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Infroduction

.Space is f_}_@t"ﬂ.}e final frontier. We've already conquered it. In one sense, the first amoeba to
travel forward by squirting water out its vacuole did that. Even outer space is pretty simple. Not
sy, necessarily, but simple. If we really wanted to, we could build the Botany Bay in five years. If
we really had to, we could build it in less time than that. Warp drive might take a little longer, but
you don't need warp drive to get to Tau Ceti. You just need a little time.
~ Which brings us to the real frontier—time travel. Barring a few mathematical constructions
involving infinitely rotating neutronium cylinders and similar folderol, we don't even know how to !
k about thinking about time travel. Which means it's not science, it's stories. Which is where I
ek—and you—come in. i
ﬁThis sourcebook is designed to help you tell those stories. Whether you're playing Starfleet '
: lorers trapped in a one-time temporal anomaly or DTI (Department of Temporal Investigations,
: némp praducts HU 74l i covered in Chapter Four) agents engaged in a subtle time war with the 7a/ Shiar, there’s some-
Thrv-:f' Last. Uﬂlrurn game I i .

_ or Star Trek: Deep Space Nine Roleplaying Game series as well. Better vet, it can link all three in a
Last nicor willtontinue . : web of cross-time adventure; this is a true “crossover” book. Unlike most Last Unicorn game

i I_m‘_updatﬁ this timeline as* . .  books, therefore, this book doesn't really have a “present day” as such. Despite being unstuck in

time, however, this book describes all the species and culture write-ups as of roughly 2375, the

ar of the last season of Star Trek: Deep Space Nine.

But you hardly have to restrict yourself to one year—this sourcebook contains a massive time-

from the Big Bang to the Kelvan Invasion, and Narrating advice for episodes and series set

whenever you like. Welcome to the big time.

And boldly go when no man has gone before.

Alastunicormga

for the latest historical

“and futurological data.

CON LINKS

at additional information on the subject
b site at www.lastunicorngames.com.
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The understanding of time in the 24th century stands at the same threshold as the
understanding of space nearly a thousand years ago on Earth. Scientists have only
begun to explore and explain the complex nature of time and its relation to space, much
in the same way early astronomers theorized about the shape of the Earth, the nature of
gravity, and the movements of the heavenly bodies. Although Federation technology
makes it possible to travel down the corridors of time, an understanding of temporal
physics and the effects of time travel makes such expeditions limited and potentially
dangerous.

This chapter presents the current models of temporal physics, as the Federation under-
stands them. They are by na means proven, and future discoveries may invalidate them
completely. However, they are the working models used by Starfleet and by most other
species and civilizations of similar (Level Six) technology throughout the known galaxy.

LA A M

51 ALL OUR YESTE



'jThq Space-time Continuum

Scientists currently recognize the existence of at least six accessible dimensions in the space-

: time continuum. For any space to remain finite but unbounded (as the universe is believed to be),

. 8Billion Years Ag : if-‘mqst passess at least one dimension beyond those that are generally discernible. Consider a
- Glia[}iiﬁﬂ-ﬂf‘ ' two-dimensional piece of paper. In order to form a closed loop, the paper must pass through a

: ' rd dimension. A two-dimensional “universe” effectively exists on the surface of the paper, but its

.éi‘?ﬁreiicai inhabitants are unable to perceive the third dimension. A four-dimensional universe

three of space and one of linear time) must pass through two additional dimensions in order to
form a finite but unbounded system.

: These additional dimensions can be considered the “height” and “width” of time, while the

- linear temporal progression we can observe is time's “length.” It is, of course, impassible to model

- these relationships accurately in three-dimensional terms, although some Medusan mathematical

techniques offer promising possibilities. Still, for our purposes, consider the relationships of the

temporal dimensions using a three-dimensional model.

: If we describe the whole of the three-dimensional universe of space as a single point, then the

jempialee first dimension of time can be seen as a line, what we commonly refer to as a “timeline.” This

SRR UL extends “forward" into the future and “backward” into the past. Any given point along this line is a

: : ~moment in time as it progresses. Of course, a timeline is not nearly as fixed or absolute as a line

displayed on a computer readout, as we shall see.

- Adding an additional line, running perpendicular to the first, gives us time’s “height.” Adding a

third, perpendicular to the first two, gives us its “width.” This creates a plane of time, intersecting

2 Billion Years Ago:

; ith the timeline, which contains a potentially infinite probability field.
", Single-celled life 2

~ Quantum theary tells us that, at any given moment, there is a vast range of possible
outcomes. Do you go out to visit a friend or stay in and watch the karo-net matches? Do

o Tt you speak to an attractive stranger or leave him alone? Billions upon billions of individual

actions take place every moment. These choices are said to exist in a state of "quantum flux
before they take place, which is to say that the possibility of your going out is just as “real”
s the possibility of your staying in to watch the karo-net matches—before you make the

*87 Million Years
“Ago: D'Arsay ¢

L SR o
“lization launghes a S
robotic “timé cap- choice. ) o )
Of course, some outcomes are more likely than others. If you dislike karo-net, and your friend

o s waiting for you at the door, it's highly unlikely you'll stay at home. Certain outcomes are said to
22 Million Years ! ) i
carry a stronger “quantum charge" than others, making them more likely to take place. Some

Ago: The Organidns -
Sehi 2 events have a particularly strong quantum charge, making lhem magnets for certain kinds of tem-
Sl poral phenomena, as we will see.

Of course, our timeline is not the only one. The three dimensions of time actually contain a
_potentially infinite number of timelines, all coexisting parallel to each other throughout the proba-
bility field. To use the three-dimensional analogy once again, the continuum can be thought of as

undle of 20th-century fiber-optic cables: millions of strands, running parallel to each other.




Those strands or timelines “closest” together tend to exhibit the greatest
similarities, their events and histories do not differ greatly, if at all. Those
lines farthest apart (in terms of the Y and Z axes of time) show the great-
est differences. Each strand vibrates with its own unique quantum
frequency, like a string on a violin.

The space “around"” these individual strands of time, their “insula-
tion," if you will, is subspace, Subspace is an expression of the
multi-dimensional nature of the continuum. By harnessing subspace,
through the formation of warp fields and similar technology, it is possible
to exceed the limitations of three-dimensional space in traveling faster
than the speed of light. In a sense, subspace technologies like warp drive
and subspace radio are a form of time travel. Further investigations of
subspace technology may lead us to a further understanding of the nature
of space-time.

PAST AND FUTURE HISTORY

Now consider a single timeline, our own. It extends “behind” us into
the past and "ahead” of us into the future. As far as we know, a timeline
stretches out infinitely in both “directions,” although the effective “past-
ward” limit of all timelines is believed to be the origin of our present
universe, the “Big Bang” event.

While it is possible to pick out any single point along a line in a three-
dimensional model, the progression of time is not so precise and linear.
The dimension we call time is a series of progressions through the quan-
tum probability field, of events occurring, then passing. However, these
events are not fixed once they have occurred. It is common to think of the
past as immutable, while considering the future in flux. However, neither
is entirely true, Both the past and future (and, for that matter, the present)
exist In a state of quantum flux. The past can be changed, and in many
ways the future has already "happened.”

Any given outcome has a certain "quantum charge,” as mentioned
before. This is true of events in the past as well as events in the future.
The greater a moment's charge, the more likely it is to remain “in” a par-
ticular sequence of events with a similar charge, forming a chain of events
we call a timeline. If the quantum charge of a moment in time is altered,
then it causes that moment, that link in the chain, to “attract” different
events ta connect to it, leading to a reorganization of the timeline as dif-
ferent moments in time attach to it.

Consider the following example: In 2063, Zefram C
the Phoenix and made first contact with the Vulcans. Sti['_j
could go back to 2063 and kill Zefram Cochrane before
flight. At that moment, the quantum charge of the timeline 1
altered. Instead of connecting with the outcome “Vulcans ma
tact with humans,” the timeline instead connects with “Vulca
humanity.” This leads to humans failing to develop a worl
ment for centuries, and to the United Federation of Planets |
even existing. Not only is this possible, it is something the B
attempted.

The past not only can be changed, it has been changed on a
of occasions that we know of. More importantly, changes to the p
affect our present, and anyone “futureward” of the change js co
unaware any change even occurred. From their perspective, th
“always" been that way. If the Borg had been successful in changi
past, no one would even recall that things had been different
the crew of the Enterprise (which was pastward of the chang’é
rare species and individuals whose perceptions extend bey'
(more on them later).

Given that the past can be altered, it s difficult to dete
given change will affect the future. Highly advanced compu
late the impact of a p-arhcuia'r'a[t'eration in'qua'htumchargé
short time period; but the altered probabilities accumulate 50
predictions. becom& meaningless when prolected more h
days inta the future. There are simply too many variables.

Keep in mind this “plastic” nature of time does not exten
“the past”-as we know it, but also into the present and futu
records a number of visits to the 23rd and 24th centuries from furt
along the timeline. It is possible, indeed likely, that these vi
altered the “direction” of our timeline, changing the “present” i

those future visitors came.

Paradoxes

The limitations on our understanding of time and our o
ception of it often lead to situations considered logically imp "
Experience in time travel shows that many of these “parado
actually paradoxes, at least as far as the univer;.é is concern

7| ALL OUR YESTER
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vl ﬁmﬂsﬁhﬂ'm’if e no longer exists. On the other hand, if someone else alters the past to prevent your father's birth,
ipped away, The - T, _ n in the present, then you do cease to exist, and no one in the present recalls that you ever

le of this phenomenon is found in the case of the Enterprise-C, thrown into the future during a
0'naS: The:
andrtd-building Old
‘Ones of Exo [}

i e 'tﬁéy’d seen. They also brought with them Lt. Natasha Yar, an officer from the future Enterprise-
begin to move : « :

ans at Narendra Il The crew of the £nterprise-C learned that their disappearance had led to
y conflict between the Federation and the Klingon Empire. They returned to the past intent on

o 3 : . E’nterprise—(: successfully changed the "past” of the future they visited (their own present).
; : ; mstances that led her to go back to the past with the Enterprise-C never existed, Lt. Yar remained
while another Natasha Yar (from the existing timeline) was growing up on Turkana IV, where she

ed by Starfleet officers, joined Starfleet, and died on an away team mission to Vagra Il. The two

at the same time, even though one had no “real” history.
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THE INFORMATION PARADOX

Related to the grandfather parados, this refers to an event becoming
its own cause. For example, the developer of a time machine travels back
to meet his younger self and tells him how to build the time machine. So
who invented the machine in the first place?

The U.S.S. Voyager encountered the phenomenon when it and a
timeship from the 29th century were thrown back into the 20th century,
where the timeship became the property of Henry Starling. Starling used
the 29th-century technology to start the computer microchip revolution in
the late 20th century via his company Chronowerx. Apparently, this led to
the same history Voyager and the timeship originally came from. In effect,
the crash of the timeship in the 20th century gave rise to the conditions
that led to its creation in the 28th century.

As with the grandfather paradox, information paradoxes like the
above situation are quite possible. An event can become its own cause,
and information sent back in time can alter the timeline, even though
such alterations mean the information was never “really” sent to begin
with. Regardless of this “out,” it is unwise to depend on an information
paradox to prevent damage to history.

THE PREDESTINATION PARADOX

Scientists and scholars have debated the nature of free will in cultures
throughout the known galaxy for thousands of years. The Federation is no
different in this respect. What do our theories on the nature of time tell us
about free will? If the future already exists, is there any free will at all, or
are we merely puppets of fate?

Interestingly enough, the existence of time travel and a knowable
future appears to affirm the existence of free will rather than deny it. The
vast majority of the time, the future remains unknown to us. We must act
based entirely on our past experience and hope for the best possible out-
come, |t may be that these outcomes are predestined but, since we have
no means of knowing either way, it at least appears we have free will in
these cases.

When the future is known, either through the intervention of a time
traveler or techniques such as precognition, it is clear that our choices can
influence it. Just as time travelers in the past can alter it, so can we in the
present alter the future. Thus, if a time traveler appears from the future

and tells you not to board a shuttle because it will crash,
not to board the shuttle and avoid the crash. It is possible
have boarded the shuttle anyway but, again, we have no means
ing other than the word of the traveler from the future. If he re
“present,” he discovers the change as a part of his history. No
than he even recalls the difference.

This phenomenon leads to the idea that certain changes in
the presence of time travelers at certain moments, are “predes
some way. It is possible that not only are all the events of our t
already “in place,” but that every temporal intervention that has ¢
happen already has happened in the sense of being part of a Iar"g
“metatimeline.” In this case, there is no free will whatsoever, and
all merely pawns of fate. As there is no means to prove predestin
however, this remains merely a theory. From our perspective, it st
appears we have the ability to make our own choices. The Fede
chooses to believe in the existence of free will, and the Departm
Temporal Investigation rarely accepts predestination as a suff
for interference in the timeline. '

Time and Cnczrgy

Temporal phenomena are strongly related to particular._ /
ter-energy phenamena either as the cause of dlstortmns
space-time continutm or as byproducts of such’ mteractlrans
gy mierachons particularly in° the presence of subspace flelrjs
created by warp engines, are known to cause certain tempora
tlons

GRAVITONS

The effects of gravitation on the curvature of space and sijbsﬁ
ate a connection between gravity and time. The experimems_"'
24th-century physicist Dr. Paul Manheim show that a stfdhg.-
of gravitons can create an artificial “hole” in the fabric of space
“window” into another dimension, possibly a parallel t'tme_i_ir_i_
experiments also caused a state of temporal flux, the Manhe
Under the Effect, time became nonlinear, causing such thing
loops apd repetitions light-years away from the planetoid ho
oratory. Although his early experiments were limited and ed

9 | ALL OUR YESTER



potentially serious problems, Manheim's
theories regarding time and gravity may
yet yield useful applications in time tech-
nology.

TACHYONS

Tachyons are energy particles that
travel faster than the speed of light.
Because they do so in linear time rather
than extending out into the fifth and sixth
dimensions, tachyons are useful for
studying phenomena where the speed of
fight is a constraining factor, such as vari-
ous subspace and temporal features.
Tachyon emitters and scanners are used
to penetrate the event horizons of tem-
poral anomalies as well as to detect
cloaking devices that shield against all
subluminary particle emissions,

Experience has shown tachyon
emissions can have an effect on tempo-
ral and subspace phenomena, including
at least one occasion where an inverse

" 150,000 Years
i The r\u'le;iusans Pegi-'n
In:unu.vean'ﬁén:
it Taurhal civiliza: : ethods of time travel, as well as with many temporal anomalies. They allow for the formation of con-
Aion eerges b ¢ fferent points along a timeline, permitting time travel. Chronitons are associated with phenomena

Chitan, i aql singularities and are a byproduct of certain devices, such as the interphase generator of a Romulan

-

50,000 Years Ago: ¥ hronitons may also be useful as a weapon against certain transtemporal beings that exist outside of
“Tife previ : '



ship between time and antimatter, and the experience of the (/S5
Enterprise In 2266 cast some interesting light on the subject. Many theo-
rists maintain, however, that the extraordinary gravitational disturbances
nearby (as the planet Psi 2000 destroyed itself) account for the
Enterprise’s brief experience of reversed time flow. Complicating the mat-
ter, the dekyon (a subatomic particle phenomenized solely in subspace)
seems to act transversely to both chronitons and antichronitons, possibly
existing as a means of quantum energy transference between the two
states. Dekyon beams can interact with antiparticles (such as positrons)
across temporal loops and, possibly, through temporal rifts, making
transtemporal communication at least theoretically possible.

Temporal Phenomena

There are a number of phenomena associated with the temporal
dimensions of space-time. Some of these phenomena are only barely
understood, if at all, by 24th-century science.

NEXUS POINTS

Individual points in the space-time continuum have a unique
quantum charge to them. Part of this charge is based on the possible
outcomes of the event and the number of different “directions” they
can take the timeline in. Events with a particularly strong charge are
referred to as “nexus points.” These points appear to act as “anchors”
or “reference points” for a timeline, events that hold a timeline in its
place in the continuum.

Nexus points are generally associated with famous moments in histo-
ry, such as the Bell Riots of the early 21st century. This is not always the
case, however. The life of social reformer Edith Keeler in the early 20th
century is a nexus point, since Keeler had the potential to alter the course
of human history radically, although she did not do so because her life
was cut short by an automobile accident. Many nexus points likely remain
unknown in this way.

Their significance to the timelines makes nexus points particularly vul-
nerable to interference and particularly likely to alter the timeline if they
are tampered with in any significant way. For example, when Dr. McCay
prevented Edith Keeler's death he set in motion a chain of events that led
to the Allies losing World War Il and the United Federation of Planets

never existing. In order to restore the original timeline, Edith
die on schedule.

Ironically, their very importance makes nexus points commer
tions for time travelers. Their strong quantum charge seems to"_ce_i"
nexus points to “attract” objects in a state of temporal flux. Like e
a flowing river can draw in a boat, so do nexus points draw travéi_ér
time. Accidental time travelers often find themselves at a nexus p
when they appear, while intentional time travelers need to comp:
for the presence of known nexus points in their calculations for me
through the timeline. Navigating “around” known nexus points_"ig-ti
the more difficult aspects of time-travel computations.

TEMPORAL RIFTS

A temporal rift, also known as a displacement, distortion,
a kind of “hole” in time, a conduit connecting two different poih_ ale

1| ALL OUR YESTERDA




high-energy interactions in or near active warp fields, as well as through

ome materials such as kemacite tend to build up high chroniton or
acite explosions inside warp fields particularly likely to open temporal
al rift using a graviton matrix coupled with an advanced warp field
oral rifts, even artificial ones, are notoriously unstable and

rifts can form from
ns of chroniton particles. S
hen frradiated, making kem
ly possible to create a tempor
ubspace in a particular way. Temp
- the Perseus Arm? s

" Drovria i ter : B h ; ;

: ion is technically any disruption or alter
ons are generally detectable due 0 the chronito
is includes the appearance of time travelers and the formati
distortions can cause disruptions in the normal space-time relati
eractions that trapped the U.S.S. Enterprise-D and a Rormulan warbi
scible to reverse the flow of time briefly within the pocket before retur

ation in the structure of six-dimensional space-time.

n and gravimetric disturbances they create, howev-
on of temporal phenomena like rifts.

onships, such as the warp field and gravi-
rd in a pocket of extremely slowed time.
ning both ships to normal space-

o explosion in 2344 near the Enterprise-C created a temporal fift, sending that ship some twenty-

ss,dﬁo \'ea.r's ngo-;' : 2o _ - :
ol e i e future. The rift remained stable long enaugh for the Enterprise 10 retum to
sThe Hrsyedtra‘tm : g o ) o
i v B ] hips from the 29th century use artificial temporal rifts as a means of travel, The Borg likewise created
ex using chronometric technology to travel into Earth's past.
e difficulty in using temporal rift for time travel lies in calculating the precise formatio
ime periods. Advanced mathematical calculations are required in order to “target” a specific
4. The Federation Timefleet of the 29th century has considerably finer

its original time.

n of a rift

fengthy wér, in
i :

" whichboth sides + .
interfere Wwith dovel- and the precision is still limite

» " -
e ral rifts.

|:.\1:rin{_=§.{_ﬂ o,
Iu,nﬁq Years _;go: : :
. The end ofthe o CAUSALITY LOOPS

¢« Bndorian
on in the space-time continuum in which a particular

usality loop or “time loop” is @ localized disrupti
time s repeated over and over again. Minor variations are
disruption in the sequence of events is required to break the r

ages”; earliest recog:

. #zablé ndofian possible in successive iterations of a time loop,

ecursive nature of the loop, returning every-

normal space-time.
it since those trapped within a temporal causality loop have n
the first time no matter how many times t

o awareness they are trapped. To their
he loop repeats. Over a successive

are happening for
impressions the loop leaves in sub-

some individuals may experience feelings of déja vu due to

27,000 Years Aﬁo:

Earliest known

y interactions near an
destruction of the
urs back in time,
chose a

ke other temparal phenomena, may form in the presence of high-energ
e U.S.S. Enterprise-D encountered at least two temporal loops caused by the
case, the blast flung an Enterprise shuttlepod some eleven ho
of the Enterprise. The time loop was broken when Captain Picard
arted the loop. Likewise, when the Federation starship U.5.S. Bozeman
the Enterprise, it created a time loop where the two starships collid-

matter drive. In one
éred an earlier version
rent from the one that st
. Hasdrubal Obefik . poral rift and collided with

 biried: ; G ain. The Enterprise crew used d
 returning both ships to normal space-time.

25,000 Years Ago:
The Trill begiri

as symibionts.

ekyon-positron interaction transmissions to warn their past selves,




TEMPORAL FLUX

In temporal flux, matter or energy shifts from one state

energy flux to another, effectively phasing outside of normal 5
time. Objects in a state of temporal flux shift along the X axis o
moving backward and forward along the same timeline. Objs :
state of quantum flux can also shift along the Y and Z tempor'.é;
shifting between parallel timelines (see Chapter Three for marg
mation). An object can be placed in a state of temporal flux thi
exposure to certain temporal phenomena like chroniton particl
well as high-energy warp fields. A controlled temporal flux allows
gy and matter to move through space-time to a specific destinati
point.

Temporal flux interferes with the normal operation of many e
gies: Transporters cannot lock on to objects in a state of flux, and.
shields cannot affect them. The Krenim use this principle to create
ton torpedoes, weapons in a state of temporal flux that can pen
normal shields. :

TIMESTREAMS

Timestreams are temporal inversion folds in the space-time

that weave throughout the galaxy and are apparently home-tg-i'

lifeforms. Timestreams are virtually undetectable using conventi

TEMPORAL NARCOSIS

Exposure to temporal distortions such as rifts or pockets of distorted
space-time can have a deleterious effect on the humanoid nervous sys-
tem, leading to delirium, hallucinations, erratic behavior, and even
psychosis. The ULS.S. Defiant vanished into a space-time interphase in
2268, and the effects of temporal narcosis caused the crewmembers to
turn against each other in a murderous paranoia. The U.S.S. Enterprise
suffered similar effects from the narcosis.

It is possible to protect against the effects of temporal narcosis using
a carefully adjusted subspace field, but this provides only temporary pro-

tection; long-term exposure to temporal distortions eventually results in
narcosis effects. The Tholians seem immune to the effects of temporal
narcosis, theoretically because of their unusual physiology. Transtemporal
species also appear immune to temporal narcosis, due to differences in
physiology required to exist outside linear time.

13
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ilizations (including Earth) to suspend crews for long journeys through

space, which could take centuries at sublight speeds. While some sleeper
ships reached their destinations, others went off course and ended up
adrift in the far reaches of space. Cryogenic stasis was also used as a
means of preserving critically ill or injured people until medical science
could cure what ailed them.

Stasis can also occur in other ways. A temporal distortion can cre-
ate an area where time moves more slowly, so slowly it appears not
to move at all from an outside perspective. To those inside the
altered time field, centuries may pass in the blink of an eye. When
they emerge from the time distortion, they find themselves in the
future.

Technology such as a transporter can (if modified ingeni
dangerously) suspend an individual's pattern in stasis for a p:
period of time. Starfleet engineer Montgomery Scott manage
for seventy-five years in this way after his ship crashed on the s
Dyson sphere.

THE SLINGSHOT €FFECT

The first time-travel method discovered by the Federation, th
“slingshot effect,” involves the interaction of the gravitation of a lar
tial body (a star) with the warp field of a starship moving at high '
velacity. The ship approaches close to the star at high warp, using the
gravitational field to provide additional velocity. The vessel sweeps |
star and arcs back out into space. If properly calculated and exec
maneuver creates a momentary temporal rift, sending the ship into
warp. A miscalculation can result in the starship breaking up from
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survives, time travel with the slingshot effect may be off by hours, days or even years.
capab!e of high warp velocities (warp 6 and higher) can perform the slingshot effect at all. The
rive, the more capab1e it is of executmg the maneuver. The effect places consrderable stress on
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have happened only by accident, such as with the U.S.S. Defiant suffering
a chroniton build-up in its armor matrix from the operation of the ship's
cloaking device. This deflected a transporter beam from the Defiant some
350 years into the past, depositing three members of the crew in the early
21st century.

The atavachron, developed by the inhabitants of Sarpeidon, may
have utilized temporal transport. The device transferred subjects into
the planet’s past, simultaneously altering their cell structures (and
RNA quantum signatures) to allow them to survive in the chosen era
but making it impossible for them to return to the present without
reversing the process. Unfortunately, the atavachron was destroyed
along with the Sarpeidon civilization when its sun, Beta Niobe, went
nova in 2269. The Sarpeidons knew that the nova was coming and

used their technology to escape the disaster by travel
past.

TEMPORAL RIFTS

Temporal rifts, natural or artificial, are a commaon mgah’s
through time. A ship encountering a temporal rift may p'a'sé_e
unaware, although it is more likely the ship’s sensors will ¢
long before the ship enters it. Some rifts resemble Kerr loop!
string material with no discernible event horizon, often rad
odd subspace frequencies. High-energy interactions in the
a ship’s warp field can also cause the formation of a tempor;
other anomalies like time loops and temporal distortions
include weapon discharges, warp-core breaches, and con
tain stellar phenomena (cosmic strings, quantum filaments
holes, etc.).

A temporal rift generally connects two points in space-
which is usually the present, Natural rifts can shift their
points without warning, although as a general rule they
a period of hours. Creating a temporal rift deliberately
tion of exotic particles like chronitons,.an inverse tachyon

concentrated subspac& graviton béam The Dewdian‘s a
an lifeforms to. create temporal rifts, when shmu]ated.- j
energy frequencnes Artificial rifts generally connect twd pac
spac&time although not aiwa’ys under the control of their
Advanged,jechnology and computational abi lties are req
a tem}é’bré’[ rift precisely. Federation technology is somewha
area,fé_t least in the 24th century. By the 29th century, the
Timef{get creates and uses temporal rifts as easily as Starfleet
uses warp fields. '

SOME CHARTED RIFTS

ANDORIAN WORMHOLE R_EMNANT

The Andorian wormhole nearly destroyed f?_;:_i‘:dorian' civi
prevented Andorian space travel for generations. s collaps
increased jon storm activity in the system, and even now th

Defense Force diverts ship traffic around the jon-plasma
wormhole closed in 2069. The Andorian Astronomical Su

&3
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nd a manned monitoring station to observe the remnant at all times. Wormholes in general are
pnts" in the time-space fabric, considerably increasing the likelihood of circumstances conducive to
ar wormhole remnant exists in Vulcan's system, a relic of the passage used by Romulan attackers

i

no direct rift in the sector surrounding the wormhole and space station Deep Space 9, the dis-

o wormhole's existence and passage cause chroniton energies to fluctuate wildly and build up in

sonnel nearby. The so-called Badlands plasma field along the Cardassian border may, according to some

result of the Bajoran wormhole's construction.

