,
and the Romulans, at least, want to be sure they can
win.

In order to do so, they are working to learn every-
thing they can about the Taurhai: their biology, their
culture, their laws, and, most particularly, their technol-
ogy. The station is filled with Tal Shiar spies and agents
trying to gather information on the Taurhai. So far, most
of their efforts have been frustrated by superior Taurhai
technology. They haven’t given up, however, and they're
currently working on the possibility of inserting spies
into the Taurhai delegation through connections on
Gaius (see page 100).

For their part, the Taurhai truly want to show the
Romulans the error of their ways. While the Romulans
hurt the Taurhai with their attack on their homeworld,
they have not stopped them nor weakened their faith in
their way of life. The Taurhai are certain the Romulans
will come around to their way of seeing things, sconer
ar later, willingly or not.

Pollar is the largest moon of the Class |
L wnua v, a sdperjovian planet in orbit around Pollus, a
G-lype star.

0.8 G

Pollar orbits the superjovian in 94 days
ainu rutawes un s axis every 28 hours. Pollus VI orbits
its sun every 4,322 days (approximately 12 Earth years).
This produces complex cycles of day and night on the
moon, particularly during periods when it is eclipsed by
the gas giant.

Oxygen-nitrogen at approximately 1.2
riss canua aormal pressure.

50%; scattered among numerous lakes

aliu 1Hvecio.

Jim, hot, and damp. Heat radiated from Pollus
viiL makes the entire moon a tropical environment, even
though light levels are less than half of Earth-normal
daylight. Lifeforms are adapted to the low-light environ-
ment. Most plants have broad, dark foliage, and various
forms of fungi are common.

*ollarians. Small humanoids with large
erdeveloped ears, Pollarians have pale
y hair from their warm, dim environ-
ight is extremely sensitive, extending
nfrared portion of the spectrum. Bright
tremely painful to them. Their hearing

sensitive, leading the Pollarians to
mnost humanoid standards.

Four, with some examples of higher-
icquired from interstellar trade (below).

gely feudal, with several large nation-
y smaller ones. Wars and trading
mon.

urious and mercantile. Strong, growing
early industrial developments leading
sitalism and the rapid exploitation of
and wealth are strong motivating fac-
weasure success and happiness by an
th and material possessions. Feudal
owners of great wealth, but mercantil-

to redistribute some wealth to the

andent trading partners of the Breen

has large depaosits of valuable miner-
ilithium. The Pollarians have been
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Extremely limited. Prisoners are expected to
coey au orders from the military governor and any
Romulan personnel. Otherwise the planet is given over
to anarchy.

1lan Star Empire

The Subera facility is a large collection

35 and structures on one of Subera’s flat

s a Romulan prison facility for the hold-

. and political dissidents. The facility

around 100,000 prisoners of various
speuies ana 1L s reputed to be escape-proof. The outside
environment is unlivable without the use of a breathing
apparatus, and the only way off the planet is by
Romulan shuttle to the lunar monitoring base. Anyone
attempting to leave the surface without authorization is
shot down by Romulan interceptor ships.

The planet itself has facilities only for
prosunnw seaules, which ferry prisoners and personnel
in from the lunar command facility. The command facil-
ity has administrative quarters and offices and more
extensive docking facilities for larger ships, although
transfers of personnel and eguipment are still via shut-
tles or transporters (which function normally outside the
planet’s atmosphere).

Subera is fairly typical of a successful
rwomuian pena colony. The prisoners are allowed consid-
erable freedom within the limits of the pressure domes.
Apart from obeying the guards {who are rarely seen), pris-
oners are largely left to fend for themselves. Packs of
gangs are common, organized around strong leaders. The
gangs enforce their own rules on the other prisoners and
often extort food (the only valuable resource) from their
fellows, as well. Occasionally, the Romulans select pris-
oners for use in medical or scientific experiments, as well
as conduct behavioral studies of prison society.

Sentences to Subera are nearly always for life, and
prisoners sent to the planet are generally never heard
from again. The facility is often used by the Taf Shiar to
make someone “disappear.” It keeps a prisoner in the
Subera facility for as long as he is useful, conducting
lengthy interrogations to gather information. Prisoners
who “belong” to the Ta/ Shiar are often given preferen-
tial treatment (for as long as it serves the Tal Shiar’s
interests to do so). When the Taf Shiar is finished, the
prisoner is left to rot in the prison. Such former
“favorites” rarely last long in the prison environment.

'wo moons, both uninhabited.
1.1 G
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nulan colonial governor
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a million Tarquin and is also the seat of the Romulan
military government on Tegedaar.
The Tarquin Temple of Contemplation, in the nearby
Voltin Mountains, is a famed site for Tarquin spiritual
hey develop their empathic abilities. It
3 great spiritual masters of the past
ste empathy with all living things, a kind
h the universe. Romulan authorities
’le may be a haven for members of the
ound.

Landing areas near major cities for
Drbital spacedock facility for repair and
Romulan military vessels only.

The native population, the Tarquin, are
unuer wie rwie of the Romulan Empire, which conquered
their world several decades ago. Some Tarquin are given
to passive resistance of the Romulan occupation, and a
small underground has formed, made up of Tarquin who
are willing to put aside their race’s traditional abhor-
rence of vioclence in order to drive the Romulans off
Tegedaar.

Two small moons and a faint ring, visible
v wie pranet’s surface at night as a shimmering silvery
path across the sky. The Ring of Tigelis is considered one
of the great natural wonders of the Romulan Empire.
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Oxygen-nitrogen at slightly higher than
asrrs iaseaas Pressure.

65%, found mainly in three major

wesaia.

femperate, with mild weather patterns and reg-
wiar tannall. A slight ionic charge in the atmosphere
gives most of Tigelis a feel similar to that of Earth fol-
lowing a thunderstorm. Many Romulans consider the
planet’s atmosphere and climate rejuvenating.

Romulans. No native sentient species,
val g sewew s0rms of plant and animal life.

Level Six (Romulan)
Oligarchy (Romulan planetary governor)

Romulan. Tigelis is an old Romulan colony
worig, so the inhabitants are strongly influenced by the
cultural mores and trends of the Romulans core worlds.
Tigelis itself often helps to set trends in fashion, cuisine,
and the arts. Most of the inhabitants are staunch sup-
porters of the ideals of D’era and Romulan life. There is
still a pioneer spirit among the people of Tigelis VII, a
can-do attitude that gives them a reputation as innova-
tive and hard working.

Romulan Star Empire

s has many different mineral and bio-
. particularly the rich ecosystem of its
which yield volumes of new biological
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see page 42 of Romulan Characters for
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erdant world of majestic vistas, sweeping plains, towering moun-
ains, and seas of blue and purple, Romulus is the heart and soul of
ne Romulan Star Empire. Known to citizens of the Federation sim-
he capital of the Empire, to the Romulans Romulus holds a much
importance: It is their native land, the world they invariably think
1 thoughts turn to home, family, and peace. Even the most battle-
«d Romulan warriors get a nostalgic look in their eyes when they
Romulus, the homeland they fight to protect and whose glory they
ve to enhance.
rich and detailed tapestry of life on Romulus cannot be described
wgh detail, of course; the Romulans themselves have written thou-
f books on the subject, and more always remains to be discovered
about their world. This chapter instead concentrates on the broad perspec-
tive, the high points, the references that will intrigue and inspire. The pre-
cise details needed for an in-depth character background or a scenario are
left to the fertile imaginations of players and Narrators.

Romulus is a Class M world approximately 14,000 kilometers in diam-
eter at its equator, making it slightly larger than most Class M worlds (such
as Earth). Its atmosphere contains the oxygen-nitrogen mix typical of such
worlds, without major concentrations of other gases or even, at this stage
in its history, much in the way of greenhouse gases or other pollutants. The
inhabitants of other worlds in the Empire, particularly Remus, envy
Romulus’ fresh, clear air.

In fact, Romulus could be considered a model Class M world. Unlike
worlds on the fringes of the Class M category, it has a wide variety of
ecologies and environments. As a traveler moves from the ice-covered
polar regions toward the equator, he passes through northern temperate,
temperate, subtropical, and finally tropical regions, each containing its
own distinctive flora and fauna. In some regions geographic and atmos-
pheric conditions have conspired delightfully to create pockets of unusual
climate or wildlife, further enhancing Romulus’ biodiversity.

The planet’s climate mirrors this environmental variation. Although it
has an average temperature of approximately 219 Celsius, the actual tem-
perature differs wildly based upon the location and the season; Romulus
has its beautiful, sunny days, swelteringly hot days, and bitter, gray winter
days. It also has generous rainfall—an average of over 120 centimeters,
with some tropical regions getting much more. Thunderstorms occur fre-
quently during the summer months, and in the flatter regions of the tem-
perate zone, tornadoes can also develop during that time. Due to the fact
that it has only one large ocean, Romulus experiences few hurricanes or
typhoons (kefthrar, in the Romulan tongue); only the eastern coast of
Brel’kar and western coasts of Umrika and Valcaria suffer from them.
Sometimes one of these fierce storms squeezes through the Terelix Strait to
devastate the islands of the Apnex Sea before it plays itself out.

Five continents— Brel’kar, Folloss, Novok, Valcaria, and Umrika—cover
the face of Romulus. They range from Brel’kar, the largest, most ecologically
diverse continent, and the home of the majority of the Romulans on the
planet, to Folloss, a small continent rising out of the sea between Novok,
Umrika, and Valcaria with a mostly temperate climate. Brel'kar includes the















One of the most beloved areas on Romulus—the
Valley of Chula—cuts right through the heart of the
Kae'raktar Mountains. This vast, kilometers-long valley
cantains some of the most beautiful vistas and mast
exquisite climate on the entire planet. At the western
pass into Chula, the Praetor’s Summer Palace perches on
a high hill overlooking the valley like a gold-winged
eagle searching for prey. Similar to the palace in the city,
the Summer Palace consists of many buildings grouped
together to form a small administrative city. The Praetor
resides here through the hot summer months, cooled by
the Valley's breezes.

