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We will miss you.

Matthew A Kearns Contact Beyond The Final Frontier At

aka GandaHofborg codawebzine@hotmail.com
Editor

Beyond the Final Frondier - The Unafficial Shar Trek ™ Roleploying Game Websine b a not for profit electronic publication created by and for players of the Star
Trek® Role Playing Game™ published by Decipher, Ing, 5tar Trek® and all ather copyrighted trademarks are ©, ™ and * Paramount Pictures, ing, All Rights
Reterved, Use of sich material is infended as o eibute 16, and mat sninfringement upan Paramaunt Pictunes, sndiar Decipher, Inc. Beyand the Final Frontier
is mal -\'.'IHIIIPEIIH Ssoriated, sponsorad, nor sancrioned D:p' Paramount Pictures, o Dedpher, Inc Al amicles that agpear in HE]I'EII'IIJ tha Fimal Fronties as
S opyrighied by their authors, unless otherwise nated, ard may not be regrinted without the express written permisshon of the author,

This dooument is ROT for RETAIL sale,

03 Auguet 2008 - lwwue 06 Beyond The Final Frontier - The Unofficial Stsr Trek® Role Playing Game Webzine



O o the canaar joiars in il the spaceponts in all ehe warkds, she frad o walk inlo mine.”

The Café Terrestrbenne ks a popular café-bar In Kelthunéas Tol, the major spacepaort of Kelanol, a
sparsely populated buft strategically impartant planet in the farmer Cardassian Urilon, The
s is good, the bar stadf friendly and good-locking, ard the place is atways bustling, Rik, the
Orien proprietar, i known for his establishment’s haspitality, his fair-handedness and for kis
one hard and fast rule — he never dinks with a customes, Sitvated at the punction of the
Ramulan, Klingon, Bajeean and Federation-controlled sectors of post-war Cardassian space, the
world, its spacepart, and the Café itself are magnets for individuals with all kinds of murky
sgendas, Spies, smugglers, black marketsen, freedom Rghten: and agents of every iripe have
trade infprmation and Iatinuen acnass Rik's tabdes

Rile's Café Is presented as both a lecation for use in ongoing Serles, and as a possible setting for
a civilian-based series. The Cabé, its environs and reqular clientéle are 88 described, along with
the majer players in the lecal community,

THE VEMUE

The Café Terrestrienne occuples an elderly brown bullding on the edge of Kethundar Tol's
spaceport. It is built in typical Cardasgsian style, with a low, blocky profile, althawgh the dedora-
tive half-arches ¢ haracteristic of Cardassian sechitecture collapsed several pears ago during a
stoem, and have never been rebuile. Rik knows that the Café sttracts custom thiough its reputa-
thom, not its external appearance, and there always seems 1o be somethéng mare important to
spend the latinum on. Thick stone walls keep the constant nolse of the poet at bay, and high
coilings allow non-Cardassian customens a chance to shelfter from the relentless humidity,
aecounting for some of the bar's popularity,

inside, the aspect is somewhat less Cardassian. Most of the nterior is compesed of one
enormous space, divided Into individual encloswes by heavy pillars, ornate screens and
strategically-placed tapestries., While some spates ane bare of decosation, much of the interior
is draped in the brightty-coloured Tapestries and comate wall furmishings favoured by Oricn
mierchants. Aler expasune 1o the spartan styles of wypical Cardassian accommodatians, the
effect is of barbaric splendouw, and can be guite jaring.

A Large central space cortaing about forty tables aranged in front of a stage opporsite the main
entrance tothe building. A huge bar lies along the left of the rooem, whille the right side is home
b & Series of alooves comaining isolated tables for custonmend requining privacy. Anchways lead
off from 2l sides to the rest of the building, and the architecture ensures that the current
peerioemer can be heard from all polnis. Most areas are Aited with sound suppression systems
which can be activated to bleck out extemnal noise or ensure the privacy of thelr acoupants,
Seviral aress have these systens running &5 a matter of routing, and individusl muticians
proide entenainments for different tastes.

Regardless of the level of business, one tabde spends most of its thme empty. Lecated between
the bar and the stage, it Is only ever cccupled by cne perscn—Rik himself, Whils he cocasion-
ally wisits with quests at ather tables, hie spends musch of every evening here alone, keeping an
eye on the biginess and anending te the myniad problems which plague the successiul
businessman,

Thase are ne holosuites in the Cafié, Rik doesmt like them, although he will not sy why, He
concentrates, ingtead, on gambling, and a full wing of the building is given aver to a casing, The
Cafe caters to all pastes, frodn Terran games such ad paber and roulette to the Ferengi pastimees
of dalbo and domjol. In one gomer, 3 bank of screens runs live sports evenits from asound the
sector, allowing for fans to bet on the owtcomes with the atbending bookmaker,

Rik's Café Terrestrienn

THE STAFF
RIS Café Rik [Male Orion (greenl, 1.9m, 65 kg.]
ferrestrienn il is & man with a mysterious past. (Uis known that he ram armaments to the Magquis befoee the
A Series Seed and Location foe War, but he dropped out of the business when hastilitles beoke out. He then disappeared from
‘itarTlth'Ehefﬁ-':-:ilwnn Game sight for over a year. When he reappeared, he had plenty of latinum, but na-one knows where
4 i he got it fram, He used it 1o buy the Café, modelling it on Terran seylings (hence the name),
Star Teek ™, ® & © 3004 Pacamourit Pictuees, All

Rights Reserved. STAR TREK and Related Marks Caven [Male Orion (rudidy, 2.1 m, 70 kg.]
are Trademarks of Paramsaunit Frctures. “Birds OF Tall and slender, (aen |5 the malire d° for the Café. Woreking with Dagren, he Is responsible for
A Different Feather® ks ©3004 Chris Wilson. keeping the Café populated but quiet—the two make an effscient team, Like fromt-of-houwse
Privioed with pennision of the suthor, workers everpahere, e maintaing an aloal, almest amogant perkona, In the event of troulble,

he i a devastating shat with the small ex-Starfleet phaser he keeps under his desk, il you use
FASA-Trek style Oripns, Caen is a nuddy, but maintains a dhose working relationship with his
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green boss. 1 not, he s simply 2 noomal Orion,

Chenga [Fermmle Sarmalian, 2.3 m, 120 kg.}

Tall, broad, and possessed of a very delicate touch, Chenga is the chief
mutsician in the Café, Chenga ks a quiet person, but Rik cocasionally uses
her to intimidate trouble-makers, [n reality, she isa pacihst, dedicated only
b ber rusic, Despite ber clumrsy fingens, she has mastered the we of the
Terran piang. The Sanmalisng are a race rarely seen in this area of space,
artises amd createds bo an individual, indeect contrast 1o their appeadantes,
wihich Is someswhat fearsome (detalls beft to the referee—they should be
tall and powerfully builtl,

Dagren [Male Cardassian, 1.6m, 60 kg

Small and wiry, and with a dapper dress serse, Dagren 5 Aik's chief
bouncer, respensible for ensuring that those too drunk to keep controd of
themselves are removed from the bar, and that undesirables never come
in, Me rurd a team of well over 3 dozen security personel (nobody will
corfirm exactly how manyl, each carefully veried and with a background
in securiny of the méitary. He ks guiet and soft-spoken, and seems 1o get
most people to back down before violence and weapors ase even
mentianed.

Taka (Make Human, L8 m, 65 ka |

Hadlinig from Japan on Earth, Tako ks Rik's chied chef. He has a wide vanety
cf specialities, covering a number of dfferent cultures, and refuses to wiork
with a replicator. The specials cach evening vary widely, and are alviays
popular, He is temperamental and wery defensive of his teritory, and
those invading the kitchens looking for an alternative route out of the
building may find themsebees menaced by a meat cleaver [or an egg
whisk) before Dagren arives to rescue them,

Grelik [Male Ferengi, | 4m, 45 kg ]

Geelik is the head dealer in the casing. His team of Ferengi and Odion
dealers cperate the tables and machinery on a nightly basts i earact
maoney from the punters. Skimming s surprisingly rare—the Quions and
Ferengi are Berce rvals and fend to report any llegal activity, Grelik
naturally takes & cut of any profits,

THE CLEENTELE
“Laoner ar irter, svenybody cames fo Bk s

Thee Gul [Male Cardaigion, 1.7 m, 80 kg ]

Cormmanly known only a5 the “Gul”, this sldedy beavyser individual is a
comman fixbure at the end of the maén bar. He is somewhat forid in
complexion (for a Cardasslan), and his age |5 apparent In the wrinkles on
hig Face and the battered uniform he wears. He spends much of bis time
$taring int his cup, muttering or singing 1o himsel, but for the price of 3
glass of camasr, be can be persuaded to tell of the bartles af the
Federation-Cardassian Was, His exacn identity is no seciet, bul nobody,
least of all him, really cares wha he was anymore,

Subcommander Teras [Remulan male, 1.9, 65 kg

Teras is the chiel of security in the ity and takes his poiton wery
serfously. He is also estremely coerupt, and will anly do encugh to keep
the peace, Rk, unlike many other kcal businessmen, does not pay him off,
bt Teras i & frequent player at the oulette tables, and Grelik ersunes he
wins reguenthy.