- dEdTEI' : devastating polaric ion detonation, this Romulan colony world may now have at least one tem-

35bo B.Cabeverel © n its orbital path or even within the planetary atmosphere. Careful DT analysis of smuggled
-%?""-'W':"-"’ : {éken _' gabian tific journals leads Starfleet to speculate that the Romulans have at least one fully charted rift,
fupEan ot Lo h an one. potential "destination” in the past. (Another possible rift might lie at the Hellaro Corva black

+ Unknown group of % : R ) :
- (rjpr_m A turius Sector near the Neutral 7one.) The Romulan Empire does not respond to queries on the
S, ar L

* tovertly to ensure :
3 -by ion storms produced by the energetic Halkan sun, the Halkan system (especially within the

ty. Temporal or even dimensional rifts
quantum signature of

IR
ItS sur\.wal_
lanet) is an area of extraordinarily low subspace field densi

sonu B.C. M’dun
um fissures) may appear here without warning, or ion storms simply alter the

ebius-configuration

approximately 100 mil-
outh pole of the
almost a “brown
el XilI. Current
“holds that this anom-
by some unknown

Hehitign Penr_:.;j
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g Republic”

founded. . *
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sunspot activity on Rigel B. Fortunately, the anomaly lies well away from
heavily used routes in the Rigel system.

STARBASE 200 DereLICT

Starbase 200, abandoned in 2305 after a series of reactor, life-sup-
port, and other system failures, lies on the edge of a “shadow nebula”
composed of intensely luminous dekyon clouds and other, unknown
energies. Antimatter functions cluster at other probability nexi, making
warp travel and even ship's power unreliable throughout this ten or
twelve light-year span. Federation ships nearby have reported heavy
bursts of both chroniton and antichroniton energy from a point within the
shadow corresponding roughly to a small, rocky planet.

TYPHON EXPANSE LOOP

The temporal loop in the Typhon Expanse swallowed the U/5.5.
Bozeman in 2278, and nearly destroyed both it and the U.S.S. Enterprise-
D in 2368. Although the Enterprise-D freed both ships, the uncertain
conditions under which the Bozeman entered the loop in the first place
may make the Typhon Expanse a likely site for similar rifts in the future.
The espedially subtle nature of this particular loop would make it a partic-
ularly dangerous phenomenon, should it recur.

TEMPORAL FLUX

By inducing a state of temporal flux in a subject, it is possible to move
that subject through time. Like other methods of time travel, the temporal
flux must be precisely calibrated and controlled to send the subject to the
correct time, otherwise the subject is likely to shift through time at ran-
dom.

Temporal flux is generally the most difficult and dangerous form of
time travel, although artifacts like the Bajoran Orb of Time use it, leading
Federation scientists to speculate that it may be the most efficient means
of time travel, once the techniques to use it are fully understood. Even in
the 29th century it is clear that temporal flux is not the preferred mode of
time travel, since Federation timeships use temporal rift drives. Proper
use of temporal flux may be the domain of Tech Level Seven or Eight cul-
tures.

PSIONIC TIME TRAVEL

It is at least theoretically possible to manipulate chro._:
cles psionically, using them to create temporal rifts or ind
of temporal flux in order to travel through time. In fa

the means used by extremely advanced lifeforms such
manipulate time. It is equally possible that the Q are :
ing pocket universes or entire new timelines (such as
future” experienced by Captain Picard in 2370) rather t
in time at all. Although psionically gifted Federation spe
Vulcans have studied the concept of psionic time travel

real lifeforms.
One variant on psionic time travel is called “temporal p

tion.” It involves sending only the consciousness through ti
leaving the traveler's body (if any) behind. The Federatio
encountered cases of disembodied intelligences claiming

travel.
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THE GQUARDIAN OF FOREVER

The location of the artifact known as the Guardian of Forever is care-
fully classified by order of Starfleet Command and the Federation Council.

It is on a planet in Federation space containing the ruins of a civilization

that existed at least five billion years ago. Starfleet vessels carefully patrol

the region and keep other ships away from the planet, which is officially
quarantined by the Federation.

The Guardian itself is a rough-hewn torus of stonelike material
about three meters in diameter. It is completely impervious to all
known scanning techniques, and apparently invulnerable to harm. It is

also sentient, capable of communicating verbally, although its pro-

gramming is so advanced it is often difficult to understand. It willingly

answers questions, but often responds in riddles or apparent non-

sense. For example, when asked who created it, the Guardian

responds, “I am my own beginning and my own end.”

The Guardian is capable of creating portals into other:
request, and apparently does so for anyone who asks it. Th

used as a viewer to look into the past or future, or one ta‘_h
through it and enter that time period. The Guardian cn retu
after a predetermined time or event has passed, either in t'{_:c_g
own experience or the present time. As far as is known,":'tf}e\_-_:

serves only as a portal through time, not into’ parallel time_Eir{
dimensions. | ; |

The Federation considers even the existence of the Gu e
a secret. Scientists have studied it since its discovery in 226'?_;' but
proceeds slowly due to the Guardian's enigmatic nature and the
Federation’s extreme caution in dealing with it. Although the Gu dial
ents tremendous opportunities for historical research, it is conside

risky, for fear of inadvertently altering the past. The first time
was used, it resulted in the elimination of the Federation’s'en'

Only quick action by a few remaining Starfleet officers und_id'.

Meeting in secret session, the Federation Council banned all

fact except in cases of extreme emergency. Agen_fs of the Dep
Temporal Investigations are stationed on the Guardian's planet 1o
this directive is followed. Whether or not the DTI has used the
just such an "extreme emergéncy” remains unknown,
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OF TIme

'1he Bajoran wormho!e known to the Bajorans as the Prophets. All the orbs exhibit a transtemporal
hefr creators, who live outside imear time. The Orb of Time in partlcular shows connections to tem-

thy Qr’B_-_to time travel requires mental discipline and focus. The user need only visualize the desired
e-time and focus on the Orb, which projects a field of chroniton particles, causing the user (and any
er desired) to enter a state of temporal flux and shift through time. Like the other Orbs, the Orb of

15 o have its own particular awareness and functions at its own whim. Cardassian scientists studied the
but were unable to learn anything useful about it, much less make it function.

uses of the Orb do not necessarily have to be “moral” or "right” in a conventional sense. The
overnment returned the Orb of Time to the Bajoran people in 2373. On the trip back to Bajor Sector, for-
gent Ame Darvin used the Orb to take the U.S.S. Defiant back to the year 2268 so he could kill Captain
Darvin was apprehended and returned to 2373, The Orb remains in Bajoran custody.
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In Chapter One we discussed the existence, and possible alteration, of a single timeline.
There are also a potentially infinite number of other timelines, parallel to our own in six-
dimensional space-time. Each of these timelines is a separate universe with its own history.
Some parallels duplicate our own universe so closely it is nearly impaossible to tell them
apart. Others differ greatly in historical events: parallels where the Romulans conquered the

Vulcans, or the Vulcan culture of logic never developed; parallels where the Borg con-

quered and assimilated the whole of the galaxy; universes where the Federation and the
Klingon Empire fight wars lasting centuries. Some parallels may be so different from our
own that it is impossible to visit them, as their physical laws differ so much that humanoid
life cannot even exist there.

Compared to Federation knowledge of linear time, knowledge of parallel timelines ig
firly slim. 1t is far more difficult to “jump” from one timeline to another than it is to travel




ach timeline has its own quantum signature, a separate vibrational plane of existence. |
ologies can form a “bridge” from one parallel to another.
eline appears completely separate from all others; changes in one timeline do not affect others.

nge the history of one timeline without affecting other timelines. Theoretically, it may be possi-
melines so closely that they merge, becoming a single timeline. There is no means of testing this

—— SrT——

only a theory.

tion of whether or not it is possible to “create” a parallel timeline. Since parallels appear to
of the fifth and sixth dimensions of time, it is accurate to say that all potential timelines
ef:t new parallels are “created” at every possible quantum juncture, hence any choice can

e of a parallel. Thus, the question of whether or not one can be created “intentionally” is large-

ounds the Way, of
Kolinah®blending

the doctrines of

i 7 7 Marnrrdnnwnf
& Syec
he 331 End of the Last
Way with the deathy .

(its own unigue
nature,” a par-
measurable on

*Quadgant, the” e lifeforms, the
peshifters that ;

ost easily

qould become |
s level. A Moderate

ipment (Tricorder) test
an the quantum

, determining

ative to the time-
determine the

L
. knewn as the .

&

Founders of the” g
2 -

‘Dominjon flee big:

~otry and genocide to

)
S

L L T L DU DR L,

-+ STAR TRE

+ “THEEXPANDED UNI



abject’s timeline of origin only if the tricorder has a previous reading
of the same resonance signature; otherwise the character can deter-

mine only whether or not the object “belongs” in the current timeline.

It is impossible to alter or disguise an object’s quantum signature
using Level Six technology, although it may be possible for more
advanced cultures.

QUANTUM FLUX

Certain high-energy subspace phenomena can place an object in a
state of quantum flux, making it unable to remain fixed in a single time-
line. Objects in quantum flux shift between timelines based on the
frequency of the flux. Quantum flux permits travel between parallel time-
lines, a dangerous and difficult to control process. Extreme quantum flux
interferes with the operation of many forms of subspace technology,
including warp fields and transporters,

QUANTUM FISSURES

A quantum fissure is similar to a temporal rift (page T ]
extended dimension along the Y and Z axes of time. It is a fixe
space-time connecting multiple parallel timelines. Exposure
and other high-energy subspace interactions can place nearby
energy in a state of quantum flux. It can also cause a quantum
destabilize, breaking down the barriers between parallel timeli
allowing them to “spill over” into each other. The U/.S.S. Enter
encountered one such quantum fissure in 2370 between Forca
the Argus Array. A power surge on board the ship caused the fis
destabilize, allowing some 285,000 other parallel timelines to &
contact with our own. The crew used a broad-spectrum warp fie
the fissure safely.

QUANTUM SINGULARITIES

A quantum singularity is a point of incredibly den
the collapse of a neutron star, so powerful neither light no

series radioisotopes in Ch]e'ic Miles O'Brien aboé:rd Deep S
O'Brien to shift through ttme and allowmg him to prevent
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parallei timelines is accomplished using quantum flux, shifting an object’s flux to match the fre-

ed timeline. This is difficult since there is no known way of determining a parallel’s exact quantum
Therefore, all the timelines known to Federation science were first visited by accident.
difficult and dangerous business, since explorers have to go to the timeline having no
there. For this reason, Starfleet and the Federation Council consider the exploration of

“the Theorems of
Governance; Vulcan
unified.

_ A iority and quietly discourage the practice.
% eademy founded, et T @ risk to the explorers, there s also the possibility of attracting unwanted attention from other
“Mirror Universe”)

t-knows of at least one case where visitars from another timeline (the so-called

G -_personnel to advance their awn cause in their home timeline. Although a full-scale invasion from
nlikely, estimates of the danger can be based solely on the Federation’s present knowledge of

more (or at least differently) advanced society in another timeline may have the means of invading
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by accident in 2267, when crewmembers of the U.5.S. Enterprise
mpted to transport during an ion storm. A shift in the transporter's
vtum resonance oscillator caused the Enterprise crewmembers to

h places with their counterparts from a parallel timeline, who were
50 in the process of beaming up to their ship. Chief Engineer
nigomery Scott was able to reverse the transport process and return
one to their proper timelines.

Since then, the only intentional travel between parallel timelines

i to the Federation has taken place between our own and that time-
discovered by the Enterprise crew. Starfleet and Federation personnel
= encountered a number of other parallel timelines accidentally, via
izntum fissures and accidentally induced quantum flux. The quantum
atures of some of these timelines have been recorded, while at other
=5 circumstances prevented this. Theoretically, it is possible to visit

= known timelines again by modifying transporter systems, but

fleet regulations prohibit interdimensional travel without express per-
mssion from the Federation Council.

reating Alternate Timelines

Theoretically, every possible parallel timeline exists somewhere in
~cimensional space-time, waiting to be found. The vast majority of

1 parallels are probably incomprehensible or deadly to humanoid
Iifie. having diverged from our own history so long ago they no longer
fave even similar physical laws. You can consider such timelines effec-
Swely unreachable, although lifeforms from one of them might come to
ey a visit to our timeline, particularly if drawn by a sufficient quantum
disturbance.

Timelines useful in a Star Trek Roleplaying Game series generally
draw from some variation of known history, The easiest method is to
thoose a “nexus point,” a single event or series of events where the paral-
il's history diverges from known history. A quick read-through of the
- "Timeline” sidebar running through this book should yield plenty of possi-
e nexus points to split off into parallel timelines. If the history of the

Crewmembers' own timeline changes (through their own efforts or due to
. some other influence) you can use these guidelines to create an alternate

ameline to describe the results of the change.
Once you have a nexus point, ask yourself, “What if?" What if the
Romulans conquered the Vulcans during the first Romulan War? What if

your "What if?" statement and consider how the timeline migh
unfolded differently under those circumstances.
Generally speaking, the less “air time” you give your parall
the mare like the Crew's home timeline it should be. This saves
having to explain every single detail to the Crewmembers for a
they're visiting for only one episode. Take the Mirror Universe,
ple. For the most part it's the same as the Federation universe in
technology, aliens, and even individual people. The differences resi
mostly in the way people behave and in the political structures ai
alliances. The more divergent you make a parallel, the more wor
to be. :
Of course, that's not to say you can't send your Crew into
divergent parallel timeline, it just requires some additional prepai
You also don't have to detail every single facet of your new tim
unless you're planning on spending a large number of episo
Take the alternate timeline in the Star Trek: The Next Ge ;
“Yesterday's Enterprise,” for example. The loss of the Ehre{p_r
an alternate timeline where the Federation and the Klingon
at war. During the entire epi'éddé We saw noﬁia‘hets:‘gnq onl
Klingon ships. The scriptwriters didn't bother comingl_.up' with
histories for the various planets of the Federation, théy"ﬁ'n{y; fill
details relevant to the story. You can do the same with your gw

timelines.

FiXtNG AN ALTERED TIMELINE

One common time-travel story is repairing or undoing a ¢
the timeline that alters history. In most cases, the Crewmember
only ones capable of repairing the damage (which they may or
have caused in the first place). They are the only ones uri_éﬁé
change in the timeline, so they are the only ones who know thi
changed and how to change them back. The most commo
this is some proximity to the cause of the changﬁ. _

For example, in the Star Trek episode “City on the Edg
the landing.party remains near the Guardian of Forever wh "

inadvertently changes history in the 20th century, Their pro;

B
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mysterious artifact somehow protects
them, even though their ship vanishes
from orbit and the rest of the universe is
altered. Likewise, in Star Trek: First
Contact, the Enterprise-E is following in
the temporal wake of the Borg sphere
when it travels back in time. The
crewmembers have a brief moment
where they see the timeline change:
Earth is a Borg-controlled planet, inhab-
ited by billions of Borg. They are
unaffected because of their proximity to
the temporal vortex.

In some stories, the Crew may be
changed along with the rest of the time-
line. Such was the case in “Yesterday's

863" Kahless departs R . _ § Enterprise.” In this type of situation, the

from Qo'moS. S el : N y B Crew needs to find out the timeline has

: \ changed. Although the players know
things are different, their characters have
been altered along with everything else.
A character with special perceptions
such as the Temporal Sense skill (page

71) may be able to clue them in, or the

faund the fir

KlingorEmpire.

promised that hie

« Woulld onecday
{ E?tum_ -
935 Romular Civil War a traveler from the original timeline or an artifact that reveals what has happened.
nmembers know the prablem, they can attempt to deal with it. If the story calls for the Crew to
that's been done, the Narrator should provide a means of time travel or allow

" i : 9-;‘55 Romulan Senate %2 : , to undo the damage
ome options). The Crew can then go back and thwart whatever

¥
i if‘:’U“d@‘jF the - R : o with one (see Chapter One for s
.Ruzmllu!s A T o ig the first place.
he timeline occurred because of the Crewmembers' actions, they may have to get more creative
mage. For example, in the Star Trek: Deep Space Nine episode "Past Tense,” Commander

|« 945 Ucali invade and =
placed to the year 2024, accidentally caused the death of social reformer Gabriel Bell. Sisko

sconauger Tiburbn,
1 his role in history and was prepared to die in order to do so.

h a parallel timeline, as opposed to alterations to their own timeline, Crewmembers have more
on it comes to “fixing” a parallel's history. Do they obey the Tempofal Prime Directive and leave
el as they are, or do they take an active role in changing things in an effort to make them better?
s efforts to change the character of the Terran Empire in

960: Viral Image Wars +
Jevastate Caim soci-
et

1051: J’tedaran‘ttmc*ai
re not always successful; Captain Kirk

&
anly ended up weakening the Empire and allowing it to be conquered by the Klingon-Cardassian

RN CR)




Repairing damage to the timeline is also a common mission for
agents of the Department of Temporal Investigations. See Chapters Four
and Eight for more information.

Playing in PParallel Timelines

Parallel timelines offer plenty of opportunities for interesting Star Trek
Roleplaying Game episodes and series. Narrators can use alternates as an
occasional means of spicing up an ongoing series, or as the basis for an
entire series in and of themselves.

ALTERNATE TIMELINE EPISODES

The two most commeon types of alternate timeline episodes are the
“Altered History” episode and the "Alternate Timeline Visit" episode,
both of which have appeared several times in various Star Trek pro-
grams.

ALTERED HISTORY

In this type of episode something (or, more likely, someone) alters
known history, changing the existing timeline the Crewmembers are from
and possibly them along with it. The Crew's job is to figure out what's
been changed and how to restore the timeline to its original state. Many
episodes that appear to revolve around altered history are really time-trav-
el stories rather than altered history. For example, “City on the Edge of
Forever" is about an inadvertent change to history that wipes out the
Federation, but the majority of the story takes place in the 1930', rather
than in the altered timeline. Likewise, Sisko and Bashir's actions in “Past
Tense” lead to serious alterations in the timeline, but the story itself takes
place in the 21st century and is about the crewmembers’ efforts to undo
the damage they have done.

A true altered history story is the heart of "Yesterday's Enterprise.”
In this episode, an £nterprise from the past creates an alternate time-
line, complete with alternates for the various members of the
Enterprise-D crew, even to the point of bringing back Natasha Yar, who
had been killed in an earlier episode. The alternate crewmembers of the
Enterprise-D—familiar, yet slightly different from those we know-must
figure out what has happened and even sacrifice their lives to ensure

the timeline is restored to normal. In the same way, thé:'
starship Voyager goes through hell in the aptly named *
episodes, which end up undone when Voyager destroys tf
timeship. :

This highlights one of the advantages to altered history s
allow Narrators to tell stories that would otherwise have too-
impact on the series. In an altered history story, you can
characters, destroy the Federation, and wipe out whole plane
end, if all goes well, history is restored to normal, and non
events of the episode ever "really happened” except for you
players. You get all the fun without any of the mess to clean up
ward.

Altered history episodes provide an interesting change of
series, and offer opportunities to explore stories that might
be suitable for the regular series. When they're done, every
back to the way it was before.

ALTERNATE TIMELINE VISIT

The other common type of alternate timeline episode
Crew visiting a parallel universe outside their own, such a
“Mirror Umverse epnsodes of both Star Fek and Sfa e

a warp»malfunctlon mteracted with the Bajoran wormhole
other parallel timelines in a similar manner.

Once they've arrived, the crewmembers’ goals are usually
deal with any immediate problems in the alternate universe an
out a way to get back home. Key to doing both of these thiny
as much as possible about the alternate universe along the
vides oppartunities to showcase the differences between th
the Crew's home universe. Eventually, the Crewmembers __
means to get back home, usually by duplicating the conditic
brought them to the alternate universe in the first place. Th
not leave a lasting impression behind them.

An interesting variation on the alternate timeline visit is

alternate timeline come and visit the Crew. Pe_‘rhaps a warp |
accident sends people from an alternate timeline into ou

29
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igure out'what to do with these visitors until they can figure out a means of sending them

_bf_e_complicated when the yiSﬁbjS--don’t’%m-_to go back home (as in the Deep Space Nine

L i hich the mirror Ba{éi! does notw o leave). Perhaps they fled their own universe
erhaps someone followed them h_eré_ _tgj‘.brihg:_-tb m back or simply kill them. Things get even
jtors are duplicates of the Crew, or other p_édp!é they know. Imagine the Crewmembers
araflel duplicate of their worst enemy, who is a freedom fighter and social reformer in a parallel
y ignore a legitimate request for as {ance, or does the Prime Directive prevent them from

o
1954z Alari seduce:

Ll High Suzerain

ate timeline episode often involves creating duplicates of the Crew from that timeline, either for
_ 'n"g the episode or for the existing Crewmembers to meet. For the most part, this is a fairly easy
the players' character sheets and copy them, change a few minor details here and there, and voila,
Jel Crew.

sideration is how events in the new timeline affect the characters. Most alternate timeline stories
ajor events of the Crewmembers’ lives remain the same. For example, they are all still assigned
hen that's not entirely likely. In the Mirror Universe episodes of Star Trek: Deep Space Nine,
he major characters showed up on or around the mirror Terok Nor, although they were often
tounterparts in terms of personality and outlook. ;
Ip distinguish parallel characters. In “Mirror, Mirror” the mirror Mr. Spock has a sinister-look-
ror Sulu has a scar and wears a red shirt rather than a gold one. Players immediately

+ fs complete. i :
- X v Y s X
Unsatisied, he® . es, and they help make parallel characters seem more real.
mdves his aimies

& TIMELINE SERIES

G
" into thetlands
f i 5
. o beyond the Enessi
Un an entire series in an alternate timeline, if desired. Technically, every Star Trek game run
can be thought of as an “alternate universe” of the setting seen in the Star Trek programs and
al from Paramount Pictures and Last Unicorn Games closely, while others
unning an alternate universe frees the Narrator somewhat from having to following exist-

tly. You can always declare that in “your” Star Trek universe, things happened a bit

_Moqntains.: N

: Sk 5,
12613 Krotus unifies the

Fia"[hglasw .r_.I-a'ns and _source materl

L w0 nations and tums

“toward the Tharan

Mountains. .
ine series can be as similar to or as different from the established timeline as desired. It might

 that some new characters (the player characters) take important roles played by Kirk, Picard,
in the original Star Trek material. Or it might be as different as a universe where the United
ever even existed, and a Terran Alliance is working to forge a pact with the Romulan,
mpires against their mutual enemies, the Borg, before they can overrun the Alpha

1220; Romulan-Vulcan
3 4
wars bggin. All ife

on the planet god
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Sample Alternates

The following is just a small sample of the passible alternate timelines
“arrators can use in their own Star Trek games. Narrators can consult the
Timeline” chapter for additional ideas on nexus points they can twist into
ziternate timelines.

| THE MIRROR UNIVERSE

The first alternate timeline encountered by Starfleet was the so-called
“Mirror Universe.” Crewmembers from the U.S.S. Enterprise accidentally
ended up in the Mirror Universe in 2267, while beaming on board during
z fierce ion storm. Their duplicates from the Mirror Universe were simulta-
neously displaced into this universe.

The Enterprise crew found the Mirror Universe a brutally savage place,
dominated by the Terran Empire, an analog of the Federation. The Empire

ruled through fear and violence, and the crew of the £.5.5. (img

Ship) Enterprise advanced through deception and assassinati

Before returning to his own world, Captain Kirk planted
social reform with the Mirror Universe's Spock. Spock led a ref
ment in the Terran Empire, bringing about disarmament and s
change. Unfortunately, this only made the Terrans easy prey fo
Klingon-Cardassian Alliance, which quickly conguered the Tef_r
including Earth. Humans became a slave race of the Alliance,
work in mining facilities like Terok Ner in orbit around Bajor, a
member of the Alliance.

In 2370, over one hundred years after first contact with the |
Universe, personnel from Deep Space 9 accidentally ended up t
to a warp accident in the Bajoran wormhole. They likewise plai
seeds of social change, encouraging a rebellion among huma.n
Terok Nor. Starfleet officers from our universe have since inter
(mostly against their will) to assist the human rebellion in th
Universe. Individuals from the Mirror Universe have also visite
least three occasions. It remains to be seen if the rebellion é‘ga
Alliance will be ultimately successful, and what effects (if any) it wi
on contact between the two universes. (For more details 0
Universe, see Last Unicorn Games sourtebook Through AG
The Mirror Umverse) -y

BORG VICTORY

In-aur own timeline, the Borg invaded Federation spac;e
a singlé cube ship. The Borg cube devastated an allied Fede_ra

in stopping the Borg, who conquered Earth and assimilate
and technology. So began a systematic Borg assault on th

attacking and assimilating them in turn. Federation ships ani
proved useless against the Borg's superior technology. Altho
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dé’\.'eiofs warpdive,
Villcans begin, &+

obsey

erritory and contin-
 assimilated the
- discovery of the

:i_éso encouraged the Romulans to reveal the existence of the Taurhai Unity to the rest of the
g o petition the Taurhai for aid. (For more information on the Taurhai, see the Way of D'era
Unicorn Games)

ATION-KLINGON WAR

U.S.5. Enterprise-C fought four Romulan warbirds attacking the Klingon outpost Narendra I
terprise-C was heavily outmatched and did not prevent the destruction of the outpost, the
a strong impression on the Klingon Empire.
 Enterprise-C seemingly fled from the assault of the Romulans and abandoned the Klingons to
nt was barely noticed by the Klingon Empire, and then only to accuse the Federation of
ttack. Diplomatic relations between the Federation and the Klingon Empire continued to weaken,
not long after the Narendra [1l incident. Many Federation allies sat out the war, feeling that there

eet has fought a steadily losing and defensive battle against the fierce and savage Klingon
¢ deep into Federation territory, rapidly conquering or decimating many Federation colonies




i outer worlds before Starfleet could rally for a counteroffensive.
gh Starfleet crews fought bravely against the Klingons, they were no
for their enemies’ superior numbers and warships. The Federation
lost more than half of Starfleet’s vessels and personnel to the war in
past twenty years. Even the new Sovereign- and Defiant-class battle-
s are unable to turn the tide. Starfleet Command believes defeat is
Jmzvitable within six to ten months.
Although the Federation has made overtures of an alliance to the
mulan Empire, there has been no response. The Romulans, in fact,
i=main embrailed in their own conflict with the Taurhai Unity, which is
ng badly for the Empire. Some elements of the Romulan Senate favor
zlliance with the Federation, but opponents of the propasal point to
problems of fighting a two-front war against a pair of powerful adver-

€ TWIN EMPIRES

| em from their system altogether. The Vulcans did not learn until much
Lhzr that the attacking fleet was made up of Romulans, a faction of

In this timeline, the first Romulan-Vulcan war resulted in victary for

. e Romulans, who retook their homeworld and instituted a new military-

- moatrolled government there. When the wormhole connecting the Vulcan

. @nd Romulan star systems closed, the Romulans already held Vulcan in a

- ght grip. The Vulcans opposed the Romulans through passive resistance,
which failed to move the conquerors. The teachings of Surak were out-
lmwed, and its followers were forced underground. Over time, Yulcan

| culture became more and more Romulan in character, reverting back to
15 warrior roots, but more unified than before.