The Torren River, whose boiling rapids have defied
many a boater, bisects the valley; the nearby Fareldi
Brewery, perhaps the greatest of the Romulan breweries,
uses Tarren water to create its fabulous ales. A distinc-
tive label shaped iike a broad “Y” identifies Fareldi ale.
Many resorts catering to the wealthy scions of Romulan
society, including the renowned Chula House, can be
found throughout the Valley.

Compared to the western coastal plains, the central
plains and southern woodlands of Brel’kar seem bucol-
ic, even desolate in places. Settlerments here are rela-
tively sparse, and few of them would qualify as cities.
Instead, much of the land has been converted to large
robotic farms which grow several staples of the Romulan
diet (including gresh, a ricelike vegetable), or has been
left wild. The southernmost part of the continent con-
tains several swampy jungle areas which remain largely
unexplored—though rumor has it that the Tal Shiar
maintains a few facilities there.

Sometimes known as “the Island Continent,” Folloss,
the smallest landmass on Romulus, has a reputation for
being a cold, inhospitable place. While this perception
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military manufacturing facilities, as well. Today, even
after the kavlarium veins are mostly exhausted, it remains
an important manufacturing and financial center.

Two mountain chains—the Anverok, which borders
the region on the north, and the Des’'Reval, which bor-
ders it on the south—dominate the central regions of
Folloss. Due to its latitude and relatively high elevation,
the region possesses a northern temperate climate
which, while appealing to some, limits the growing sea-
son and thus, until the invention of replication technol-
ogy, the number of people willing and able to live there
comfortably. The only exception to this is the lower-
lying Keldrak Peninsula on the western coast.

The Keldrak Peninsula thrusts out westward from the
Folloss mainland, as if to point an accusing finger at the
continent of Valcaria, which it almost touches. The nar-
row strip of water between them, the Jendranax Strait,
has been an important Romulan commercial route for
over a thousand years. The Jendranax Current which
flows through it from northeast to southwest helps to
warm the peninsula.

Located at the very tip of the peninsula is the sprawl-
ing city of Peldrad, which more than six million
Romulans call home. The Romulans say that whatever
one seeks—finances, fortune, fame, or philosophy—one
can find in Peldrad. Much of Romulus’ large entertain-
ment industry bases itself here, and performers and
poets can be found on the street corners and in the
cafes. But the city is not just a mecca for entertainers
and artists; it also has a thriving business and manufac-
turing community.

Romulans call the southern part of Folloss the
Tel’Garch Subcontinent. In geographic terms, they
define it as the watershed of the vast D’Gansar River,
which flows almost straight south from the Des’Reval
Mountains to empty itself into the Apnex Sea. Although
not as fast or fierce as many rivers, the D’Gansar is the
broadest river on the planet. At the river’s delta lies the
city of Atremon Trel, a busy port and commercial zone.

Atremon Trel is not the most interesting city on the
D’Gansar, however. That distinction falls to Tephren, one
of the holiest places on Romulus. Founded by several
priestly orders a few centuries after the earliest Romulans
landed on the planet, Tephren contains the largest, most
ornate temples on Romulus. Even those who do not
believe in the Romulan gods cannot fail to experience
awe when they see the vast temple complexes.

wunming parallel to Brel’kar, this narrow, mountain-
ous continent was once part of a much larger landmass.
It, along with the continents of Folloss and Umnrika,
formed a single continent that would dwarf any of the
present-day continents. Millions of years ago, however,
geological forces ripped this megacontinent apart, form-
ing it into the progenitors of the three continents known
today. Still other tectonic activity wore away at Novok,
tearing islands away from it here and there, eventually
forming several archipelagoes, inciuding the D'vrex.

is a continent resembling a thin
by a large chain of mountains,
he continent “bends” slightly in
1e Ar'hael, has formed. Besides
nountains, Novok has two major
1e northern equatorial zone and
zone.

iing desert on Romulus, the
in Novok on the southern and
1'lanarc Mountains. The moun-
zlouds which come south from
that side of Novok, while winds
the White Sea across western
t rain might come east from the
desert to form. The result: a des-
ral million square kilometers in

wuthern edges of the desert con-
y scrub bushes; small, twisted
; adapted to the dry conditions.
1e Arhael becomes more of a
ng kilometer after kilometer of
1 dunes. The sere majesty of the
of some visitors; somehow, even
nulus manages to impress. But
d visitors do not linger for long.
yreak the endless monotony of
2|, Around these oases, some of
zluster villages and small towns
iny of these inhabitants are sci-
eological forces at work in the
vhich manage to eke out a hard-
nd the oases, but some are per-
se families have lived in the
‘hese unsa‘avit, as the Romulans
ilue the isolation and privacy
affords them. According to pop-
the unsa’avit harbor sympathy
dissident movement reluctantly
ck.












us’ sister in the Ket-chelely system, Remus has never had the
zlimates and striking vistas which makes Romulus a paradise to
e. Although possessed of a stark beauty and a wealth of natural
. Remus has never captured the Romulan heart the way Romulus
pite the fact that it was the scene of the Romulan Star Empire’s
military victory. The always practical Romulans have found many
1ake Remus an important part of their Emplre, however. Indeed,
after Romulus itself, it is perhaps the key world in the Empire, for it hous-
es the Romulan military-industrial complex and provides many raw mate-
rials to Romulus.

This chapter looks at Romulus’ counterpart—Remus, the arsenal of the
Romulan Star Empire. Most minor details, such as the names of specific
provinces, leaders, and the like, are typically left for the Narrator to create
for her own campaign, so that they will better fit into the Narrator’s ongo-
ing series or storyline.

Like its sister Romulus, Remus is a class M world, but the two provide
an excellent example of the wide variation which can exist between two
class M planets. Somewhat smaller than Romulus, with a diameter of
11,450 kilometers at its equator, Remus is also cooler, with an average
temperature of 16.5¢ Celsius. The atmosphere contains the usual Class M
mixture of oxygen and nitrogen; relatively heavy concentrations of green-
house gases (such as carbon dioxide) remain as a reminder of the days
before industrial replicators and the lack of pollution controls. Remus has
an atmospheric pressure somewhat heavier than that of Romulus; many
Romulans find it mildly uncomfortable until they acclimate to it. Cloud
cover can often be heavy, contributing to the planet’s sometimes oppres-
sive feel.

Remus possesses only a small tropical belt, within about eight degrees
of latitude on either side of the equator. Its subtropical regions are similar-
ly small; the bulk of the planet’s landmasses fall into the temperate and
northern temperate zones. The tropical and subtropical regions often expe-
rience violent storms, up to and including hurricanes, during the late sum-
mer and autumn; tornadoes may strike in some southern temperate areas
during the spring and summer.

Remus has four continents— Astrakoth, Goreb, Kel'var, and Valis’Shar—
spread over three landmasses. Valis’Shar and Astrakoth are connected,
much like Europe and Asia on Earth. The dividing line between them is the
Korex River, the longest river on the world. Only the Astrakoth-Valis’Shar
landmass crosses the world’s equator; Goreb lies entirely south of the
equator, and almost all of Kel’var is north of it. A large group of islands, the
Zandranek Archipelago, shows where Goreb and Kel’var were once con-
nected by an isthmus.

Remus suffers from much greater tectonic instability than Romulus.
Three major faults traverse the world, each of them cutting through one or
two continents. The Western Fault runs through western Goreb and Kel'var
and slowly splits each of them down the middle. The Central Fault runs at
a slight diagonal through western Goreb and central Valis’Shar; the
Matarek Peninsula of Goreb and the subcontinent of Tansarr in northwest-
ern Valis’Shar are both the result of its handiwork. The Eastern Fault neatly












Being sent to one of the steppe cities is usually
regarded as a punishment. Romulans who have failed at
other jobs, who are disciplinary problems, or who have
difficulty adapting elsewhere may soon find themselves
toiling away in a drab job in a factory or office here.
Still, a few Romulans like it here; the isolation, the
rough beauty of the steppes in springtime, and the dry
climate appeal to some.

Hanging from northeastern Goreb like an enormous
drop of blood is Matarek Peninsula. This entire body of
land, millions of square kilometers of it, falls under the
control of the Romulan military. Contingents of heavy
infantry guard all checkpoints, and ships and aircraft
constantly patrol the coast.

The Romulans conduct some of their most top-secret
military research on Matarek. Here one finds the devel-
opment labs, testing ranges, proving grounds, and train-
ing facilities where |oyal Romulan soldiers learn how to
use all types of materiel and military technology.
Unauthorized presence on the Matarek Peninsula con-
stitutes a capital offense.

North of the Ghestara Mountains, which bend slight-
ly to the east below the headwaters of the Vedrel River,
Goreb turns temperate and wooded. Once exploited
heavily by the Zelvorians, these forests now protect
small communities of Romulans from the harsh winds
blowing down from the Ghestaras.

Almost in the middle of this region exists the largest
Zelvorian ruin on Remus, the former city of Salaya.
Destroyed by Romulan foot soldiers nearly two thou-
sand years ago, Salaya was left to rot for over a millen-
nium. Then Romulan scholars began excavations here,
uncovering and restoring what were once large and
majestic Zelvorian buildings, giving some Romulans a
new appreciation for the once-proud culture of their
Reman subjects.
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yimulan characters are created using pretty much the same
wrocess as the basic character creation rules for the Star Trek: The
Vext Generation Roleplaying Game—those found on pages
1 of the care rulebook. The player chooses a Template, adds an
ty, and then choose options based on the character’s Background
y. Of course, Romulans have their oawn Overlays and
ound steps. A number of unique Ramulan Overlays and
-ound History options are described in this chapter.
en creating a Romulan character, you're going to have to think
lifferently. In Star Trek, the Romulans are typically portrayed as
ad guys.” Think of Commander Sela, supparting the Duras fami-
vy wwing the Klingon Civil War in the hopes of destabilizing their
neighbors. Or Commander Tomalak’s attempt to capture the
Enterprise-D. Even when Romulans are characterized as honorable—
like Mark Lenard’s Romulan commander in “Balance of Terror”"—their
methods are portrayed as aggressive, duplicitous, and cruel. Who
would want to play such a character?