Capeain Jock Johniton (Human mode. 1.8 m, fokg ]

Jack Johnston and his orew run @ small spaceship for hiee called the
Danson’s Dvearn, Theyll do most things for the rght money, and hawe
become very good at avoiding the suthaorities. Jack himsell is wanted in
the Federation for several smugoling offences, several of his crew have

langer recosds,

O Sevok [Femalke Volian, 1.7, 58 kgl
Sesvak it & medical doctor operating neas the Calé. She serves the spacer
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community, peoviding cheap, but effective treatment for 2 wide range of
injuries. Unknawn o most people, hewever, she is also the central contact
for Starfleen Imelligence operations in the region. She can often be found
ir the Café, whese she has a most un-Yalcan taste far exotic aloahal,

O [aura Ceataun™ Aeffersan [female Hemen, Lém, 53kq]

D Jefferson is the best knawn of the "Tegitimate” archacologists aperating
on Kelanak, She is quite youndg, and takes an active approsch 10 all he
work, often placing hersalf in danger 1o achieve her gaals. She has lad 3
todal of four expeditions inta the scuthemn deserts, all guite lange, and all
highly-successful, Al of her discoveries hive been sent back to major
wniversities in the Federation, a fact that has caused much resentment
armang the Cardassian bocals. Each successful expedition has been
follcreed by seweral nights of bolstercus canousing for her team at the
Café, D Jefferson can often be found in the Café celebrating her most
recent mission, accompanied by members of her crews who aee mostly
hnan and Bolian. 3he & a plumg boisterous human with & battered
utility jacket and crows-feet already develaping arcund e eyes

Sheroas [Moke Andonian, 1.9m, 82 kgJ

A typkeal example of the less ethical treasure-hunbers found in Kelthuriar
Ted, Shevaas is mese imeredted in making maney out of his expeditions
than in their acadernic value To date, he has faded 1o find anything really
valuable, but s net above stealing théngs from other prospectors. A
successful expedition may find [tself ambushed by his crew wpon their
retuen to civilisation,

THE CITY : KELTHURIAR TOL

By any standards, Kefthualar Tal s small fioe a city, nesmbering less than
4004 residents, although it Is expanding rapidly. It is still the largest
offworlder community on the planet, and its spaceport (simply & wide
area of reinforced duracrete datted with hangars and fuel depets) is the
frst poetof call for legitimate iraders. The dity itself is located on a bow c&ff
owerlaoking a large lake in the centre of the langer of Kelanok's two
continents,

Low commercial buildings and willas line the wide boulevards that make
up rast of the community. While the former ane constructed of comenon
prefabicrated materials, the latter are budt of the beight white stone
common to the aea, and can be quite blinding In the noon sun. Most
buslclinegs falbow typical, If pragmatic, Cardassian architectune, with sweep-
ing codumns, and squat walls, The government building, accupied by the
Bajosan adeimistration, amd housing the Aomalan security office,
dominates the diffne near the centre of the town,

The area between the centee of town and the spaceport is ootupied by
prefab offices, warehouses, shops, cheap hotels, brathels and bars of
ewery Siripe, from the dour geey facilities preferred by Cardassians and
Romulans to the brighthy-decarated businesses of Onon and Fevengi
incomers, This area s the centre of trouble in the town as well a5 of
commierce, and mest nights ane punciested by the noise of brawds as
warigus ship créws, military and commercial, indulge their sggressions
against each other. The Romulan secwity teams, finding themsalves
owerstietched, regulary cver-react to incidents, and crew members who
died “resisting arrest® are frequently refened to thelr ships with the
apolagies of the sdministration.

The lecal econony is curenily experiencing a boom from housing and
outfitting expeditions, as incoming archasolpglsts and treasure-hunters
seek bases of operations, All are coniinced they will gain fame and
fortune, but many just find new and more interesting ways to die among
the junigles snd mauntains af the continent,
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THE WORLD: KELARIDE

Chass; M = One moon

Gravity 1.1 G

Chenage: HE&'.':.I AlMs e, 7R
hydrosphere, hot temperature

Demographic; Around 10 millicn
natives [Cardassisncid), 7000
colonists, mostly  Candassian,
with a scattening of othes
S CeEs,

(ivilisation: Mathee:  aggressies,
independent, mnfledble TL 1
society  organised Ente  small
tribal units; Colonlal: independent, commercial and open, TL % towns, run
by appainted bureaucracies

Resouived: Linsgue medicine found i the jungbes by dkilled praspectors;
towisn for nch offwarlders: archaological treasunes in the southem
deserts.

Miohei:

Kelanok was a nafme that meant litthe 10 the average Cardadsian citizen
bediee the Dominion War, and even less o those outside. Although hot,
humid arsd with a sizeable covering of junghe fand therefore a wertable
paradise by Cardassian standands), it had little in the way of acoessible
réources and was located some way off the besten track. |25 ute was even
e restricted by the presence of the reclusive and primitive but hestile
Cardassianoid natives. The Central Command autharised a colony shartly
after its discovery, then fargat all about it

Orver the next few hundred years 3 small bt viable calomy was bailt up,
exparting unigue medidines and providing a toudis! hotipat la Ehe rich
and powerful, but wery litle else. The planet had lintle SErateg i 'S-PQI'III'-I-
cance during the Federation=-Cardassion and Dominion Wars, being merely
a corvenient way station for fleets on their waay around the back of the
Cardassian Badlands, but the Jermmhadar pounded it into rubble for the
sake of tharoughness before their departure.

With thee end of the War, what wars left of the Cardassian Union splintered
ureder the weight of the numerous Eactions each wying o impese their
own brand of superior governement on the shattened empire, Faced with
impending anarchy, the Federation was forced iMo a peacelseping rales,
A SUSPeCTing a siraiegic advaniage foe their former rival, the other
members of the victorious Alllance (the Klingon and Romidan Empires)
demanded a share of the responsibilities. With the Bajoran Provisional
Goverramen! also looking for a way toextract re parations for damage done
under bath Dcupations and during the War iesall, albssit unider the watch-
ful esre of the Federation Cowner, the farmer Unien suddenly found itself
diwided up e 3 vast cake, supposedly for its awm good

Kelanok: fell within the Bajoran sphere af contrnol, but was dose enough ta
thie territedies af all thiee supenpawers that masy military vesiels sopped
there for RER and 1o exchange prisoners, vital rade goods and informa-
thon. Swddenly the system was the nexus for a new nebwork of trade
routes, ard the warkd’ capital city, Kelthuniar Tod, began to swell with the
civilian and criminal hangers-on that invariably cduster around such sites.
Opportunists of all races and professions focked 10 the world, husan
prcspecions and Ferengi merchants, Klingon freebooters and Orion
gangsters

The populstion trebled in under two pears, and the bevel of crime
increased praportionately as eqganised efime began 1o take contral. Faged
with a situation rapidly spinning cut of contral, the Bajeran-controlled
local govermment began te bkeok for cutside help and the Romulans tumed
out o b most amenable to their approaches. Before long Romulan
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seciaty officers were a regular sight on the streets, but by this point the
Ovicn Syndicate and its rivals wene well-estabiished —the Romulans' sole
effect was to endure that no one faction could gain contred, and the planet
nesmaing an abject lesson in the difficulty of keeging a cap on chacs,

5lx months ago, prospecioes in the sowthern deserts happened across
whiat appeared to be the nang of ancient cities, When the st of them
appeared in Kelthuniar Tol, besing what appeared to be authentic
Hebitian artvwork, word spréad queckly. More runs wene undoesned in the
junigles and deserts, and the first scientific espeditions authenticated
them as dating from the time of the second Hebitlan Clvillsation on
Cardissla, parsdomically long befigre the Cardasslans were kncwn to have
space flight, Archasologists, prospectons and collectars inigiated a second
wive of imnrigiation, beinging an influx of wealth that rapidly threatened
bo-destabilise the entire planet.

EPISOOE SEEDS

A battered hopper (low altitude aircraft) staggers cut of the jungle, and
arfidahed ino the stnset just strodd froem the Café, The Crew are the firdt on
the sceme. The oaly Soiupant, a solitary uman male, is killad on impact -
hee 5 clutching a becken PADD containing encrypied data. |s he a spy, an
.:urv.:h['dcu]r'ﬂ of 3 criminal? What will the Crew do with the data if they
manage to decrypt if?

Dr. Jedfesson i recruiting for her la1est irip into the deserts, and the Crew
can hire on as seounity, pilots or any of a nuesmber of other roles. They will
get a chance to se8 how she operates as the expedition progresses from a
rautine archaeclagical dig (complete with wire grids and carefully
labedled photographi) inta & wild séried of encountért with hodtile lacals
and a band of scavengers.

& noted Cardassian dissident from the Romulan secior of the Linkon arrbees
in thee city looking for refuge. If the Crew have access (o a ship, they will be
approacived to helg get hirm and his lover off the planst. Of coure, the
lever is an old flame of one of the Crew, [Wedl | had ta it i in somewhens
ddn’t 15

One of the Crew beads a trig to Eelthuniar Tl chasing reports of an old
friend, wha had gone missing during the war. When they hod hirm, they
oescover e s invakaad I:Irl}'-I[-EiI?'Ill"Il;. spealing essenial supplies ey &
Bagoran depot and selling them in the Klingon sector of the Union for a
prcift, Do theey tam him in? Or try to reform him?

A Foamulan sscurity guand i murdered near the Cabé. Subdemmander Tera
805 oul 0o round wp the “Usual Suspects” — a couple of the Crew are
C3Ughi up in the sweep
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Cmdr. Thomas Riker

First Officer, 55 Freedom
Masme: Thamas Rkes
Rae Human
Profession: Starship Officer® Elite
Feraanal Professicnal
Frofession: Hadrn
Development: Hoit Shet Filot
Elite Advancements; 46
Profesiicon: Command®
Elite Pralession: T
Mtributes Reactions  Secondary Mtribute Test Modifiers Combsat Tiaits
S 110+ D +4* Defense: & Initiative; +6 Ammed {ombat: Renlba-lytsu
Int: 9/ +1 Sac+2 Health: 12 Dudge:  +7 ﬂ;ﬂ.ﬁ;
Mgk 97 +1* Siz 45 Courage: & Fatiquez +5
Vit 10/ 41 Wp: 42 Renawee 27 Poison:  +5 Frahna Jytos Point Strike: 3
Prs: 0./ 42 Pdenics: +3 Unarmed Combal: Starflest Seli-Dedense Diarm: F
Per: B7+1
B Spec Ranks AM MM Total
o " drmed Combat: Baboo- Iyt a6 1 1 3
Spedies Abilities Flaws
s Anblesic S, s i s
Magtable Dodges Deevation (Deanna Troi Camputer Use e
Hurnan Spirie Bald Infarmry {Seebe WSS Defiamt) Ly e N T
Sklled Farrmihlp (5 Pegadus| Engyimering: Syiters Flight {atral 4 1 1] 5
Klert
Emterprise — i A
Peofession! Abilits Entertainc Trambone T
AR Fieit hid — 8 1 A
Professional Abilities Command 2 Garming: Pokes 5 i : 11 ;_
Staribip Duty Pramotion 3 Gymnastks =
Astragation Canfidest Imptrienate Mimicy 2 2 1 5
Influerce {harm
Evasiee Baneuvers Cantacts 2 [Maguis) 3 . . =
oo ST ire Fratenie 2 2 1 5
Dog-Fighter Fameus Event (USS Pegases) e T T .4
LTHT&HM :‘:rm-.rs[-ﬂwﬂ Mervaly Ricident| ‘Hﬂﬁu;{m e : A -
B Encwledge: Histary Human 3 1 [ i
::mrm : Lw:uuq Knowledge: Poktics Fedeation 2 1 0 3
Untverssl Resown Healthy Encewhirdg: Spectc World Farth 5 1 0 6
Familiae Systems Prianic Lanquage: Federatien Stancard — & 1 @& 17
Spirit o the Fleet Fameus Event (Led geison resistance daring Negatione ﬁ 1 1 1 3
- . 2 1 1 i
Will to Survive Spat
Teugh Megutiator Feriuade — 1 I B
Unbreakabis Easned Combat:Energy Weapons Trpe 2 Phaser 5 1 1 =*
Valos Rirpair 1 1 1 s
Science: Planetary — L 1 & 4
Seience: Space Astrogation 4 1 0§
Sport — 8 1 a
Siealth B 1 Jq "
Sevinal Aric 1 | | 4
Sptem Dperaton Flightontrsl & 1 4 13
Tamin Space 1 1 1] 3
Uhsrrrond Camiban Searleet Defence & 1 1 1=
Peionic Skilk
Tietpathy w1 8 8 1
*5kilk may be wsed untrained
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Thavwnas Rikier foonT).