- Cut off from contact with Romulus because of the lack of warp tech-

. mology and subspace radio, Vulcan continued on its own for centuries.
ihen they developed warp drive, the Vulcans (who no longer called
Themselves Romulans) began to expand out into space. They conquered
several nearby star systems and sent envoys to make contact with their

~ zousins on Romulus, At first, the future of the Vulcan race looked bright,

- bt trouble quickly developed.

Both Vulcan and Romulus considered themselves !
new empire, based on the Way of D'era. The Romulans
were the true inheritors of the Way, since it was their ar
first left Vulcan. The Vulcans believed they, as the homew
that position. Political tensions quickly gave way to war bety
two powers.

In the meanwhile, a Vulcan scout vessel encountered a w
ture in the Sol system and made first contact with Earth, Vu
easily conquered the war-torn Earth, followed not long there:
Centauri, itself recovering from a deadly plague. The Vulcan
alliance with the warlike Andorians, bringing them into thje'Em
allies against the Romulans. The Romulans, in turn, have mad
to the Klingon Empire and established a shaky alliance with‘_fh
military commanders like Sarek won brilliant victories over
Empire before the Romulans developed dloaking technology.
two powers to declare a truce and create the Vulcan Ne'utr'é.t'
between them. Now twin empires sit on either side of the '
watching each other as they rebuild their fleets. '

KEELER LIVES!

Rather than die ipa m'i?:‘a:ﬁ'ingless traffic a_EEii:jen'ﬁ_,EdEt

vived to foUnd;._a"w'idespl"ead movement devated to:peace,;
social reform: P.rel_siﬁdeht Roosevelt appointed Keeler Secréta
1937, and-herinfluence and. that of her "rn'dvemen_t preventec
States __fmm_ entering World War L. Hitler's s_ciem'iéts-_had-_t
jets, rockets, and the atomic bomb, using these super\._iuréé__,
off Russia and Britain. By the time America awakened to its d
too late, and Germany won the Third World War in 1993, dest
United States in a rain of atomic fire.
After a brief struggle against the “genetic supermen”
Japanese Empire, the Third Reich ruled the world. Nazi int
only grew as probes detected signals from other planet
ical General Griin, humans conquered Alpha Centau usi
and ecological warfare to dijsrupt that scarred world's deli
Blending Centauran and human technology gave the Nazis thi
inventing the warp drive, and the Erdenreich struck hard
Capella, Tau Ceti, and other'{"primitivefworlds, bjﬁ]lding an
human anpire. In 2084, hurman ships entered the Andor.




inch a warp vessel of

e " ( Nazi death camps,
1522 Rise of the Veg : : aria. and other

Tyranny.
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+ Tirme discovered in'
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1597: On Aindor the | id ew allies, eagerly assisting their ravenous expansion into Allied space. By 2220, Earth, Romulus,
! oftb ks jon YnoS have joined in an Interstellar Axis surrounding the beleaguered Alliance. Although the Axis is dis-
ik against the Cardassian Union and another grinding guerrilla conflict on Bajor, its edge in ships and

* ¥ Tharan Civil Wa ; ; . - ; -
i ,r S hittles away at the technically superior Allied fleets despite the addition of Tellar and Bolarus IX to the
‘and Andoria’s Age

e

o de of freedom.
i - of Coordinator Sarek has kept the Alliance free and fighting against overwhelming odds, but the
Sl ) i sman suffers increasingly from Bendii Syndrome. Unless the Alliance can find a miracle, free-

i Axanas
: ross the quadrant.

e e '. up of genetically enhanced humans seized control of the governments of some forty nations on
1678: Aridorian leadef » start of the Eugenics Wars, which lasted until 1996 and ended with the overthrow of the tyrant
Lor'Vela, at age 44, :
- kils her mother : & ez . . . ) e i
s the Eugenics Wars ended differently, with the genetic supermen still in positions of power around
oonien Singh, established as the supreme ruler of most of Asia. The order imposed by
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dis-

the

genetic overlords created a caste system, where the genetically
c=d rule over the "normal” masses. Khan was elected Supreme
cellor of Earth a few years later.

The new United Farth avoided the chaos of World War Il and devel-
¢ warp-dnive technology in 2032. Humans made first contact with the
wid inhabitants of the Alpha Centauri system the following year.
Centauri gratefully accepted advanced human medical and genetic
‘ogy to assist in the eradication of a deadly plague on their planet.
izlly, the rule of genetic supremacy spread to Alpha Centauri as

. following a short, one-sided war. Earth began a long period of explo-
and calonization, using genetic engineering to create “superior”

'5 1o govern and adapting human colonists to a myriad of different
ments, permitting the settlement of Mars in the mid-21st century,
i with many other planets.

In 2067, at the age of 100, Khan Noonien Singh declared himself

of the Terran Empire, which spanned some twenty worlds near Earth
Alpha Centauri. The Empire's vessels continued outward into space.
encountered the fierce Andorians, who agreed to join the Empire
became renowned as soldiers, The Tellarites were pressed into join-
the Empire as well, although they became a second-class race, valued
for their technical skills.

First contact between Terran explorers and Vulcan resulted in the first
that refuses to join the Empire. Khan immediately declared war on

& Wulcans, and a Terran fleet invaded the system. The Vulcans fought

- and hard, but the Empire's superior numbers, their enhanced sol-

. 2nd the brilliant tactical minds of Khan and his genetic brethren
watched them, Vulcan was decimated, and the Vulcans became a

= race of the Empire, which uses them to perform genetic experiments
| further enhance the human genome.

ENTERPRISE INCIDENT

In 2268, the U.5.S. Enterprise, commanded by Captain James Kirk,
mssed the Romulan Neutral Zone and was captured by three Romulan
@t cruisers. The Romulans took Kirk and his first officer Commander
mock into custody and accused them of espionage. After their executions,
e Enterprise was seized and taken to Romulus. Federation protests fell
 deaf ears in the Romulan Senate, and the Romulans produced several
“monfessions” from Kirk and his crew that they were on a mission of espi-
‘zmage in direct violation of the Federation's treaty with the Romulan

A

Empire. Not long thereafter, the Romulan Senate declare
and void, and the Romulan-Klingon Alliance launched its
Federation space. :

Federation Starfleet fought bravely for more than twenty
2293, the Federation Council was forced to surrender. Repre
the Federation met with Romulan and Klingon ambassadors
to discuss the terms of surrender. Romulan Senator Pardek |
mer out an agreement which abolished Starfleet and pEace'df
worlds under the protection of the Romulan Star Navy. \_fa‘riii
and colonies were ceded to the Klingon Empire, although m
felt the Romulans gained far more than they.

Over the years of joint Romulan-Klingon rule of the Federatic
strong underground movement developed. Calling themselv
Maquis, they sought liberation and the restoration of the UF
Romulan Tal Shiar ruthlessly hunts down suspected Maquis |
although they have not yet captured the rebellion’s more famor
alities, like Jean-Luc Picard, Tuvok of Yulcan, or Chakotay o

Recently, relations between the Romulans and the Klit
en to an alltime low. The Romulans secretly plan an inv
Klingon Empire. Members of the Maquis have caught Wl

and hope to bring them to the attention of the Klingo
hopes that Chancellor Worf will end the alliance with th
help in the restaration of the Federation,

NO SPOCK

A Kaylar battleaxe is a heartbeat faster, and Starfleet
most promising officers. In this timeline Lt. Spock dies on_}{igél
2254 with Captain Pike's yeoman and two other crew membe
Spock’s decision to join Starfleet, in defiance of Vulcan traditi
remained uninvolved in Starfleet matters. An Andorian name
became First Officer of the U/5.5. Enterprise under Captain
Although he served admirably, Commander Thaalen maintai
martial posture than Spack, leading to the failure of somef
sions (notably a failed first contact with the Horta of Janus
killed by Starfleet security officers before comrﬁunicatio'n C
lished). 3

The most significant change happened in_2293, when
moon Praxis exploded, causing severe damage to Qo'n‘oS"
efforts toward a peace initiative with the Klingons were thy
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des (including:Captain Thaalen, now commander of the Excelsior). The deaths of Klingon
d Admiral James Kirk led to war between the Federation and the Klingon Empire. After some
: : : e Klingon Empire, battered and exhausted, agreed to a peace treaty, signed on Khitomer.

i Bentn . 4th century, relations between the Federation and the Klingon Empire remain tense, much as they
e o 231d.century. It is not until the Dominion War that the Empire begins to ally with the Federation.
the Taurhai Unity. : ; 3
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To investigate fully the history of time travel in the Star Trek universe, we would have to
start more than fifteen billion years in the past, with visits that renegade members of the Q

| Centinuum made to the infinitesimal moment after the Big Bang itself. But to do such a
| thing would require a massive tome with little space left for game information. (We've pro-
.\ wded the next best thing in the timeline that runs throughout this book.) We will therefore

==t not with the earliest time visited, but rather with the first known human time travelers:
“aptain James Kirk and the crew of the U.S.S. Enterprise.

. The First Travels

Following a brief shift backward in time at Psi2000 in 2266 (see page 10), a near miss
with a black hole the following year sent the Enterprise back in time nearly three hundred
wears, to a point in mid-luly of 1969. While in 1969, the Enterprise’s crew nearly created a
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iy inadvertently abducting an officer of the old United States Air Force. The crew of the Enterprise was

 Preservers i A Enterprise were shielded from this effect, however, and traveled back in time to repair damage
visit Earth and trans- ; line. Their actions in the past restored the Federation, the Enterprise, and their familiar history. ;

recordings on the black hole reached the Fleet Admiral's desk than a second report, even more
by coded subspace transmission. Starships had traveled near strange anomalies in deep space for
ears, since the days of the UL.5.5. Daedalus and its class. None had returned with concrete evidence

the Thie noved through time, and here Enterprise’s crew had time-traveled twice in a year? Such a thing was

- Raends e d, and dangerous. According to Kirk's logs, the Federation itself had ceased to exist after Dr. Leonard
Creat Migration: pert : ; ]
j bt sed the Guardian of Forever. |
187: Constitution of

Wewaee MPORAL PRIME DIRECTIVE

America drafted ol SR . . . - ’
R , potentially, the greatest threat in Starfleet's experience. In 2268, Fleet Admiral Davis Fisher introduced

oral Prime Directive to a meeting of Starfleet Command. After a few days of heated argument, it was accept-
al Order 157, including the following text: “No member of Starfleet will interfere with the natural

istory in past eras, or allow such interference to take place by action or inaction. Starfleet officers shall
pecessary precautions to minimize any participation in historical events.” The new regulation was a source of
at Starfleet Command for years to come, however. Flag officers did not know for certain whether to

irective to the fleet at large; a rather large contingent was sure that releasing the Directive would prompt
to waste time searching for ways to travel into the past.

he fears mentioned

leet captains reacted with e i
' forethought when SEVENTEEN SEPARATE VIOLATIONS

« % capstle; laying the
Joundation for the X mand finally published According to the DT files, 1ames T Kmk

sleepr ship” pro-* * ] 16 next year. Before ble for seventeen vralatlons of the Tel
into full effect in early
e Council was able to
ervation missions
little-understood peri-
st, and to observe
earing on fractals and

e Enterprise’s mission
ich Captain Kirk uncov-
ce of the secretive
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tening emergencies, or from accidental exposure to temporal rifts
sme-travel artifacts such as the atavachron on Sarpeidon.

THE BOUNTY AND THE NEXUS

A prime case of the former was the Probe Incursion of 2286, wherein
@ hugely powerful interstellar probe drove toward Earth, the heart of the
| Federation, in what seemed to be a pointless swath of destruction.
“arfleet Captain Spock correctly deduced the probe’s motivation, and

“%smiral Kirk and the surviving crew of the Enterprise took a captured
{ingon vessel they had rechristened the Bounty back roughly three hun-
dred years to rescue a pair of humpback whales in order to communicate
with the probe. Kirk freed the whales into Earth's waters, and the probe

&t harmlessly. The Bounty also carried Dr. Gillizn Taylor, the first
anzchronism brought to the 23rd century from a past time. Taylor later

Wars.

Poetically, it was a temporal phenomenon—an anomaly kn
Nexus—that killed Captain James Kirk in 2293; in response, Sta
Command fitted a few small, older science vessels with tachy_o_
and chroniton particle sensors in the hopes of identifying and
such anomalies. Some of these science vessels would later bEt
ficially associated with DTI. However, since most temporal an’b'
restricted to a relatively small part of the space-time continuum
say they are small and short-lived), most remained (and reméiﬂ)
covered.

THE DARVASH CRISIS

petitioned the Federation for membership;. Captain Dere_lﬁ Fi
crew were at Theta Eridani'V to begin those n"eg'otiati_ons_. F

and anothe_r'specjés native to Theta Eridani V, the Talokar H
Neither Starfleet Command nor the crew of the Chesapeakerh

team was-startled to find the Darvash suppressing a Talok
Neither of the Eridani races had transporter technology, arjdbd{ !
were stunned when Fisk's team beamed in. Driven to frenzy, the
attacked the away team with their relatively primitive weapons. ¢
Fisk and seven others in the away team were killed, while the fou
vivors beamed back to the Chesapeake in bad shape, reporti
several of the attackers were killed during the confrontatio
Overwhelmed by these events, Lieutenant Niles took ¢
the worst possible course of action. Having read Starfleet lo
voyages back in time, she directed her crew to i:élunge the
into a near death-dive at Theta Eridani at maximum attainab
and the Chesapeake returned to Theta Eridani V a few wee:'_
confrontation that had led to Captain Fisk's death. Records
this point, but it appears that Niles was able to divert the Ch
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few days by'sending a falsified distress call out, masquerading as a disabled freighter in Theta
. Orice the Chesapeake had left her original route, Niles was satisfied that Captain Fisk would not
ederanon personnel could approach the crisis befween the Talokar Hunters and the Darvash sensi-
£ e _ard n time, incorrectly expecting to be swept into the revised future. Of course, Niles' starship
Wars results in A o olind Theta Eridani V with a duplicate—the diverted Chesapeake—just making its way toward the
tarign world e sween the locals hadn't killed Fisk, since he wasn't there, but it did seem to be intensifying into
ce. Convinced she had to stop the conflict before the natives destroyed each other, Niles took
planet’s surface in a shuttle, roughly ten hours before the “real” Chesapeake was due to
o meet with both sides of the war in an attempt to convince them to put down their arms and
th Fisk and his crew.
shuttle put down near a large Talokar Hunter encampment, a group of the Hunters, armed only with
es and crude electronics, ambushed and killed Niles and her away team and were able to return
eake and trick their way aboard. With the starship’s command structure in shambles and the
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s morale at an all-time low, the Talokar Hunters used the
hesapeake 1o attack several key Darvash locations from orbit. This led to
nuclear holocaust Niles had feared and, when the “real” Chesapeake
4 at Theta Eridani V, it was forced to engage and destroy its time-
=iing duplicate.

¢ Department of Temporal
vestigations

| The aftermath of this destruction included several things, not the
of which was a decade of therapy for the innocent “past”
enant Tessa Niles on the diverted Chesapeake. Far more important,
, was the creation of the Federation Department of Temporal
gations, a civilian bureau charged with maintaining the cansistency
= temporal continuum. (See Chapter Five, “The DTI," on pages 47-

48 for more information.) DTI would have the authority:
time-travel events and, where necessary, bring charge .gl

or Starfleet personnel whao violated Regulation 157, the T P
Directive.

EARLY YEARS

In its first definitive action, DTI decided conclusively that
poral intervention in the matter of Theta Eridani V would only
the problem, and in accordance with the Temporal Prime Dir
ed to leave bad enough alone. It also recommended that the D
Crisis be added to the curriculum at Starfleet Academy.

DTI went through numerous directors in its first sixty yea
is agreed that its second director, the Vulcan Imok, had the greate
ence on its development and direction. Imok applied Surak’s_'j
principles to the moral and ethical problems of time travel; un
direction, DTI extended and refined the Temporal Prime
sensible limits. Throughout this time, starship captains used
to deal with simple, localized temporal anomalies withou
DT1 did, and still does, analyze ships' logs and formal rep
and periodically issues warnmgs about recurrmg phena ;
Nexus.

THE NLEXT CRISES

1gnor|ng occasmnaI colhsnons with causal Ioop events
strings, the Federation faced a number of time-travel dilemm
terlesdunng the early 24th century, with causes lying in the pa
present, and the future. Among the many DTl cases, the thrée follo
stand out as typical and important.

THE IABBO INCURSION

Following exposure to mutagenic dekyon rays, the 20
Betazoid Maltanar labbo gained the ability to project his cor

into his own "future self” and, as his power increased, even
descendants’ minds. He was always able to return to his ow
22nd ceptury, and the Betazoid historical record shows that 2
several fortuitous investments and political moves using inf
gained in these psychic jumps. labbo's family on Betazed
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8, when hesarrived in his great-granddaughter llyana's psyche. However, due to interference

né'rafi'on'transwdrp drive prototype being tested in the Betazed system as he arrived, Maltanar

return to 2189 and his own mind. Psychic interference caused by the conjoining of two minds

i : ither ane could stand drove Maltanar/llyana to madness. They went on a brief crime spree across
colonists die of sar- S5 the system in hope of hijacking a starship capable of returning to the 22nd century. Betazoid

'_ vation. this time, and Agent Anatoli Krakauer tracked the labbos to Alpha Cygni IV, where he was able
x Wars &rup : nison the Maltanar/llyana joint being. llyana's physical body died despite two years of intense

: . lan and Betazed; both her mind and Maltanar's had succumbed to madness long before. DTI

sending agents to

to undo Maltanar’s

ould further damage

;&ecid'ed not to tinker
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e Although they could find no sign that she was lying, they
==d no way to stop further cascades. Certainly if she were to
mithin the previous few decades, DTI would be able to find a
in the historical files at Memory Alpha, but the only thing to
a few vague comments about a miraculous female visitor
D captains during the days of the Daedalus, warning of

the future,

ANDORIAN AFFAIR

t Wvannis played an important role in the Federation's next tem-
-she had the good fortune to be aboard the Federation science
. Thorne near the Vulcan homeworld in 2332 when a
mzrdird dropped into that sun’s gravity well and vanished from
¢ day. The Thorne’s crew immediately began receiving transmis-
ve Vulcan, as well as the Andorians’ native tongue; to the
=7's shack, the Vulcans and Andorians seemed to be at war.
'  heritage telling her instinctively that time had come unstuck,
asked Samok, the Thorne's captain, to take the ship back in time.
ok balked, citing the Temporal Prime Directive, Wyannis point-
bt = far as could be told there was no Temparal Prime Directive;
far as could be told, the Thorne was all that remained of the
1 Finding herself to be effectively the Director of DTI, Wyannis
ok permission to travel back in time.
s science staff discovered that the Thome remained within the
I mzke of the warbird; with little time to spare, the starship set off
# past to stop the Romulans. The U.S.S. Thorne emerged almost
n the past. There was no sign of the warbird; the Thorme’s crew
'y assumed that it had cloaked or warped out of the system.
noling of the sensors led Captain Sarnok's crew to discover that
thrd was not cloaked, but had warped out, on a heading that
= 110 Andoria. The Thorne pursued at maximum warp while
16 consulted the ship's historical database for precise information
mis time period.
4w cays of pursuit and stealthy investigation led the crew of the
' realize that the warbird had brought warp technology to
well before the Andorians would develop it on their own. At this
| Te Thorne's crew was startled to discover another time-lost ship in
en orbit around one of the gas giants on the outskirts of Andoria’s

star system. That ship seemed to recognize that the Thorm
another time as well, and after some voice messages in th
guage, the two crews met on an inhabitable moon. Sarnok an
were startled to see that the other crew was Romulan. That shi
Z'rok—had come from roughly one hundred years in this time__ﬁ
and its crew described a brutal series of wars of conquest, in W
Andorians had rapidly expanded throughout the Alpha and Bet
Quadrants, enslaving all who stood in their way. The Romulafl_$
conquered years earlier, but the Z'rok’s crew was part of a resi:
movement that had gone back in time to kill the Andorian res
who had developed warp drive. '
When the Zrok’s crew learned that the Andorians had gained
technology from their own people they became enraged and m
set out in pursuit of the warbird. This left the Thorne’s crew to.
warp-drive data from the surface of Andoria itself. The Zrok wa
how able to contact the warbird and convince its crew to leave th
humans and Vulcans to their own devices, and the Thorne’s
the help of jury-rigged gene-masking technology, was able t¢
to Andoria covertly and destroy the warp-drive data. The 7
returned to the present day, to find that reality as we know
returned.

THe ROMULAN RAPPROCHEMENT

Within a few weeks of this even.t, a cell of the Tal Shiar:
DTI quietly, well outside of the normal diplomatic channels.

they called "The Andorian Affair” The Romulans, it turned out
directive in place similar to the Temporal Prime Direct‘ivé;- b
Romulan directive was more specific than the Federation ve,
Romulan Temporal Analysis Group didn't see any harm m
time to interfere with other races" histories, as long as the R
were unharmed. The Andorian Affair had made it clear to t
Analysis Croyp that altering history could have unforesee;

the galaxy.
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oral rift near
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d to 2366 and
alternate future in
and Klingon Empire were locked in a cataclysmic death struggle (see “The Federation-Klingon
ction by Captain Picard of the alternate Enterprise-D (whose El-Aurian friend and passenger
ift) returned the timeline to normal, except for one detail. Lieutenant Natasha Yar of the alter-
ed the crew of the Enterprise-C in a trip back to the Narendra Il battle in 2344, The Romulans
ar in the battles aftermath. Inconclusive reports indicate that TAG may have interrogated this
tYar upon her arrival at Romulus; she likely died in Romulan custody in 2343,

AND RECONNAISSANCE

icard's logs, DTI began research into a subspace sensor to detect timeline shifts, to allow for
tion in the wake of a Temporal Prime Directive violation or other transtemporal eventuality.



£l-Aurians and the space-time continuum. Eventually, Centauran
researcher Tosonal Undavra recreated a cybernetic equivalent of the El-

L Aurians sense of place and time; by 2368, DT! began production on such
technological space-time anomaly detectors, the largest of which was to
be the Space-time Anomaly Detection Array (SADA), orbiting a stable red
cwarf code-named Cassandra (see page 56).

b Around the same time that DTI deployed SADA, Starfleet historians

| got a special treat, in the form of the 23rd-century starship (5.5,

. Sozeman and its crew. The Bozeman, a Soyuz-class vessel under Captain
. Morgan Bateman, had run into a temporal loop some eighty years earlier
\ 2nd had finally emerged into modern reality. After returning to a nearby
siarbase with the Enterprise, the Bozeman’s crew went through debriefing

¢ @nd a few months of R&R leave. The bored crew soon reunited for a
I metumn to active duty aboard the Bozeman, refitted and serving with dis-

inction to this day.

[RETURN OF THE WHITE THENDRA

In 2369, the crew of the Federation Science vessel {15

tioned DTI for permission to retumn to the past to harvest D

from extinct organisms. The Crick’s commanding officer, Ca
Gwendolyn Schmidt, put forth a persuasive argument that s

could be done without:harm to the timeline; plants:alnd"" .
transported to a starship and either have waste cells 'ex'frf&;ﬁfed
or, if they were simple enough, be channeled over to the éhig
and rec_rea_ted that way. In either event, the organism could

its precise location in less than five seconds. Such a genetic _.retﬁr
serve-to diversify depleted ecosystems throughout the galaxy, as

provide a hedge against events such as the Probe incident of 22

DTl leadership resisted Schmidt's proposal at first, calling:
step on a slippery slope into violating the Temporal Prime D_if
Eventually, however, the crew of the Crick drafted a detailé'_d_'pr
line with a second-by-second (in some cases) schedule, a_é we
number of emergency measures to be taken in the event of
temporal disturbance. Schmidt also pulled in some contacts o
Federation Science Council and drafted a number of white pa

Uncertainty Principle and its effects over the long run. Eventug

received permission to go back in time and “rescue” the DNA
Centauran white thendra, a wormlike bird that proved vulng
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. The Department of
. Temporal Investigations

The Federation Department of Temporal Investigations (DTI) is an apparently humble
| arganization with an awesome responsibility. Technically part of the Federation Science
Council, DTL s a civilian organization entrusted with the monitoring and protection of the
| Bmeline against invasion and tampering. It has the most advanced technology in the
Federation at its disposal, and wide-reaching authority to protect the existence of the United
"ji' Federation of Planets and “established” history in any way possible. What it never has, and
| perhaps never can, is enough resources to patrol all of time. Thus, it depends even more

istory

Shortly after the Federation first encountered positive proof of the existence of time
in the 23rd century, it appointed an organization to study the possible effects time
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timeline::DTI began as the Chronal Assessment Committee (CAC) of the Federation Science
to study thedries of time travel and their possible consequences and report its findings to the
AC worked closely with the Anomalous Physics Group (APG) of the Science Council in develop-
; 2| technologies for Federation use. After the Darvash Crisis of 2298 (see page 39), the Council
i e Temporal Physics Subgroup of the APG into DTI.