Romulan characters are a lot of fun to play, but they are consider-
ably different from Starfleet characters in several substantial ways.
Although similarly bold and inquisitive, they sometimes lack the com-
passion and “heroic” virtues displayed by Starfleet personnel. After all,
Romulans come from a society based an, in large part, aggression, vio-
lence, and conquest, a civilization where intense political infighting
(and everything which it entails) is frequently the norm, and spies and
informers are a fact of everyday life. Although they are far from sav-
ages, compared to Starfleet characters they sometimes seem cold and
brutal.

While you and your fellow players may want to create cold and
brutal characters, this doesn’t begin to explore the Romulans from the
Romulan perspective. The Romulan people possess many admirable
qualities. For example, many of them are honorable citizens who try to
do the “right thing”, at least as they and the Empire see it. The
Romulans don’t see themselves as warlike, aggressive, or cruel, and if
you're going to play a Romulan then you have to disregard the sterec-
typical Romulan. Put yourself in a Romulan’s shoes for a while, to
understand why they do what they do. They possess a fundamentally
different point of view from Federation citizens.

Star Trek: The Next Generation has certainly shown us plenty of
ruthless, scheming, and vicious Romulans, but it's also shown us
Romulans who care deeply about their crews, who are devoted to
what they consider noble and worthwhile tasks, and who deal with
their enemies in an honorable, even trustwarthy, fashion. Follow their
example on your path into the Endless Sky.

Every character is, of course, an individual, and individuals are
often different—sametimes very different—from the stereotypical
members of their society. It's quite possible to imagine “oddball” char-
acters such as an aggressive Ferengi, a calm and contemplative
Klingon, and so forth. This applies to Romulans, too. Not every
Romulan must support the Empire, believe in D’era, or get involved in
politics. Not every Romulan needs to be cunning, vicious, and cold.
Indeed, player character Romulans will often be the iconoclastic



members of society; herces frequently “stand out”
from the crowd, moving through life by testing cul-
tural limits, going against the prevailing moral and
social grain.

It’s important to remember that Romulans grow up
in Remulan society, and that’s likely to color their
attitudes, habits, and preconceptions, much in the
same way that growing up Vulcan or human shapes
Vulcan and human characters. Therefcre it’s a good
idea to keep some of the better-known or more com-
mon Romulan traits in mind when designing a
Romulan character.

Remember that every individual will have differ-
ent ways of interpreting or manifesting these traits;
just because a Remulan is aggressive doesn’t mean
that he initiates a fight whenever the opportunity
presents itself. What about an aggressive diplomat?
Or a scientist who is aggressive about pursuing his
research? Use these traits as a jumping off point, as a
foundation frem which to explore your character’s
Romulan psyche.

Self-confidence combined with passion often
leads Romulans to charge headlong after whatever it
is they want, be it a planet, a position in the Imperial
Senate, or a spouse. Once a Romulan commits to a
particular course of action, he usually puts every-
thing he’s got into achieving that goal. Roemulan
commanders often use similarly beld, decisive tac-
tics once a battle has been joined. D’era justifies
Romulan aggression: If a species is unwilling to
accept Remulan rule and Remulan ways, it must be
made to see the errors of its ways. A Romulan who
has a healthy dose of this trait might be Bold or
Innovative; on the other hand, he may alse become
Vengeful, develop a Rival or a Sworn Enemy, or
cause other problems for himself.

Romulan aggression does not always lead
Romulan characters to act recklessly, however. In
fact, Remulans are renowned for their cautious and
often reactive natures. The Romuians didn’t develop
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>ver from their ancient Vulcan
2d to their passicnate, aggressive
ns agressively pursue knowledge
One interpretation of D‘era sug-
or the Romulans to assume their
»f the universe, they must under-

v may also be one of the motiva-
icate plans and actions of the Taf
» stick its nose wherever it pleas-
1novative, and Eidetic Memory
used to represent this aspect of
1ality.

is a curious concept. Romulan
ssly attack defenseless colonists
ut on the other exhibit the tem-
nobility, fairness, and integrity.
espect those they think deserving
have little regard for those they
ferior. Individual Romulans treat
ior, because they are Romulan.
not necessarily make a given
trustworthy, it usually means he
0 keep his word once it is given.
nage are thus acceptable instru-
rals, and do not make Romulans
n their own eyes.
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ymulans tend to be as skilled as their Federation counterparts—
ike Starfleet, Romulans place a high value on Skill Renown. A
:ompetent Romulan advances through the ranks and earns honor
ory for himself and for the Empire; an unskilled one is likely to
nself killed, or, at the very least, transferred off the ship so he can
mnize some other commander with his incompetence.

. .- you read this section, please keep in mind that most statements
about how Romulans regard or use certain skills are generalizations.
They don’t have to apply to a particular character if you don’t want
them to; even in a relatively rigid society such as the Romulan Star
Empire, there is room for many different viewpoints and practices
regarding such matters.

Almost all Romulan characters should know the skills listed in the
accompanying box, which are all a part of either the Romulan
Template or each of the Romulan Overlays described in the previous
chapter.

These skills and specializations represent the basic information and
abilities which anyone growing up on Romulus, or as a Romulan,
would probably learn. A Romulan character who for some reason was
not exposed to Romulan culture as he grew up will not have these
skills. Such a character probably should not use the Romutan
Overlays; instead, he should pick up the basic skills common to the
culture to which he was exposed while growing up (typically those
provided in the basic Overlays
described in the core rulebook).

If the character has made a
special effort to train himself in
Romulan culture, however, he
may know both sets of skills. On
the other hand, non-Romulans
raised in Romulan society should
have the skills listed here.

When choosing specializations
for a Romulan character, keep in
mind that creating a Romulan
character requires a different per-
spective—the Romulan perspective.
The character hasn’t followed the typical Starfleet training program
common to most characters in the Star Trek: The Next Generation
Roleplaying Game. For example, the “default” (or standard) special-
ization for Starship Tactics among Romulan starship officers will be
Starship Tactics (Romulan)—the basic tactics they learn at the Romulan
War College. If they want to learn about, say, Starfleet tactics or
Taurhati tactics, they can select another specialization.

In short, a character trained on Romulus is going to have a signifi-
cantly different set of skill specializations than the “standard Starfleet
character.” Some of the skills which are likely to be affected by this
include Administration, Culture, History, Law, Planetary Sciences,
Planetary Tactics, Starship Tactics, Strategic Operations, and World
Knowledge.










seemingly constant political infighting, which occa-
sionally flares into violent encounters in the shadows
between “soldiers” hired by rival factions, has only
created yet another forum in which Romulans can
exercise their unarmed fighting skills. Some of the
more important or interesting Romulan martial arts
are detailed below,

Romulans tend to be very secretive about their
fighting styles. Few, if any, non-Romulans have ever
learned them. In fact, some of the styles and maneu-
vers described below aren’t even known to exist by
the Federation and other enemy races. Any time the
Romulans have had to use them in combat, they
make sure that all witnesses do not leave the batile
alive.

This style could be considered the equivalent of
the Starfleet Martial Arts techniques taught at
Starfleet Academy. Every Romulan who goes through
the Serona learns a few basic maneuvers from this
style; Romulans who attend the Romulan War
College [earn the entire package of maneuvers.

Naval Martial Arts represent a basic conglomera-
tion of other styles. The result is a fairly simple and
straightforward meta-style which avoids fancy or
flowery maneuvers, and instead concentrates on
direct attacks and defenses. The purpose of the style
is to knock an opponent out or kill him as quickly as
possible, not to defeat him using esoteric tech-
niques.

Romulan Navy Martial Arts maneuvers are listed
on the table on page 29. Those marked with an aster-
isk (*) represent those which cadets learn during
Serona training.

if Humans knew about this martial art, they'd
probably call it “Romulan kickboxing.” Tenalri was
developed several hundred years ago by street

5> haunted the alleys of some of the larger
sities, fighting with each other and com-
tty crimes. Eventually they concentrated
ighting among themselves; skill in combat
as a sign of superiority and power, and
ofit and prestige.
lly the art became legitimate and gradual-
Tom the streets and into the mainstream.
best known to most Romulan citizens as
which they bet. Broadcast Tenafri match-
of the most popular forms of entertain-
iodern Romulus, and rivalries among fans
t popular fighters can become intense. In
> the style’s maneuvers, practitioners of
wld also know the Dodge skill at level 2

s

zise origins of this martial arts style are lost
s of time, but none can deny its roots are
:nt. Some scholars believe it derives from
chniques learned by the proto-Romulans
y fled Vulcan, perhaps from one of the
igious orders. Others claim it was devel-
ymulans to help them fight the Zelvorians.
/ill probably never be known.
ak is a swift, brutal fighting style. It con-
n nerve strikes, bone- and joint-breaking,
- techniques. When two Kormerek practi-
et on the field, one of them, at least, is
ave it bloody (if he leaves at all)—and it’s
imon for both fighters to be covered in
blood by the end of a match. Although
ttacks are allowed under the conventions
the style, Kormerek practitioners consider
be cowardly and do not engage in such

2k practitioners are sometimes looked at
y “respectable” Romulans. The style is
its viciousness, and many believe that
1o practices it is a violent, ruthless thug
raker.


































Hitness 2
Strength +1
Coordination 3

Infellect 3
Perception +1
Presence 4
Empathy ~1
Psi 0

Administration {Remulan Government) 4 {5)
Charm {Influence) 3 (5}

Computer (Hacking) 3 {4)

Culture {Romulan) 2 (4)

Diplomacy (Interstellar Law) 3 (4)

Dodge ?

Energy Weepon {Disroptor) 1 (3}



Espionage (Observation) 2 (4)
History {Romulan} 1 (3)
Infimidation (Influence) 4 {5)
Language
Romulon 3
Law (Romulan} 2 (4)
{Romulan Military Regulations} {3)
Persuasion (Oratory} 4 (5}
Polifics (Intelligence) 4 {5)
{Manipulatian) (6)
Primitive Weaponry (Lirash) 1 (2)
Social Science {Political Science) 1 (3)
Stealth (Steolthy Movement) 1 {2)
Strategic Operations (Romulan Strotegies) 2 (4)
Unarmed Comhat (Romutan Navy Mariial Ars) 1 (2)
Vehicle Operations {Romulan Shuttle) 1 (2)
World Knowledge {Romulus) 1 (2)

Cohort (Praconsul Kofa) +5
Contadls (Romulan Military) +3
Fovor Owed +5

Resolute +3

Security Clearance +5

Arrogant 1

Code of Honor {D'erg) -3
Obligation {(Remulon Military) —3
Vengeful {Kfingons) —2
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0
/220

The Praetor of the Romulan 5tar Empire,
Champion of the Romuian People, Guiding Star of
D’era, and Supreme Commander of the Romulan
Star Navy is Neral, a formidable politician who has
held his position for little more than a year.