Edges

Dodge +3 bonus b Quickness for Dodge tests

Bold +5 banas to physical tests instead of +3 for Courage

Fasrreoes Ship Served abaut the LSS Pegasus, test bed for the
Phase Claaking device

Alert +2 bans b Quickness for Initative tests

Command Swbordinates recelve 41 bonus to any Professional

Skill vest per epiode

Promotion 3 Lisutenant Comemander

Competitive +1 bonus o all cpposed tests

Confident +5 banas to socal tests instead of +3 for Courage

Contacts 2 Magquis resistance fighters in Federation/Cardassian

DMZ

Cogrdinatar +a banus for combined tests instead of +1

Fameus Event Repelled a mutiny on the USS Pegasus

Farnous Event Survived on Mervals for sevens pears, exact
dugplicate of Commander William T,
Riker of the W55 Titan

Famous Event An the end of the Dominion War while srving in 2

prison on Candassia, bed resistance and cvesthinaw
of prison and aded in the rebel uprising

Fit +1 toall physical tests

Friendly +1 banug bo all social bests

Grean Vitality Reduce TH 1o stabilize youw by -5 and +4 banus
1o Stamina tests foe natual healing

Healthy +2 bonas o Stamina

Psionic Grants Psi attribute, base value 4.

Flaws

Desvotion (Deanna Trol)
Infarmy {5tode W55 Defiant)

Combat Traits

Jytsu Sense
Anbo Dur 2

Prahna bytsu

Point Strike 3

Disarm 2

Species Abilities

Adaptable

The Human Spirit

Shilled

Imzadi to Deanna Trol

While impersonating his doulble,
Cornmander William Riker, stolé the
145 Defsnt from Deap Space 9

for the Magquis cause

+1 banus due b Observe (Listen]

Dges nodrnal damage and cpponent is prone: Leg i
imjured and may not add Agility banus
toany comiiat test until healed

May substitute Observe (Listen]) skill level for
Agility bonus 1o determine Defense

Sarike made after alm action recedses +4 bonus and
ot 4 Str Mod damage (+2 for superniar,
+4 for extraordinary success)

Oppased Strength tess is v. Starfleet S0 resuh +2

+32 bonus b Qu, 5t o W

+1 Courage

+2 ranks bo cne Speches skill OR +1 rank to b
Species skills
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Adaptable +2 bscwis: b s, SE, 07 Wi

Thee Hisman Sparit +1 Courage

Skilled 2 ranks o one Specees skill OR +1 rank to two
Species shills

Professional Abilities

Starshig Duty
Astrogation Add benu ta System Operation [Flight Cantred]
tes1s equal 1o hall Science: Space shill, rounded up
Evasive Maneuvers Fiodl 36 (keep highest twol for combat
maneuver bests
Cambust Filating +1 hideny nanewes per round
Daghigheer +2 scwivus b all hesbiry PRaneUves ests
Hide in Plain Space +2 TH o eneimy sensor ests
Haot Hands Rodl 3 for ol Quickmess tests
Commanding Presence Fodl 36 for Willpower tests, keep
2 highest
Starship Protocol +4 bcivus b Emberpiise: Administration
{choose speclalty]
Starship Tactics May re-eolll a Tactics test and wse betier

af fwo rolls ance per deidon
An extraandinany suciess for a Hegatiate
of TaCtics pest eams +1 Renown
Perform Computer Use acthon in half the
time cn a Stasfleet computer
Once per session, re-roll aWillpower test
and use the beeer af the twa
rolls
Add a bonus 1o a Survival teston a
planetary surface egual to
half Aghletics ikill,
poursdas domwn

Uriversal Renown
Familiar Systems

Sparit of the Fleet

Wl o Survive

Background:

Linitil b wears. discovened by an Away Team mission on Nervala, Thomas
Riker thought b was actually Willism Riker, Life alone on the planet had
been very difficult, having 1o survive in a barely survivable place. He
passed the time maintaining the equipment, gathering data, and
thinking of the day he could see his beloved Imzadi, Deanna Tecd, once
again, Encountering his double was quite a shock for the both of them
and causied 3 bit of mischief in the relstionship between Will and Deanna,

Once he and Wil came to an wnderstanding, Thomas was reassigned for
extra fraining to catch up on the tme he missed while masconed on
Hervala, He got reassigned to a couple of different ships and began to
become disallutioned with Starfiset life. 1t was about this time that he
secretly joined with the Maquis. Using his practically lawdes imperson-
aticn of his double, Thomas stole the US55 Defiant from Deep Space 9 with
the intent to cause great havo: against the Cardassians In the name of the
Magquiz, Cought eventually, Thomas was handed over to the Cardassian
sutharities for crime he did commit againdt them, He ipent marny yesn
i one of thie tasghest penal colenies they had

‘When the Cardasshans joined with the Dominion, he was browght back 1o
Cardassla and interrogated for o long time congerning what he knew
shout Federation ard Klingon technelogy, Resisting torfune and intenrg-
gation a5 best be could, Thomas survived He did give some secrets, butit
was about cut-of-date technology 5o a5 not 1o hurt the cause of the
peaphes i the Alpha Quadrant,
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Thee day finally came when the
decivive bartle came bo Candas-
sia and Thomas was prepaied,
Contacted intermittantly by
Damar's  resistance  with
information about the prison
beit wink an, e headed & privan
rigt-turnéd-rebellion. Leadang
over 100 Candassians and caher
inmates In the owerthrow of
the prison, &5 managed o
eicape and all theés captor
pershed, Centinuing  his
sugcess, Thomas's  followers
began to fight guerilla waefare
against all Domindon and Breen
traogs faund in Ehe $bneets and
the air. After Cardassia had
been liberated, Thomas was
found by none ather than Cal.
Merys and her resistance cell
that owerthnew the Founders'
command center.

For his deeds, he was pardoned
by both the Cardassian gowvem-
ment and Starflest; b wad
even alffersd his commissian
back. Spending all that time in
the penal colony and prison,
Thomas realized that this i
whene he really belonged and
accepted. Since the Daminion
War, Thomas has served with
homor and distncthion as first
officer of the U55 Freedom,
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A Devine Treasury of
Ferengi Character Options

Written by Steven A. Cook

RO 00 DAV T, PRGOS P0G youw Enpaial oot B Rl wnaneds g dipmEl o0 MR TaE B0 Riee D By [he
dioov. Remnemiber, my hocse b my howse [cringe]. As are ity conterds.

Family Business, Star Trek™; Deep Space Mine®. The easily duped pirate, the swindling merchang, the power hungry
DuiMen, the cowardly quarunner—all are Ferengl stereotypes isen repeatedly on the varicus Shar Trek® shows,
They ae usedul 1o the Marator as adversaries and enemiess, but are they decent player characier snchetypes?
Probabdy not. Mot unil Sear Trek: Deep Space Mine® did we see well-developed characters on soreen warthy of the
moniker “Mayer Character”

This article expands the optians pvailable to players desifing to create Ferengi characters for the Star Trek Roleplay-
ing GarmeTM. Included are expansions to the Ferengi species descriplion covering ras, providing sample charac-
tes, and ntraducing a mew species ability; mew personal and professional development packages: a Bquidatos elite
professhon; new exdges and flanys; and twio pleces of Ferengl technodogy, the kocator bomb and energy whip, Update
ta Ferengi Species Description Add the following section to the Ferengl species description found on pages 36-37
af the Player's Guide.

Prafi, the Material Continuum, and the Aredife

Prafit is at the core of Ferengd culture, Something snt worth doing unless there is profit 1o be made. To the Ferengl
mind, why would you give away something for free when you could charge a price for it, and therefore gain
something you didn't have—a profit. For Ferengi, this i just the way like and the universe works, Greater prafit
equal greaver [ife—amnd a greater afvedile,

The Geeat baterial Continuum

The Great Material Continuum governs all aspects of Ferengl lifie, This bellef system pasits that all socketies exist in
alternating stated of having and wanting, and is metapharically seen a5 2 great flowing river compeited of material
acquisitions. |f wanting gaird dominance ower having —or vice veria—1hen the grast river chums and overflaws,
becaming dangemusly wnstable. And as the fiver goes, so dises society. Instability is nat prospenous in the kg
tenm. A Ferengl in financlal trouble often finds himself wpssed 1o the shores of the great river by a wave of inflation,
Similarty, he might run aground on a shoal of hardship and have to swim to safety, Finding his way back onfo the
river requines & Ferengi 1o seek financial consolidation, & realigning of hisinvestments, the selling af his property, o0
even a loan. Ta stay afleat on the river, 3 Ferengi carefully navigates by balancing profit and boss, soquisition and
liguidation, while also keeping an eye out for cpportmities farther along the rver's cowrse. One who defily
navwigates the great river can, In effect, steer the river’s course towaed opportunity. The skilled Ferengl—one with
thee “lobes for business”—earns great prosperity, and a second chance to pursue prafit in the afterdife,

The Diviine Treasury
The Diivine Treasury is the sacred palace of the Ferengi afterife. The walls, fumishings and doors—and everything
elsz—are made of gold-peessed latinum., A sign above the entrance 1o the Divine Treasury reads:

“Pease have your profit-and-loss stetement reedy for inspection before entering the Divine Treasury.”