1986: Dr. Jules Nichols g me m 'rel and more practical, DT!'s responsibilities expanded to include monitoring the time-

' tampering or unauthorized trips through time that might impact on the present. Agents of
dent scientists on Federation worlds conducting time-travel experiments. Those experiments
 the stability of the continuum were discontinued, while others were brought under the aegis
'jv__éﬁ _additign_: resources. The strict regulations of DTI were one of the factors that led scientist
i Earth for.Vandor v, where he could continue his unorthodox experiments involving time and

i _t_he-:ﬁep'artment of Temporal Investigations serves as a regulatory body controlling all time-
technology in the Federation. DTI field agents investigate all reports of temporal anomalies, rifts,
na. They also investigate the reports of Starfleet officers and other Federation personnel involved
< of any kind, to determine any possible damage to the timeline and how (or if) it can be
10 the general public, DTI also sends field agents into the past to investigate temporal anomalies
n historical events from being altered by any outside agency, including accidental changes
_ : ment is in fact responsible for the security of the entire history of the universe, or at least
_ 6 probe ; affect the Federation as a whole.
launched f#m Eaffh. . . Tiwill develop into a larger and even more comprehensive agency as time-travel technology con-
Fzmﬂ-irl:; : : ters with time travelers from the future suggest that DTI may be an early “ancestor” of the
* launches the Nomad e : Fe mefleet, possibly an “offspring” of Starfleet and DTI, with combined responsibilities in both
probe frofm Eagh. - 9).

Volcanic eruptians. b ' timent of Temporal Investigations is organized as a department of the Federation Science Council, at
2009; :L'il&ist_upl'nelf. miss i cial 1¢ rds. In truth, DTl works well outside the narmal Science Council purview, in liaison with
sion 1o Satut, G ipianetary governments, The Federation Council considers the protection of the timeline a mat-
. %2024 ITh'e Bell Riots : e, so they give DT1 all the latitude possible to do its job.
wrack+the Uni
States on Earth, i
2035: Tellarite Space
'Elevatgr compléted. 3 ur assistant directars, who report to the Chief Science Advisor, the Starfleet Chief-in-Command,
' of the Federation, head the Department. The current director of DTl is Reginald Hartwell, a human
ator. Hartwell runs the Department with a crisp efficiency, but allows his agents enough leeway
ons without excessive red tape tying their hands.
field agent for DTI himself and understands the challenges agents face in the field first-

' 2041: First Romutan-
' particular mission where he traveled through the Guardian of Forever to stop a Romulan

Klingon War begins,




m zltering the out-
f the Earth-Romulan
: rtunately, he is the
sson who even
rs the mission, and
=nce of the
of Forever is kept
om all but the direc-
¢ assistant directors

Wl Hartwell refers to his

25 “the secret heroes

Federation.” He's well

of the fact that
garners the fame

ation of the
n's populace, and he
I he prefers it that way. “We simply couldn't do our jobs if everyone
' gzlaxy was looking over our shoulders every moment.”
ell lives in his native London, not far from DT headquarters. An
tant workaholic, Hartwell remains a bachelor at the age of 52,
! s2h he does have a healthy interest in companianship. His neatly
dark hair and mustache are always in perfect order, and his
is always neat and presentable. Agents say Director Hartwell
weather a complete collapse of space-time and still somehow man-

§ 5 keep his uniform crisp and spotless.

i aLD HartweLL, Director, DTI
| Attributes
I Fitness 2
Vitality +2
Coordination 3
Intellect 4
Logic +1
Presence 4
Willpower +1
Psi0
Skills
Administration (Civilian) 4 (5)
Athletics (Climbing) 2 (3)
Charm (Influence) 2 (3)

Command (Leadership) 3 (4)
Computer (Programming) 3 (4)
Culture (Federation) 3 (4)
(Human) (4)
Diplomacy (Federation Council) 2 (4)
Disguise 2
Dodge 3
Energy Weapon (Phaser) 2 (4)
Espionage (Temporal) 2 (5)
First Aid 2
Histary (Earth) 3 (5)
(Federation) (6)
Languages
Federation Standard 4
Romulan 2
Vulcan 3
Law (Federation) 1 (3)
(DTI Regulations) (5)
Personal Equipment (Temporal Tricorder) 2 (4)
Persuasion (Debate) 2 (3)
Physical Sciences (Temporal Physics). 1 (4)
Planetside Surviv’ak(ﬁrﬁénj:z e MR
Projectile Weépo_n, (Gunpowder Pistol) 1 (3) :
Search2 " ' e
Sh_ipﬁ'oa_rd Systems (_S_Len'so'r:s) ] ('2')' ¥ oy,
S_o;'cia_]_ Sciences (Sociology) 2 (3) .
Strategic Operations (Temporal) 2 (4)
'-Streétwise (Romulan-occupied Planets) 2 (3)
Unarmed Combat (Judo) 2 (3)
Vehicle Operation (Aircar) 2 (3)
World Knowledge (Earth) 3 (4)
Advantages/Disadvantages
Bold, Eidetic Memory, Promotion (Head of DTI)
Code of Honor (Temporal Prime Directive), Obsessi
Tendencies (Workaholic) :
Courage 9
Renown 18 :
Aggression 0 Discipline 6 Skill 5
Initiative 5 Openness 2 . ;




*loses U'S, presiden- te

- tiak election, Earth, o oU s headquarters appears quite humble, a Victorian-era mock-Tudor building in London’s
oo has been heavily renovated with 24th-century building materials but retains its quaint histori-
"_t’ne:héadquarters is one hundred percent modern, with its own dedicated building computer the
d on board a Starfleet vessel. Computer control surfaces are found throughout the building, keyed

jepround levels of the building are the Department's public offices, where support staff and person-
on Science Council work, prepare reports, and handle other routine operations. The real work of
headquarters' ten underground levels, cut deep into the bedrock using phaser torches and
ilding techniques. These levels are restricted to only DTI personnel and others cleared by the
il or Starfleet Command.
pund levels hold the building's primary and secondary fusion reactors (located on the lowermost lev-
-omputer core and back-up systems, and offices for DTI personnel, including the Director’s office. The

; 2T Sl alst xtensive laboratory facilities for studying and testing different temporal theories, its own trans-
Earth _1c:undin_g the : : ) ) )
Eastern Coalition', ing some highly experimental subspace and quantum tunneling transporter tec‘hnoiogy), ‘

e s in training and historical modeling), and a massive historical database compiled by the finest
2063z,5evak initigtes i . .
tion, much of it from first-hand observation.

intains branch offices on the core worlds of the Federation, such as Vulcan, Andoria, Tellar, Bolarus IX,
ost of these facilities are small, nondescript, and as well equipped as a small starship in terms

sear. Field agents operate out of these facilities while studying temporal phenomena, and can rely

i Vulcan-hugan first

de equipment and assistance when needed.

AENT

_ the Department of Temporal Investigations keeps the majority of its operations secret, so it does
* mission by European i y as Starfleet does. Instead, DT recruits from the ranks of civilian services, such as the Federation
‘Hegemony. Ll etary security forces, the Daystrom Institute, and similar organizations. Recruits are preferably

.,,,5'5: ot ' te d, physically fit, and adaptable. They must also pass Federation security checks befare being
Detween Farth and i i _1ti$re classified information.

* Alpha gentatii’ 4 the potential recruits fitting DTI's criteria end up joining Starfleet instead, the Department often
2067 °C re,lﬂ it ﬁ taffed or having to "make do" with what recruits it can get. That is not the say DTI's personnel are of
of peace and love > highest caliber, only that the Department has a greater difficulty finding the right people than

on Argelius Il & ' ve suggested (only somewhat jokingly) that DTI should try recruiting agents from the past or
Sl ent cannot officially consider this, of course, because of the Temporal Prime Directive,

days of Gillian Taylor there have been quiet exceptions.
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Fortunately, the Department’s staff is nowhere near the size of level is the support staff of the organization, which has littl
'j’ Starfleet's, although technically they cover far more “territory.” This means  contact with sensitive information. These personnel hand'l_'
ular visits to - | DT can afford to train elite agents to handle the most dangerous field in the regulatory bureaucracy, provide information and resea

0. Director ~ @assignments that crop up. In times of need, the Department turns to for field agents, and run the Department's offices. The techn
es have trans- 1 Starfleet Command, particularly Starfleet Intelligence, for additional per- personnel work directly with the Department's technology. Th
sonnel, although it prefers not to whenever possible. must be higher to deal with some of DTl's more advanced
ondon's DTl personnel have a certain reputation in Starfleet as heavy-handed,  and many of the Department's most brilliant minds work in
saint histori- ' #ways ready to pounce on a violation of the temporal directives. On the support field. '
puter the e hand, Starfleet officers have a reputation in DT for being mavericks The main ranks of the Department are filled with age
ing, keyed 'd loose cannons who don't really understand the nature of time, but handle various assignments for the Department, mostly invo /
= still allowed to blunder around in it. Both stereotypes are exaggera- research into temporal phenomena and anomalies througho‘.ﬁ.
and person- | . s, to be sure, but there is some truth in both of them. Federation and frontier space, interviewing Starfleet personnel

real work of The Department approaches potential recruits carefully. DTI handles in temporal incidents, and so forth. Special agents, the highe
'es and iremely sensitive information regarding the nature of time and time- rank, are involved in the most sensitive operations of the D
‘the =l techniques, so it cannot trust just anyone, The Department’s work including missions involving actual time travel for research «
requires a certain “mental flexibility” (to use Director Hartwell's teration purposes. For more on the activities of DTl agents,
rermost lev- fem); not everyone is cut out to deal with time travel. Once a field agent ~ “"Operations” below (page 55). :
office. The bk Ot 3 potential recruit and determines his suitability, the request is Abave the agent level come the various regional bra
own trans- #rsed on to the Director for approval and the training process begins. who administer DTl facilities on different Federation wi
8Y), Department maintains facilities on the core worlds of th
y e fia I — well as on planets of technolqg_i@l or 5cig_ntif@c intereS
also has secret facilities, such as SADA or the research a
Bolarus 1X, . DTl trains its personnel in much the same way as Starfleet Academy station located on the Guardian of Forever's pianet.___. he
P in terms = but with less emphasis on tactical skills and a greater focus on sci- tors answer to one of the assistant d;rectors of the Dep__
d can rely gic 2nd technical skills, along with the skills needed by agents in the Earth.
Biié Most of the Department's recruits have considerable education by The faur assistant directors handle much of the day-to
m they sign up. Many are graduates of some of the finest universi- ~ of running DTI, dividing Federation space between _them."-_
the Federation, holding advanced degrees in history, sociology, assignments, read and approve reports, oversee administrati
fisics, and engineering, present information to Director Hartwell in regular meet__i_:j‘ :
) 1t does ‘The Department's training program focuses on bringing recruits “up tors and assistant directors are chosen primarily for their adr
deration =d" on the latest theories regarding time travel, temporal physics, abilities, creating something of a gap between the agents i
rably ‘s=mporal mechanics. This information is doled out based on the the “paper pushers” back at headquarters.

‘being s security clearance. Higher-ranking agents of the Department are The Director of DTl and his assistants report dlrectlyt
e =ducated about the true nature of time, as the Federation under- the Federation Science Council and the President of the Unit
jf_re” i ik 1= and about the state of the Federation's time-travel technology. of Planets. The Department also gives regular reports to 5
€l are of | in-Command, keeping Starfleet abreast of any new develo
2 than ' investigations and giving recommendations on directives i
astor ral phenomena. DTl is not under Starfleet’s authority, how:
== Department of Temporal Investigations is a civilian organization, agents are quick to paint out when dealing with uNCcooper:
lhas 2 less formal system of ranks than does Starfleet. At the lowest bearing Starfleet officers. "
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wear
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od clothing for agents going on a mission into the past; DT!'s main fash-
won database on Alpha Centauri is one of the most complete in existence.

Regulations

Just like Starfleet, DTI's regulations define the purpose, and limits, of
e organization. They began as a loose set of guidelines involving
esearch into time-related phenomena and developed into a complete set

directives defining the Department’s mission, objectives, and restric-
popularly known as “the book" among agents. All Department
nnel receive a complete course in DTI's regulations and are expect-
ta adhere to them. The Department does not expect slavish devotion
doing things “by the book,” but senior agents and directors regularly
nd raw recruits that “the book” was written for a reason, and the
spariment's regulations work, at least most of the time.
Aso like Starfleet, DTI's regulations are divided into different broad
zories. True regulations caver specific operations within the bureau
how they should be carried out. Everything from the proper way to
ate a temporal tricorder to the format and language used in
is described in “the book.” General Orders are the most important
getives of the Department, including the Temporal Prime Directive,
~tives are short-term orders from a director or higher up, even the

= Science Advisor or the Federation President. Directives apply to a

r mission or situation. Lastly, guidelines are the codes of conduct
=d of DT| agents, but are not as strictly enforced as true regulations.

TEMPORAL PRIME DIRECTIVE

The most impartant regulation of the Department of Temporal
sneations is without a doubt General Order 157, the Temporal Prime
sve, which states that no interference in the proper and natural
slcoment of time and history is allowed. As far as DTl and the
==n0n are concerned, the “proper and natural development” of histo-
; the timeline currently known to the Department and the Federation’s
miists. The Temporal Prime Directive also applies to all Starfleet and
Faderation personnel but, much to the annoyance of field agents,
1 is honored more in the breach.
most basic result of the Temporal Prime Directive is DTI's "hands
:nnn;de toward history. The Department's stated policy is to avoid
ge or disruption to the timeline. In truth, it's a bit more difficult,

changed. Still, the Department does its best to limit the ¢
as possible. This means no use of time travel to alter the ;i
appears such alterations might be for the better: no goin.g
Hitler, Khan Noonien Singh, or Colonel Green as infants.
The key reason for this directive is the sheer unpredicta
It is nearly impossible to calculate the effects any given char
on the timeline, so the Federation prefers not to take the: :
any such changes. For example, during the Dominion War,
Starfleet proposal to use Federation time technology to travel badl
take action to avert the war, or at least change circumstances
the Federation Alliance. Director Hartwell immediately reie '
aside the tremendous risks it posed to the timeline, DT, and
Federation, could not condone what amounted to an attad
that had, at their point in the timeline, done no harm to the
its citizens, even if they would do so in the future.

REGULATIONS

DT regulations cover specific jobs and operatiohs
tion. Regulations cover the most mutme, day—to day asp
Department busmes&—how to dress how to prepape are
duct an anestlgat{on whom to inform in the event at an
development; and <o forth. Expenenced DTl field agent?ar
for be:ng able 10 quote the regulations chapter and ver:
benefit. of rook|e agents or to intimidate reluctant Slarﬂe

The Department's regulations are extensive, but the
boilei:i'_édoﬁn to different versions of Federation é_n_d Starfle
duct and extensions of the Temporal Prime Directive. Th__efy_. st
personinel should conduct themselves in a professional man
times, do whatever is necessary to prevent any de'liberate-_
the timeline, not engage in unnecessary time travel, and
authority of their superiors and Federation law,

The Assistant Directors or Director discipline violators.
they see fit, Minor violations, like improper filing of reports
addttional "_grunt work” or other punishment, Mofg SErious v

result in formal reprimands (limiting an agent's chances of p
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. GUIDELINES

i Rather than trap agents with endless rules, the Department prefers to

trust in the judgment of its agents to handle the many different situations
they run into. The Department’s guidelines are established to give agents
2 reference point for their decisions, showing them what is expected of

':' them in various situations. They may then take the guidelines and extrap-

+ Agents should avoid violence whenever possible. In the pres-
ent, agents can use violence only in self-defense and only as

1 a last resort. Agents operating in the past should avoid lethal
violence at all costs save the existence of the timeline or the
Federation itself.

« Agents should take any reasonable measures possible to con-
tain or eliminate dangerous temporal phenomena. This
includes temporal rifts, quantum fissures, and similar instabil-
ities, along with rogue or alien time-travel technology.

« Agents should engage in as little time travel as possible to
complete their mission objectives, and should not engage in
unauthorized time travel unfess absolutely necessary.

+ Agents should likewise endeavor to prevent any and all alter-

ations to the existing timeline. Barring that, agents should try
to limit contamination of the timeline as much as possible.
This guideline in particular prohibits agents from “playing
tricks” with temporal technology, including such things as try-
ing to visit themselves at some point in the past or future.

:., olate from them as needed. The key guidelines of DT are outlined below:

The potential repercussions for the timeline are &

ignare.
« Agents should bring nothing back with them from o
or other timelines. They should likewise leave nothing
in other times or timelines, particularly items that may
contamination of the timeline. .

Operations

The Department of Temporal Investigations covers a very
tory": the whale of the timeline and, technically, the potential in
parallel timelines, although these rarely impinge in DTI's norma
The Department conducts four primary types of operations: 1
history, time, and temporal technology; investigation of tim '
temporal phenomena; rescue of persons affected by tempo_f_é
na; and defending the timeline against alteration or invasion.

RESEARCH

The bulk of DTI's work involves research. As a depart
Federation Science Council, its main charter is research i
time-related phenomena. The Department's research brea
two main categaries: historical research and temporal resé,

Historical research studies events in the past, both 16.i
Federation's store of historical knowledge and to understan
flow of h'is_t_o“ry and causation. Historical research is stron
the Temporal Prime Directive; historians are studying the
attempting to influence it in any way. This generally limits h

researchers to analyzing logs of field agents or accompanﬁng

sions. DTI researchers can occasionally reconstruct an accurat

picture” of a past event by interpreting quantum field data.

matrix. These models can locate power plants in the past, p

sions of energy such as explosions or phaser blasts, a_n_d"(a:
levels of uncertainty) individual beings by RNA resonance
displayed by the Guardian of Forever (page le_ﬁare cons
but often more cryptic, flashing past at an Encredible rate,

continue to make recordings of the Guardian’s images, but

off-limits for most historical research, since scientists are ne
whether or not the act of observing an event via the Gua
bly change it. (The Guardian's only response to the quest
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led by SADA or a Starfleet vessel, or following up on Starfleet reports of time travel or tempo-

outine work, an investigation can become a problem if the temporal disturbance poses a




hreat to the timeline. In this case, the DT agents are instructed
maize the disturbance in any way possible to ensure the continued
il the timeline.

Department has a few of its own starships for transporting agents

ing temporal phenomena in space (see page 96), but DT
Jmften travel on board a Starfleet vessel to make use of its superior

e defensive capabilities, especially if the mission may become
s I such cases, Starfleet designates the agents senior mission
the captain retains command of his vessel, but the agents are
ma~d of the mission,

#2ents conduct routine checks on all reports of temporal activity

Hizrfleet officers, even after the fact, The reason for the investiga-
fiold. First, they wish to ensure no damage was done to the

_@nce the individuals involved in the change are the only ones
memember the “original” history. If the agents do find evidence of
siterations, they can investigate options for repairing the dam-
‘@50 conducts investigations to learn more about the method of

time travel used and whether or not any regulations were i

process. If a Starfleet vessel encounters a new form of time tr
Department wants to know about it.

RESCUE

On occasion, DTI has to assist ships or individuals involved
poral shift of some kind. This may be a case of Federation persc

stranded in the past by a temporal rift or other phenomenon,.
DTI mission requiring agents to assist in getting their associates oy

trouble.

Finding out that a rescue mission is needed is often the most
part. The Department has a record of one case in the 24th century:
the U.5.5. Prometheus and its crew, badly damaged in a Tholiaﬁ
slipped through some sort of “temporal instability" and found th

stranded in the distant past. The crew of the Prometheus was able

a message to DTI thousands of years in the future by planting' ]

archeological site on Medinnia Ill. After finding the ship’s i

the Department dispatched agents into the past to locate the Pror

and return it to the present.

DEFENSE

detector (see page 58, below) can pick up these “ripples” and d
from them an object’s destination (but not origin, unfortunately}

time, based on a series of complex calculations.

SADA (and other specialized quantum detectors, such as th
orbit around Earth, Vulcan, and other key Federation worlds) pi
indication of other time travelers operating in the timeline. Whe
detected, the Department immediately dispatches a team o_f-ég"‘e‘n

investigate the penetration of the timeline and to prevent an’}fé Ite
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on standbyswenty-four hours a day for emergency missions into the past. Provided the agents are
any alterations in the timeline aré_made (measured in absolute time from the moment the penetra-

here is a chance they can _prei}{eht' any contamination. DTI agents have protected the timeline from
s occasions, with the general populace of the Federation completely unaware of their actions.

e tection system is not entirely foolpraof. There do appear to be means of time travel it cannot
defender in a rittfal : o : e

ment from The First Line: The Starfleet Intelligence Handbook. DTI can acquire nearly any technol-

“Terabiag, «  * s ;
& e Federation, and has access to some unique technology of its own. These items involve affecting
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. TEMPORAL
. STABILIZERS

These devices are simi-

| ar t0 transporter pattern

;lmhancers and work in a
:I's;i'niiar fashion. Set up
around an area or object,

| ihey create a zone of tem-

| poral stability by generating
Hacused dekyons to “ground
" any chronal energies,

is useful for containing
jects in a state of tempo-

or quantum flux, keeping
“anchored” in space-

a transporter (above).

Mass: 10 kg each
Duration: 500 hours

TEMPORAL

e. Temporal stabilizers can also contain limited temporal disruptions,
though more powerful disruptions overload their phase coils and render
useless. Temporal stabilizers are part of the design of the quantum

Size: Upright cylinders 2 m tall and 10 cm in diameter, with a
tripod base and a bulge halfway up

TRICORDER

The tricorders used by
DTl field agents are specially
modified from the standard
Starfleet model. Their scan-
ners can detect chroniton
emissions at a distance of
2,000 meters, useful for ana-
lyzing small or local
temporal phenomena. A
temporal tricorder is tuned
to perform a scan of an
object's quantum signature

at close range (25 meters), allowing the user to detect w
object is from another time period or timeline, Finally, te
have an extensive historical database to assist agents in perfi
ical research in the field (reduce the difficulty of any Social S
(History) test by one level),

Like all items of advanced technology, temporal tricorder
be allowed to fall into the hands of people in the past. This is
true because of the tricorder's historical database, which coul
found repercussions on the future if someone from the pas ga
access to it. -

Size: 85 cmx 12 cmx 3 cm

Mass: 0.35 kg

Duration: 1,000 hours + induction recharging

The Federation Timefleet

One organization of particular interest to the Departm
Investigations is not from the past but from the future. On:

A R
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fs transporter systems can beam objects through space-time and reintegrate the structures of
ated in space-time. Its technology also includes a broader understanding of quantum prin-

ly makes use of advanced quantum computers, and has the capability to create free-willed holo-
us hg mobile g;miti'ers,
y_br;'able speculation that the Timefleet is a 29th-century fusion of Starfleet and DTI following great
| technology, making distinctions between space and time virtually meaningless. The Timefleet
all of space-time, much like Starfleet explores space in the present. Its regulations include its own
irective, forbidding it from interfering in the normal course of history. Like DTI, however, the

ntly does not include time travel and certain temporal phenomena in the “normal course of history.”

the past to prevent certain temporal changes. It is also extremely reluctant to provide any informa-
it might affect the past in some unforeseen way.
ised to use extreme caution in dealing with anyone from the Federation Timefleet (or any
om the future). For the time being, the Federation believes the Timefleet's purpose is benign,
fe its personnel to obey Timefleet personnel’s arders or even to cooperate with them if it does
do so. The Timefleet's unwillingness to discuss its purpose or reason for intervening in cer-
inknown quantity.




(8

o0 characters working for the Department of Temporal Investigations. It includes char-
mverlays, backgrounds, skills, advantages, and disadvantages.

WERLAYS

15 of DTI operate in the field, gathering information, investigating temporal distur-
and anomalies, and even traveling through time to protect the timeline from
Bz Agents require a broad range of skills to handle whatever challenges might
and they are trained in a variety of conflict resolution techniques, focused on
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have at least one level of Promotion, or several if he is going to operate as a regular field agent or
igent, assigned to missions into the past.

o1
Specialization) 1 (2)
jose Specialization) 1 (2)
ose Specialization) 1 (2)

on '_’(Pﬁaser) 1(2)
thoose Specialization) 2 (3)
deration) 2 (3) «

Standard 1

ulations) 1 (2)
uipment (Temporal Tricorder) 1 (2)
Survival (choose Specialization) 1 (2)
ve Weaponry (choose Specialization) 1 (3)

ed Combat (Starfleet Martial Arts) 1 (2)

TORIAN

pirate fleet : storians specialize in history both as chronicle of events and as ongoing phenomenon. They analyze cul-
Sreserving % 3 I ints, advise mission planners, and occasionally go on field missions to gather valuable historical

: ! unter on-site sabotage of the timeline. DT1 historians can often tell exactly which nexus point to
the timeline, and some have specialized in crucial periods like 20th-century Earth or Tellar, 17th-centu-

1in an elec-
retic strm
‘above the moon of ;
Mab-Bu V1. C}utb_r-r:al-:. &

2
. obswar between

T e

o STAR T RC
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o _ Planetside Survival (choose Specialization) 1 (2)
Social Science (Archaeology OR Anthropology) 2 (3)
(Historical Engineering) (4)
Science, Any Other (choose Specialization) 1 (2)

| TECHNICIAN

Technicians are the DTl personnel in charge of building, maintaining,
i operating the Department's equipment, from setting up sensors to
robe into temporal anomalies to designing new time machines.
=chnicians keep the Department's equipment operating at peak effi-
and often work in the field with agents to ensure it continues to

Computer (choose Specialization) 2 (3)
Dodge 1
Energy Weapon (Phaser) 1 (2)
Engineering, Propulsion or Systems (Temporal) 2 (3)
(choose one additional Specialization) (3)
Engineering, Any Other (choose Specialization) 1 (2)
History (Federation) 1 (3)
Language
Federation Standard 1
Law (DTI Regulations) 1 (2)
Personal Equipment (Temporal Tricorder) 2 (3)
u- Physical Sciences (Temporal Physics) 1 (3)
Shipboard Systems (Temporal) 2 (3)
(choose one additional Specialization) (3)
Yehicle Operations (Shuttlecraft) 1 (2)

B

-

JIEMPORAL PHYSICIST

DTl scientists study the nature of time and the flow of history, both to
erstand it better and to refine the Department's temporal technalogy.
r knowledge of temporal mechanics assists field agents in protecting
= timeline from alteration and can provide early warnings of dangerous
oral phenomena. Scientists staff the research facilities of the
artment and often go on field missions to gather data or assist agents
1 dealing with unusual phenomena.

Computer (choose Specialization) 2 (3)
Engineering, Systems (Temporal) 1 (3)
History (Federation) 2 (3)
Language
Federation Standard 1
Law (DTI Regulations) 1 (2)
Personal Equipment (Temporal Tricorder) 2 (3)
Physical Science (Temporal Physics) 2 (4)
(choose one additional Specialization) (3)
Science, Any Other (choose Specialization) 1 (2)
Planetside Survival (choose Specialization) 1 (2)
Shipboard Systems (Sensors) 1 (2)
(Temporal) (3)
Vehicle Operation (Shuttlecraft) 1 (2)

BACKGROUND HISTORY PACKAGE .'