Neral started out as the son of a Romulan senator
and the representative of an influential family on
Romulus. His father taught Neral from a young age
the intricacies of Romulan politics and encouraged
him to excel both physically and mentally. After his
Serona, Neral chose a career in politics, serving on
his father’s staff. His career was an illustrious one, as
he gained a reputation not only for mastering a
wealth of details but also for his skill at political
intrigue.

He quickly assembled a network of contacts and
informants, which kept him apprised of current
Imperial policy and the shifting political fortunes
among the numerous senatorial colations. His polit-
ical connections served him well with the passing of
his father; the Jaridan Coalition sponsored Neral to

take his father's place in the Senate. At the time, crit-
ics whispered that the Jaridan bad no choice—Neral
knew where all their skeletons where buried. It was
said that even the 7al Shiar feared Neral’s influence
and power, although that is probably a bit of an
exaggeration.

Yet Neral’s life has not been a perfect story of
only triumphs and success. In 2349, Nerals wife
and two children were killed in a Klingon raid on a
Romulan colony. The three had been on the planet
for a vacation, visiting her relatives. The loss
changed Neral. While always ambitious, Neral
threw himself into his work in an attempt to hide his
pain.

He also became perhaps the most outspoken pro-
ponent for the military in the Jaridan Coalition (a
group famous for its support of the military). He
voted numerous times to allocate more resources to
the Romulan Star Navy, and sided doggedly against
resolutions calling for a scaling back of Romulan
expansion.-Each Klingon attack on Romulan citizens
inwardly hardened his resolve against the Klingon
Empire; he supported Tal Shiar efforts to destabilize
the Klingon Empire through the actions of agent
Sela.

Neral served for a number of years as the
Proconsul of the Romulan Senate. During his tenure,
he managed to hold on to the position through a
combination of effective management and guile.
Neral astutely guided the Senate’s agenda, ensuring
that the military and Tal Shiar received adequate
funding and coopting his rivals’ initiatives. He con-
tinued to use his network of operatives {(now
expanded) to keep tabs on potential plots to unseat
him. Senator Trekiak’s arrest for disloyalty to the
Romulan Empire is seen by many as the result of one
such plot. As a result, Neral served the longest term
as Proconsul in the Senate’s history.

With the death of the previous praetor, Neral
seized yet another opportunity for political advance-
ment. He had demonstrated his loyalty to the Empire
through his many legislative initiatives, as well as
his well known hatred for the Klingon Empire. He
had the support of both the military and the Ta/
Shiar, as well as numerous senators spanning the
political spectrum (after calling in a few favors and,
some say privately, making a few well backed
threats).

Thus, it came as no surprise when voices from
the Senate floor nominated him to be the new prae-
tor; after only minimal debate, the Continuing
Committee swiftly confirmed the new choice. Neral
even refused the office the first time, leading to a
great public outcry and a concerted effort among
the populace encouraging him to take up the role.
Finally, with considerable humility, in front of both
the Senate and the Romulan people, Neral accepted
the great honor and was confirmed as the Empire’s
new Praetor, given the responsibility of guiding the
Romulan people.

Thus far, Praetor Neral has remained popular in
the eyes of the Romulan pecple, although it remains
to be seen if he will continue to such widespread
support in the future. Although he supports the
recent alliance with the Federation in response to
Dominion attacks, he does not approve of it
Instead, ever the politician, he’s adopted a “wait-
and-see” attitude, counting on the Federation’s best
nature.



Fitness 2
Strength +1
Vitality +1
Coordinotion 3
Intellect 3
Perception +1
Presence 3
Empothy -]
Psi

Administration {Romulan Stor Command) 3 (5)
{Romulan Gavernment) {4}
{Storship Administration) {5}

Athletics (Running) 1 (3)

Command (Warhird) 3 (3)

Computer (Research) 1 (3)

Culture (Romvulan) 2 (3)

Dodge 2

Energy Weapon {Disruptor} 2 (4)

History (Romulan} 1 {2)

Infimidation {Bluster) 3 (4}

Longuage
Romulon 3

Low (Romulan) 1 (4)

{Romufon Military Regulations) {2)

Personal Equipment (Tricorder) 2 (3)

Planetside Survival (Forest) 1 (2)
Politics {Manipulation) 4 (5)
Shipboard Systems {Commond) 2 {4}
Sacial Science {Political Science) 1 (3)
Starship Tactics (Federation) 1 {2)
{Planetary Suppert) (2)
{Romulan Tadtics) {3}
Strategic Operations (Invasion Sirofegies) 2 (3)
Systems Engineering {Computer) 1 (2)
Unarmed Combat {Romulan Navy Moriiol Arts} 2 {3)
(Tenalri) (3)
Vehicle Operations (Shuitle) 1(2)
World Knowledge (Romulus) 1 (2)

Bold +1

Cohort (Admiral Sojah)

Contacts (Kassus' fleet) +3

Famous Incident (Suppression of Breen Pirotes} +1
Security Clearance +3

Arrogont -1

Code of Honor (Code of Ker-cheleb) -3

Obligation —3 {Romulan Military)

Power-Hungry -1
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Senator Morror Kassus is an ambitious man, yet
most of his peers have no idea just how ambitious.
A powerful figure in the Romulan Senate, Kassus
wants to be nothing less than the Praetor of the
Romulan Star Empire.

Kassus is the current head of the Kassus family, a
family with a long history of service to the Empire.
As a child, he learned the basic skills necessary to
every warbird commander at his uncle’s side. His
father was a famed warbird commander in his own
right, and eventually the boy served during his
Serona under his father’s command.

Kassus spent many years serving in the Romulan
Star Navy, rising to the rank of Admiral. He was well
known for his aggressive and decisive battle plans,
and his devotion to the ideals of D’era. Admiral
Kassus added many worlds to the Romulan Empire
and oversaw many successful campaigns.
Eventually, as a reward for his service, the Senate
offered him a seat in their august forum.

Kassus accepted the offer, although he continued
to maintain his old military contacts, as well. Kassus
retains considerable influence within the Romulan
Star Navy (including his personal senatorial fleet)






Planetary Tactics (Small Unit) 2 (3)
Planetside Survival (Jungle) 11{2)
Polifics (Intelligence) 2 {3)
Security {Law Enforcement) 7 (3)
Shipbanrd Systems {Tactical) 2 (4)
Starship Tactics (Federafion) 2 {3}
{Romulan) {3)
Strategic Operations (Invasion Strategies) 2 (3)
Systems Engineering {Clocking Device) 1 (3)
Unarmed Combat (¥'delrek} 2 {4)
Vehicle Operations {Shutile) 2 {3)
World Knowledge (Romulus) 1 (3)
{Tigelis Y1) (3)

LONOM +£ |KOMUIONR LomMmanoer;
Contact (Military Commonder) +2
(ontact {Senotor Chatak} +3
Curious +1, Security Clearance +1
Code of Honor (Code of Fidelity) -3
Dependents (family) -2

Obligation -3

Obsessive Tendencies —3

Watched -2
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Senator Jollen Merek grew up on the Romulan
colony world of Tigelis VII in the Tiber Sector, an
older colony world with a rich and illustrious history.
Merek’s family was one of the first to settle Tigelis,
and held considerable influence on that world. It was
little surprise the young scion of the family rose to
prominence. Merek did everything to honor his
ancestors and his family name, enlisting in the
Romulan military and serving several distinguished
tours of duty before entering Romulan politics as an
aide to his uncle, the Senator of Tigelis. In a few short
years, it became clear that many of the aging sena-
tor’s most innovative and clever ideas came from his
aide, and when his uncle retired to the family estate
on Tigelis VI, Merek succeeded him.

For almost thirty years, Merek has served as a
Romulan senator, and he is well known for his repu-
tation for innovation and openness to new ideas.
While some in the Senate admire Merek’s ahilities,
others wonder if the senator’s open-mindedness may
eventually lead him into trouble. They fear his
involvement with dangerous ideas might one day
lead him down the path of sedition. Fortunately for
Merek, his loyalty is unquestionable and his record is
spotless. Even the Tal Shiar can find no evidence of
any disloyal or treascnous behavior on his part.

The senator was away from Tigelis VIl attending to
Senate business when Phyrox Plague first broke out
on the planet. By the time the Romulan authorities
began efforts to contain it, the disease had spread
like wildfire throughout the planet’s population, then

began spreading to other worlds in the sector. The
Senate quarantined the Tiber Sector, restricting trave]
to and from the affected region, and even Senator
Merek has been unable to return home.

He communicates regularly via subspace radio
with his family, a wife and three children, who cur-
rently remain safe at the Merek family estate.
Conditions on Tigelis and throughout the Tiber Sector
continue to deteriorate rapidly. As the plague claims
more and more victims, riots and civil disobedience
become more common. Romulan troops continue to
do their best to raintain order, but they are short-
handed; despite their best efforts at containment,
some have come down with the disease themselves.
If something is not done soon, the entire sector may
erupt into mass panic that could increase the already
high death count. Senator Merek fears for the lives of
his family trapped on Tigelis, and for the lives of his
people, who look to him for guidance and protection.

Frustrated by the slow response of Romulan sci-
entists and doctors attempting to treat the plague,
Merek recently proposed a bold initiative before the
Senate: request hurmanitarian aid from the United
Federation of Planets. Tal Shiar reports have revealed
that Starfleet successfully contained an outbreak of
Phyrox Plague on Cor Coroli V. If so, then perhaps
the UFP possesses a means of treating the disease
unknown to Romulan wmedical science. The
Federation has offered humanitarian assistance in the
past and such a request on the part of the Romulan
government could be an important gesture, Merek
argued.