‘When a Ferengi dies, his spirit goes befare the Registrar af the Divine Treasury, wha decides whether the Ferenigi
deserves to enter, This involbves much cringing, beibery, and obsequious groweling. If the Registrar ts Impressed by
the Ferengls actions, he s allcwed to enter the Divine Treasury, Once inside, the Ferengl bids on a new life under the
supervision of the Blessed Bxchequer and Celestial Auctioneers. If the Ferengi has acquired encugh profit in life, he
pays for & new ane and B rebomn, esming the chance b gain y& mane profit. IF the Ferengi did nat eam enough
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proit, his bid fails and his spind is banished from the Divine Treasury snd
locked in thie Vaul of Evernal Destinstion forever, Thus, a Ferengi gecs only
onoe chance at a profitable aftedife. A prosperous Ferengl gains a second
Iifiz, and If he earns enough profit again, a third, and even a fourth, Ferengl
myth purports that the rchest, most powerful Ferengi througheut
higtary—the Grand Magi—are sometimes sctuslly reincarmations of Ging,
thie farst Magues and creatar of the Rules of Acguisition.

Vault of Etwrmal Destitetion

A afterlife in the Vault of Etemal Destitution is the worst posible fate,
Every Ferengi banished ta the Vault becomes the property of a Yault
Auditor. The Auditors form a coundl called the Regulation Committes,
wihéch is lead by the Desecrated Auditar—the most powerful and influen-
tid Auditor, The Commilttee oversees every aspect of business and e in
the Vault, These policies, known as the Laiws of Destitution, ane harsh, The
Auditors charge outragecus sccommodation expendes, high income
tames, service chasges, and stictly regulate wransactions. Painstaking
financial audits and fines awalt Ferengl who break the Laws.

Thowgh it is possilble, few Ferengi ever manage to beibe thelr Ausditor to
overloak transgresdions, Fewer 9ill gain enough wealth to buy the tithe of
Auditor and get 1o own slaves themselves. To scare their childeen imo
bethaving, Ferengl mothers recite storles of the Demaons of Despair, The
desmannes are evil spirits from the Vault of Etemal Destituticn—Ferengl whi
were generous and charitable, unconcemed with profit, or otherwise
heretical. Legends sy that the demans 1ake shadowry farms and escape
thi Wault for a vire, stealing Latinum and other valuables from miscreant
children,

Species Ability: Ferengi Profit Margin

Praft i the driving force of Ferengi culture, Al Ferengi seek it—whiether
it’s latinum, praperty, jewelry, starships, o other material possessions. The
mare prafit a Ferengi has, the greater he is respected— and envied— by
hiz peers. Also greater is his chance of Influencing fellow Ferengl. Ferengl
characters have a Profit Mangin score (or simply Profit) which gains. them
enhanced benefits and is based on Renawn, When making Influence,
Imimidate, Megotiate, and Persusde tests invalving other Ferengi, 2
character automatically gairs his full Rencwn medifier o the skill test. No
recognithon test s requined.

Far instance, Nilva, the chairman of Slug-0- Cola, probably has a Profit of
at beast B ar 10—rmmarking him with high favor and infleence, Conversely,
Blog, a Ferengi who publishes Palded love poetry, probably has a Profit of
{—a lpbe-challenged fool of wninsping potential and influence [with
hamible taste in liberature),

Emcounters

The Ferengi are one of the most well traveled species in the galaxy.
Ferengénar, the Ferengl homewarld, Is bocated In the Bagor sector. and
Ferengi are most often encountered in this region of space. Ferengl alio
bravel thrawghout the Alpha and Bets quadrants, especially alang the
valuable twrade routes mear Cardassian and Federation space. They
commaonty ply their wares in the Gamma Quadrant oo, although iraders
have focused on systems near the [dran end of the Bajoran wormhale,
Repoets indicate that entreprencurs hawe even found their way to the
Dhelta Quaadrant, Beely vis unidtable warmhales ar other similes phenam-
B

Ferengi Fres Trader

The Ferengl free trader travels the spacelanes thecughout the galaxy,
seeking opportunities for prafit, He coukd be a shifty thief out to bilk
unsuipecting bocals of their valuables or an honest (as hanest a3 Fenengi
get] trader dealing Yulcan mocha beans at a modest price (as modesi as
Ferengi prices get). He may hawve his awn ship and crew or he could be part
of a merchant consortium,
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MERCHANT

Elite Profession: Free Trader

Advancements: 15

Atribautes: Agl 804 1), Ing 12% (+ 3], Per 10 {+2), Prs 10° [+2), Str 5 [+0), Vit &
{40} » Reactiane: Quilk +2, 5w +3°, 5eam +0, Will +2

Defense: 8 < Healthe & « Courage: 3 « Renown: 3 [Rencwn was asshgned 1o
HPC, nat gained thecugh advancemenis]

Species Abilities: Bonus Edge [3kill Focus), Eye for Profit, Four-lobed Brain,
Head fed Mumbers, Lobes bor Business, Profit Mangin (3)

Personal Development: Meecantile Upbsinging

Professional Development: Trader

[The simpile wersion of the skills detail, including "only® actual skill levels]

Shills:

Appraise +5 (Antques) « Armed Combat: Simple +1 - Athletics +3
Computer Use +3 = Enterprise: Administration 42 « Enferprise: Business +6
Influgnce -+6 « Inquire +5 [Fratesnine] - Knowledge: Cultuwe +6 [Ferengi)
Knowledge: History +6 (Ferengil « Knowledge: Specific Warld +8
(Ferenginar) - Language: Federation Standard +3 - Language: Ferengi +4
Meqgotiate +10 (Bangain) Observe +1 (Listen) < Ranged Comban Energy
Weapons +5 Repalr 43 « Scence; Physical Sclence +1 [(Mathematics)
System Operaticns -4 (Flight Contral)

Edges: Cultwral Flexibility, Friendly, Sheewd, Skl + Focus: Keen Hearing,
Wealih 1

Flaws: Cowwvaed « Professional Abilities: Merchant—Harse-trading, Connec-
tions, Pandering, Merchant Knowledge (T3, - Procurement (T3 Free
Trader—Businets vy, Sranglebald

FEREMG ROGUE

This regque is ot your sniveling, cowardly Ferengl. He's an efficlent, street
sy criminal with the lobes to get lucrative jobs and the guts to let it rip
with a pistol. He waorks slone and he's 3 skilled sabatew and campuber
hack. Just dea't ask him about his past— you'll ge1 a cover stoay if you'ne
lucky. If youre unlucky, you'll wind up on the wiong end of a Yason-T
disnuptor,

Prafesaion: Fogue
Mdvancements: 8

Antributes: Agl 12* (3], Int 8 (+1), Per 12* (+3), Prs 9{+1], 5tr 4 {+0], Vit &
{01} = Beactions: Quk® &3, Savw 43, Stam 0, Will 41

Defense: 10 + Health: 6 « Courage- 3 « Renawn: 2 [Renawn was assigned 1o
ML, nat gained thaough advancemenis]

Spacies Abilities: Bonus Edge (3l Foous), Eye for Profit, Fowrlobed Brain,
Head for Mumbers, Lobes for Business, Profit Margin (2) « Pergonal
Development: Bankrupt Family® « Professional Development: Corporate
Espionage Agent” - "New packages, see this anicle [The simple version of
the skills detail, inchuding *only® actual skil hevels]

Skills: Appeaise +4 « Armed Combat Simple +2 « Computer Lke +5
Irvasion ) 5abotage) « Concesl +3 (Cache) » Enterprite: Streetwise +4
Forgery +5 + Influence +3 « Inguire +4 [Fratemize) - nvestigate +2 Knawl-
edge: Culiure +3 (Ferengi} - Knowledge: Histony 4.2 (Ferengi] Knowledge:
Specific World 44 (Ferenginar) - Language: Federation Standard +4
Language; Ferengl +5 » Observe +5 (Listen) « Ranged Combat: Ensrgy
Weapans +4 « Sleight of Hand 43 « Stealth +4

Edges: Cufiural  Flexibility, High PFain  Theeshold, Innovative
{Recannalssance, Soldier ability], Quick Shot, Skl Foous (Keen Hearing)

Flarweiz Dk Secret (bankrupt family)
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Professional Abiliies: Con Amist, Scoundrels Forune (Stealth skill),
Sabatage (Computer Lse) (T2, Streetsmart (T

ADDITRORAL FEREMGI CHARACTERS

Diplomat: The diplomat befieves the Ferengil can bring civilized idesls 1o
the galaxy. Mercaridlism, mat wad, is the Fensngi way, and many otbers will
benefit fecam this philosophy. Perhaps he serves on a Gamema Cuadrant
mission o establish relatiens with new cultures, or he works to expand
relations with the Federation or ather Alpha-Beta Quadrant powers.

Schentivt: The sciemtist is beilliant but misundersiood. She's an expst in her
field out to prowve hier tabents and gain the respect of prominent sckentists
in the galaxy. However, her lust for profit tamishes her reputation
andinvohes her with unavorny séoundrels. A criminal background haunts
hier,

Merchant: He's an economic theill-seeker who Bn't obsessed with
profit—he's already weatthy—bat rather driven by the risks and rewards
of the Anancial game. He'll lose a deal without gripe %o long a5 the
negatistiand snd sdveriture surrounding it xcite him, He'  big spender,
hiard drirber, and fast lover. He knows someans in every port of call,

Roque: Mercaritle affairs are beyond his ken—he'd barely know a merger
from a take-aver from 3 banknuptcy, Howewer, he knoas people, their
diesires and their secret vices, S0 be's o mister manipulator. Perhaps he'i a
sgry in training for a secret coganization like the Oon Syndicate of maybe
he’s. a Starfleat Intelligence informant?

Starship Officer: The starship ofhicer sees a nobler role for Ferengi at Lge
than profibeering. He alio wants 16 thow his Starllest supenion that hes a
team player and a leader, Oaber Ferengi see his lack of katinum lust &5
weakness, an example of the poison other cultures, partsculardy the
Federation, feed to Fevengl to control them, But he's proud of his goals,

Soldier: For years, his unususl burliness and peopensity for vialence landed
hirn jabrs aboard pirate vessels, The kind of pabs most sane Ferengi won't
tauch since they involve high perscnal risk and little profit return. But he
wins good at i, towgh, even businessiloe, Unfortunately, his temperament
and wnabashed lust for one bosss mistress proved his undaing, Now, he's
& hornelets me enary, having worked for the Romulans, Cadassians, snd
atheer shadawy types. But be desires mane than latinum and vielence—he
mieeds a cause. Perhaps ta redeem his vagabond past?