The character recejves 8 Development Points to spem
Background History.

Advanced Hist_.u_tic:als Training: History (choose W
Specializations):1(2) and (2), Social Sciences (Arch
and (Anthfopology) 1(2) and (2) '

Ad\ranud Temporal Engineering: Propulsion En

.____("Tempora} Drive) 1 (2), Systems Engineering (Tempo

“Systems) 1 (2), +1 to Intellect :

{ldv'anced Temporal Sciences: Physical Sciences (Tem

Physics) 1 (2), Curious (+1), Innovative (+1), +1 1o Inte

“+1 to Logic Edge :

Advanced Survival Course: Planetary Survival (choose
Specializations) 1 (2) and (2), Athletic Ability (+2), +
Fitness . 2
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4 strong intuitive grasp of temporal mechanics and theory. He is adept at understanding the
me, temporal phenomena, and temporal technology of all kinds. The character receives an addi-
aking any skill test involving understanding, using, building, or repairing temporal technology.

DVANTAGES

SHED DISADVANTAGES

z flrd in Ntnlrlén ; )
than Starfleet, DT! carefully screens agents for psychological problems that might impede their duties.

sted with some of the most advanced and dangerous technology in the Federation, so certain disad-
Secure a peace in ; very .tmlikely for them. These include Bloodlust, Greedy, Impulsive, and Vengeful. Disadvantages like
w:l A anatic, intolerant, Obsessive Tendencies, and Phobias are less common. The Narrator should carefully
djisadﬁahtages before allowing characters to take them in the game.

shistony Federation«

mediation will finally

3
OR

own code of honor is quite common among its agents. It requires the character to uphold the

and no altering the past, no matter how “reasonable” a change might seem. Note this “disadvan-
red of DTl agents, it merely shows the agent is especially devoted to upholding the Department's

:n‘@ﬂiaﬁ_la\ﬂ.{m; ® T a : . DVANTAGES

V in the wake

4,000 people Killed
Bt 08 i orm of the Rival disadvantage known only to characters engaging in a fair amount of temporal :i-
fD.Od ik :_é%.'The character has a duplicate of himself from another timeline or from something like a tems
: Fﬂ@ft’»?'m' & - mmiishap. (The 29th century Timefleet can re-integrate duplicates, if all duplicates are brought '

oned s g L : original.) Duplicates from other timelines have shown up in Star Trek, and both Captain Kirk and

n stio had to deal with duplicates of themselves created in transporter accidents.

ike the character in nearly every way, down to the genetic level, although the duplicate may
than the original (how different is up to the player and the Narrator). This may result in '
skills or other traits. No matter how identical, a duplicate from another timeline can be detectec

R A A P N A A A O



suantum-resonance scan to detect the duplicate’s different reso-

character's duplicate exists in his timeline and cannot return
for some reason. Otherwise this disadvantage does not apply.
=2lly everyone has temporal duplicates; it's only the ones hang-
mund in the character’s own timeline wha count as
. fages.)

duplicate can cause trouble for the original character, since peo-

= once used his identity to steal the U.S.S. Defiant, for example.
cate automatically has the No Past disadvantage (see below) and
sent the "original” character. A duplicate can cause its original no

haracter. The Department of Temporal Investigations uses quan-
nance scans to prevent duplicates of its agents from breaching
rity.
< disadvantage is worth 2 points if the duplicate is relatively
g1, looking only to make the character's life difficult. If the duplicate is
B il the character or otherwise destroy him (an “evil duplicate”), the
tage is worth 3 points.

IPAST (-2)

some reason or another, the character has no personal history.
20 this is due to the character coming from an isolated world
m computerized civilization, or deliberate deletion of any and all
sbout the character. It may also be a result of time travel altering
Imeine and erasing the character's personal history, or because the
s from an alternate timeline. The character has memories of his
= but those events never “actually” occurred; there is no record
character in various databases, no birth records, and no trace of his
n any way.
i some ways this is an advantage: The character is difficult to track
¢ e doesn't really exist as far as things like historical databases are
w=d. Such rare individuals are valuable to espionage organizations
ieet Intelligence, since they are true ciphers with no background to
_On the other hand, the character has no legal existence; gov-
= institutions don't recognize him, and he has no claims to property
z=<sions in a civilization like the Federation. As far as most legal
femsms are concerned, the character doesn't exist; he's a nonentity.

case it is the duplicate who is considered the “original " The chara
suffer confusion and isolation as a result of his lack of a past, or 0
confused with the past of his duplicate in some way.

Characters with the No Past disadvantage begin with 0 Renown
and cannot have any Contacts, Rivals, Allies, Patrons, etc. withot
Narrator approval unless they earn them in later play

PrimITIVE (-] TO =5)

The character comes from a culture less developed than th
Federation. This may be a primitive planet with little or no con

A A
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e up with a reason for the character's lack of education and why the character is involved with a

ture, subject to the Narrator's approval.

e character a penalty in dealing with more advaniced technology (see "Using Skills In Other Time

for more information). For each point the disadvantage is worth, the character's “native”

is one lower than the standard for the campaign (Level Six in most Star Trek games). So a character
from a Tech Level 2 culture, roughly Bronze Age in development. The character suffers a four-
iculty when dealing with Tech Level 6 equipment and ideas.

ile the character cannot start out with any skills involving high technology, the character can learn
skills (skills based on Fitness or Coordination) without any difficulty. A primitive character can learn
st as well as anyone, once he overcomes his initial awe and fear of the device. However, the charac-
erstand a phaser as anything other than “magic” (even if he knows that his new friends call magic
first buying off the Primitive disadvantage.

S

INTOLERANCE (-1)

with this disadvantage do not tolerate temporal or dimensional shifts well. Any time the character
fferenl point in space-time using time or dimensional travel, he suffers disorientation and confusion for
turns. During this time, the character suffers a -2 die penalty to all tests. He must also make a

ess test modified by Vitality, to avoid becoming physically ill as a result of the time shift. Characters
dvantage generally make poor DTl field agents, although it is found among a number of researchers and
gersonnel (who are often willing to deal with a little timesickness in order to get the job done).

» STAR
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T2 United Federation of Planets is far from the only civilization with the capability for
avel. In addition to the various species that left time-travel artifacts, such as the cre-
of the Guardian of Forever, and which may still be active somewhere (or somewhen)
& timeline, many modern races possess the secret of time travel. Some of these races

:' #er o ignore the possibilities (and the dangers) of travel through time, while other

cies embrace time travel as a useful tool for exploration or conquest.

While the Bajorans never developed temporal technology, they do have access to some
ely advanced technology in the form of the Orbs, artifacts sent into the Bajor system

the Prophets, the lifeforms living in the Bajoran wormhole. The ten Orbs are hourglass-
w@ped constructs of an unknown form of energy, apparently created by the Praphets. They

7| ALL OUR YESTE




state of temporal flux, partially outside normal space-time, which makes them virtually invulnera-

cult to study. The Bajoran monks have studied the Orbs for millennia but have learned nothing

ure or technology.
he ability to grant visions to certain people. These visions often transcend linear time, appearing

e past or, more importantly, visions of the future. The visions granted by the Orbs are the

ophecies, holy texts of the Bajoran people that describe the destiny of Bajor. Enough of the
of the Orbs' use as some kind of “temporal viewer.”

true to convince Federation scientists
eme, which has led the Bajorans to name the Orbs

ed by the Orbs often follow a particular th
_am;ﬂé, the Orb of Wisdom often provides visions that aid a petitioner in making a difficult
fing his path in life, Some people receive visions from some Orbs, while others do not. Some peo-
Orb Visinn;_.nol matter how often they are exposed to the Orbs. The visions are not limited to
of other species including humans, Trill, and even Ferengi have received visions from the

one Orb, the Orb of Time, actually has the ability to travel physically through time, bringing passen-
This Orb, like the others, remains in the custody of the Bajoran government. Some Bajoran legends
m to indicate the Orb of Time has been used before in Bajoran history, although it is difficult to

2253: Th-':'.; andr
the interventions (if any). Federation scientists study Bajoran prophecies and information

the outcome of

 Rebellion occurs; :
learn more about the Prophets and their technology.

! Federatlior}; i
the Bajorans aren't regular time travelers; the Orb of Time is their only access to time-travel

he Bajorans are closely associated with the fime-transcendent Prophets, so they are likely to

here the Prophets do. Narrators can use the Orbs as plot devices to provide a quick, easy (and
an episode or two. The Bajoran Prophecies also

Bajoran propnecy UM LU it

Captain

) means of time travel for the Crew, good for

o PReand - hooks to build episodes around; can the Crew prevent a dire

) the crew of rihe

- i -

‘the

“Talos IV; resuiting in

i jmef : d their temporal abilities in 2373 when a Borg cube launched an assault on Eart
that the worldss off- S ; - i
paR e il in repelling the Borg attack, the Borg launched a small sphere ship into an artifici

e-E followed the Borg into the 21st century, where the Borg attempted to prevert.

st contact between humans and Vulcans. The crew of the Enterprise ensuretl

h. Although
ally created

Jimits; Dura Ma il : )
i i tLS.S. Enterprs
<t warp flight and fir

__i_gﬁt took place on schedule and preserved the original timeline.

bes contain temporal transmitters capable of communicating with Borg in the past, and the Borg

22552 The Neshilev -~ Tl - . S _ )
! i g ability to create temporal rifts through the applied projection of chroniton particles.
Settlernent Project is o ' ) . . _ )
: Zidn : Department of Temporal Investigations remains alert for any signs of Borg incursion, either into
o the edge other points in the timeline. The Borg apparently have the ability to create temporal rifts through
f chroniton particles. (Borg implants can detect chroniton radiation at resolutions comparable to

&
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\of the 29th century Timefleet.) Borg control over these rifts appears
their use of subspace conduits. Although it is possible the Borg
wn to 2063 by a temporal nexus, or chose it completely at random,
=ms unlikely (since the Borg do nothing at random).
| Feceration scientists speculate the Borg's use of temporal technology
' recent development, since the Borg have never used it before.
_ "kely, the Borg developed the technology after other means of
el the Federation proved unsuccessful. They adapted to the new
. nces and created a new means of attacking the Federation,
o ftime. It is also possible that the Borg acquired temporal technolo-
. | by assimilating a race that possessed it, possibly the Krenim, although
; Receration is not yet aware of the existence of the Krenim Imperium.
o why the Borg have not used their temporal technology more

T " ior made a more concerted attack on Federation history, the most
s l&r theory is that the Borg are cautious in the wake of their last

_ he attempted intervention in 2063 resulted in the death of the
T ‘:f‘ ween, the coordinating force of the Collective. This was a serious

i the Borg and may have made them wary of future attempts to
 with time. It is also likely the Borg have many of the same difficul-
i predicting the outcome of certain temporal changes as the
_ tion, so they are unwilling to attempt some interventions because
3 '- r possible repercussions.

- |

ITORY NOTES

One of the ultimate time-traveling enemies, the Borg can easily show
[0 ' a time-travel series. Even an individual drone (or a pair of them)
ing through time could be a formidable adversary for the Crew. With
7 adaptability and advanced technology, the Borg can easily deal with
st 2baut anything the past has ta throw at them. Qnly the timely inter-
=ntion of DTl agents can stop them from carrying out whatever plan they
d -  for the past.
ent | . One interesting limit on the Borg's time-travel abilities for Narrators to
sred Se=o in mind is their new “dependence” on humanity. In 2374, the crew of
' § e U.S.5. Voyager provided the Borg with the key to winning their war
g I 2gainst Species 8472. If the Borg assimilate humanity before this key event,
2nd do not ensure that the information is passed on to the new timeline, it
i entirely likely that Species 8472 will destroy the Borg Collective and
ugh much of the galaxy! Therefore, the Borg must proceed carefully when it
10 . comes to altering history, at least as much as anyone else does.

Cardassians

The Federation is fortunate in that the Cardassian Union
has little or no understanding of temparal technology. Carda
ic resources have been devoted so strongly toward military resear
applications that temporal theory is quite underdeveloped in C
science. The Cardassians are aware of the existence of chroni[.c:a
and similar temporal phenomena, and are capable of detecting
have only a limited understanding of their nature. This is fortur
the militaristic Cardassian government would have likely viewe
el as a potential weapon and would have been more likely than:
Romulans to use it, in Starfleet's view.

Cardassian scientists studying the Bajoran Orbs gathered the:
amount of information the Union has on temporal phenomena
associated with the Orbs’ status as artifacts existing at least partial
side normal space-time. Among other things, this rendered the
invulnerable to any damage the Cardassians attempted to in
Overall, the Cardassian researchers learned very little from th
Although they possessed the Orb of Time (see page 22) fi
the Cardassians were never able to get it to work or disr_o'__
useful about it before it was returned to the custody of the
ernment. o s

STORY NOTES

Although the Cardassians do not possess time-travel tec
themselves, it is still possible for them to show up in time-
tures. Before and during the Dominion War, the Cardassian Un
strong interest in anything of potential military value. This include
Bajaran wormhale, so the Cardassians are likely to investigate a
space-time phenomena, including temporal rifts and unusual spa
anomalies in and near their own space; The Cardassians wéufd
interest in ancient artifacts (like the Bajoran Orbs) that might hay
travel properties. :

An accident or experiment involving any of these things
group of Cardassians through time. Depending on whether or
could return, the Cardassians might attempt to alter the cou
Cardassan duty to the state is likely to drive Cardassian time
making changes they think will benefit Cardassia in the lcng
the Cardassian Union has been involved in so many pivotal

17 | ALL OUR YE&EST
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events in recent Federation history—
from the discovery of the Bajoran
wormhole to the Dominion War—it is
likely that any change in Cardassian his-
tory would have tremendous
repercussions throughout the Alpha and
Gamma Quadrants.

Dominion

The Federation is fortunate in that
the Dominion appears either to have no
time travel capabilities, or prefers not to
use them if they do have any. With the
exception of warp drive, most Dominion
technology is oriented away from areas
that might lead to the development of
time travel, focused more on genetics,
biology, and similar sciences, which led
to the development of the Jem'Hadar
and the Vorta, The Department of
Temporal Investigations has encoun-
tered no temporal incursions linkeq to

t is difficult to be sure with the Founders’ shape-shifting abilities whether or not they have

ade a conscious decision not to use time-travel technology as a weapon in the Dominion War,
00 grave to contemplate, even in the face of a

repercussions of tampering with the timeline were
could escalate out of control and endanger the

the Dominion also possessed time travel, the war
 the Dominion did not have time ravel, the danger of unforeseen changes in the timeline was

ratiof of

ep a dose watch on Dominion activity, looking for any signs of time travel capabilities on their
und none, but that doesn't mean the Dominion doesn't already have them.

2260: A $inall, Class

e
s_tar_dfix;a'.resse! per-

forming survey duty,

.5, Beagle,

 STAR TREK

« THEEXPANDED UNIM!

of changeling infiltrators operating in the past is a chilling one, suitable for a high-intrigue sort of
grhaps the Dominion does have time iravel and intends to subvert the Federation (and other
jons) through historical manipulation where outright warfare failed. DTI agents can try t0
e-shifters operating in the past without altering the timeline or altering anyone in the past




\Uther episodes can involve time travel into the Dominion’s past in
{Gamma Quadrant. This can result from a warp accident while passing
. f the Bajoran Wormbhole or from deliberate time travel. Agents of
- fion 31 (see The First Line, page 17) might try to travel back in time to
1 e the Dominion or otherwise hinder the Founders, preventing the
Mg von from threatening the Federation in the future. Agents fram the
war or the Obsidian Order might aid them, although both organiza-
main leery of the Dominion since the Omarion Nebula incident
mearly wiped them both out. Wouldn't it be ironic if the efforts of
| 2 handful of rogue operatives resulted in the changelings' distrust of

i " in the first place? Such an intervention might lead to the creation
o Dominion rather than its destruction!
fir ':
E - -
rengi
om g

< Sirangely enough, the other major Alpha Quadrant species with
foos edge of time travel other than the Federation and the Romulans is
i & Ferengi, With the Ferengi it is the future, not the past, that is of inter-
d 3 Ferengi scientists and researchers have worked for centuries studying
1 s 1o foresee and predict the future. The potential business applica-
s of such foresight would be almost endless. A Ferengi with the ability
i know the future could make unlimited profit from the Trade Exchange
e, much less the selling of commodities and other goods at the right
=5 and times.
Officially, Ferengi scientists abandoned all research into temporal
i <hnology because it proved fruitless and unprofitable. In truth, the
: : ngi developed temporal viewing technology in the late 23rd cen-
e _The first uses of the technology appeared to live up to all
S | | pectations; it made those who controlled it fabulously wealthy,
" '\ @ble to predict and manipulate the chaotic shift of the market to
= =ir advantage. Unfortunately, the technology did not remain a
ret. Other Ferengi businessmen and DaiMons learned about it.
. Some bought or licensed the technology, while others stole it. As the
echnology spread through the upper echelons of the Ferengi
Afiance, more and more DaiMons used it to make their business
decisions.
In effect the Ferengi were looking into the future, then altering it. The
number of alternations being made started to snowball, and Ferenginar
i - suffered a terrible economic crash when the actions of too many greedy
| DaiMons led to a shift in temporal flux. Temporal viewers became virtually

A

useless because the future was in such a state of flux. Th
my staggered on the brink of ruin. Finally, the Grand Na;
gathered the businessmen involved in the disaster and ne,
agreement to ban temporal technology in the Alliance. All te

nology was dismantled and destroyed and all research into it

abandoned, although Ferengi scientists and engineers keep L
opments in temporal physics.

For the most part, the Ferengi have maintained their ban
technology, considering it a serious threat to the mercan
which their society rests. This is fortunate, since if the Fereng
gained the ability to travel into the past (instead of simply seein
future), Starfleet has little doubt they would have no qualm_r{-a_ﬁ
ing history if they thought it would profit them. The Departmen
Temporal Investigations keeps a close eye on Ferengi spac i
Ferengi decide to pursue temporal technology again (or if th
buying it from someone else).

STORY NOTES

The Ferengi aren't really time travelers, although the
possibility of some Ferengi acudentally hurled through ti
rift or some similar effect. A group of temporally displace
cially equipped with 24th century technology, can be inferesti
adversaries for DT} agents, as well as the basis for a f'un'n‘y tir
episode. Ferengi in the past are certain o Use: thelr knowled
future (both trends and technology) to earn a proflt as Qu
to when shipwrecked in Roswell in 1947. They may try som
as betting on events they know the outcome of, or as blatant
warp technology and phasers to humans in the 20th century

[Alingons

The Klingon Empire understands the potential of the
(page 15) in time travel, although the field of tempora sc:
ignored within the Empire. To the Klingons the"ﬁery conc
with history is foolish and pointless; what has h_:appened," has
The idea of altering the future is even more boihersome A
control of his own destiny, not bound by prognostjcattons
of the future Thus the Klmgons prefer to pretend time fravel
exist,

ALL QUR YESTE
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 Klingon-Federation Alliance and as an addendum to the Khitomer Accords, the Empire permits the
ient of Temporal Tnvestigations to operate in Klingon space when necessary, and alerts DTl to any
in its space. DT! has thwarted efforts by a small group of renegade Klingons using the slingshot
alter htstory and prevent the Khitomer Accords. The Department also investigated the actions of a
‘Arne Darvin, when he used the Bajoran Orb of Time to travel into the past in an attempt to
iptain James Kirk.
e Klingons are content to allow the Federation to deal with the rather sticky issues sur-
protecting the timeline. The Department has discussed the possibility of recruiting Klingon
e on the part of the Klingons, and the potential damage an angry Klingon could do to the time-
'éd them from doing so thus far. For the time being, the Department makes do with agents
1o appear Klingon on the occasions when Klingon-looking agents are required.

ome of them first-hand. Of course, when they arrive, an accident alters history, forcmg the
role in a Klingon legend in order to restore the timeline. Imagine if some ancient Klingon

- scholars believe there s evidence that the Romulan Empire may have created itself (in what
great predestination paradoxes of history), there is nothing conclusive to indicate the Romuta’s_'
guide the destiny of their empire.
on does know the Romulans have used time travel in attempts to alter Federation and Klingon hist
d at least eleven attempts by special agents of the Romulan Tal Shiar Temporal Assessment
v, usually focused on issues of importance to the Romulans, such as the Earth-Romulan War |

Incident, but also including more subtle subversions of human, Vulcan, and Klingon culture, In af




n cases, the quick intervention of DT agents or Starfleet thwarted
Romulan plans. There is speculation about the possibility of unknown  on running an espionage series involving the Romulans, st
omulan interventions altering the timeline, but this appears unlikely in Line: The Starfleet Intelligence Handbook and The Way ﬁf
of the current state of Romulan affairs. If any successful interventions  boxed set, also from Last Unicorn Games.
= taken place, their effects on the timeline appear minimal. Of course, the Romulans do not always have to be adversa
Like the Federation, the Romulans take an extremely conservative Imagine two teams of time agents, Romulan and Federation,
= toward time travel, Their temporal missions are rare and are meficu-  the involvement of a third faction at a particular point in hist
fy planned down to the last detail. For about three decades, a tenuous  enemies might be forced to unite against a common foe in :
poral truce held between TAG and DTI, but the recent stresses on serve both their futures. This enemy could be the Borg, the
cmulan-Federation relations may have led the Tal Shiar to resume very Devidians, or an entirely new species altogether, :
sreful temporal sabotage. DTI experts believe the Romulans consider The Romulans also serve as a useful time-travel hook beca
»eir own history sacrosanct and carefully avoid temporal interventions potentially unstable technology. Damage to a Romulan warbird
might alter the existence of the Empire. For example, the Romulans a temporal event for DTI agents to look into. For example, 2 da
zve never made any known attempt to interfere with Vulcan prehistory warbird might tear a rift open in the fabric of space-time, seni
=fore the Romulan exodus, since such an intervention might prevent the  into the past or future. What if a Romulan vessel from the fui
lement of Romulus and Remus in the first place. At the very least, it up in the 24th century? How does DTI deal with it (and the i
ears the Romulans aren't willing to take the risk of wiping out their Federation Timefleet officers who follow it into the past)?
wn civilization, Although the Romulan government and the Tal Shior
In fact, the greatest temporal danger posed by the Romulans is not servative when it comes to altering the timeline, a Romu
weir direct intervention in the timeline, but temporal acaidents caused by commander displaced in time might not be so careful. P
weir technology. The Federation has considerable evidence that Romulan to take action to alter the future far the betterment of
ntum-singularity technology can cause temporal disruptions when dam-  just himself, or both). DT agents can find themselves 'or

azed or affected by certain other energy fields. Damaged Romulan warbirds ~ Romulan Empn‘e wnh or without the assistance of quu_

“ave been known to create unusual temporal anomalies, such as when a from the present.
rbird and the (/.S.S. Enterprise-D became trapped in a region of slowed _
fme due to a power feedback from the warbird's singularity drive. The Ta urhai
. chroniton emissions generated by Romulan cloaking devices seem only to o
=sacerbate the potential danger. Unfortunately, all Federation attempts to The Taurhai, an advanced civilization located in the Beta Q
=z more about Romulan technology and any potential danger it might the ga{axy, has technology generally in advance of most Mp
ose have been met with cold disdain from the Romulan Empire. civilizations. (For more information on the Taurhai, c_onsul_tt
D'era boxed set.) Time travel is one area where the Taurhai
STORY NOTES lackir_sg, fortunately for the rest of the gaiaxy. Taurhai techn og!
heavily on the use of subspace, including their starships, w
The Romulans are useful antagonists in a time-travel series; their tech-  space funnels to travel at faster-than-light speeds, shiftin
. nology is roughly equal to the Federation's, and their goals are opposed. light-years in the blink of an eye. This lack of w:érp technolo
| Fomulan time agents operate in much the same way as DT!'s, subtly and the Taurhai from discovering the slingshot effecf, one of th
| covertly, but they also work to change time as much as they do to pre- time travel discovered by other civilizations, including the
serve it A struggle between Federation and Romulan time agents is a The, Taurhai have developed sophisticated theories re
complex game of cat-and-mouse, an espionage story played out in some nature of space-time, but have not yét tested them in te_rrﬁ
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ess evolved” societies. The Romulans consider using temporal espionage against the Taurhai
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olis mutations jo
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wake of beufal mur- ely to attempt sabotage, which could trigger massive temporal distortions or other phenomena calling
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age; confinegeto a

g inctnale Tholians have a relationship with time best described as “unusual.” Regions of Tholian space

i cl. These “Sargassos of space” interfere with normal navigation and shipboard systems, making
Sarfleet captain to :

ardous to space vessels. The U/S.S. Defiant disappeared into a spatial interphase in Tholian space
o erprise Captain James Kirk briefly became trapped in the interphase during a rescue attempt. Like

phenomena, spatial interphase has a debilitating effect on the humanoid nervous system, leading to P
ons, paranoia, and other psychological disorders (see “Temporal Narcosis,” page 13, for more
fect caused the crew of the Defiant to behave erratically, eventually killing one anather,
 Tholians are immune to the effects of the spatial interphases, able to navigate through them w
ected by temporal narcosis. This may be due to differences in Tholian physiology and

“found gdrift In* * T uffer” between their space and outsiders. The Science Council and some astrophysicists
space. First _r.om._aﬁ‘ e : e Tholians may have deliberately created or enhanced the interphases in some way, but this is
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#ld and graviton technology. The Federation believes Tholian
ge extends into the manipulation of other exotic energy fields,
g tachyons and chronitons. If so, it is likely the Tholians possess
2l drive technology, either utilizing gravitons to “stress” space-time

e temporal rifts, or direct manipulation of chronitons to change
2! flux, or both.

hough DTI has reported not direct contact with Tholian time travel-

date, there have been several sightings of timeships that may be

2 in design, bearing a resemblance to Tholian space vessels. The
tion has chosen not to press the Tholians for more information, but

1aintain a close eye on Tholian space.

ITORY NOTES

Mysterious and alien, the Tholians make a good “mystery villain” for

. Trek Roleplaying Game time-travel episodes. There are many ques-

surrounding the Tholians and their temporal abilities. Do they have
ravel technology? If so, how do they use it? The Narrator should use
Tholians as background characters and the source of mysteries for the
part. Perhaps over time the Crew can encounter Tholian time travel-

i 2nd learn more about their technology.