The Senate rejected Merek’s proposal out of hand.
The Empire could take care of its own citizens, with-
out any help from the Federation or Starfleet, oppo-
nents argued. Merek was forbidden to bring up the
suggestion again. In the light of his personal crisis,
senators were willing to overlook his behavior. The
Tal Shiar, however, placed Senator Merek under
close surveillance. (Unknown to Senator Merek, the
Tal Shiar has also attempted twice to obtain Starfleet
files on Cor Coroli V., with no success.)

Merek remains a loyal Romulan, but he feels bit-
ter and angry toward the Senate and the Empire for
refusing his request for aid, and for their handling of
the plague crisis. He knows the Tal Shiar watch him,
so he must move carefully, but he is willing to do
whatever is necessary to protect the lives of his fam-
ily, the people of his homeworld, and the billions of
other lives in Tiber Sector.

In a Federation campaign, Senator Merek might
take the supreme risk and contact Starfleet on his
own, informing them of the situation in Tiber Sector
and requesting their help. Of course, Starfleet might
refuse, particularly since the Romulan government
has made no official request for aid in what is an
internal matter. For this reason, Merek may lie to the
Federation about his authority to contact them, leav-
ing any Starfleet personnel who do intervene in an
awkward position.

In a Romulan campaign, Senator Merek may call
in favors from his military and political contacts to
find Romulan officers willing to violate the Senate’s
orders and go to the Federation to get the information
and medical supplies needed to treat the plague.
Such a mission could easily end the careers of the
officers involved, unless they are successful and
become public heroes, in which case the Senate may
prefer to bury the whole affair quietly.
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Shiphoard Systems {Command) 1 {2)
(Tocfical) (3)
Stealth {Hide) 1 (2)
Surveillance (Electronic) 1 {2)
Unarmed Combat {Romulan Navy Martial Arts) 1 (3)
Vehicle Operations (Shutle) 1 (2)
World Knowledge {Romulus} 1 (3)

pEeneraciar \ramerj) +o
Famous Incident +5

Fovor Owed +1

Mixed Species Heritage +6
Security Clearance +3
Fanalic -2

Obligofion -3

Vengeful -2

12 7 -5
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If anyone in the known galaxy has claim to an
unusual birth or parentage, it is Sela, a major in the
Tal 5hiar. Her story begins with the Romulan attack
on the Klingon outpost at Narendra 11l in 2344, The
Federation starship Enterprise NCC 17071-C
attempted to aid the ouipost, but, horribly out-
gunned, the ship suffered defeat. During the battle,
a Romulan general captured several members of
the FEnterprise-C’s bridge crew, among them
Lieutenant Tasha Yar. Yar came from twenty years in
the future, from an alternate timeline where the
Federation fought a losing war with the Klingon
Empire. The Enterprise-C ventured into this alter-
nate future through a temporal rift.

Lieutenant Yar volunteered to go back in time to
help the Enterprises crew, in the hopes of altering
history and preventing the war with the Klingons.
ironically, the crew of the Enterprise-D determined
that their timeline was incorrect by the existence of
Tasha Yar—the “real” Yar had died years ago on
Vagra Il. Thus it was this alternate Yar who traveled
back in time and straight into the hands of the
Romulans.

The Romulan general agreed to spare the lives of
the surviving crew members if Lieutenant Yar
agreed to be his consort. Yar did, and the
Enterprise’s bridge crew was sent to a Romulan
penal colony. A year later, Sela, Yar's daughter, was
born.

(That Yar came from twenty years in the future,
and from an alternate timeline, perhaps remained a
secret. Sela apparently knew her mother was a
Starfleet officer, but it remains unclear whether or
not she knew the whole story. Certainly, Lieutenant
Yar would not have widely shared her origins, for
fear of tampering with the future, even though she
knew she came from an alternate timeline.)

When Sela was four, Yar tried to escape Romulus
with her {(perhaps in a futile attempt to free her for-

mer comrades). Sela cried out, warning the house-
hold. Her mother was killed fleeing the estate by
the General’s guards. Sela claims that everything
human in her died along with her mother. She has
considered herself completely Romulan from that
day forward.

Sela joined the Tal Shiar, perhaps in an effort to
demonstrate her loyalties to the Empire. Her ambi-
tion and her zealous hatred for the Federation
made her a prominent figure in several Romulan
operations conducted against the Federation in
recent years. In 2367, Sela oversaw the assassina-
tion attempt against Klingon Governor Vagh,
designed to foster distrust between the Federation
and the Klingon Empire. Later that year, Sela com-
manded a Romulan task force providing covert
support to the Duras family in the Klingon Civil
War. The Romulan ships were forced to withdraw
after a Federation fleet successfully blockaded the
Romulan/Klingon border, preventing supplies from
reaching the Duras faction.

Sela also masterminded the use of the Romulan
underground resistance as a tool for the invasion of
Vulcan in 2368. She conspired with Senator Pardek
to lure Federation Ambassador Spock to Romulus
while Romulan agents acquired Vulcan ships that
would carry a Romulan invasion force. Sela’s plan
was thwarted by the efforts of Starfleet.

Major Sela is a highly ambitious woman with a
considerable grudge against the United Federation
of Planets (whether because they never mounted a
rescue of the Enterprise’s crew, which may have
spared her mother’s life, or because she feels she
has something to prove remains unknown). Though
she is devoted to Romulan goals and ideals, her
half-human heritage and the stigma of her mother’s
treason forced Sela to drive herself harder than
other Romulan officers to excel.

She is outwardly cold and ruthless, although
given to outbursts of anger when provoked.
Secretly, Sela feels guilt over the death of her moth-
er. She knows that what Yar tried to do was wrong,
but she feels that, if she hadn’t cried, her mother
would still be alive. Attermnpts to appeal to Sela’s
humanity usually invoke this buried guilt and anger
her.

Major Sela makes a very useful and unusual
Romulan adversary for Federation or Klingon char-
acters. She is the quintessential Romulan plotter:
devious, subtle, and patient, working behind the
scenes to achieve her goals. Sela knows well
enough to retreat when a plan has failed, and she
rarely underestimates her opponents. Sela can be
the prime mover behind any number of Romulan
plots, and a long-term adversary. Her current
whereabouts, and her role in the Federation-
Romulan alliance, remain unknown.

For Romulan characters, Sela may be an ally, a
commanding officer, or even a rival. Sela’s ambi-
tious rise to power has earned her friends and ene-
mies in the Tal Shiar, military, and government.
Characters who work with her have a chance to
share in her success, but also in her failures, and
they may become the targets of Sela’s frustration if
things do not go as planned. Romulans serving
under Major Sela are almost always guaranteed
interesting missions from time to time. Those
Romulans who have Sela as an enemy have to deal
with a cunning and dangerous opponent.



Fitness 2
Strength +1
Coordinafion 2
Intellect 2
Perception +2
Presence 2
Empathy -1
Psi 0

Arfistic Expression {Acfing) 1 {4)
{Vulcan Lute) (2)
Athlefics (Climbing} 1 (2)
Behavior Modification (Resistance) 1 (3}
Computer {Hacking/Date Alteration) 3 (4)
Culture {Romulan) 2 {3)
(Vulean) (4)
Disguise (Vulean) 1 (5}
Dodge 3
Energy Weapon {Disruptor) 2 {4)
Espionoge {Covert Communications) 2 {3)
(Intelligence Techniques) {3)
First Aid {Romulon) 2 (3)
History {Romulan) 2 {3}
(Vulcan) {3)
Intimidation {Terture) 2 (3)
Language

Romulan 3

Vulcan 3
Law {Romulan) 1 {2}

{Remulan Military Regulations) {2)
Medical Science (Physiology} 1 (3)
Personal Equipment (Communicator} 3 (4)
Primifive Weoponry {Knife) 1 (2)

Security (Secusity Sysiems) 2 (3)
Shipbaard Systems (Tactical) 1 (2)
Social Sciences {Archeolony} 2 (3)
Streetwise (Locate Information) 2 (4)
Surveillonce {Shodowing) 3 {4)
Sysiems Engineering (Weapons) 2 (3}
Unarmed Combat (Romulan Navy Martiel Arfs) 1 (3)
Vehicle Operations (Shutile) 1 (2)
World Knowledge (Romulus) 1 (3}
{Vulean} (3)

Alertness +2

Deep Cover +2

Eidetic Memory +3

Security Clearance +1

Arrogant 1

Dork Secret {(Underworld Braf) —1
Hides Emotions -2

Swarn Enemy {V'shar) -2
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Captain Seylar is an agent with the 7al Shiar’s
Special Operations Division. After a childhood grow-
ing up poor in the slums of Val’danadex Trel, Seylar
sees the Tal Shiar as a stepping stone to bigger and
better things; she likes the power and prerogatives
that come with her position, and is utterly devoted to
the Romulan intelligence service.

Seylar was recruited for the difficult task of under-
cover operations within the Federation. She has been
specially trained to impersonate a Vulcan, learning
Vulcan customs and language, as well as to suppress
her emotions and Romulan passions behind a cold,
controlled facade. Her training has also given Seylar
considerable willpower; it takes a great deal to crack
her controlled, calm exterior.

Seylar was smuggled onto Vulcan and began her
assignment, sending regualr reports back to Romulus.
So far she has not been caught; the Vulcans do not
even suspect her, which has only deepened Seylar’s
disdain for the Federation. They are clearly as weak as
she’d always been taught. At first, Seylar’s surveil-
lance turned up [ittle of interest to the Tal Shiar.

The Vulcan Isolationist Movement eventually
came to her attention. With its calls for the isclation
of Vulcan from the rest of the galaxy, and the expul-
sion of non-Vulcans from their world, the VIM great-
ly interests the Tal Shiar. Her spymasters back on
Romuius instructed Seylar to get close to the dissident
movement and learn all she could about it.