Mbystic: Her etheneal wisdom may have come by spiritual epiphany, years
af study snd contemplition, or Simgly an a5en entity that put the zap an
her head. Regardless, she has donned clothing, rid bersell of nesdless
matetial possessions, and abandoned the traditicnal selfish Ferengl ways.
Her enlightened sensibilities lead her on a pilgrimage to share her
wisdom with others,

[Erss

Enterpeise: Ferengi are rarely encountered and virteally nothing is known
af their cultuee or technology. Fevengl encountered gutside thelr cem
territary in this era e Eoely merchants seeking untapped markets or
raiders with stalen warp-capable ships Starflest Capeain Jonathan Archer
and his ceew successfully reped a group of Fevengi privateens rom taking
aver the starship Enterprise—although, at the time, the crew has no kdea
the raiders are Ferengl,

The Oviginal Seriei: The Ferengl remain an enigmatic species. Thae
encauntered are menchants, ree traders, rogues, prospecton and pirates.
The state of Ferengl-developed technology remalns unbnon, but myriad
alien technologhes are available to rich Ferengl entrepreneurs, Thase who
can't afford to pay for technalogy steal it. Small and crganized pirate
“fleets” form under powerful crime bodses, first waking Ferengi influence
waithiin wide-ranging interstellar black mafets and laying the gound-
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wark fod what becomes the Ferengi Alliance Meet. The Ferengi reputatian
for treachery becomes widely known amaong species ensnaned by their
business acumen,

The Next Generation: Thi Ferengi Alance utilizs: its bungeoning militsry
fleet and expands its sphere of econoamac comrol 10 marny SEar SySems in
the Alpha and Beta Quadrants. In the 23605, the Federathon’s Starfleet has
several hostile encounters with the Ferengl, further spreading the species’
reputation far raguery and deceit, However, mistrust breeds resentment
amang Ferengi, especially those few not solely motivated by proht, The
seientist Dootor Reyga, far example, seeks the respect of his peers for his
development of metaphasic shielding. Unfostunately. aboard the
Enterprise-0—a Federation vessel no less—hes musdered by a rival
scientist before reaping the prafessional benehts of his genius, Fentngi
iay this kind of hate and sialence i all toa common ameng peaple who
claim 1o be “creilized”

Ferengl encowntered in this era are ot just rogues, plrates and other
nefaricus fypes, but alio military officers, scientists, traders and
merchanits,

Deep Spoce Mioe: The Dominson 'War does intle 1o change the cowse of
Ferengl soclety. During the conflict, many Ferengl tum to for continue]
smuggling and bleckade running. Orthers, such as Quark (Propeictor of
Quark's Bar, Grill, Gaming Hause, and Holotute EmpoiumAncade, a
it ly cveried subsidiary of Quaik Emerpiises, bnc), un mostly legitimare
businesses while hoarding illegal peofit an the side throwgh bBlack market
awtions, dowble-dealing, and other shady activity.,

Heoweever, change does come 1o Ferengi society fram within—by Grand
Hagi Zek and Rom. Both nmtroduce refeims 10 Ferengi law that pesmit
wineneen rights of equality and profit earming. resulting in a mone apen, if
still greed-fpcused, culture, Furthermare, Rom's son, Mog, becomes the
first Fevenigi admitfed to Starfleet Academy. Although Nogls acclimation ks
troublitame, he ultimately proves s capable snd respected officer during
thie Darminaam War,

Ferengl encountered In this era are Increasingly from “legitimate”
respecied professions—diplomats, scientists and starship officers, Most
Ferengi 4l work 84 merchants, traders or entrepreneurs. OF courde,
befitting Ferengi temperament, there are abways those pirates and
scoundreds who prefer theft to business.

Veyager. Ferengl encountersd in the Delta Quadrant have likely darived
thrawgh & wormbale o some ather unitable stellar snomaty, For instance,
Captain Janeway and the ciew all the US55 Yoyager discover two Feneng
masquerading a5 gods to the Takatans. The hucksters' scheme s
thwvarted, but they escape and are pulled inte a wormhole, Other similar
encounters might otour—the distances and dangers Ferengi overcomae in
puriuit af praht aften know no bounds, Ferengi who menage 1 reach the
Delea Quadrant must be either keenly adept or fabulously lucky {or
unbuckyl. These might be maverick sclentists, daring prospecton,
hopelessly lost traders, or putlaws on the un,

FCA Liguidator [Elite Profesion)

Liguidabars are the eyes and ears of the Ferengl Commence Awbonity.
They have jurisdiction withen and without the Ferengl Alllance to Investi-
gabe wiolatkrs of trade by-Lvws and other financial wrongdoings, and to
enforce appropriate punishments upan the guilty. Widely feared for the
powers they wield over ordinary Ferengi, liquidators are often extremely
arnogant. They expect all bo oringe and grovel at their feet, cheying every
uttered comemand without question. Teo or three hulking Mausicaan
bodyguands ensure that proper respect Is pald,

Missions: Liquidators are normally assigred duties by the FCA, such a5
irvestigating a specific individual farby-law infractions. Some liquidatars
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can pick and choose thelr assignments because of their friends and
standing within the FCA, Others ane known a5 “sniffer” liguidators—a
special investigator who does preliminary forendic sccounting work 1o see
il fimancial crimes warrant an official vestigation. Perhags the most
feared liguidators, they operate in the shadows, secretly powming aver
Ferengd  business  trarsactions,  accounts, Investments, and  other
electronic {or paper) latinum trails,

Badgeound: Most Bguidators, like other Ferengl begin thes careers as
merchants. To become a reghstered liquidator, a Ferengl must follow the
routine steps torise the business ladder—work haed, offer bribes, suckup
1o thee boss, pay a registration and licensing fee, and 50 on. Sometimes,
roqui o diploman befriends and bibes the right FCA commissionsr 1o
gain a liguidater pesition. Thess Ferengi have at least a passing k-
edge of accownting ledgers, some financlal savwy, and the temperament
to bully athers when necessary,

Rade: The liquidator is perfect for a Ferengi based seiiey, He can tene a4 3
source af information and contacts, But alsa ntimidate athed Feseng
when negessany. He might also have political aspirations, working and
bribing his way 1o being a2 Nagus. For a mimed species and profession
series, the liquidator could have his own ship and woek slongaide
mercharits and rogues out for their own prafit, which is abways 2 noble
Feremgi goal. A liguidatos might als suit a player who nesds 3 retuiing
(but mat permanent] character. He shows up when beast expected, of
when needed, as determined by the series and Narratce,

Prerequisiter: Presence B+, Comtacts (FCA), Business +4, bnguire #3,
Irvestigate 43, Megotiate +4 - Professional Skills: Appraise, Busimess,
Computer Use, Infleence, inguire, Investigate, Knowledge: Law, Negotiate

PROFESSIDMAL ABILITIES

The follewing sbilities charactedze liquidatars. A character autamatically
Gpaing thee Irneoke Wit abiliny a5 well as ane Tier 1 professional sbiliny when
erteing the liguidator peofessipn. Additicnal abilities can be chosen-
thecugh advancement [see page 152 of the Players Guide) provided the
characher meets the premsquisites,

Inselie Writ: A liguidaor may irvoke a Wit of Accountabilitg upon any
cither Ferengl (regardless of where he lves or does basiness) if theee s
sufficient evidence to Indicate financial wrongdeings, whether by him or
a family member he is responsible for. Although the FCA actually
approves and isees the writ, it is up to the liquidator o carry sut the
inestigation and prove to the FCA that the Ferengi in question has
viclated the Lyw. During an irvestigation, the suspect Ferengi’s accounts
are frozen and business ventbues temporarily shut down, If transgressions
are proved, the liquidator metes out the appropriate punishments. These
typically include heavy fnes, wsizune of asets and sccounts, welling of
family members into indentuied servitude, and o fooh, depending on
the severity of the viclations. If the Ferengd in question & cleared of the
charges, ne harm coemes to him, and the lquidator walks sway with a
packetful of bribes (ah, fees) for services and infomation rendered.

Tier 1 Frofessional ABilities

Qbscured by Loopholes: Liguidatoes are highly trained to fnd techaical
begal leophales, o just plain make them up, When making Negaotiate sl
tests, liquiddators gain an affinity borus equal to half their Persuade or
Enowdedige (Law) skill rounded up (whichever skill i appropeiate 1o the
Situation, 31 the Mararoes discretion).

Wat's, uh the Deal?: Liquidatars are well schooled in the art of tickery,
deceit, and bribery, and are expents ot detecting falsehoods, Liquidatces
gain & +2 bonus 1o all Srevy reaction tess.

Tier I Professional Abilities
The Gold it's in the...: Since liguidators often need to identify and analyze
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secret acoounts, false business Bedgers, and cther ersatz documents,
they'we learned a few tricks of the trade 1o spesd up discavering such
chicanery, Designate either the Computer Use o Investigate skill when
selecting this ability. When making related skill ess, the liguidatas
perfoems the task in half the base action time. This also applies to refated
extended tests.

Upgrade: This ability can be taken a tacond time, with the ather skill.
Prenequisite: Obsoured by Losphales

lleet My Mamicaan Friends: Because liquidators often need to bully
presdure, or gtherwise intimidate others into cooperating with them, they
bearmn o uie hired thugs 1o masdmum sdvantage. When acoompanied by
Maisicasns, the ligusdass gaing double the nonmal thied-party bonus
granted him for Intimidate tests from the Nausicaan's Forgeful Presence
species ablility, (See Allens, p.111, for more infoematicn .

PREEEQUISITE: WOT™S, UH THE DEAL?

Tier 3 Prafessional Abilities

When You'ne in (the FCAE A seasoned Bquidater has eaned a reputation
throwgh successful liquidations, intimidaticn, threats, and gubright fear
rangering. If the Bguidator scones bn extraondinary success dusing any
Influence o Investigate skill test, has rondwn automatically indreases by
+1 at the end of the episade.

Prerequisite: Thee Gold it in the... or Meet My Nausicaan Friends

Personal Development Packages

Feel free o substitute Sy nes edge Laves in this article for ane preserbed
in these personal development packages.