Tholian space also presents opportunities for a time-travel episode or
Ships can become trapped inside a spatial interphase and need res-
provided the rescuers can deal with potentially hostile Tholian vessels
ng to escort them out of their space. A spatial interphase can also
tinto a full-fledged temporal rift of some kind, sending a vessel
gh time, possibly with some Tholians for company. Can the two

overcome their differences and work together in arder to get back
e?

Temporal Renegades

The Department of Temporal Investigations uses this classifica-
an for various unaligned time- and dimension-travelers. Renegades
zvel through time pursuing their own individual goals, which may

Rasmussen, a 22nd-century con artist who stole a time pod fi
century researcher. Rasmussen used the pod to travel into the
century, where he attempted to gather samples of advanced:
(including phasers and isolinear chips) which he could také-._
to the 22nd century and claim to invent. The crew of the U
D uncovered Rasmussen's scheme and detained him, ca

tody, and subsequent investigation by DTI turned up no eﬁlden

time pod in 22nd-century New Jersey. The Department beti_ew_a'_

agents of the Federation Timefleet, but DTI remains alert fo
its return.

the “genetic supermen” from Earth's late 20th century. M
ber of his followers fled into space on board a “sleeper shi
later found by a band of Pakleds. The Pakleds manage:
and his crew, who commandeered their ship,

Miller faked a distress call and lured in the U.S.S. Valia
that sector. He managed to 'g":a'in'coﬁt'rbi 'offtﬁéﬂv}:a’fa;}gandv.
existence of the-sli'rigs_hpt- effect. Miller took the Valiant in
the intention of altering the history of the Eugenics Waf. T
crew thw;ﬁed.muller’s plans with the as:siétance___of a team
They returped to the present with the criminal and his cr
placed on-a Federation penal colony. After more than fiftee
penal-colony, Milller escaped, apparently with aid from h
suggeét_jng he once again has access to time-travel techn

remains at large, and the Federation authorities are keepin :
for any signs he has resurfaced. :

STORY NOTES

Renegades serve as useful “wild cards” for the Narratol

e anything from looting the treasures of the past to altering history  travel episodes around. Anyone who gains unauthorized (

1o suit their particular designs. Fortunately for DTI and the timeline, ~ time-travel technology can become a renegade;‘?This can r
| renegades are rare. The technology required for time travel doesn't meaning but misled Starfleet officers seeking to change

of ' often fall into criminal hands. When it does, it's up to DTl to track better to renegade Vulcans or Bolians trying to prevent f

e

","’ﬁfﬂ.'t’ %
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other species, to genetic supermen or
other villains from Earth’s past trying to
prevent or undo their own inevitable
defeat. Imagine a group of Nazis gaining
control of a timeship from the 29th cen-
tury and using it to travel into the future
to find out how their “Thousand Year
Reich” unfolds. Imagine their surprise
upon encountering the Federation—and

ViCe versa.

Devidians

This write-up expands upon and
supersedes that on page 278 of the Star
Trek: The Next Generation Roleplaying
Game core rulebook.

HOMEWORLD

Devidia Il, a Class M planet in the
Marrab Sector. Most of the lifeforms on
Devidia Il are relatively primitive, save
for the Devidians themselves, who exist

in a slightly different time continuum.

-




evidians are
oid, slightly taller

mumans, with a thinner

B B
ON TO
SPeCles

m their natural form,
dians are almost invisi-

the naked eye,

in a different state

A chroniton or tachyon scan will reveal Devidians as tall, glowing
noids, with elongated limbs and facial features. The Devidians are

= largely unaware of other beings in their natural form, and are vir-
s :immune to the effects of the physical world.

ESCRIPTION

The natives of Devidia Il exist in a slightly different time continuum,
them slightly out of phase with normal space-time. This renders
idians virtually invisible and immune to the effects of the physical
i 1t is unknown whether this condition evolved naturally or is a result
ichnological experimentation at some point in their past.

The Devidians have advanced technology, much of it apparently

¢ in nature. Among other things, they have the ability to travel

ugh space-time using an “ophidian,” a snakelike lifeform with extradi-

sional properties similar to their own (see page 93, below). When
fiated with the proper energy, the ophidian opens a temporal rift,
pwing the Devidians to travel wherever and whenever they wish. The
aphidian ever analyzed by Starfleet opened a rift between two specif-
ces in time (Devidia |1 in 2368 and Earth’s San Francisco in 1893). It
U possible the ophidians can be “programmed” with different destinations

2 Devidian technology.
i The Devidians also have the ability to assume different forms and to
meg themselves into phase with normal space-time. These abilities are

most likely technological, although they could be psionic i
Devidians use them to disguise themselves when they tra
time, appearing as normal members of the species from the
are visiting. The impersonation is perfect from a physical ta
Devidian emotions and psychology are different enough from
humanoids that an extended conversation gives them away. D

Devidians appear aloof and emotionless.

The Devidians feed on the neural energy of other lifefo
their advanced technology to drain off this neural energy and
return to their home world. The process quickly kills the life
on, but the Devidians have little or no regard for other sentient:
fact, they may not even recognize beings from normal space-t m

tient by their standards.

Using their ability to travel in time, the Devidians “harves
energy from other lifeforms. They visit times of great upheava
et's history, such as the Black Plague or cholera epidemics on E
Rigelian fever plagues of the 22nd and 23rd centuries, or the
on Alpha Centauri. This allows the Devidians to gather nei
a minimal chance of detection. The additional people tur

usually considered victims of plague or accident by loc

unknown how many different time periods the Devidians
for how long they have'been gathering neural ‘energy in
has likely been a“considerable period of time. Federation 4
not even begin to speculate about the possible change the
may have"introduced into the timeline. There s considerab
whethgf or not Devidian victims are “supposed"' to die.

All attempts to make peaceful contact with the Devid
They are either unable or unwilling to communicate with othe
In general, the Federation considers the Devidians hostile, an
have standing orders to stop any Devidian “harvesting” opera
discover. Disguised Devidians are fortunately vulnerable to. )
weapons like phasers, although Devidians in their natural )
impossible to harm using conventional weaponry. :

STORY NOTES

The Devidians make a good “mysterious alien menace
travel episode. Their methods and their abilities are only b
understood by the Federation, and they are ruthless in pu
need for neural energy. Time travelers can encounter the
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z thousands of light-years and hundreds of worlds. At their apex,
m possessed early Level Seven technology, advanced beyond
ation's current level of development. The Krenim Imperium was
enough to exist in fairly close proximity to Borg space for gener-
without major conflicts, although the Borg did assimilate some
and their technology.
| centuries ago, a Krenim scientist named Annorax developed a
or manipulating the temporal charge of events in the timeline.
poral exclusion device” allowed the Krenim to reorder the time-
will, changing events to simply wipe enemies out of existence. The
wm allowed Annorax to build his weapon as part of a massive time-
\and to use it against the enemies of the Imperium.
For a time, the weapon made the Krenim the supreme force in their
on of the Delta Quadrant, virtually unchallenged by any ofher power,
awilization foolish enough to go against the Imperium found itself
- miped from history, as if it had never existed. Ironically, this very effect of
| the Krenim weapon caused many species to question its effectiveness.
j,;Snce they could not recall the other civilizations destroyed by it, the
'@mptian spread that the Krenim were bluffing about their ultimate
L reapon.
" This led the Krenim to use their weapon more often until, finally,
tanorax made a fatal error. In wiping out an enemy race known as the
| Belnar, Annorax eliminated a vital antibody the Relnar had introduced into
ﬂ'ﬁe Krenim genome over years of contact. Without the antibody, huge
portions of the Krenim population succumbed to a deadly plague, includ-
ing Annorax's wife, Annorax and his crew devoted their lives to undoing
e damage to the timeline, but the number of minute changes necessary
| o restore the Imperium as it was before was staggering. The Krenim
mperium slowly decayed and collapsed over a period of several genera-
mons, becoming a mere shadow of its former self, while Annorax’s
- smeship wandered across space, attempting to alter the timeline again
| and again.
Each change in the timeline produced a new alternate reality,
Sometimes the changes were small, barely noticeable, but factored
together grew into larger and larger alterations. Annorax managed to suc-
r=ed in restoring the Imperium on several occasions, but even his greatest
successes were no better than a 989% restoration of the original timeline.
Small elements were always different or missing, including the Krenim
| colony of Kiana Prime, where Annorax and his wife had once lived.

Unable to accept anything less than complete success an
of his family, Annorax kept trying, over and over, to untangl
timelines he had created.

The unexpected presence of the Federation starship Voya
Delta Quadrant, a random element Annorax had failed to accou
interfered with his plans. The Krenim did their best to elimin :
as a problem, attacking the ship and using their temporal excl |
ties to continue altering the timeline, Voyager's crew develop‘e’d
shielding to protect them from the effects of the Krenim weapg
attempted to escape the continuous Krenim assaults. Finally, ' )
Kathryn laneway crashed Voyager into the Krenim timeship, as_ﬁ_&:
own second-in-command sabotaged its temporal core. The destru
the temporal core caused the timeship to cease to exist and rest )
fimeline o its original state. o

The Krenim Imperium remains a powerful force in the Del
Quadrant, and their potential for time-travel technology is stag
is likely the Federation will hear from them again at some dL__

For information on Krenim ships and technology, see page
Chapter Seven. -

STORY NOTES

Although they are from a civilization tens of thousan

from Earth, the Krenim can easily put in an appearance';r%r"_l. a
series. Even adistance of 57,000 light-years is no barrier t_oé
with the ability to travel through time. The Krenim make stitabl
nists for a-single time-travel episode or for an ongoing series i
“time war" between the Krenim and the forces of the Alpha Qua

The Krenim Imperium is a conquering, expansionistic culture

with self-assurance and knowledge of its place in the universe.
Unfortunately, the hard lessons learned by Annorax and his cre
their centuries of wandering were undone when the origin i
restored. The Krenim still consider their Imperium righteolj$ a
and they are mare than willing to use their temporal technolo;
enforce their will on other species. :

It is quite possible Krenim time-tampering in the distant.
Quadrant could have unforeseen effects on the history of the
galaxy, including the Alpha Quadrant. For example, if the K
history of the Borg (intentionally or otherwise), they might
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fant to prevent the Krenim incursion.
oken, the Krenim may discover that events in the Alpha Quadrant are vitally linked to events in their

The Krenim may decide it is better for them if the Borg do succeed in assimilating Earth, there-
technology the Borg acquire from Voyager to protect them from Species 8472. Once the

in Alpha Quadrant history, it's unlikely they'll stop with just one temporal intervention. The
elop into a behind-the-scenes "time war” between implacable, arrogant Krenim time agents

artment of Temporal Investigations.

ophets
more detail in the Star Trek: Deep Space Nine Roleplaying Game core rulebook and supple-
are alien lifeforms who exist outside linear time. They created the Bajoran wormhole and sent

S_-“brbs" into the Bajoran system, which became the basis for the Baj
hets as gods, while Starfleet and the Federation considers them extremely powerful and alien

oran religion. The Bajorans

placed underthe . - - existence gives the Prophets a unigue view of time. To them all events happen simultaneousty, without a

command obWill .- " * This allows them to foretell the future in human terms, an ability they used to create the prophe
Captain Benjamin Sisko. The Prophets often express

cies

icated 1o the Bajorans and their human emissary,
he linear point of view, even after Captain Sisko explained it to them to the best of his ability, The

mples of the Prophets’ temporal engineering abilities, devices capable of granting visions of the

b ; i ng through time.
Admiral James Kirk. 25 e ) , Einii
e ' ; | the Prophets apparently want only to be left alone. They communicate occasionally in visions

; Becker is;epd:‘(r:.d
i saring as people from that individual's life. They have an interest in Bajor and the Bajoran peo-

BT OMIA; and Kirk takes e
ins unclear exactly what their interest is. They have on occasion assisted Bajor and the

ol foethefitth s :
s notably by destroying a Dominion invasion fleet coming through the wormhole.

ts are apparently vulnerable to high levels of chroniton radiation, which affects their transtemporal

ith once took control of Chiel O'Brien’s wife Keiko in order to direct a chroniton beam into the
tly with the intention of killing the Prophets. The Pah-wraith succumbed to its own weapon in the
nd :’Pah—wraith were likewise chased off the Promenade of Deep Space 9 by a chroniton field

inish a duel between them.
; ger emefs
__221"2: Bolian diplomat. i =
. i i 2 { b
completes »
Peotiations :;r:ir?tlng . : re mysterious alien beings capable of affecting time and space in ways beyond the understanding
the Bolian Wogld ! : S : , ,
i R nce time is a continuous whole to the Prophets, rather than a series of interconnected moments,
Countd.s - : : ; : . .
involved in some time travel inadvertently. For example, the Prophets once returned a Bajoran
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An accident involving the Bajoran wormhole could send the Crew to a
different point in the past or future. They might chalk it up to a warp-drive
_accident, but can the Crew really say for sure that it was not the will of the

The Q

The noncorporeal beings known as the Q exist in a continuum out-
normal space-time, possibly outside six dimensional space-time
her. The Q apparently have the ability to alter the flow of time, and
b iwavel in time, at will. Like most of their godlike abilities, the Q seem to
e their ability to time-travel for little more than their own amusement.
« understanding of linear time is better than that of the Prophets, or at
their ability to interact with linear beings is more developed.
The abilities of the Q make them very dangerous to the space-time
inuum, Whether or not a Q's intervention could disrupt the fabric of
e-time altogether is a matter of some debate among Federation sci-
, but there is no question that the Q could totally alter the course of
s ory if they so desired. Fortunately, even the Q seem to have a certain
zard for the integrity of the timeline, and only rarely tamper with history
least, as far as we know).

STORY NOTES

The Q can transport a Crew to nearly any point in space or time,

:'::'nduding realms that exist only in the imagination. Q once transported

_- e crew of the Enterprise to Sherwood Forest, complete with the Sheriff
. of Nattingham and Sir Guy of Gisbourne. The Q could likewise send a

L Gewto anywhere in history. Whether or not it's the “real” history of the
- umeline or that of a parallel timeline (or entirely a construct of the Q) is
. up to the Narrator, depending on whether or not you want to deal with

the possible repercussions of altering histary.

The Q are more likely to act as plot devices to transport a Crew
through time rather than as traditional time-traveling antagonists. If a Q
decided to alter history, there would be very little Starfleet or DTI could
do about it. Instead, the Q use the past as a place to put people through
their little games, or perhaps to enlighten people to some degree about
the past and how it shapes the future. Q did this once by allowing
Captain Picard to change an incident in his past (altering the timeline)

and showed him how his future would be different. See
more notes on using the Q in time travel episodes,

Travelers

HOMEWORLD

Tau Alpha C, a distant world outside known Federation i

HOME REGION OR SOVEREIGN
TERRITORY

So far as is known, Tau Alpha C s the race’s only territory.

SUGGESTED ATTRIBUTE AND
EDGE RANGES

Fitness 2 [5]
Coordination 2 (5]
Intellect 3 [6]
Presence 3 (6]

Psi 3 [6]

SIZE

Ap{jroximateiy the same size and mass as humarns.

TRAITS COMMON TO THE SPECK

Travelers are humanoid, with gray skin and enlarged brow ridge
They have two fingers and a thumb on each hand. Some Trz
able to alter their appearance at will.

DESCRIPTION

The species known only as the “Travelers” (sometimes call
Alphans; their true name is unpronounceable by humans) h_'
distant planet of Tau Alpha C. Little is known about this myst
other than what they have told Federation representatives. F
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\ the Travelers are a peaceful, isolationist species with little interest in galac-
tic affairs. Their first contacts with the Federation were cordial, but the
Travelers showed only limited interest in the Federation and preferred to
M, i N be left alone. Scientists paid little attention ta the species for many years.
i ISEFJT"m“S o B I That changed when a Traveler (also known by that name as a personal
o o < B - title) accompanied Starfleet propulsion expert Kosinski on board a number
el g of Starfleet vessels to perform experiments in improving engine efficiency.
Apparently, it was the Traveler's efforts, rather than Kosinski's work, that
resulted in the improvements to the engines of the starships Ajax and
Fearless. A distraction caused the Traveler to catapult the U.S.S. Enterprise-
D accidentally to Galaxy M-33, then to an immeasurably greater distance
outside the known universe altogether. The Traveler revealed that his
species possesses an understanding of the interrelationship between space,
time, and thought, allowing them to “travel” apparently at will. When asked
why his species had not used their abilities to visit Earth or other Alpha
o e Aartman ] before, the Traveler only replied "Because you have been ... uninteresting. It is only now that your
B Captain Spock. © Lo s serious attention.” While returning the Enterprise to its original location, the Traveler disappeared.
The EnterpriSe .~ M Traveler reappeared on the Enterprise several years later when an experiment involving a static warp
; Dr 'E:e'\_.r'e'riy Crusher in an alternate reality. The Traveler assisted Crusher's son, Wesley, in rescuing her
; _ before it collapsed. The Traveler also revealed to Wesley his own potential for affecting space-time
symbol of arfleef® . & e years later, the Traveler appeared to Wesley Crusher and offered to guide him to a higher

it Armens.

4@ training vessek _

e o in ature of space-time.
2278: The USS. LR tion has attempted to learn more about the Travelers as a species, they have politely declined

in the Typhon -
* . .

Bpanse 1en;p|::ral

i low the Travelers to go anywhere in space (and, presumably, time) at will, and to affect the
A i lity. Very primitive analogs of their abilities can be duplicated using warp technology, such s the
. 2281; Sarek becomes H arp experiment trapped his mother in an alternate reality of her own making. Similar experi-
Vulcan, Ambastador g ocket” realities, drawing the attention of DTI and the Travelers, DTI agents can also encounter 2 |
to the F‘Ederaﬁ“"-_ ? ; ere in space and time, although they might not know it unless the Traveler chooses to reveal i

2282: Admiral Kirk his makes Travelers useful as “mysterious strangers" who can show up and offer the Crew a helpful

“refires from » % - then vanish before answering any other questions.
Starfleet. 3

»

2283; Briéf Federation- *

Breen clash.
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ICreatures from other dimensions and planes of existence have

w and all of the uses for creatures in a story—comic relief,

-t

ime (like the Devidians or the Prophets) or even beings able to

i through time or alternate dimensions on their own.

§PHIDIAN

Type: Scavenger

Size: | m long

Form: White, hooded serpent

Attributes: Fitness 2 (Vitality +1), Coordination 3, Presence 1,
Instinct 1

Base Movement: 10

Resistance: 1 (8)

Special Abilities/Unusual Skills: See below

Weapons: Fangs 2

Difficulty: Moderate (6)

Damage: | + 1d6 damage

Description and Additional Notes: An ophidian is a

actually more of a device than a lifeform, a genetically
engineered and enhanced Devidian creature used by the
Devidians as part of their time-travel technology. The
creature spends most of its time in a state of stasis, often
disguised as an ornate walking stick or similar object.
When exposed to certain energy wavelengths, the ophidi-
an Is activated and stimulated to produce a temporal rift,
allowing the
Devidians to
move
through
time, The
destination
of the rift
is appar-
ently
controlled

B up in Star Trek episodes before, and can appear in your stories as

fin, monster, or red herring—apply to extratemporal creatures as
ne Crew can encounter unusual lifeforms that live outside normal

QUANTUM HUNTER

-~ different alternate dimensions. They ca__h also track

using the exact wavelengths of energy the oph
exposed 1o, along with some type of “preprogra
instructions. :

An ophidian in stasis is extremely resistant to hf:irr*n"'f
a Resistance of 8, Their natural resistance is only 1. An
ophidian handled by someone other than its designa_{
dler (or any non-Devidian) may attack using its sharp

(ophidians are not poisonous). ;

Type: Chasing hunter

Size: 1 m high at shoulder

Form: Large, multilimbed insectoid B

Attributes: Fitness 3 (Strength +3, Vitality +2), Coord'i,n'a:
3, Presence 2, Instinct 2 (Ferocity +1) A

Base Movement: 15

Resistance: 6 (16)

Special Abilities/Unusual Skills: See below.

Weapons: Mandibles 3 :

Difficulty: Moderate (6)

Damage: | + 2d6 damage

Description and Additional
Notéé: Qu:'aﬂtum
_huﬁters are rare life-

~forms |
occasionally

~ encountered by

~Starfleet crews.

They apparently
have a natural
ability to
alter their
quantum
resonance,
shifting between

genergy emissions across different quantum realiti

are apparently attracted to certain types of energy,
they feed upon. They seem to favor chroniton anq
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For most sentient species, time travel isn't possible without highly advanced technology.
Many species build such technology into starships, for a wide variety of engineering and
monvenience reasons. They refer to such ships as “timeships.” This chapter details several
such vessels,

Timeship Rules and Technology

For the most part, the normal rules for starships and starship combat (as described in
the Star Trek Roleplaying Game core rulebook, pages 127-162) apply to timeships. They
typically include equipment such as transparters, replicators, and the like, which Starfleet
characters will readily recognize. In many cases timeships come equipped with the most
advanced technology available to a particular species, so characters may go thmugh a E;rﬁef
“adjustment period” getting used to anything new and/or different.




future may present characters with technology far more advanced than any they've encountered.
ass timeship from the 29th century will look somewhat familiar to 23 rd-century Starfleet crew-

its systems will be as incomprehensible to them as a warp drive would be to a 20th-century
et iand, they may find 1t easier 1 use and undersiand some of tis technology Simply because it

ays, the Narrator should take the most dramatically appropriate approach—if it furthers the story
ork flawlessly for the characters, do that; if having the characters stumble along trying to figure
ks contributes to the narrative, then that's the way to go. Just remember that, with timeships,

‘have consequences for eons to come. (See page 65 for other guidelines for out-of-time

over by Khan

+.. - Noonien'Singh, Who

ion Timeships

TimEsHIP

'l_‘ype:' Thucydides-class Timeship

ning Date: 2370

enniem - 75,09 % 153.21 X 45.7 m: 395,000 metric tos; 5 decks)
Nebtila intothe tem- e

mime : ers/Evac: 33/12/150 [5 Power/round]
T 4 Power/round]

" bl i G ;ﬁersonrlel, 1 emergency, 1 cargo [2 Power/round]
e ¥ 1 fv [2 Power/rating/round]

i < and Power Characteristics
Rl em: 6.0/8.0/9.0 (8 hours) [2/warp factor]
‘malii:)n.. SR "y'stem: 75 ¢/.9 ¢ [7/9 Power/round)
| avel System: [40 Power]

Enterprise dn an ille-

% 2286: farth is treat-
cened By a.powerful®
spalr_e'pmba;thai
< does not relent until o msors: +2/17 light-years [6 Power/round]
‘it comsmunicates ¥ prs: +2/1 light-year [4 Power/round]
with two humpback . e : ensors: +2 [5 Power/round]
swhales brought from  * " Sensors: +2 [10 Power/round]

Edrth's own past.

S
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Damage: 14
power: (14
Chronal Jammer

Range: 300,000 km radius around ship

Arc: All (720 degrees)
. Accuracy: N/A
| Damage: See text
. power: [10]

ons Skill: 4
sive Systems
peflector Shield
Protection: 35/35 (50) (35 Power/shieldfroundl
scription and Notes
ifiect data: Commissioned by the Department of Temporal

imvestigations in 2370, the Thucydides-class timeship, the first
zaderation ship of its kind, was a joint creation of DTl and
Srarfleet's Utopia Planitia engineering corps. The project began
7365 as an effort to design what amounted to a “temporal
<earch and rescue vessel.” DTl was becoming increasingly con-
cemned with the rise in fime-travel incidents over the past
century or so, with the resulting possibility that @ person from
the present day could become trapped in a past time with no
way to return home. The latter scenario created an unaccept-
ably high risk of alteration of the timeline. DTI's response 10
this threat was to develop a way to rescue the hapless travelers.

The Thucydides-class vessel is slightly larger than 3 Defiant-
class escort. Its state-of-the-art sensor systems are specially
configured to gather chronometric data in addition 10 running
standard scans. It has two full-scale computer systems, capable
of running in serial or parallel, which give it more computing
power than just about any ship of its size in the Federation. It
also comes equipped with several unique technologles created
by DTI. The most important of these is the chronal travel sys-
ten, a special engine which uses chronitons to Move the ship
backward and forward through time. Typically the crew uses
the chronometric sensors {0 locate errant time travelers, then
feeds that data to the chronal travel system so that the ship
arrives precisely in time 0 “rescue” them.

The ship also has a chronal jammer, a weapon designed to
incapacitate other ships’ sensors and prevent anyone from

following the ship through time. When activated, tF
jammer creates a field of tachyons and chronitons
300,000 kilometer-wide radius around the ship itself.
ship within that field will find its sensors completeijr op
ble (particularly any chronometric 5ensars, which may:
1 on 1d6] be completely fused by exposure 10 the fiels
Other chronal technology should suffer similar prol"}lé
While the chronal jammer is active, the crew cannot_ﬁ
<hip’s other weapons, but can activate shields. Sorﬁne:--
or testing models indicate a slight (0.001%) chance
activation of a chronal jammer will cause a temporal in
sion which transports the ship and anything inside the fie
normal radius to an alternate point in time.
Thucydides-class vessels do not belang 10 Starfleet
are the property of the Department of Temporal
Investigations, which maintains an extremely tight con
over their use. : '
Noteworthy vessels/service records/encounters: D.
Thucydides (prototype); D.T.1. Durant, compleléﬂ 2
Herodotus, currently being constructed to replac
D.TI. Livy, lost and presumed destroyed during tr
entury, 2373 R o Ry

EpOCH-CLASS TIMESHIP o

Clasi and Type: quch"—-d'asslTimes{hip:-.. Y
Commissioning Date: 2825 o

Hull Characteristics
Size: 1 (60 42X 3.5 m; 15 metric tons; ! deck)
Iggsistame: 2 -
structural Points: 20

Operations Characteristics
Crewaassengers{Evac: 1/0/0 [-1'-Powerfround1
Computers: 2 [2 power/round) ¥
Transporters: | personnel, 1 temporal {1 Powérf.ro_uﬁdi
Tractor Beams: 1 v [2 power/rating/round]

Propulsion and Power Charac ristics
Warp System: 4.0/6.0/80 (6 hours) [2/warp factor]
Impulse System: 7 ¢/9 ¢ (7/9 Power/round] :
Chronal Travel System: [40 Power]
Power: 210

s AR




admiral folo ; ; _‘ : yrs: +4/50 light-years [6 Power/round]
hiearings for : +4/5 light-years [4 Power/round]
‘Sensors: +4 [5 Power/round]

Starfteet regulatio

commands it.