She did so and eventually became a member.
Expressing disdain for non-Vulcan cultures is not dif-
ficult for Seylar (it's merely an extension of her intol-
erance for non-Romulans), and she’s managed to con-
vince the isolationists that she is a loyal ally. (For
more information on the VIM, see The Way of
Kolinahr: The Vulcans).
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Of particular interest to the Tal Shiar is the isola-
tionists’ desire to revive ancient Vulcan traditions and
technology—particularly psionic technology— in use
before the Romulan exodus. They believe that such
technology may be the key to unlocking the latent
Romulan psionic potential. Seylar has learned every-
thing she can about Vulcan research into this area,
studying ancient texts and archaeological information
on Vulcan and Romulan ruins. She hopes to find a
lead to some valuable information she can divert to
the Taf Shiar, while subtly directing the isolationists
to attack Federation targets.

In a Federation campaign, Seylar can become an
adversary of Starfleet or Vulcan characters. At first,
they may believe she is merely a Vulcan dissident, but
if Seylar gains access to an ancient psionic weapon or
similarly valuable information, she will do everything
in her power to get it back to Romulus and into the
hands of the Tal Shiar. The Federation would go to
great lengths to keep the Romulans from developing
new psionic weapons or technology.

In 2 Romulan campaign, Seylar might be in charge
of a small group of undercover spies and operatives,
directing them in espionage operations posing as
Vulcans. She might call upon the characters to assist
her in getting valuable intelligence back to Romulus.
Finally, Seylar could also go rogue, becoming swayed
by the isolationists’ cause and betraying the Ta/ Shiar.
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Reaction +1
Intellect 3
Logic +1
Presence 2
Empathy —1
Psi 0

Administration (Starship Administration} 5 (6)
Athletics (Lifting) 1 (2)

Command {Starship Command) 4 (5}
Computer (Research) 3 (4}

Culture (Romulon) 2 {3)

Diplomncy {Federation/Romulan Treaties} 3 {4)
Dodge 2

Energy Weapan {Disruptor) 3 {4)

History (Romulan) 1 (3)

intimidation {Bluster} 2 (3)

language

Romulan 2
Law {Romulan) 1 (2)

{Romulan Military Regulations) (4}
Personal Equipment (Tricorder) 3 {4)
Physical Sciences (Physics) 2 (3)
Planetside Survival (Forest) 1 (2)
Shipboard Systems {Command) 3 {5}

{Tactical} {4)

Space Sciences (Astrophysics) 2 (3)
Starship Tacfics (Planetary Support) 1 (3)

{Romulan) {3)

Strategic Operations (Neviral Zone) 3 (4)
Systems Engineering {Command) 1 {2)
Unarmed Combat (¥'delfrek} 2 (3)

{Romulan Navy Mortial Arts) {4)
Vehicle Operations (Shuttle} 2 (3)

World Knowledge (Romulus) 2 (3)

BoId +1

Commendation {Imperial Star} +2
Commendotion {Ribban of Distinclion} +1
Commendation {Senatorial Award of Merit) +3
Excellent Metabolism +1

Famous Incident +1

Innovative +1

Arrogant -1

Code of Honor {The Centurion's Oath} -3
Obligation -3
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A skilled and well-regarded commander in the
Romulan Star Navy, Tomalak began his career as a
Romulan sublieutenant with unusual drive and a tal-
ent for taking initiative and assuming responsibility.
His action during the war with the Taurhai earned
Tomalak several commendations for bravery and
valor. For his quick thinking and self-assuredness
Tomalak received many choice duty assignments and
several promotions. So far, he has risen to the rank of
Commander, of the Romulan warbird Terix, and is
assigned to the Federation Neutral Zone border.







{Flight Contro) {4)
Social Sciences {Archaealegy) 1 (3)
Space Sciences {Astrogation) 3 (4)
{Stellor Cartography) (4}
Starship Tactics (Romolan} 4 (5}
(Taurhai) (5)
Strategic Operations {Invasion Sirategies) 5 (6)
Systems Engineering (Conn} 3 (4)
Unermed Combat (Kermerek) 2 (3)
{(Romulan Navy Martial Aris) (3)
Vehicle Gperations {Shuttle} 1 (2)
World Knowledge (Remus) 2 {3)
{Romulus) {3)

oola +1

Cohort {Senator Yental} +5

(ommendation (Proetorion Ribhon) +3
Coniact {Romulan Mifitary) +2

Famous Incident (Baitle of Chi‘ton) +3
Security Clearonce +5

infolerance (Everybody Except Romulans) -3
Obligation —3
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Admiral Tovan is a high-ranking Romulan mili-
tary official, one with no small amount of influence
in the Romulan Senate. Tovan’s military career
stretches back some eighty years, from the time he
first entered the Romulan Star Navy for his Serona.
Tovan found the military [ife to his liking and—filled
with a strong desire to serve the Empire and bring
honor to his family—he chose to remain after his
required service expired.

Tovan continued as a helmsman on board
Romulan starships for several years before earning a
promotion to command. Once there, his strong
leadership abilities became clear and he proceeded
up the ranks to become prime officer of a variety of
Romulan ships, and eventually commander of his
own. His ship performed deep-space exploration
and pacification, and Tovan oversaw the addition of
many worlds to the Empire, including several where
he saw extensive combat action against local mili-
tary forces. His crews recognized him as a stern but
fair commander with a brilliant tactical mind.

Tovan truly came to prominence in the war
between the Romulan Empire and the Taurhai Unity.
His vessel was one of the first Romulan ships able to
engage a Taurhai stardragon, and Tovan was the first
to destroy a Taurhai ship in combat. To accomplish
this feat, Tovan came up with a radical, and danger-
ous, pian. His vessel had been crippled fighting the
Taurhai—their weapons and technology were vastly
superior to those of a Romulan warbird, Damaged,

adrift in space, the Romulan ship was finished.
Knowing the Taurhai often simply crippled Romulan
ships rather than destroying them, he ordered all
remaining nonessential systems turned off to con-
vince the Taurhai that his ship was completely dis-
abled. He then assisted his ship’s engineer in con-
structing a mechanism to launch the warbird’s quan-
tum singularity engine at the Taurhai ship.

The moment the Taurhai opened a subspace fun-
nel, Tovan launched his crude “singularity torpedo.”
It collapsed the subspace funnel at a critical
moment, and the gravimetric stresses tore the
Taurhai ship apart. The Romulan Star Navy recently
introduced a new missile weapon design to be used
against the Taurhai in the event of renewed haostili-
ties. Using base specifications derived from Tovan’s
maneuver, the new Verefeus class of dreadnoughts
are the first vessels outfitted with these singuiarity
torpedos.

For his wvalor, Commander Tovan received a
medal from the Praetor, while the Romulan Star
Command promoted him and placed him in charge
of the war effort against the Taurhai. Tovan carefully
studied everything he could about this threat to the
Empire. Although the Taurhai were powerful, Tovan
believed they did not have the stomach for conquest
and battle the Romulans did. The Taurhai were brave
enough while they had the upper hand, but Tovan
was certain that, struck a vital blow, the Taurhai
would lose heart and the fight would go out of them.

Tovan proposed a bold plan: an attack on the
Taurhai homeworld itself. He believed that a fleet of
cloaked Romulan ships could reach Chi‘tan and
strike at the very heart of the Taurhai Unity. Although
the Senate initially balked at committing Romulan
forces in this way, Tovan won out and they agreed to
his plan. The loses for the Romulan Fleet were high,
but they secured victory in the war. The Taurhai
agreed to meet and negotiate a peace treaty. Admiral
Tovan was once again decorated by the Empire, and
a statue was erected in his honor on Romulus.

Since the cease-fire with the Taurhai, Tovan, now
an admiral, has turned his attention to the
Federation. At first, with the discovery of a stable
wormhole near the planet Bajor, Tovan drew up
plans to invade the Federation and take this strategic
prize. As reports filtered into Romutan space of a
new threat—calling itself the Dominion—he began
gathering as much strategic information as he could
on these mysterious aliens.

When he heard rumors of a Tal Shiar fleet mass-
ing to invade the Gamma Quadrant with the
Cardassian Qbsidian Order, he believed the move
had a high probability of success; after all, he’d
advocated the same thing against the Taurhai. The
destruction of the fleet disheartened him, as did
continued Federation losses when the Dominion
took the offensive in the Alpha Quadrant.

Currently, Admiral Tovan supervises the Romulan
contribution to the Dominion War. With the recent
alliance between the Federation, Klingons, and
Romulan Empire, Tovan has been busy plotting
Romulan military strategy, selecting targets, and
charting ship assignments. Although he supports the
alliance with the Federation, Tovan is not a fool. He
ohserves Starfleet’s military capabilities closely, and
coordinates as needed with 5tarfleet officers,
preparing for the battle for the domination of the
Alpha Quadrant to come.
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eating a Star Trek series using the Romulans requires some
nodifications and additions to the information in “Chapter
light: Where No One Has Gone Before” of the Star Trek: the
ieneration Role-playing Game core rulebook. Some of the
and challenges of a Romulan-based series are the same, or at
milar, to those of a Federation-based one, but others are quite
1.
tar Trek series can involve the Romulans in two ways: a
in-centered series set in Romulan space with Romulan char-
or a series based around Federation or other foreign characters
teract with the Romulans. The first is probably the most chal-
g, because of the differences between Romulan and Federation
viewpoints.

What if there were a Star Trek series produced entirely from the
Romulan perspective? The series could follow the adventures of a
Romulan warbird, out on the edges of known space, exploring, han-
dling diplomatic missions, making contact with new races and dis-
covering new worlds, just [ike the Enterprise-ID on Star Trek: The Next
Generation. What would such a series be like? How would the
Romulans handle some of the problems encountered by the
Enterprise? The Romulan-centered series attempts to answer just these
sorts of questions.

This series is focused on the Romulans as the main characters of
the story. It might take the form of the crew of a starship, much like
the Star Trek: The Next Generation series, or it might follow other for-
mats (see below). The key element is that the Romulans are the main
characters, and the series should reflect not only their unique point of
view, but also strong Romulan themes.

Like other Star Trek stories, a Romulan series should contain cine-
matic action, opportunities for individual achievement, and triumpghs
of spirit and will over adversity, as described on page 162 of the Star
Trek: The Next Generation RPG core rulebook.