Bankrupt Family
Your family went bankiupt whien you were a child. You and your entine

Famidy were humiliated and dhunned from Fedengi sockety. Your Attain-
ment Ceremary prafits were meager at best, 50 a decent apprenticeship
proved beyond your grasp,

Pick 1 Skill: Appraise +2, Gaming +2, Streetwise +2

PFick 3 Skills: Business +1, Computer Lse +1, Influence +1, Inguine +1, any
cne Enpwledge skill £1, any one Language skill +1, Megotiate +1,
Persuade +1

Pick 2 Edges: Competitive, Everyman, Imnavative, Shrewd, Skill Focus Flaw
[randatany): Dark Secret (Bankrupted)

Starfleet Flunky

You managed 10 get accepted into Starfleet Academy, Unfortunately, the
acadernic rigors and intense workload were 100 much for your Ferengi
sopsibilites and you deopped oul Thase hew-mons are demanding
taskmasters! But, you're determined not to let what you did leam be
warsted, and your lobes have been cpened to other ifestyles—with many
oppartunities for prafit,

Pick 1 Skill: Administration (Federation) +2, Computer Lse +2, afy ane
Enmsledge skill +2

Pick 3 5killsc Athletics +1, any one Engineering skilll +1, ary one Language
akill +1, Repair +1, any one Stience skill +1, Sport +1, Sysvem Operation
+1, Unarrned Combat 41

Pick 1 Edge: Contacts, Curious, Fit, Likeable, Skill Foous

FROFESSIONAL DEVELOPMENT PACKAGES

Feed fiee 1o substitute any new edge laver in this artiche far ane prasented
in these professional development packages. You are a legal expert who
relishes finding even the tinkest begal loopholes to exploit for your ownr
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ar your clients' [after-nefanous) purposes,

Skills: Adenimistration +3, Comguter Use (Retrievel +1, nguire (Interview)
+1, Imvestigate +1, any one Language sl &+, Law +4, Negotiate +3,
Persisade +2

Pick 5 +1 10 any professional sl
Pick 1 BEdige: Contacts, Eidetic Memary, Meticulous, Shirewd, Skill Foous
{Elequent o Persuasive) Frontier Soout (Merchant)

You've worked in frontier teritories a5 3 stout, snalyzing the potential
rivarkets, inestment opportunities, and exploitable resources of newly
discovered cultunes and wodlds.

Skille: Appraise + 2, Business 41, Planefary Schence + 2,

Repair +2, Socisl Science (Ecanomics] +3, Specihc

Wiard +2, Suivival (choase) +2, Sysvem Operation [Sensars) +3

Pick 5:+1 to ary professional skill

Pick 1 Edge: Confident, Couragecus, Fit. Healthy, Semse of Direction
Futures Exchange/Market Speculator {Merchant)

Yiu hanee eamned a living speculating on the Ferengi Futunes Exchange od
numedous stock market or rade exchange networks. You may have
wearioed for a fnandial fiem or as an independent speculator,

Shilbi: Administration +2, Appraise (Corporate Sockd) +3, Business +3,
Computer Lse [Retrieve] +2, Inquine +2, any one Language + 1, Negotiate
+3, Specific World (choose) +1

Pick 5: +1 to.any professional skill
Pick 1 Edge: Competitive, Contacts, Meticulous, Mult-taiking, Weshth
Matesial Rives EvangelistiConsultant (Merchant)

Thee (ereat Material River rewards those who are capable of navigating and
steering it cwrents. You are there to help. Using a combénation of
sciemted, your countil provides fellow Feréngi with the guidante they
eeedd i findd thiedr way abang the Great River’s curments, The Evangelist is a
mierchant wrapped in layers of spiritualism.

Shills: Appraise (Econonmy] 44, Business + 2, Influence (Chanm] +2, Knowl-
edge [Econcemics) +2, Persuade (Ovatary) +2, Religion [Grear Materisl
fivee) +3,

Pick %2 41 ta any Professional Skill

Pick 1 Edge: Conhdent, Contacts, Coordinator, Shrewed, Wealth Corporate
Espionage Agent (Roguel You hawe stolen trade secrets, sabotaged
reseanch and development projects, spied on manufactusing facilites,
and performed ather esplonage activities.

Skills: Computer Use {Irvasion) +3, Conceal [Cache) +2 Forgery +2,
Investigate +2, Inquire Fratemize] +3, Obderve +4, Steshh +1

Pick 5 41 1o amy professional skill
Pick 1 Edge: Blends In, Contacts, Friendly, Inncvative, Meticulous

Freelance Desttar [Scientist]

You ane & docros-Tor-hire and perfonm medical senvices 1o those willing s
pay yourr exorbitant fees. To you, credentials are less important tham
results and profit,

Skills: Computer Use +1, Firit Aid +2, Investigate +2, Medicine [choose)
+3, Life Science {choose] +2, Megatiate (Bargain) +2, Persusde 1,
Physical Schence +1, System Operation (Medical) +2

Piick &: +1 to any professicnal skill
Pick 1 Edge: Curious, Innovative, Likeable, Shrewd, 3kill Facus (Seductive)

Auagunt 2008 = luus D6

Privatear Soentist [Sdentist]
You ate an expert in 3 schentific field, Although peofit and fame mativate
you, the drive for genuine sclentific discovery within wou Is strong.

Skills: Administration of Busingss +1, Computer Lse (Retrieve) +2, Iresti-
gate (Hesearch] +2, any one Knowledge skill +1, Hegotiate +1, Persuasde
+&, Repair +2, any ome Scence skill 43, any one cther Science skill +1,
Lystem O perations (Sensors) +1

Pick 5: +1 1o any probesgional skill
Pick 1 Edge Confident, Curicus, Eidetic memory, Meticulous, Thirber
Aliance Toady (Soldier)

You were a hired cog aboard a Ferengi Alliance weisel under the
cormmand of a cutthnaat DuiMen, You performed many duties, but were
abways replaceable. Your official records are excellent, satisfactory,
pathetic, or non-esistent—depending on the bribes you gave your
SUPETHIrS

Sl Computer Lie £2, Energy Weapans +2, Gaming [chocse] +2,
Inguire +3, Observe +3, any one Ranged Combat skill +2, Repair +1,
Survival +1, System Operaticns +1, Tactics 41, Unarmed Combat +1

Pick 5; +1 to any professional skill
Pick 1| Edge: Competitive, Defensive Attack, Dodge, Speed, Thick Skull
Executive Courier | Soldier)

Meed a dogen bricks of gald-pressed latinum from the Bolian Bank by
TuesdayT Sister getting married? Sometimes things of value need 10 be
transpaited, and there are thase who make profts by stealing them. You
are one of the bonded tradesmen who guanantes the safe delivery of
materials,

Shills: Aryy one Armed Comibat $kill +2, Enengy Weapons +2, Hegotiate +2,
Dbserde (Spot) +4, Systems Enginsering (Flight Contrall +2, System
Operation (Flight Control) +3, Repair +2

Fick & +1 to any Professional Skill
Pick 1 Edge: Bold, Contacts, Fast On Your Feet, Sense of Direction, Wealth

Elegant (rimger

Yau have a knack for perfarming the perfect cringe at the perfect time,
Premequisite: Peneplion 6+ - Effect: When dealing with other Ferengi, you
gain a +.2 bomus e all secal bests.

Enigma Lobes

You have sharp sendes for natiking pamternd within data, making logicsl
deductions, sohing pureles and mysteres, and spotting abscure connet-
tions berween facts and events. - Prerequisite: Perception &6+ « EMect:
When you spend 1 Courage on a test to help sohve a mystery, problem,
puzzle, or some other comundium, you gain +5 to your best result rather
than the ftandard +3.

Indefatigatle Dualer

You are a dogged negotiatar with a beart of gold-pressed latinum, Mo
really, When a friend’s negotiations go sow, you are able to step in and
turn the last appartunity mte a prafitable deal Prerequisite; Presence 6+
Effece: When you spend | Coursge an Business, Negotiate of Persusde
tests o help other people, you gain +5 to your test rather than the
standard +3.

Bagger
You've spent long hours breaking your back under consoles, i system

conduit crawlspaces, and patching systemrs together with parts and
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techinology that shouldns be patched, You know the computer's quts
ingide and cut,

Preqequisites: Imtellet &+ - Effect: You gain a +3 bonus to Computer Lise
skill tests on systems you've helped bulld fram the ground up.

Skill Foous [Bamter]): You hawe the gift of gab and can enthrall athers with
reaningless anecdates and banter. Effect: You gain a +1 bonus 19
Influsnce and nguice bests.

Sl Feows (High-Rodler: Yiou are 3 cuninéng gambler whao keeps a cool head
and straight face even when the stakes are high, Efect: Gain a -+4 bonus
10 any ome Gaming specislty,

Diminished Social Status

You have a social sigma of you ane fram o secial group thar Suffess
prejudice among youd own spedies. This could mean you suffer minas
discriménatipn or gutright Entelerance, depending on the severity and
nature of thescclal diminbshment, In additien, your soclal status may
require you bo perfarm certain duties or limit you te certain careers, This
flaw has no effect on people lrom other cultuees o spedied, unless they
share thie same o simdas attitudes. Eface: Minoe loss of status. You suffer
a -4 penalty 1o soclal tests Imslving those that kook dowen upon you
Upgrade: You can upgerade this flaw to increase the seveity of soclal
discrirmination,

Daminished Social Status 2: Major bass of status. Yoo suffer a —6 penalty i
social tests irvolving those that leok doen upon you,

Diminished Social Status 3; Extreme |oos of status, You suffer 3 =8 penalty
to social tests imvolving those that loak dewn upon you,

Emetional Wall

Yoarre a chose person, Seldom do you reveal your true thoughits, feelings,
opinians or emoticns, Its difficult to get information from you, Effect: You
suffer a -1 penalty 1o all wocial iess

Glutteny

Your appetite for food and drink is legendary, Whenever you eat, you can't
[or won't) stop until you are absclutely stuffed 1o bursting, And then
comes dessen. Effect: When you eat, you gorge, and you must have at
leasty three squares a day [consider each meal 1o be double normal
portions for things ke standard issue rathons and such), For two hours
after you eat, you suffer a =2 penalty to all Agility {and Aglity-based skill
tesits ) and Quickness bests,

Halasuite Addiction

‘Whether you lust for the latest peeductions of the Mulcan Love Slave or
Randy Risian sevies, or you find it easier to msociate with programmed
facsimiles of people than their real counterparts, your absession with
holosuite fantasies closely cabits planet delusionsl Effec: When
presened with the chance ta indulge your hole-habe, you must spend 1
Courage to avokl temptathon. If ywou awold the holosuite for moee than a
day. you suffer the effects described in the Addiction flaw in the Player's
Guide, U thase rules as well 1o wean yoursslf off your vice, you dirty littie
rodl?