Epoch-class timeship is a product of the 29th-century Federation's Temporal Integrity
IC designed the ship to help it investigate and prevent (or repair) temporal incursions, to
iding" by unethical persons or societies, and so forth. An extremely small, arrowhead-

effort or
the Erfip
.4 %

cate the

s a crew of one, Its warp engines are correspondingly small, but thanks to 29th-century
only slightly less power than large 24th-century warp engines. Its chronal travel system
e-travel capability, but also includes a graviton-based temporal field generator which
other ships through time.

with a.t‘,‘emaljran s sent of trouble, the ship is equipped with a subatomic disruptor cannon. This weapon fires a
o Jreighter g S : eam of nadions and chronitons which disrupts the target on the subatomic level, causing exten-
/ Furthermore, this beam is so strong that it punches through and disables the defensive
arlier periods (including those of the 23rd and 24th centuries) without any loss of energy. (In
alliance collap : 3rd- and 24th-century shields provide no protection against this weapon; apply the dam-
“the Klingon Fmpire : _'hé-target Thereafter, shields are down until repaired; the Narrator determines how long it
and the Romulan e epairs, based on the extent of damage to the ship and other factors.)
Star Empire entef a, ; ’ gy powering an £poch-class ship requires precise calibration. When preparing to travel
iod of the commander must carefully reset the temporal matrix (which requires a Moderate (6)
; rd Systems (Time Field) or Systems Engineering (Temporal Sensors) test). If the character fails
2293: Qo'nos, the. J e 1d then uses the ship, he will create a subspace chroniton explosion which rips open a hole in

mdke fir

2202 The

Klingot/Romulan

Klingoh homeworld,* as wide as Earth's solar system.

[ ely damdged: : ' s/service records/encounters: U.S.S. Epoch (prototype); U.S.5. Aeon, crashed on Earth in 1967
cxplosi_ap of ; - ded by Captain Braxton, resulting in significant timeline alteration; U.5.5. Baktun; US.S. Century;

: ; : 5.S. Generation; U.S.S. Kalpa, encountered by DTl on lconia in 54,223 B.C,; U.5.S. Millennium.
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PoLARITY-CLASS TIMESHIP
Class and Type: Polarity-class Timeship
Commissioning Date: 2886
Hull Characteristics
Size: 4 (15780 x 135.27 x 31.5 m; 350,000 metric tons; 4
decks)
Resistance: 6
Structural Points: 80
Operations Characteristics
Crew/Passengers/Evac: 175/50/1,500 [6 Power/round)
Computers: 6 [6 Power/round]
Transporters: 2 personnel, 2 emergency, 1 temporal [3
Power/round|
Tractor Beams: 1 fv, 1 ad [2 Power/rating/round]
Propulision and Power Characleristics
Warp System: 9.0/9.5/9.9 (20 hours) [2/warp factor]
Impulse System: .7 ¢/.9 ¢ [7/9 Power/round)]
Power: 330
Sensor Systems
Long-range Sensors: +5/50 light-years [6 Power/round)]
Lateral Sensors: +5/6 light-years [4 Power/round]
Navigational Sensors: +5 [5 Power/round]
Chronometric Sensors: +5 [10 Power/round)
Sensors Skill: 6
Weapons Systems
Type Epsilon Phasers
Range: 15/40,000/200,000/500,000
Arc: All (720 degrees)
Accuracy: 3/3/5/8
Damage: 50
Power: [50]
Chroniton Torpedoes
Number: 50
Launchers: 1 ad, 1 fv
Spread: 10
Arc: Forward or aft, but are self-guided
Range: 25/500,000/3,000,000/6,000,000
Accouracy: 3/3/5/8

= {

Defensive Systems

Description and Notes

Damage: 30 (ignore conventional shielding)
Power: [5]
Weapons Skill: 6

Timefleet Deflector Shields
Protection: 100/100 (150) [100 Power/shield/round}

Fleet data: The Polarity-class vessel is a general purpose
ship used to study, prevent, and/or correct temporai':-
anomalies, alterations of history, and so forth. It cannot
through time itself, but comes equipped with a tempora
transporter, chronal communications system, and chron
sensors which allow it to scan the timeline and transpor
ple to and from various points in time. :

Polarity-class vessels are designed primarily to trave
given point in space so that they can monitor and/or pn
a temporal incursion ar similar anomaly from occus
that place at some point during the timeline. Using
ral transporters, its crew members transport pel
from the incursion’s temporal point of origin, exp
purpose, and recruft the transportee to help resd}vf_e
lem. If the transportee is sent to one of his for
futures, the ship's crew will resequence his memofy
to prevent him from returning to his normal tlirﬁ;!ffa
knowledge of the future; if 'nbt, he is simply giﬁen_

~warning about the Temporal Prime Diredive _befpf
returned home.

- In addition to its time monitoring and tran5porte:_r"'e'

~ment, a Polarity-class ship comes equipped with a wid
variety of ather systems, incdluding two holomatritesﬁ(.
often come in useful when training its new “agents’
missions) and a low-powered phaser weapon (low-
for the 29th century, that is). The ship is also armed ith
torpedo launchers and carries a small complement
ton torpedoes.

Noteworthy vessels/service records/encounters: USS.

*(prototype); U.S.S. Charm; U.S.S. Relativity, worked
crewmen of U.S.S. Voyager in 2375, commanded by
Braxton and later by Lieutenant Duquesne. '

R AR R
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nterrupted b\ﬂ the

assassination of *

ngers/Evac: 10/0/0 [3 Power/round)]
534 [4 Power/round]

knterprise-A Is L System: .75 ¢/.9 c [7/9 Power/round]
retired fromeservice, « -

# replaced by the

al Sensors: +2 [5 Power/round)
ric Sensors: +3 [10 Power/round]

_the Nexus, encoun-

ered yihen th ship o org imesphere 15, essentially, a temporal weapon the size of a ship. Wfs systems are designed
| Tespands fo a dis- j " thing: power a massive lime-vortex generator which allows the ship to travel back into time.
one-shot effect; the ship cannot return back through time, but it could make one jump to the
ecessary. The Borg do this so that they can conquer a troublesome species or state (such as
gration) at an earlier point in time before it can possibly resist assimilation.

e crew of a timesphere initiates a time vortex, it leaves a “temporal wake” behind it. Any ship
illion kilometers behind it will be sucked into this wake and travel back in time with the time-
at_!'shi.p will also be rendered immune to the effects of its time shift. For example, in 2373, the

timesphere in an effort to conquer the Federation and were successful in assimilating Earth

»
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istory, thus preventing the creation of the Federation. However, the U.S.5. Enterprise-E was
_ 0 the temporal vortex and traveled back in time with it. Even though the Federation was erased
becomes irdepe e e, the Enterprise-E, by virtue of having traveled through the Borg's temporal vortex, did not

et et and eventually was able to correct the timeline.
Empire; :

mespheres cannot travel long distances on their own. Typically a Borg cube or other vessel
to within a few million kilometers of its target, then releases it to do its job.

' Weapon SHip
abandon the failéd :

"‘;}Eanpt.nf galactic - g Date: ¢ 2174

(1 CS

ers: 6 (6 Power/round]
érs_: 6 personnel, 4 emergency [5 Power/round)
tor Beams: | f, 1 a [2 Power/rating/round]
and Power Characteristics
: 2.0/4.0/6.0 (6 hours) [2/warp factor]
m: 5 ¢/.75 ¢ [5/7 Power/round]

B
2297: Rigel V applies

for member
.

" Departme
Terr'.pr_.lraI‘ &
o ge Sensors: +3/20 light-years [6 Power/round]
-__e'"n'sors: +3/3 light-years [4 Power/round]
éﬁal Sensors: +3 [5 Power/round]

Creates temporal incursion; see text

0,000/100,000/300,000
ut typically used in forward or aft configuration)

A A




Damage: 20 throughout the galaxy, causing whatever correspol
Power: [20] changes result from erasing the target. _
Chroniton Torpedoes The temporal weapon ship’s powerful computé
Number: 250 poral sensors can scan the changes their weapon caus
Launchers: 5 forward, 5 aft They can also run powerful computer simulations w "
Spread: 10 culate, and account for all variables figuring into, a temp
Arc: Forward or aft, but are self-guided incursion. Preparing an incursion calculation takes a
Range: 25/500,000/3,000,000/6,000,000 crewman from days to months. Despite the power of the
Accuracy: 3/3/5/8 computer, the calculation is only as good as the pei's'ﬁl
Damage: 30 (ignore conventional shielding) made it, If the crewman omits even a single tempora
Power: [5] able, the entire calculation will be faulty and the results of
Weapons Skill: 5 incursion nothing like what was predicted. Thus, the com
Defensive Systems ers are not infallible, nor can they know all possible
Deflector Field outcomes of an incursion the ship creates before it cre
Protection: 50/50 (75) [50 Power/shield/round] said incursion.
Description and Notes In addition to the temporal incursion cannon, Annol
Fleet data: The Krenim temporal weapon ship is an enormous equipped the temporal weapon ship with standar_d::
vessel designed as an instrument of war by the genius Krenim
scientist, Annorax, who also captains it. Its purpose is to create
temporal incursions which erase threats to the Krenim
Imperium from the very fabric of time, as if they never exist-
ed. Unfortunately, when Annorax first used it, a miscalculation
caused an epidemic to arise which killed 50 million Krenim,
including his beloved wife. Since then—200 years ago, by ton grenade could penetrate the hull).
Annorax’s timeframe—the temporal weapon ship has been ; _The;-temporal weapon ship is something of a flyin,
creating incursions in an effort to set things to rights. -_-fé! museum. Captain Annorax maintains a collecti
The temporal weapon ship is powered by a temporal core _j.' artifacts and data from hundreds of species \_n.rhich
which keeps it out of phase with normal space-time. As such, — completely erased from time.
no one traveling on it ages, and vessels in normal space-
time, while they can see and sense it, cannot affect it with VHoRTAI-CLASS ROMULAN TIMEBIRD
any weapons. A ship would somehow have to recalibrate or Class and Type: Vhortai-class Romulan Timebird
alter its weapons to place them similarly out of temporal Commissioning Date: Mid-24th century
phase to affect the temporal weapon ship. Hull Characteristics

The ship’s primary weapon is an enormous temporal incur- Size: 5 (235.87 x 160.00 x 52.3 m; 485,000 metric_ )

sion cannon which occupies over a third of the ship’s length. decks)

The ship is shaped roughly like a cylinder a kilometer long; Resistance: 4

the cannon, formed of a series of “arms” which hold special ‘Structural Points: 100

generators and focusing lenses, is on the forward end. The Operations Characteristics : )
cannon creates temporal incursions which erase the target Crew/Passengers/Evac: 250/100/2,500 (est) [7
from time. The temporal shack wave from its use spreads Power/round]

103 | ALL OUR YESTERD




4[4 Power/round]

| personnel, 2'Cargo, 1 temporal 4 Power/round]
fv,1av(2 Power/rating/round]

sower Characteristics

ensors: +2/20 I_nght—yéars [6 Power/round]
x +2/1 light-year [4 Power/round]
Sensors: +2 |5 Power/round|

Sensors: +2 [10 Power/round|

unposed isolation.

1512. Starflest Futab

¥ pus shes arlaw into

plar.._e that requires

. wbe prr_:\.rfr'r.‘\ an 'bat-
' tle otbethe result = e : .
teorbemmiil . . : : orward or aft, but are self-guided
15/300,000/1,000/3,500,000
4/5/7/10

Bolians
" paptilation of
1Y before its sun co

lapses.

230 The Deflector Shields
of thewnutiple pn: 50/50 (75) 50 Power/shield/round]
fmd Notes

term buffer , *
omulans have temporal technology as advanced, or more so, than that of the Federation.

resents the pinnacle of Romulan development of such technology as of 2370.
mulans recognize the strategic advantages of time-travel technology, they remain just as
dangers as the Federation, and thus refrain from using it as a routine weapon. If any-

eliminates the

“transporter psy-

e
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thing, their use of artificial quantum-singularity drives (which
can cause temporal disruptions in some circumstances) and
cloaking devices (which emit chronitons) has made them
even more aware of the dangers of damaging the timeline.
One of the main purposes of the Romulan timebirds is to
monitor the timeline for disruptions caused by Romulan tech-
nalogy and to repair such damage as best they can.

The technology on the Romulan timebird is very carefully
organized and maintained. The interactions of the temporal
transporter, chronometric sensors, chronal travel system, and
cloaking device make for complicated engineering problems.
If the ship suffers more than 20 points of structural damage,
the Narrator should roll 2d6. On 2-5, a temporal disruption
occurs due to damage to the timebird's systems. For every
20 points of damage beyond that, increase the range of the
roll by 1 (thus, after 40 points of damage, a temporal disrup-
tion occurs on a 2-6 on 2d6). If an attack or other
phenomenon completely destroy a timebird, a temporal dis-
ruption automatically occurs.

TrouAN TIMESHIP
Class and Type: Tholian Timeship
Commissioning Date: Unknown/variable
Hull Characteristics
Size: 5 (precise dimensions impossible to assess; most accu-
rate estimate seems to be 226.33 x 156.23 x 50.0 m; 438,000
metric tons; 8 decks)
Resistance: 5
Structural Points: 100
Operations Characteristics
Crew/Passengers/Evac: 237/115/3,000 (est) [7
Power/round]
Computers: 6 [6 Power/round]
Transporters: 3 personnel, 2 cargo, 1 temporal [3
Power/round|
Tractor Beams: 1 fv, 1 av [2 Power/rating/round)
Propulsion and Power Characteristics
Warp System: 9.0/9.5/9.6 (20 hours) (est.) [2/warp factor]
Impulse System: .7 ¢/.9 c [7/9 Power/round]
Chronal Travel System [40 Power]

Power: 380
Sensor Systems
Long-range Sensors: +5/45 light-years [6 Powerfi‘o_u
Lateral Sensors: +5/5 light-years [4 Power/round]
Navigational Sensors: +5 [5 Power/round]
Chronometric Sensors: +3 [10 Power/round]
Sensors Skill: 5
Weapons Systems
Chronal Web
Range: 25/500,000/3,000,000/6,000,000
Arc: All (720 degrees)
Accuracy: 3/3/5/8
Damage: See text
Power: [20]
Level Daleth Disruptor Emitter
Range: 40/40,000/90,000/250,000
Arc: Forward (180 degrees)
Accuracy: 4/5/7/10
Damage: 17
Power: [17]
Weapons Skill: 5
Defensive Systems g
Tholian Cllronal Shields
I'rotec!inn. 150/150 (200) [150 Power{shleld ound
Descnption and Nofes

Fieet data: The Federation knows relat:vely little abo it

_called “Tholian timeship,” a dlass of vessel which has
- very few recorded appearances in Federation space sin
~contact between the Tholian Assembly and the Fede
2268 Even the appearance of the vessel is difficult to.
describe; according to some reports, when observéc}_
periods of time it seems to shift shape subtly, gain
losing small sections of hull and various hull extr

irregular intervals. Only the vessel’s general resemble
other Tholian vessels—its vaguely organacrystalline st
and fat arrowhead §hape—provides authorities with t
“"'to'identify it tentatively as a ship of the Assembly.
No official records exist of any human (or any oth
Epecies, for that matter) visits to, or tn’hs aboard, T
timeships. However, humans from several out[yiné
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hey were kidnapped and taken aboard vessels which may have been Tholian timeships.
0 the “victims,” they went to sleep in their residences, only to wake up in a strange facility or
n a biobedlike structure or a chair of some sort. Details differ, except in three respects. First,
was dim and of reddish hue. Second, at intervals beings who appeared organocrystalline in
e i : dered into the victims' field of view, though most report that they experienced severe
D ! Capir e ; ey looked directly at these beings for too long. Third, all victims report that the floors,

'-U_” e i quipment in the facility or ship had a very strange appearance—"like human flesh with the
: | off it,"” according to one victim. However, those who had the ability and courage to touch a
he floor found that its sickly wet appearance was some trick of the light; to the touch the
g@mal was hard, unyielding, and mildly warm.
Jictims state that the room(s) they were held in did not seem to share that solidity. They report-
1g the organocrystalline beings literally walk through walls, and that the dimensions of the
would shift for no discernible reason—walls would disappear (making the room suddenly twice
doors would appear and vanish, ceilings would recede. Whether this actually occurred or was
he result of faulty perception or mental strain brought on by the ordeal remains unknown.
probes of the victims, who showed no physical injuries or abnormalities following their “returns,”
d only a jumble of chaotic, untranslatable sensations.
ne report, by a disreputable trader named Mordecai Burke, states that he observed a Tholian time-
acking a Klingon bird of prey near the borders of Thohan space Burke c!alms that the Khngon

ip. As Burke watched, the bird of prey slowly began to disintegrate and fall apart, eventual-

2323: _Iean-l.m—’gicard,.' o
bout ten minutes after the initial attack. Burke claims that his sensors registered this as a

,‘ in his first year at, o
" the Acad;m\.-, %
beeomes thg fir‘st‘ ' _
! ' : S ch event, and given his known predilection for con artistry and profiteering, Starfleet suspects that
*t\fﬁdgﬂw hiSlUfj o ‘ o 1is “report” is a sheer fabrication.
.\r-.'i.n the Au:aiﬁehj-‘f g 5 Federanon citizens who detect or see a Tholian timeship should immediately report it to the near-
rnlaratr_irm. s ; e S afficial
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2.nning a time-travel episode or series takes hard work and preparation. This isn't
mm=shing that should be done on the spur of the moment; internal consistency is impor-
| it for believable time-travel stories, and players are notorious for picking up on
| mmrssstencies that the Narrator might have forgotten about.
“enerally speaking, Star Trek series have had two types of time-travel stories: time
| s (in which the time-travel elements of the episode turn out to be the way history actu-
i 72n) and history-changing (or history-repairing) stories. Obviously, plenty of episodes
o+ fit neatly into either category, but those two encompass the majority of time-travel
wores, and the following section will focus on them. Most Star Trek episodes involving time
rawel contain a journey into the past by the cast, or a visit from the future; it is a rare thing
iz e Enterprise itself is seen in the future (with the most notable exception being the =
Tuor Trek: The Next Generation episode “All Good Things”). The Narrator should not take
= 25 a requirement for his own episodes (see “Flash Forwards,” below), and there are




%

isodes that doslook
Narrator can use’

mes crop up over and
tar Trek time-travel sto-

Namator will take
e themes when writing his own episodes. These themes can fail if you use them clumsily or
member that one of your goals has to be to write a good adventure for the characters, not to teach a

o fight the fayers in your group.
? *;

.
Cardassians; Bajoran

Bocebegs ING OUT OF RUTS

al Srar ka The Next Generation episodes, the crew of the Enterprise is trapped in a time loop which it
by ;umpmg out of an established routine. As a Narrator's tool, this is a great way to bump your
andards of behavior. To solve a time-travel problem in your game, make the Crew shake things up.
0 approach a problem in a way that they rarely do: Perhaps your group is unduly cautious, doing
can of every unusual object they come across on patrol. If the particles projected by a ship’s

4 ternporal flux pocket, they may throw the ship into a temporal loop. The only way to escape

orbmﬁ" Behu e

com |m|ssmnud

113‘2. The -'\!'Id{)nan e
E\Harr leads to the :
Pr*ksyl\fa lrur i
i between DIf and the
2 __ia!Ehmr. 5
% 2333: lean-LucFi;ard'is-'-S- :
prométed to Caplaffi
and given c;:‘nmand ’
T ® rofthe USS

Stargazer.

“2335: Drs. Nooniens

: : ederation citizens, then, end up involved with time travel either through interaction with an
androifls, Lore and * ; y "{here is Iiterally no other choice—when the Borg Queen goes back in time to destroy the

Datd. First contatt
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escape from a time loop) should require extreme effort by the Crew.
Perhaps it is necessary to detonate the ship's warp core at the heart of
the anomaly to escape it, or the stresses of cross-time travel put enough
strain on their ship's superstructure that the Crew's return trip risks a
total loss of hull integrity, or memories from their own pasts flood into
crewmembers' consciousnesses as they slide through the space-time
continuum, and they must struggle to keep their attention fixed on the
nere and now. '

PARADOX

Paradox has been part of time-travel stories for as long as they have
exdsted. For dlarification, a paradox is a statement or event which is true
but which renders itself false. The classic example of this is the "grandfa-
ther paradox,” in which a character travels back in time and accidentally
"~ ills his grandfather as a young boy. This would mean that the character
Simself is never born, which would mean in turn that he could not go
| back in time, which would mean he couldn’t kill his grandfather ...
Although the quantum-physical and philosaphical aspects of paradox
are discussed in Chapter One (pages 7-9), the Narrator must be ready to
handle the story aspects of paradoves as they occur. A bitter, despairing,
ot insane character—an ideal Supporting Cast villain, or even a player
character if you're not running a straight Starfleet game—might try to
ivoke a paradox to fix mistakes in his past, or even commit retroactive
suicide by killing a distant ancestor. These things could also happen by
accident, of course, but “accident” is just another word for “Narrator fiat."

If you deliberately insert such things into your game we as
what you're getting into. Regardless of the reason, if a playe
causes a paradox through his own actions, in all likelihood h

an alternate universe. This alternate will sweep forward in time
neausly, so if the Crew returns to the “present day” they will v
diferent universe diar die ame they laft But this is very drastic
Narrator you may not be prepared to ad lib a new alternate u
scrap all your previous plans for your Star Trek Roleplaying Ga
In that case, either the Narrator or the players must prevent
from taking place. It is preferable to do so without having the.
jump further back in time; this can damage the fabric of space-ti
also makes players' (and Narrators) heads hurt. :

Ways to lReep Paradox fr
Mangling Your Game's
Present

Time-travel episodes can sometimes write the Narra_f.
Here are some erasers. Some are easy ta pull off e!egé_'ntl
are blunt plot instruments. Use them all sparingly; play
made obvious when they're being manipulated by “mefa
concerns like temporal consistency. If it is .pdsélib'ie;.’!gk them
a solution, and coax it into the realm of possibility a_sl__thé

DNA? WHAT'S THAT?

Personal and family histories are full of errars. Humar

faulty,-and bored aunts and uncles often embroider family tal
Ensign-Mustafa’s grandmother had a wild time as a young g .
grandfather he just accidentally vaporized wasn't really hi
after all. This could lead to some interesting character-drivet
tive subplots, as Ensign Mustafa tries to hunt down his al
history. '

CLose ONLY COUNTS IN SHOTGUN WED

Rope them together in the basement for twelve hours
decide to get married after all. If a character's actions have
an important historical social event-his parents' wedding, i
to Starfleet Academy, or the like—he may still be able to s
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='s immediate future. This may launch them backward in time to a

i before the paradox came about, or it may snap the timeline back

o s proper course. The Narrator must be careful with this tool: Time-
Jiue! stories are delicately crafted things, and the Mysterious Temporal
maly looks a lot like the deadly “plot hammer” to most players.

THeE ALTERNATIVE ALTERNATIVE

The Crew isn't necessarily the only group monkeying with the
meline. If the Romulans and the Federation are fighting (or have
ght, or will fight) a tense temporal cold war (see “Romulans” on
82), the Romulans may have a vested interest in undoing the
‘s mistakes. Or perhaps another group’s time travel in this alter-

= future nudges the pendulum just enough that the state of the
smverse is brought back to the Crew's core reality, with perhaps one
two minor changes.

- Caucus Race Episodes

At the core of things, the “caucus race episode” (named for the race
that goes nowhere in Alice in Wonderland) is one in which apparently
paradoxical events turn out to be “the way things worked out anyway.”

1 - (See "The Information Paradox,” page 9.) Characters who have their tri-
i . corders confiscated on a trip back to 2150 Bolarus IX remember (or later
| - learn) that it was a Bolian who invented the tricorder in early 2151, for

| instance. The Star Trek: Deep Space Nine episode “Little Green Men" is a
| caucus-race episode (using The Wackos Were Right, Curse Them from
page 110 as its "eraser”) in which three temporal castaway Ferengi spark
| the Roswell UFO crash legend. It is easiest to write caucus-race episodes
. that take place in a time and place distant from core Star Trek continuity.
. it will be nearly impossible for time-traveling Crewmembers' activities at
the Khitomer Conference to go without notice, but a voyage to pretechno-
. iogical Betazed might get the Crew written into Betazoid mythology.

For a caucus-race RPG episode to work well, as the two-part Star Trek:
The Next Generation episode "Time's Arrow” does, Narrators should pres-
ent a mystery in both the present and the past. Data's head is at the core
of the present-day mystery, but the Devidians are the core of the past
mystery, Only those wha have seen both the present and the details of
the past can solve both problems. As with most time-travel plots, if a cau-
cus race is not handled carefully, players can get frustrated; maost sensible

players want to find out that their activities had meaning;-ra_l:fh
learning "Oh, that's how things turned out anyway.” That'
more satisfying than “It was all a dream.” A present-day cri‘si
anly be solved with information taken from the past is a good
this. :

Changing History

By conirast with the caucus-race episode, the history-changi
episode can give players a chance to really cut loose and mes ;
timeline, so long as it's over a relatively short span of time. To ke
theme with the various Star Trek programs, Narrators may wish
history-changing episodes restricted to a short period of time
Chapter One for more information about the physics of temb:_
and its propagation), durations of no more than a day's wor
Voyager's "Year of Hell” teaches us, changing time can take all t

the world.
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ewhere (Chapter Two, “Parallels,” pages 23-36), many things (including character actions) can _
ses. This can open up whale new vistas of roleplay for a Narrator and Crew who are tired of the ;-f
gen running; it can also be used to give clues about the way certain plot lines are running, or 1
ation on Supporting Cast members that couldn't be gotten any other way. For instance, if the
imsman grew up on Romulus and is a deep-cover Taf Shiar agent within the Federation, there's no
players in without taking the story line right to a confrontation with the helmsman. But if players
i : an alternate universe, or create one, they may find themselves face to face with that helmsman

¢ / ship or in the obvious employ of the Tal Shiar. The helmsman might not even be in league with
al" universe, but now the Crew may begin to suspect him.

ften have nothing to do with the creation of the alternate universe; they may just have
caused it and undo that event (see “Fixing History,” below). Or they could just feel the

withdrawal from the
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~nact of a universe change without knowing the cause. As an interest-
~g in media res episode opening, have the Crewmembers wake up
:nd go about their duties on an alternate version of their starship, a
;ersion that (as the Narrator explains) makes perfect sense 10 them.
This will require a fair amount of exposition by the Narrator ("You
make your way down to Engineering and flog the Klingons, just like
=very moming, and then head up to the galley for a quick bite to
=at"), but if the group roleplays well, they may settle into their bizarre
alternate me” roles quickly and enjoyably. The trick then is to seed
*his new apparent reality with in-character clues that not all is right
with the world. The players will know something's up right away, but
their characters may need a twinge of Vulcan precognition, bizarre
dreams, or a kindly El-Aurian bartender to trigger the realization that
All Is Not As It Should Be. Perhaps rogue DTI (or Imperial Time
Agency, or Tal Shiar TAG) types are snooping about the starship or
meddling in contemporary politics to achieve some goal. Perhaps the
Crew has been caught up in a perfectly legitimate DT! op that's gone
sour. In the end. of course, the Crew straightens things out and the

“normal” flow of history is restored.