The question of individual action and free will is a bit more com-
plex when dealing with the Romulans. Romulan society is consider-
ably more rigid and controlled than that of the Federation, so
Romulan characters may be more limited in their choices. It is possi-
ble, however, to turn this to the advantage of the series by making the
struggle between duty to the Empire and the need to do what is right
a theme of its own. In the past, other Romulans have faced such crises
of conscience. How will the player characters choose?

Certain stories lend themselves well to a Romulan series. A
Romulan series allows the Narrator and players to explore some
“darker” themes that would not be appropriate in a Federation or
Starfleet-based series, like wars of conquest, political intrigue, and so
forth. These themes fit quite well into the Romulan point of view. Not
every episode needs a meaningful theme, however. Stories might




























































is designed for an experienced Crew of
rs assigned to a D’deridex- or D‘valek-class
it one of the Crew must be of officer rank, and
il if at least a couple of Crew members have
nt Head status, and attained a rank of at least
nmander.

| he planet Gentara is a Romulan fringe province, located in the
Jezerek Sector, along the Romulan Neutral Zone. In many respects,
it is an unremarkable planet, a watery world with modest mineral
resources and little strategic importance. Yet Gentara is a client
state of the Empire, whose native population and culture the
Romulans have allowed to survive intact since its conguest a cen-
tury ago.

The manner by which the Gentarans procured their freedom is
not unlike the old Earth legend of Scheherazade. After the invad-
ing Romulan force had established superiority over their techno-
logically inferior opponents, the Gentaran chieftain, the shaddath
B'nir, beamed aboard the Romulan command vessel to plead for
the lives of his subjects. The military commander, Centurion
Tovath, gave B’nir one night to make a case for their survival—if he
failed, he could watch their annihilation in the morning. The shad-
dath spoke passionately of the spiritual devotion of his people to
their Goddess of the Deep, Meshaad, while marveling at the glory
and the greatness of his conquerors. Amused and intrigued by the
shaddath’s oratory, Tovath spared the Gentarans for one more day,
but announced he would destroy them the next day, if not further
convinced of their worth. This 24-hour stay of execution continued
for sixty days, and each day the shaddath learned more about the
Romulans and their philosophy of D‘era, and figured out how to
cast his people to offer no real conflict with that manifest destiny.

Finally, on the sixtieth night, B’nir made his final appeal to
Tovath. “You seek the universe, while the Gentarans wish only to
become cne with Meshaad. If we freely share all that we have with
you, what harm will it bring you to let us live?” Thus was the
Gentaran FPact born, a pact granting the Romulans broad powers to
commandeer any and all of the planet’s resources as needed, in
exchange for Gentaran sovereignty.

Yet as control of the planet passed from Tovath to other gover-
nors, the Gentarans learned of the devil’s bargain they had made.
Romulan concerns brutally strip-mined vast areas of the ocean
floor, leaving Meshaad to scream in mute agony to the Gentaran
priests. Meanwhile, the Romulans conscripted tens of thousands of
Gentarans to serve as front-line shock troops, using them in the
conguest of a dozen other worlds. Thus it has come to pass that the
current shaddath of Gentara seeks to find a way to break the
Gentaran Pact, and to remove the shackles of Romulan control.
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as the player characters {PC’s) prepare for a day’s
sightseeing, a messenger arrives with an invitation
for an evening at the estate of Senator Kassus, for
a dinner honoring the promotion of three com-
manders to the rank of Centurion.

The invitation names each officer, so those trav-
eling on their own should be informed (PC’s trav-
eling out of town can beam in for the party). If
asked about the reason for the invitation, the mes-
senger, an aide to Senator Kassus, merely shrugs
and suggests that the senator likes to cultivate
connections with up-and-coming young soldiers.
One thing is clear: One does not turn down an
invitation from a prominent senator.

Before the dinner, the Crew might use any local
contacts they possess to try to find out more about
Senator Kassus {consult an appropriate contact,
ally, or patron, or make a Challenging Test against
Logic to identify Senator Kassus as their patron).
See Senator Kassus’ entry in Romulan Characters,
in the “Scions of the Empire” chapter, for more
information.

As dusk falls, the invitees receive the coordi-
nates to beam down to a security checkpoint,
where impassive members of the senator’s securi-
ty detail carefully frisk all guests. The guards direct
the Crew across the well-manicured grounds of
the senator’s estate to an enormous covered pavil-
ion filled with long wooden tables and almost a
thousand other guests. Give the Crew time to min-
gle with the other guests—the cream of Romulan
society. When dinner is served, the Crew finds
themselves seated separately about the room.
Describe the flatware adorned with the crest of
the house of Kassus, the sparkling crystal goblets,
and the succulence of the meal they are served
{which includes a rich, thick soup, several meat
courses, and a flaming dessert).
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The Crew should be suitably awed by what
they see, for only those of noble birth or with two
or more levels of skill in Diplomacy have proba-
bly encountered such grandeur before. Give each
character the opportunity to roleplay his dinner
conversations with fellow guests. The emphasis
should be on “role” rather than “roll” playing,
though Narrators should give characters with
Diplomacy, Persuasion, or Charm skills the bene-
fit of the doubt if they commit a minor faux pas.
Remember, many of the other invitees are people
of great influence on Romulus and in the Empire;
thus, PC’s can come out of the evening with new
friends or important new enemies—and the
Narrator can plant leads and contacts for future
adventures here, as well.

After dinner, a troupe of acrobats begins to per-
form. During the act, an officious-looking aide
gathers the Crew together and directs them to a
nearby sculpture garden out of earshot from the
pavilion. There, seated beneath a statue of Tellus,
Senator Kassus awaits. He thanks them for com-
ing, and announces that he invited them to ask for
their help. He tells them their ship has been
ordered to depart tomorrow for station Avril Nine,
to pick up Ambassador Sorgun of the Diplomatic
Corps. From there they are to proceed to the plan-
et Gentara, one of the Empire’s client states, which
thus far has heen allowed to maintain its own
internal government.

Of late, a number of terrorist incidents have
aoccurred against Romulan personnel on-planet,
culminating last week in a bomb explosion at the
Trade Ministry which killed seven Romulans,
including the Deputy Administrator. Ample cir-
cumstantial evidence exists to indicate the
Gentaran government supports these terrorists,
though no concrete proof. The Crew’s official mis-
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On- and off-world scenes
througnout tis Act occur in tandem, so it is nec-
essary to jump-cut between them as time passes.
Sorgun and his Gentaran allies largely control the
timeframe for events on the planet; the timeframe
for off-world events, however, depends on the
speed with which the Crew finds the downed
freighter. This can greatly impact the course of
events for the rest of the scenario. it is vital, there-
fore, for the Narrator to keep accurate track of
time throughout this Act.

Seven days later, the Crew’s ship assumes a
standard orbit around Gentara Il. See the Gentara
Il template for more information.

The ship’s commander allows Sorgun to make
the arrangements for beaming down to the plan-
et’s surface, while he assembles the PC’s and
Supporting Cast in private to discuss which Crew
members travel with Sorgun, and who stays on
board to search for signs of the missing freighter.
Let the players decide which assignment appeals
to them, within reason (i.e., make sure that at least
one character with skills in sensor operations,
weapon systems, and Engineering stays behind).
To the away team’s surprise, Kaya does not accom-
pany them to the planet.

Using the coordinates obtained by Sorgun, the
negotiating team materializes on a small island,
outside of the shaddath’s estate, a sprawling com-
plex of one- and two-story buildings of pinkish
sandstone, accompanied by a twelve-man
Romulan security force (see Gentaran Estate map).
Though the temperature is mild, the air is thick
with humidity, and off to the west a wispy fog
shrouds the water’s edge.

The terms of the Romulan occupation forbid
Gentarans from carrying energy weapons. A num-
ber of native guardsmen wait in the courtyard,
carrying pole weapons with sickle-like blades on
each end, and eyeing the Romulan security con-
tingent (whom they outnumber two to one) wari-
ty. Tension hangs thickly in the air, almost as thick
as the stifling haze.

The front door of the estate opens, and a
Gentaran in priestly robes emerges. He exchanges
formal, but frosty, greetings with Sorgun and the
PC’s, and conducts them inside, where the negoti-
ations will take place. The Crewmen present may
either elect to sit in on the negotiations, or wait
outside to add their strength to the security force.
If one or more PC’s go inside, their actions are
resolved in Scene Two. If one or more PC’s remain
outside, their actions are resolved in Scene Three.

The negotiating team moves through the halls
of the grand estate, passing a number of spacious

but sparsely furnished rooms, before entering
what appears to be a large formal dining cham-
ber. A long, low table, surrounded not by chairs
but by large, plush cushions, dominates the room.
The negotiators must arrange themselves cross-
legged on the floor, then wait for several more
minutes.

Finally, the priest rings a large bell, and the
shaddath, accompanied by scribes with PADD’s,
various ceremonial functionaries, and a pair of
hulking personal bodyguards, enters the room
through a side door. His yellow-brown eyes
unblinkingly appraise each member of the nego-
tiating team, lingering last and longest on
Ambassador Sorgun. As he sits, a functionary rises
and proclaims, “You have come to bear suit
against the shaddath of Gentara. State your case,
and receive his justice.”

During the negotiations, if the player charac-
ters contribute to the discussion, immediately
make a Renown Test using the highest of the char-
acter’s aspects in Initiative, Openness, or Skill
Renown against a Difficulty number of 10, to
determine if he commands enough respect from
the shaddath to be listened to. If not, the shaddath
ignores the character’'s comments outright, and
the discussion continues; if a second outburst
occurs, the Gentarans attempt to remove the
meddler from the room. If the Renown Test suc-
ceeds, the shaddath thereafter treats the character
as a full member of the negotiating team;
Ambassador Sorgun glares witheringly at the
Crewman for his intrusion.

As the talks proceed, Sorgun’s tone appears far
from accommaodating, as he lays the blame for the
past terrorist acts at the shaddath’ door. He hard-
ly appears diplomatic as he denounces Gentaran
perfidy, and snarls that a painful price must be
exacted. The shaddath initially denies the ambas-
sador’s allegations, responding with a pained but
patient tone that becomes more exasperated with
each passing minute.