Lobebess Idint
Your business sense s lacking and you seldom eam the profit you espect,
Effect; You suffer a -2 penalty 1o all Business and Megatiate skill tests,

Lustful
Your craving for oo'mea s Boundless, and sefdom do wou pass up the
chance ta indulge your hyperactive libkdo, Effect: When you encounter
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soumseone you! find desirable, you must spend 1 Courage 1o avolkd making
seasal awertures toward him ar her (oo ith,

Phabia

Yo have an intense fear of a spedfic object or situation, It could be a fear
of croweds, darkness, helghts, splders, water, enclosed spaces, Klingon
tangs, of virually anything else that could be fightening. Effect: When
you encounter something you e, you suffer a -4 penaity po all skill ey
uritil the source of your fear is removed of you spend 1 Cowage 1o
avercome your fear, Mate that if the object you fear & so rarely encoun-
tered that this flaw becomes meaningless, the Narrator can ([and should)
dlisallow your phabia,

EDGES REVISITED

Promotion The following table delineates the rank structure for Ferengl
Alignce weisels. See page 136 of the Players Guide for the benefits associ-
S with each rank

Pramation (Ferengl Aliance)  Pramuotion Banet Rank
1+1 Blat

2 +1 Sleob

3 +2 Groob

4 +2 Man

5 +3 DaiMon

Mate that there are two other ranks on Ferengi vessels, cog and glom, but
they provide no special benefits, Rather they determine what duties
irdivid sl crevemnen have. The lowest rank sboard a Ferengl vessel is the
oo, equivalent to a Starflest ensign; superiars affecthionately know these
rank-and=file crewmien as “toadies. The second-highest ank on a Ferengi
ship is glom, The pesition is always filled by 3 man—usiually the ane the
DaiMon trusts the least—and he is respensible for carrying out the
DaiMon's orders on adaily basis [functioning similardy to a Starflest
expcutive officer],

TECHMOLOGY

Locater Bamb

Specifications: 15-20 om diameter, 1-2 kg

Description: The locator bomb b5 a shart-range attack device and a
popular, if excessively vickent, tool employed by Ferengi assassing
[eliminators). The locstar bemb can be remately controlled or
programmed o track and altack a tanget. To identify its quany, the desvice
utilizes sophisticated pheromaonic sensors.

The Iocator bomb's antigravity propulsion unit enables it o fly ot a rate of
20 meters per round, The most commaon explodive used in locator bombs
is & mixture af sonum and argine. The bomb can only aperate fof thes
hows before its power cell nesds to be replaced or rechasged. Locator
bomibs are lllegal devices, banned on mest chvilized worlds,

Rules: & lecator bornb can be employed two ways— programming or
fefmabe control. Programiming a locator bomb to attack a specific
individual requines a TH 15 Comgputer Lse (Programming) o Demolitions
{Arm Explosives) skill test, Ne ranged combat modifiers apply when
programming & bomib to attack, but academic test modifiers do apply. In
arder 1o atack a target, the operator must frst acquire a pheromonic wcan
1o pecgraim inta the barmb. The remate contred transmitter device can be
used b scan any individuals phescmonis signatune B the user Is within 2
maeters (no test reguired),

Remotely operating a locstor bomb requires 8 System Operstion
(Sersors) of Demolitions (A Explocies) sl test, with the TH modified
by the range to the target and any other approprate ranged combat
modifiers, When cperated remotely, the controller manipulates the
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bomb's flight and attack capabilities with a hand-held transmitter,
Mainkaining line of sight to the target grants & +2 test result bomus. The
bamb's sorium and argine residue isdetectable with a picorder scan (and
am ﬂ|'.'l|}|'|'.'l|:f||'ii[€' Daemsalitions, | I'I'.'I!S-lil}!IIEI o Science skl pest as detenmined
by the Mavator, typlcally at least TH 10 o 15) after the bomb explodes.
Range: 5A0°200030% 10 m, Blast Radivs: 4 m, Damages 56+ 10, Drop OF;
=1m = Duration/Energy- 3 hours {replaceable power cell)

Ferengi Energy Whip

Specifications: 1.5 m length, 1 kg.

Description: The eneTgy whip is a r.Jnl;-e-:I ENETGY WHIPeN primigrily used
by Ferengi military perscnnel, When the whip is “cracked” it releases a
high-emengy plasma dischange that streaks toward a tanget in an undulat-
ing blue wave. Thase struck by the wave ae tempodarily Immolbilized
(stunned), Rules: Attacking multiple fargets with an energy whip
increases the TH by +5 per target. All targets must be within 5 meters of
exih b, This amack requires only one combat 2ction, but ukes up two
charges per target. Settings: 2 only « Duraticn/Enengy: 1,000 changes
Range: 5010015/ 3045 meters,

“Mever Trust A Man Wearing A Better Suit Then Your Own.”
—37th Rule of Acquisition

Special thanks to Brian K. for suggestions, rules bashing
and contributions of the Material River
Evangelist and Executive Courier professional packages.

Flease send all inquines and comments to Steve at
steven_a_cook@vahoo.com
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Ehnrnn'l:nj:_- ﬂrnn.i;lpn: Part One

Character creation has got 1o be ane of the best parts of playing an RPG,
Here is where you, the player, decide the persana i which you would like
ta portray in the story along with packing shills, roling dice for atribubes,
ete. This arthcle ks here to help the nosces and those wha are still net quite
sure how to properly create yowr character, These instructions and
guidelines are fuited for creating a character by Decipher's rules o be
mindiul, your Narates may decide o do things & bin differently. | will
crate & character fod you as | explain these guidelines.

This shall be a teg=-past article, Part | will explain how to generate your
character's primary attribute scores, secondary and other attributes, and
Personal Development (selecting your race, applying racial modifeers snd
abliies, selecting Speces Skills, and choosing a Personal Development
package). and Professional Development (selecting your Profession,
Professional Development package, and Profession ability), . Part 0 will
candgist af developing a suitable backgrownd and history of characters.

#1 DETERMIME YOUR PRIMARY ATTRIBUTES

You have two options for generating youwr character's primary attribubes:
the Pick Method or the Roll Method. In the Pick Method, start with the
values 10,9, 7, 7, 5 and 4, You are then allatted 8 points to add 1t any
amd o 28 of these Soones 1o achieve your dedined seores, Bt remembser,
none of these scores may be abowe 12, In the Randam Methed, you take
26 and roll them nine timses, disregarding the three lowest scores, Thene
are oo and bad points abowt either method, such as you have the
patential 1o hawe, on awerage, a character with higher starting stats with
the Randesn Method while the Pick Method has the charactes start on
evien footing attribute-wise with the atheds in the group if the Masratar
chisases this method.

Once you have gotten your attribute soores, apply them bowever you like
ba Ehee ix peimary attributes Steength, Vialitg, Agility, Intellect, Prédence,
and Percepition. Psi is alse a charagter atribute, but i only gained by
acquiring the Psionic edge via Raclal abilities or Personal Desvebapsment,
Far descriptions of these attributes and mare on generating your primary
attributes, see page T8 and 81 in the Player's Guide (FG).

For the example | shall use the Bandom Method. | rolled 10,4, 8,3, 3, 11,8,
5, and 12, so my characteris scores are 12, 10, 8, & 5, and 4. | want my
character bo be a cunning wamior, $al make him strong and smart. Herne is
e | distributed the nitial stribute valued

SMrengih: I Wraliy B Agilay 3
Intellect: 10 Presence: 4 Peroepbion: 5
P CHODSE YOUR RACE

Im chee veoald of Star Teek, there are nuwmenous alien races 1o choose from for
your character, In the PG, there ane listed a handful (Bajoran, Betazeid,
Cardassian, Ferr-_!nqh Hurmnan, Klir'-e_'p:m_ Ocampan, Talaxian, Tell, and
Wulcan). while the Aliens Sourcebook and Starfleet Operations Manual
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[SOM] lists many mode, For the example | have randomly chasen 1 make
a Elingon. The racial adjustments for the Elingon are: +1 Strength, Vitaliog
=1 Intellect, Percepthon. Here are my characier’s adjusted primary
attributes.

Steengthc 13 Vitalitz: 9 Agility: E
Imtellest: 9 Fresemce: 4 Peiceptisn: 4

A you can see, my charscter’s Strength is greater than the usual 12 as the
sbolute highest & charscier's starting attribufed may be is 12 + racial
miadifiers. As the current published rules for the RPG, thene is no way 10
increase mributes greater than this restriction (thowgh a Marmator could
adopt similar guidelings from the Lord of the Rings APG from The Two
Tewwers Sourcebook],

HOTE: There are special rules for creating hal-breed chasacters, but | won't
go inte the detalls of that in this anicle, Fos mose information, see pg. 39
in the PG,

F3 DETERMINING YOUR OTHER ATTRIBUTES

These are a numiber of secondary and cther antributes: Reactions, Defense,
Health, 3&ze, Courage, Aenown, Wound Levels, and Fatigue Levels. | won't
ga into detall about what each are as they are adequately explained in the
CRE, baut will help you in determining them,

i szart first with the Reactions: Quickness, Savy, Stamina, and Willpower,
They are based on your attribute modifiers and are the base modifiers for
ralls pestaining to situatkons Ble avold traps, resisting poisons and
wearingss, ot There are edges and abilities, which can increate thete
madifiers, and laws to decrexe them: for moace infarmation about each
reaclicn, see pages 145-6 of the PG To determing your characters
attribute modefiers, see Table 4,1 Aribute Modifiers on page 81 In the PG,
Once you have your atiribute medifiers, see Table 8.3: Reactions on page
146 of the PG, Here sre my characteris attribute modifers and base
S Ri0N SOOreL,

Srength: 117+ Vitalin: '+ Agility; e
Intellect; 12743 Presence:  &/+0 Perception; 4/+0
(uickneis: +1 Sy =1 Slamina; +1
Wil ke +1