Fixing HiISTORY

Characters, whether in a DTI series or an “ordinary” Starﬁeet sefl
may find themselves forced to undo another force’s changes to the i
line (we will refer to the force in question as the Crew's “enemy’
“villain" even though it might be an anomaly or force of nature, Jui
clarity). They might be able to jump further back in time to prevs
enemy's changes from taking place, or they might have to dea!_
changes after the fact. An absurd kind of competition can erupt.
Narrator isn't careful here: The Crew timejumps back to beat the
Tholians, who timejump further back to beat the Crew, which timeju
still further back. Pretty soon they're competing for that 10-43 secon '
after the Big Bang Science officers will remember that the space- i
continuum is not impervious, engineers will know for certain
ship’s engines can't keep doing such ridiculous things, and medical sta
will notice a mental strain on the Crew. It is best to timejump only ofi
when absolutely necessary, and to give the disruption one gooéi
repair. '

While back in time, the characters likely face one of two ite
Either they must stop a villain from wrecking their past, or they.
past that's already been wrecked in order to preserve a consis
Whenever or wherever they are, characters should pmbabiv ‘?o[l
Starfleet and Federation regs to solve their problems.. Everiif th
strictly speaking, ouitside of Federation jurisdiction, that's ot the way
will see it at their board review. :

There are other ways to fit “fixing history” into a series, a
more 6n alternate timeline gaming, see Chapter Two, “Parallels
Characters could learn that their current course of action will ieaH:tﬁ i
“alternate history” from a future perspective; future characters c"b:u_hja
appear and insist that the players take seemingly random actions, )
other actions that appear harmless. The Narrator has to take care

called for, in which case, play it up!).

MEMORIES OF THE FUTURE

experience a personai hmeime If several members of a
back in time and stay for a year, they will have an addm

AR A A A A AL
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CHANGING CONTINUITY

Enterprising Narrators might take advantage of time-traveling characters
to eliminate or change parts of their campaign's history that they don't like,
Though time usually acts as a river (see above), occasionally a small change
in history can have big repercussions. The “fix” employed here does not have
to be immediately obvious and doesn't have to undo anything caused by the
time travel itself. For example, in an earlier episode another starship was
destroyed by circumstances beyond the Crew's control, or a favorite recurring
villain was killed. Time travel has a ripple effect in some cases; a Crew's trip
back in time could set up just the right ripples to bring someone back from
the dead. Look at Tasha Yar and her daughter Sela in "Yesterday's Enterprise”
and “Redemption, Part 1" for a fine example of this. As a Narrator, you
should be careful not to make these changes too blatant; it is more effective
to wait a few episodes before having the evil Darvok or the long-lost U.5.5.
Seminole appear out of the blue than in the very next episode.

You can go even farther than that if you want. Do you
tarcus was killed on the Genesis Planet, destroying a chang
tury descendants of the historical Captain Kirk? If a time-travel
further into the past than 2285, you could ripple David Marg
and continue the Kirk/Marcus line from there. Such a thing ¢
Narrator's chance to alter just about any part of Star Trek cont
his game,

While doing this, though, keep in mind that you don't wa
to have too many negative effects. Players will want to return &
the very next episode to undo a huge problem, or, worse, the

crew discovers a way. out.
But “Cause-and Effect” would be a terrible, ternble Srf

events over and over again. A good Narrator might choose_to st
characters on the second-to-last or third-to-last iteration of the loo

free will, and some time-travel scenarios yank that free wil fr’e‘ 1h
ers’ hands. Below are some factors to consider when craftin
time-travel episode. :

TIME LOOPS

In a time loop (see “Temporal Causality Loops,” page
undergoes the same series of actions over and over until;
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s the crisis appears to be resolved, “let the screen go black” and return the Crewmembers to their
xplain that the characters have no memories of what just took place, though they may begin to
ed again through the episode, letting characters recognize the time loop effects as you wish; if
ngs be somewhat more drawn out, simply pass through all the events to the crisis point again,
h to the starting point. If, on the other hand, you would like to let the Crew resolve the loop
ers twig to what's going on right away, and let them figure out how to avoid the disaster
the loop. For a variation on this, perhaps only one or two player characters (El-Aurians or
aracters?) are entirely aware of what's going on and must convince the rest of the Crew to lis-
will be a real challenge for the rest of the Crew, as they will have to roleplay from the
ir ignorant characters. Or perhaps take the “time aware” characters aside at the very beginning

graman entity explain what's going on to them, without telling the rest of the Crew or running them through
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OOSING THE RIGHT ERA TO VISIT

| Narrators have a lot of choices to make when setting up a time-travel
‘e or series. After setting up the basic theme and mood, the

ator has to figure out just where and when he'd like the Crew to visit,
Give careful consideration to the time period and place you want

r story to happen. Unless your group is awfully ignorant about history,
might want to bypass some of the more clichéd time periods, like the
Twentieth Century, the Second World War, the U.S. Civil War, and so
A couple of hours of research on, say, the Mongol invasion of Europe
uld give players an interesting experience without limiting them to
vents they've heard about a hundred times. With the right event you
might even surprise them. Also, Star Trek has about 250 years of
unmapped future history to play with, from the Eugenics Wars to the
fiounding of the Federation, and countless dozens of planets to choose
#om. Star Trek: The Next Generation, Deep Space Nine, and Voyager add
.t |east another century onto that. That gives the Narrator a lot of room to
maneuver even without sending the characters to a time prior to

1999 There's no reason the Crew has to enter our past when they enter
their past.

How much do you, as a Narrator, want to be constrained by histor-
ical fact or Star Trek canon? You may want plenty of freedom to move
and improvise facts as you go; you might prefer an important part of
Star Trek canonical history, or you might have an interest in a particu-
lar part of Earth's history, such as the American Revolution. If you like
having room to maneuver, either place your episode off of Earth alto-
gether, put it in a future time period not heavily detailed by the Star
Trek films and television series, or put it in a part of Earth history of

. which there are few surviving records. The history of, say, Tellar is

" detailed only broadly (in The Price of Freedom and Planets of the
UFP); you can choose nearly any point in Tellarite history and not

| i worry about contradicting existing material. There are broad points of
Star Trek's future history that have not been heavily detailed. In the
late 20th and 21t centuries alone we have the Eugenics Wars (while
they were described and discussed, they were not seen), the time from
the Eugenics Wars through World War Il (detailed only through Sisko’s
time spent impersonating Gabriel Bell in “Past Tense"), and Earth’s
early days of interstellar exploration after first contact with the Vulcans
(described only sketchily). Or send your players to a time on Earth

with little recorded about it, such as North America bef
century, central Africa before European colonization,

Europe.

If you are especially fond of part of Star Trek canonical h
as Cochrane's flight in the Phoenix, or the Klingon Civil War
copy of the appropriate episode(s) or film, watch it, and go
mind the rest of the caveats from this chapter, but this can b
who have seen the episode or film in question will have an
of the story you're running, and it can resonate strongly wil

And there's nothing wrong with using an Earthly histo
either. Do some research first; an hour at the library can save.
feels like six hours of stammered “uh, | don't know”s. Toséing We
historical characters at your Crew can be a lot of fun (see bel
are plenty of sourcebooks available for historical roleplaying
other fine publishers, and these can help you come up with
ideas as well as giving you a quick-and-dirty overview of the

they cover.
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WRoONG TURN AT SoOL

Through accident or sabotage, the Crew finds itself stranded in the
past. They may have attempted a difficult braking maneuver too close to a
heavy star, been caught in an anomaly that cast them backward in time,
or used an ancient relic like the Guardian of Forever. Now they must fig-
ure out a way to get back to the 24th century without disturbing their own
pasts. The most commonly seen complication in such an episode hap-
pens when a character accidentally disrupts the timeline through actions
in the past, such as when Dr. McCoy prevents the death of Edith Keeler in
“The City on the Edge of Forever.” The Crew may have to repair the time-
line without the aid of time travel: For instance, if two historical friends
never meet due to the actions of the Crew, they may have to bring those
two individuals together to ensure their friendship. Alternatively, as in
“The City on the Edge of Forever,” the characters may have to return to
the past from an altered future and undo the damage they did.

To SAVE THE FUuTUuRE

In the same general vein as the above, characters must chase a villain
into the past to keep him from permanently changing reality, or to save
Timn o imsef, Tor T restrict yoursefi o sending the Trew 'vack ater
the villain, either. Sometimes the characters can simply travel “one step”
farther backward (as in “The City on the Edge of Forever"), be right on his
heels (“Trials and Tribble-ations”), or have to catch up to an ongoing
threat in progress (“Time's Arrow").

Rescue

This sort of episode revolves around the Crew returning to the past to
retrieve something valuable that's needed in the future. This may be akin
10 the science vessel Crick’s mission to recaver DNA of extinct species, or
it could be closer in scope to Kirk's crew's mission in Star Trek (V- The
Voyage Home. In the episode “Assignment: Earth” the ship is supposed to
bring back only knowledge; these types of missions often turn into rivalry
(as "Assignment: Earth” did, following the interference of Gary Seven) or
other types of episodes.

ANOMALY

The Crew is on an ordinary mission, mapping star form
investigating unusual planetary characteristics, when it is cén I
a temporal anomaly. This anomaly will cast the characters to
part of time; they may get shunted back just a few hours and
repeat a series of events until they meet a certain condition th
them to escape. Or they may experience some very strange:
(reversed causality or mental “age” regressing, for instance)
escape the anomaly. An episode like “Cause and Effect” or !
Yesterdays” is a standard “phenomenon” episode; other an ma
episodes can become save-the-future stories, like “Yesterday's En

RIVALRY

Although these types of episodes are more characteristic
campaign, they're where the Crew is the subject of some a
a time-traveling villain, such as the Devidians, mad scienti
See Chapter Six, “Others In Time," for some mare antégﬁ
notes on, rivalry episodes and series. '

The Ti mtz‘-tfdvdy Ca mPﬂl

TIME-TRAVEL ROLES

While time-traveler character generation is covered in
the descriptions below give some common character role
story, rather than character overlays.

THE AGENT

Agents are really the rank and file of DTI. The two DT
in the Deep Space Mine episade “Trials and Tribbl_e-ati_on’é
Dulmer and Lucsley, fit this mold. DTI agents are invest :
lence with a side order of chronal physics and cultural histo
Chapter Five for more details on the typical DTl.agent and h
one in the lcon System. :
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r place in history and brought to the present day, The Anachronism can be a chal-
the player’s knowledge level about Star Trek-era culiure and technology may likely outstrip
'hrbh_ism can be played for comedy or tragedy—sometimes both in the same episode. A
¢t with wonder, amazement, and some fear when confronted by 24th-century technologi-
imagine such a person’s first encounter with an alien. While we may be able to milk
ghs, the wise Narrator will also be able to evoke a proper sense of loss in the Anachronism
he kniows is long dead; the causes she devoted her life to are reduced to a four-sentence
Academv-.hisléry textbooks. It would be easy for such a character to spiral into despair; don't
mon theme to all of the Star Trek roleplaying games is the triumph of hope and the human spir-
: sogietj? is gone, but its principles and values can still change the future through the

ism should have history and culture knowledge skills specialized in her “home era" at a very high
bably lack some of the fundamental skills that DTI and Starfleet characters take for granted.

e from an alternate universe; perhaps he entered our own universe in a transporter malfunc-
Mirror Universe, or perhaps he found a gate to our universe and used it to escape
“back home."
le may be the last remnant of a rewritten alternate present or future; since chronal physics
m the direct ramifications of paradoxes they create, the Exile might have gone back to his
_ﬁreated” this reality. Such a character could have interesting insight into the Crewmembers' per-
vities, since they might be historical figures to him. For the Narrator, the useful part of such insights
_éremly flawed, since the campaign’s reality 1s decidedly not the Exile's true past.
it have a burning desire to “fix" history, to bring it inta line with his memories, or he may be
‘unpleasant timeline and reached our own. The character's historical knowledge and culture
e fairly useless to him, though generous Narrators might let the Exile use his knowledge of an
it a Supporting Cast member's true motives. (“He may seem like a harmless janitor to you
lled him the Butcher of Santiago. Watch him.")

| opposite of the Exile, the Historian is so well versed in the history and culture of a few societies
reliable than starship computer records linked into Memory Alpha. However, the Historian is
en he has to spend time in one of his favored time periods; he may be very book-learned
ledge, or lose sight of a Starfleet or DTI mission by getting wrapped up in the minutiae of the
d even push up against General Order 157, as the Historian may wish to cozy up to historical




figures and ask them their true motivations ("Where are we going?”
“‘Coleridge’s house, | want to see if he's begun work on Kubla Khan."
Knock, knock, knock ....)

THE MASK

As the social equivalent of the Survivalist (see below), the Mask
knows how to fit time travelers into the mores and traditions of the cul-
ture they will visit. The Historian may know mare of the big historical
picture around the time period the group plans to visit, but it's the Mask
who remembers that “And a double dumb-ass on you!” is inappropriate
for 1986 America,

The Mask is the character who will present the group's face when
dealing with local residents and officials. He may not be the team's leader,
however, and that dual role can make for some amusing roleplay.

THe RINGER

If the Crew becomes involved in time-travel events but does not vio-
late the Temporal Prime Directive, its ship may be assigned a watcher
agent from DTI. That character's role is likely to be a secret to most of the
Crew—only the ship's captain is sure to know the character’s true reason
for coming aboard. Narrators should probably make a Ringer, if any, part
of the Supporting Cast unless the group is willing to accept being misled.
The Ringer doesn't have to be a spooky "wolf in the fold"—he might be
mate fun as an irrtating bureaucrat along the lines of Nilz Raris in “The
Trouble with Tribbles” or an overworked case-worker like Dulmer or
Lucsley in “Trials and Tribble-ations.”

THE SURVIVALIST

DT agents sometimes look down their noses at Starfleet personnel.
The modern person, they sometimes point out, is overdependent on the
ability to replicate high-tech items at a moment's notice. They also rather
contemptuously (and incorrectly) dismiss Starfleet Security's dependence
on the phaser as the one-size-fits-all weapon. DT/ has a small cadre of
special agents who are trained to survive and assist others in many envi-
ronments, at Tech Levels ranging from the Stone Age to the 2350,
Survivalist characters aren't all hard-bitten loners who spend their off-duty
hours free-climbing rock faces, of course. These are DT| agents who are

dedicated to their jobs and to helping other time travelers fi

period without causing undue concerm among the locals. § ol
sometimes a bit lax in the sociocultural department, but primitiv
ogy and survival training come first for these agents. :

The DTI Campaign

Despite being an arm of the Federation government, fhe--ﬁi@@ﬁ
of Temporal Investigations is decidedly unlike Starfleet OI_IS‘[{i{
Intelligence (see The First Line). Starfleet protects the Federati
alien intrusion; SI searches out and neutralizes jnteltkgencét
Federation’s member worlds. DTl doesn’t have the resources
to patrol every star and temporal anomaly and wait for Tem|
Directive violations. Instead, DT! investigates these violations
or launches its own occasional expeditions into history. Ther
time-traveling Starfleet games, DTl campaigns revolve arq_uh
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uch more than action. DTI characters will probably be assigned to investigate rumars of time

'ers) for their first few episodes, and not flung into the past or an alternate universe until they've

ible in their investigator roles.

s almost never a shootfirst, damn-the-photon-torpedoes scenario. DTI operates on a shoestring

; to Starfleet or SI (especially given all the ground they have to cover), and agents may find

§oimigion forces . - i n rented private starships and sleeping in seedy on-planet hotels. Every resource a DTI agent
_"y it _érra’tors must keep in mind that for the most part agents will not have the power of a starship

.' . DTl agents do have some authority; they can arrest Starfleet officers for violations of

g in extreme situations, even commandeer a starship in pursuit of a violator. For more details on DTI

pages 55-57 of Chapter Four.

res and Roleplaying Challenges

ames can throw more than their fair share of mind-bending roleplaying challenges at players. They
5 versions of their own characters or run their characters through other parts of their own lives, just

Fr*deratlgr‘ member: e any of the roleplaying challenges listed below work best with characters who have well developed

Ship. Sl A histories, and motivations. The happily married Ensign Gernet's meeting with her future self will res-
23 Treaty Hllows for S - '-ﬁ_10_r€-§‘fr0ng!y if she sees that the future version wears no wedding ring; Lieutenant (JG) Thaphar's
g .fuli.-tiéﬂt_énant will be a very memorable event if it happens inside a causal loop and repeats thirty or
bly Obvious Note: It is impartant to give experience rewards to the modern-day cheracters, regard-
fnéte. character the players end up running.)

ARDS

nicorn, we can hear you, Narrators; “Look, | can't even predict what my Crew is gaing to do in the
s. How can | possibly be expected to plot their fates out far enough to give them accurate glimpses of
ime-travel episode? Here are some tips that will make your job a lot easier, and maybe even get the
] oup to start hitting you up for lottery numbers; they should also prove useful when you want to

. wittrdraw from-theil

llanS i b ir passage thraugh history for them to discover before they travel into the past.

den is on the ground, clutching at his chest. A hooded figure stands between you and the Captain,
e draws down the hood, revealing pointed ears and black hair. He—she?—levels a phaser at
hrase in Vulcan, and fires, disintegrating the Captain. You charge at the figure, but he beams out

2373: Gul Dukat iedo-
tiates
*

him.” Characters see part of the future; they don't see all of it. Black hair and pointed ears suggest a

killer might be a Romulan Tal Shiar agent, a gene-masked member of almost any race, or someone
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Lie

“It's unfolding just like you saw it in your trip forward in time last
year. The Appalachia is on a collision course with that asteroid. The
nelmsman reaches for the shield controls, just like he did before the
Appalachia was destroyed. Will be destroyed. But this time you're able to
reach the helm before the helmsman puts up the shields, and you force
the craft onto a different heading. The helmsman yelps in surprise as the
ship narrowly dodges the asteroid, and—" The future, as Mr. Dickens tells
us, is not fixed. The actions of time travelers almost invariably warp
futures, and one of the best things you can do for a character is let him
save the day using his foreknowledge of events, It's heroic.

Guess

"The grizzled old man you remember as Ensign Taggart shakes his
head. ‘To be honest, Lieutenant, you saved the ship. Nobody else was
brave enough to try to manually restart the warp core while the Exeter
was plunging toward that black hole, but you went in there and did i,
without even an environment suit. Oh, you should have seen the funeral,
Even Admiral Proudfoot was there.” If you've been running games with
your current group for more than a few months, you should have a pretty
goad idea how characters will react to certain events. Is Mike's character
Fang the Ferengi the sort that would sell out his father for enough lat-
inum, given the chance? If the answer is definitely yes, then assume that
at some future point he has done so, and set up the future-looking
episode as though he had, or did, or will...

CHeAT

“You see it, right there in the computer records. Commander Leong
sold you out—will sell you out, in seven months—to the Obsidian Order.
But right now he's standing guard right outside the derelict timeship.”
Sometimes you need a ringer. Find a trusted player wha can keep his
mouth shut (roommates and spouses are great for this) and ask him to
agree to have his character do something dramatic—betray the rest of the
Crew, sacrifice himself to save the rest of the crew, break up another char-
acter's marriage—at a later date. In the more drastic versions of this, the
collaborator's character could end up dead. If that's going to be the case,

make sure the player knows about it ahead of time. Rem
you're probably going to be able to get away with this on _
player, ever. So make it count.

~uith broad parameters for
O asks whit'h:-_i-._r_ﬂl e&fentuéi{y

S Timéf_!'eet In an d_h.t_’ma_tﬁi_:h:'ist&

 justsuch aole
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e don t 8. Look, | saw the future, saw that we were going to break up, and I've tried so hard to
appen Please stay.” Diane fixes you with a glare. ‘That's been the problem all along! Now that
it’s all you can think about! You're constantly lying to me, covering up secrets that you didn't

i

come on, it's gotten really old, John." When it comes down to it, all the foreknowledge in the

a determined guest star, and sometimes the foreknowledge characters attain can accidentally

ime-travel episodes described above, a character risks meeting either a past or future version of
umber of ways to handle this in a roleplaying game sense, each with positives and negatives.

_ elves, no doubt trying
alance wins what is to come in
Ddtminion WAr : _ he pla !‘S take the same

2995 Date bfthe . e ry week and attempt to
'.‘-Jiatitime‘fulurﬂ" re: “ It a around the time
ated by Q in 237 0 v e - future selves are effec-

i "2543: l'irr:e resegrcher .
tra\.'el back four
centuries to New .
Jerseyghi .

’SICJEH by Berlinghoff

,Rash‘lass.en. . ) : hat the Narrator
2658: Kak Dano invents : y characters and the

the Tox Uthat. - S past or future selves.
2862: Starfleet timeship. . un_ historical versions

Aeon gommiss fied . be a lot of fun for a

under Captain® w

Braxtoh.
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sions of such characters and give players of older characters a chance for
a Starfleet Academy one-shot. Asking characters to run future versions of
themselves while the Narrator takes the modern-day characters can be
tricky, but not impossible. The important thing to keep in mind in this
case is that the future characters should be constrained by the Temnporal
Prime Directive not to reveal future information to those in the “past”;
Narrators can use this to withhold information about the future from play-
ers. On the other hand, sneaking an oracular tidbit to the players by
mentioning things in their future versions’ pasts can excite the players
about events yet to come in the series.

SwaP OuT

Whether players run past or future versions of their characters, there's
no law saying that each player has to run a version of his own character. If
your group knows each other well and is familiar with the various charac-
ters’ history, it could be fun to let Ellen run the historical version of Bob's
character, give Bob the historical version of Frank's character, and so on.

A LiTTLe oF BoTH

The Narrator may prefer that some players run their “normal” charac-
tars while others run anachronistic versions of themselves. Perhaps only a
few Crewmembers travel through time to meet alternate selves while the
rest of the Crew stays where it is, temporally speaking. Even if the whole
Crew travels together, it could prove an interesting roleplaying exercise to
let players decide which self they want to run, with the caveats given

above.

RUNNING ALTERNATE SELVES

likely that players will run into alternate versions of their char
diversion from week-to-week Star Trek roleplaying, you may Wi
ang of the alternate_universes from Chapter Two (or, better st

In a game fraught with time travel and dimension- heppl

your own devising) and run an episobe AL IR

taking their alternates” roles. You may wish to generate “alternate’t

ters for your Crew on your own, or you may prefer to work
through the alternate universe with each player; the former is
o surprise players with an alternate “spin” on their characters,
latter gives players more of a handle on those alternate charadters.
play begins. A word of caution: In some alternate universes (lik
Terran Empire-era Mirror Universe) the alternate characters ar
unethical, immoral, or downright wicked. Some players may nc
fortable running such characters. Choose your alternate univers
or if you do end up with a Nastyverse, make sure you give pl
chance to act more in accordance with the ideals of the F

they wish.
Alternate-universe characters may go through an enti

out meeting their “real"-universe. counterparts, or the point
might be that collision of realities. As Narrator, part of your
players an outsider’s perspective on their own charatmrs Pla
see a Narratm’s send-up of their own characters’ fcnb1es'w o
done seriously or played up for laughs. If your players, as thelr
characters, do meet up with their real-universe ﬁharacters
characters save the day, fix the problem, or resolve the overiap)

verses. This will remind players that their real characters don

to be the ones to save the day and at the same time show the

their alternate-universe echoes have heroic qualities, much a

HISTORICAL FIGURES

Characters on the various Star Trek television series a
met dozens of historical figures from Abraham Llncol

torical figures can be an interesting look into h_i'story, but
caveats must apply. Characters must remember the Temp
Directive: If they keep Lincoln from visiting Ford's Theater
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y out from under themselves. At the same time, the Narrator must keep the characters involved in a
kind; a roleplaying session where all the players get to do is sit around and watch historical guest
is a lot like a roleplaying session spent watching television, only less interesting. Perhaps the char-
ursued or are pursuing others from the future, or perhaps their arrival itself has changed

pt Robert E. Lee from getting to West Point—-and they've got to arrange events to get their past back
Narr__atcrs will want to watch “The City on the Edge of Forever” for a course in wreaking havoc on
y forcing them into difficult decisions in the name of history.




BACK TO THE FUTURE...
.. AHEAD TO TA = PAST...
. ...SIDEWAYS TO TODAY!

=

From the ancient humanoids of four billion B.C. to the Kelvan Invasion of the 123rd century, all time stands open A i)
before you. All Our Yesterdays is the complete guide to time travel in the world of Star Trek roleplaying, covering
everything from time travel techniques such as the slingshot effect and Borg temporal vortices to the rifts in space-
time which snare unwary travelers. Overlays and organizational details make members of the Department of
Temporal Investigations and other transtemporal characters ready to play. There’s a chronology of the Star Trek uni-
verse, guides for Narrating time travel episodes and avoiding (or inviting) temporal paradox, 29th century Federation
Timeships and fearsome Borg spheres, and teasers for episodes stretched all across the galaxy and throughout its history.

Cross your 23rd-century Star Trek Roleplaying Game characters over into your The Next Generation or Deep Space '?
Nine series (or vice versa), or run a pure time travel series. The first of our Expanded Universe sourcebooks combines
the entire cosmos of Star Trek roleplaying opportunities. This book includes:

«» Fight episode seeds, three series seeds for Expanded Universe play, and nine parallel
histories accessible by subspace rift or Romulan treachery.

<® Directives (including the Temporal Prime Directive), guidelines, mission types, technology,
history, and organization for the Department of Temporal Investigations—enough
information to run an entire DTI series.

| <= Four new overlays and eight new DTI Tours of Duty, plus early life background history
packages, new advantages and disadvantages, new and expanded skills (including psionic
skills) for time travel, and more.

<= Seven new ships and five new alien species descriptions (including the Krenim, the
Travelers, and an expanded Devidian description).

When time flies, you're having fun! Get started now with All Our Yesterdays: The Time Travel Sourcebook!
&

Visit us at www.lastunicorngames.com to find out more!
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