It soon becomes clear that Sorgun seeks a
hostage as his tribute—the first-born daughter of
the shaddath, who by tradition will at her maturi-
ty become the High Priestess of Meshaad. Anyone
who performed background research on Gentara
knows that such an arrangement would not only
be completely unacceptable to the Gentarans, but
deeply offensive, as well.

If anyone has this knowledge, and has also
been recognized as a member of the negotiating
team, he has one chance to divert the talks to a
calmer course (perhaps by suggesting a different
tribute), by making a Difficult Oratory roll. Unless
this succeeds, two hours after the negotiations
begin, the inevitable happens—the shaddath
rejects Sorgun’s demand and issues the Call to
Challenge.

Sorgun accepts the challenge, and names the
Crewman with the highest combination of Vitality
and Dexterity accompanying him as the Empire’s
champion.
























nce its establishment some two hundred years ago, the

Neutral Zone has served as a boundary bhetween the

“ederation and the Romulan Empire, across which the mili-
tary ships of both sides may not cross. It has become more than a
simple line of demarcation—it has become a symbol of the tense
political atmosphere between the Star Empire and the UFP,

In reality, while each side constantly patrols its own side of the
border, daring traders attempt to run the gauntlet, to trade rare
commodities for high profits. Officially the Federation fines and
seizes any ship caught carrying contraband from the Romulan
Empire, but with the large number of small colonies and outposts
along both sides, many smugglers can get in and out quickly with-
out getting caught.

The Romulans quietly allow small merchant ships to enter their
space—sometimes using them to infiltrate the Federation—but
seize larger vessels. Both sides, however, treat incursions into the
Neutral Zone by warships as a serious matter.

In its long history, only four or five incidents of military ships
entering the Zone have occurred. Despite these rare instances,
both sides consider the treaty a success. The Romulans use
Starfleet violations of the treaty to try to embarrass the Federation,
while denying forays across the border by their own starships. This
political gamesmanship typically only applies to individual vessels
caught crossing the zone. Were an entire fleet detected entering
the zone, it would result in a declaration of war.

-With the creation of the Neutral Zone, the Romulans surren-
dered control of a dozen small colonies and outposts. As the
Federation explored these systems, scientists learned of the harsh
methods the Romulans had used to exploit and subjugate the less
advanced and primitive species they discovered. In some cases,
the Romulans exterminated entire species, under the guise of
“pacification.”

As more information became known, researchers presented
their evidence to various Federation agencies. The Federation
could do little to pursue these allegations, as the Romulans don’t
discuss their internal affairs with outsiders. Dr. Valerie Byron, an
exoanthropologist, is one of several scientists frustrated with the
Federation’s inaction.

Captain Rukin of the merchant ship Purveyor is a long-time
friend of Dr. Byron, and one of the few people outside of her
research group Dr. Byron trusts. On a recent foray across the
Neutral Zone, Rukin learned of Romulan plans to conguer Kir I,
home to a primitive species called the Arnu. Rukin informed Dr.
Byron, who decided to take ratters into her own hands. Because
of Rukin’s familiarity with Romulan space, she enlisted his aid in a
bold plan to resettle as many Arnu as she could in UFP space.






into Romulan space? Finaily, how will the Crew
respond if the Romulans catch them in Romulan
space?

Assuming that the Crew agrees to assist the
evacuation effort, the finale takes place on Kir I.
Dr. Byron is displeased to see Starfleet, but with
Romulan troops on the way, she makes every
effort to win them over to her cause (if they are
not already). Dr. Byron needs all the help she can
get to succeed in smuggling this last group of
Arnu into the Federation.

in this episode, the Crew faces a moral dilem-
ma in the classic Star Trek tradition. Dr. Byron’s
actions already violate the Prime Directive. Faced
with this dilemma, will the Crew further violate
the Prime Directive to save the Arnu, or oppose
Dr. Byron’s efforts in the name of the Prime
Directive?

While on patrol along the Neutral Zone, the
Crew receives a hail from a Mr. Landeau, admin-
istrator of the Tyrus | colony. He reports arresting
an Andorian and a Ferengi for assault and disturb-
ing the peace after a fight in a local bar. While the
captain and Crew might rightly wonder what this
has to do with them, Landeau explains the reason
for his call. During the course of the investigation,

he learned of the activities of an illegal arms mer-
chant operating in the sector. Landeau wanted to
alert Starfleet to look into the situation, and asks
the starship to stop at Tyrus L.

The trip to the colony requires only a slight
diversion from the ship’s present course, and noth-
ing pressing prevents them from honoring
Landeau’s request. Traveling at warp factor 8, the
Crew’s ship can be at Tyrus | in 36 hours (the
colony lies four light years from their present posi-
tion}). During the journey, the Crew can research
Tyrus I, requiring a Routine Computer (Research)
Skill Test.

Established ten years ago, with a population of
approximately two thousand inhabitants, this min-
ing colony mines pergium. The planet’s rocky
deserts and spectacular sunsets, reminiscent of the
North American Southwest on Earth, also attract a
small number of tourists every year. Most of the
colony’s inhabitants are human, with a smattering
of Vulcans, Andorians, and Tellarites.

After establishing a standard orbit around the
planet, the Crew beams down to a small town
square near the colony’s docking facilities. It's
early afternoon, and quite hot. William Landeau,
a lanky man dressed in a miner’s coveralls, waits
to greet the Away Team. He introduces himself
and suggests the group move to his office, where
it's much cooler.

As they follow Landeau, the Crew has an
opportunity to survey the colony. It is a jumble of
building styles, ranging from Starfleet prefabricat-
ed housing to buildings constructed from the local
stone. Off in the distance the towers of a pergium
processing plant rise into the deep blue sky. A
small Merchant Marine freighter rests on one of
three landing pads between the town and the
plant.

Landeau leads the Crew into a featureless, four-
story office building and takes them upstairs to his
office, where it is much cooler. The office is well
appointed and spacious, and has a nice view of
the colony and the cliffs beyond. Being a gracious
host, Landeau offers the Away Team a seat and
something to drink.

Once the Crew settles, Landeau spells out his
information: Two days ago, a couple of traders got
into a fight at a local bar. As the local constable
took statements from witnesses, he heard rumors
the two may have been involved in an illegal
weapons sale. After their arrest, the men stopped
talking and refused to answer questions, though
one of them let the name “Omag” slip. So far
Landeau has been unable to find any hard evi-
dence, or get the prisoners to talk. Perhaps
Starfleet would have better luck.

Wanting to be as helpful as he can, Landeau
provides the Crew with a list of principal witness-
es to talk to. Narrators should rely primarily on
roleplaying when presenting the information
below, rather than on dice rolls. While the people
on Landeau’s list are generally helpful and willing
to talk, the information they provide depends on



















yourselves forewarned: The Crew could find itself
doing something it doesn’t want to do because of
one player’s decision (which is, in itself, a role-
playing challenge).

If, in the end, the Crew decides against partici-
pating in the plan, the adventure effectively ends
here.

The Crew decides not to participate in retriev-
ing Dr. Byron. They arrest Captain Rukin and leave
the Audron system with the Purveyor in tow. Dr.
Pilish is arrested for violating the Prime Directive,
as well. The only postscript will be a news service
report announcing the arrest of Dr. Valerie Byron
by the Romulans on espionage charges. lronically,
the Federation Council sends exoanthropologists
and other experts to help the Arnu on Audron 1V,
and the planet becomes a thriving colony.

Alternatively, when the Crew moves to arrest
Rukin and Pilish, the Arnu armed with the illegal
weapons obtained on Tyrus | attack as a group.
Pilish instructs them to take hostages, which he
tries to use as bargaining chips against the star-
ship’s captain. In this scenario, Pilish hopes to
hold off any Starfleet interference until Dr. Byron
can be retrieved. Meanwhile, the Purveyor beams
Captain Rukin aboard, attacks the Crew’s starship,
and makes a run for the edge of the Romulan
Neutral Zone.

E

In this scenario, the Crew rejects participating
in the plan, but does nothing to stop Captain
Rukin from entering Romulan space. They simply
wait for the Purveyor to return with Dr. Byron and
more Arnu, then arrest her, Rukin, and Pilish.
Whether or not they succeed is left up to the
Narrator.

As above, the Purveyor might elect to attack the
starship when it returns, in hopes of destroying it
Or when the Crew beams back down to Audron’s
surface to arrest the conspirators, the armed Arnu
attack. In this way, Dr. Byron hopes to shed light
on the plight of the Arnu and draw attention to the
injustice of the Prime Directive.

On the other hand, the Crew might join
Captain Rukin and Dr. Pilish, and the episode
continues into Romulan space. This decision has
further ramifications: Should they risk using their
starship in crossing the Neutral Zone, or will they
use Rukin’s ship? The Narrator should be aware of
those characters who have Code of Honor
{Starfleet). They should have a difficult time par-
ticipating further in this adventure, and roleplay it.
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To cover up any Starfleet involvermnent, the
Crew might elect to use Rukin’s ship to violate the
Neutral Zone. Rukin is willing to let an Away
Tearn join his Crew, but if the Romulans stop the
Purveyor they may discover the Starfleet officers.
He points out that he has been stopped before,
and the Romulans have files on his crew. They
may be suspicious of any “new” crew members.
They are unlikely to be swayed by arguments of
Starfleet’s lack of involvement. The result could be
disastrous, depending on the Romulan centurion
with whom they deal.

The trip from Audron IV to the Neutral Zone—
a journey of fifteen light years—takes six days at
warp 8, plenty of time for the Crew to familiarize
itself with the Purveyor and her crew. The mood
on the ship is light and easy, despite the serious-
ness of the task before them; Captain Rukin com-
mands with a light hand, and his crew of twelve
know their jobs. The precise details of the trip—
any encounters with the Purveyors crew, for
example-—are left to the Narrator; this would be a
perfect time to introduce a recurring supporting
cast character.

Although the Romulans patrel the Neutral
Zone zealously, and maintain an extensive net-
work of sensor arrays and outposts, Captain Rukin
knows exactly how and where to slip across the
Zone and into Romulan space. The Flight Control
officer should attempt a Challenging (10) Ship
Systems (Flight Control) Skill Test. The Narrator
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