Wext are your other secondary atiributes: Defense, Health, Size, Wound
Leweds, efc, Defense and Health are simple caloulations:; 7 + Mimbleness
miadifier and Vitality + Strength modifier, respectively, Courage gives an
extra banus al (typically) +3 to any roll excluding damage. Each character
starts with at leasst 3 Courage points and they can be bowght with
advancements or gained theough abilitles. Renown is an attribute which
designates how well known your characier is in the woeld of Star Trek and
characters typically stat with 0 RBenown.  Size and Wound Levels go
tagether — Small creatures have 5 Wound Lesvels (Haalify, Dazed, Injuned,
Wounded, Incapacitated) and Medium creatures have & Wound Levels
{zame as Small, but also with Mear Death). Wound Levels are blodks of
‘Wound Points equal to your character's Health, If a character loses enough
Wound Points, she may haee 10 apply penalties o ber molls due o e
injuries. Wearingss Levels are similar b Wound Levels in that they cause &
characier oo apply penalties to her rolls, but these levels are due to failed
Weariness rpdls from things bke spellcasting, long masches, or extensive
fighting. The different bevels of Weariness are Hale, Winded, Tired, Weary,
Spent, and Exhsusted; esch have & penalty associsted 1o them Bor tests
msde by the charscten Fene ane my charactens secondary stributes.
Weaniness Lesed [current]: Hale

Defense: 8  Health: 12 Courage: 3 Renown: 0 Sive: Medum
Wound Lésve! Wlurent): Heallly Wearisest Lisped [Currest ) Hale

4 PERSOMAL DEVELOFMENT
Thee first past of personal development bs choosing your Specles Sills,
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These skills represent your character's basic knowledge from growing up, 5 Additional Picks
as they are limited to only Language and Lore skills. Each character starts
with a number of picks equal to her Intellect x2 where 1 pick = +1 rank to SHILLS EDGES FLAWS

a skill or an additional specialty, so this character has 13 x 3 = 39 picks to 01 Investiagte (Deduce) Sf_‘_’e‘”d Proud
spend on Knowledge and Language skills. Remember two things: you 02 Investigate (Forensics) L .
i i i ialti 03 System Operations +1 Starship Duty (Starship Officer)
may acquire one specialty for free for each skill, all subsequent specialties Security Ops. (Security)
cost 1 pick; and, a 0-advancement character cannot start with more than 6 04 Observe +1 y y
ranks in any one skill. Here are my character's Species Skills. 05 Computer Use +1
Knowledge: Culture (Klingon) +4 Knowledge: History (Klingon) +3 Next month | shall finish with Part Il consisting with developing a
Knowledge: Law (Klingon) ~ +4 Knowledge: Race (Klingon) ~ +4 background and desciption of your character.

Knowledge: Religion (Klingon) +4 Language: Klingon +5

Next, you select your character's Personal Development Package or spend
6 picks from the list of racial skills and associated specialties; the note
about specialties from above applies here as well. You may acquire one
edge at this time for free. If you do so, you may also acquire another edge
at this time or during Professional Development, but at the cost of a flaw.

Personal Development package: Military Brat

SKILLS EDGES

Armed Combat: Klingon Traditional Weapons +2  Bold, Fit

Ranged Combat: Energy Weapons: +2 FLAWS

Survival +1 Species Emnity - Cardassians

The final part of Personal Development is applying the mechanics of your
racial abilities. For Klingons, there are five:

SHILLS
Bonus Edge: High Pain Threshold

Bonus Skill: Armed Combat - Klingon Traditional Weapons +1
Brak'lul Ferocity Honor

#5 PROFESSIONAL DEVELOPMENT

The first part of the Professional Development stage is to choose your
character's profession. A starting character can be a Diplomat, Merchant,
Mystic, Rogue, Scientist, Soldier, or Starship Officer (see Chapter 3);
Starship Officer, for a 0-Advancement character, will have the ability to
immediately select the type of officer he wishes to be from the list of Elite

Starship Professions: Command, Helm, Security, Engineering, Operations, Purpose:

Counselor, Medical, and Science. My character's chosen Profession is To understand the standard protocols for Away Teams

Starship Officer and Elite Profession of Security. and how to conduct a scientific investigation of a
planet.

Next, go to page 90 for the list of Professional Development packages
associated with each Basic and Elite Starship Profession. There some

additional packages listed in the SOM. When a skill has "(choose)" next to Goals:
it, that means select a specialty of your choice. With the +5 picks, you may 1. Learn how to conduct Away Team missions.
spend these picks on any Professional skill or associated specialties. You 2. Learn how to perform a scientific investigation and

may select an edge for free from the package at this time if you haven't
already done so. If you have already selected your free edge, you may
select one additional edge from this package at the cost of a flaw at this
time. Starship Duty final:

1. Take the USS Boothby to Hagonus IV.

2. Perform a scientific exploration and investigation

of the planet, including the surface via Away

study of a planetary body.

Finally, select your free Professional ability. When selecting Starship Duty
ability for the Starship Officer Profession, it meets/waives the typical
skill/edge/flaw/ability prerequisites for entering the any of the associated

Elite Orders during character creation. Here are my character's Profes- Team survey.
sional package selection along with his 5 picks and edge/flaws. 3. Make mission log and report it to the class
instructor.

Professional Development package: Investigator

SKILLS

Computer Use (Hacking) +2 Observe (Spot) +2

Inquire (Interrogate) +2 Ranged Combat: Energy Weapons +2
Investigate (Inspect) +3 System Operations (Security) +2
Repair +1
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“"One To Beam Up...

James Montgomery Doohan
(Captain Montgomery SCott)

Tt Docha s & honafide war heeg, An enlisied man wha rose 10 capgain in the
Eiyal Camadian Amillarg, he wad in the bonthnes on [oDay, whide B was s
sy Timies, with an sighth Buller kedgineg in bt metal ciganeme case, Thise bidles
sheevdcded the radclie Brager of his right hand, Brertisally, the Rrger was amputated,
wihich i gecasmally noticoabds in M Tk episodes and movies

Rertaatniing from thes wiar, Doohan vworled as an a0 on Canadian rado, then came
B0 Mo Wk, witeer ha sogckiad drama o oaie Classmanes Lislie Niglsen and Teery
Randall, He wat 3 regeldar on the Canadian kaly' soence Soticn sevess Space
Comemand, Hii parly American elevision wiik inchiced episodes of Gunsmalos,
Boranza, Danied Boone, The FBI, Harel, The Viegissan, and The Duer Limsigs, Hie is
Esst ko, off course, a5 The ship's enginesr o the onginal Sear Trek.

Gifted a1 mimicrg. Doohan invented his chaadoers Scotish accent when he
aiiditicned bor Bhis sobe, Bat P ool aHe o Foench, Germnan, Spamish, Russan, od
cahi E0ents just as comdncingly, 1 dad about eight different acoents when | was
readding... Ceevss askng) e wwhic oo |koed, and Diaic, B yoos want an endginessy, woull
Wl 3 Sootsman.., and b made me Mongomery Soo.”

Afver Star Trek was canoelled in 1969, Doohan was just another out-ol-work oior,
Bt it wasin't unel the sary 19705 whsen Star Trek eevuns becase pogular, thar he
sarned feeling Typecast

Flat broke and chone to unemployable, Dochan wondensd if Soar Trek mighi have
chi: bigipest mivtake of his Cafeer — wtil he rosiced he could make a very nee living
just making personal appearances as Soomy, Anather thing that might hawe
cheerad Dochan's ipiies was his second marriage, i 1975 < Doohan was 55 a1 the
wirmee, andd his Bracke was 18,

I subsequent year, Dochan plaped Commander Canaran on Jason ol Sia
Comemand, co-authored theee sceroe fiction nowels with SM, Stiding. and

cocationally appeaned on The Bald B The Beaustful, Tradireg o S001T5's expertise in
highw-tich matters, Desshan namabed the 1999 documentary Cold Fusian: Fire Feom
Waner,

Fiont thee asrvimsaned Sta Trek series, Docdan prowided the voice of Scotr and anceher
characte, LE Ans. In ore epiiodie, he voioed seven diflenent chasacien,

I p- presducticn foe the hirit Saar Tock mosae in 1T Dooham perlomsed wseral
cokd wocal grunts and growd, in a light-heaned anempt at “speaking Kingon”
Theese souncds were later expanded by inguists into the Klingon Linguage spoken
o sCreen, Mo, youl can by books weitten in Klingoness,

His pedfoemarsie as the miradle-working endginoer iFgised many yung people 10
et that career, S0 many, in face, that when Dochan was diasgnesed wath
Aleheimar's and aeounoed that be woisd be withdrawing from publ lile, 1he
P v Ao with sincene sadnes in NASA newrdlerion and lar-fom-
Fandiom publications like Aviation Week and Space Technoley.

I gyrand Trikeae, the A0 edition ol an anewal Starn Trek (onvengion in Hollyvwood
wii dedicated po Docban, ad dubbed "The James Dochan Farewell Saar Trek
Commeprlion.” 11 wirk anncunced o Dockan's st public appearance. He was
corifrsed b0 3 wheslchai, and cften nesdsd (o have questions repeated befons he
ursdersingd, b it was clear that Doohan had allase an the v

Organipers screenad the only survivies) epeioade of Doohan's Space Command,
episodes of Jason of Stae Dommand, and a meormage of Sooany Clips feom Stae Trek,
Lf::ihl.lﬁmwh Clarktac a4 "1 canna Chandge e Brev of physic!” and "Ceptan, thar be

Thae efitire surviwing Cash feam the original S1ar Teek fevenycns but the Line Defosen
Kby ) sacnnnd L 10y pudey Rribaane, ™) boowe This e, this old pal, this guy | wed 1o call
my larwngite drinking Buddy!” said Gerge Taked. Nichelle Nichols sad Dochan was
"t oS! woideriully irascible man Fve ever met” and Lignand Nimday added, "W

James Montgomery Doohan ich o M e e v oo b ) et ot i

(Captain Montgomery Scott)

Ml Ao wirs also theve 16 pay trikgte. *) & an engirsed” B said, “and |
e a Chief Ersprsring officed like Manipomseny Soott, becaise | keow Sootty wall
gt ph ks dhone, and 0 i right, Even il | often Pear him 4y, But Cepain, §donng

March 3, 1920 - July 20, 2005 T e e G e

Jamwwit Doduan 15 sumvived by his wite, Wende Braunbsnger,
aredd wbvens chibdien, Larkin, Deadee, Monigomerg, Chistophie,
Fric, Thismas, and Saeah

I scamagermst ey Civigiesesl Bassm g o wereyrey, e il oo
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"Another classic science fiction show cancelled before its time! "
—Bender. Futurama




