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- and Beta Quadrants, shades of

 steal, using their consum-
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hile shining starship corridors and crisp
Starfleet uniforms often serve to define
the Star Trek universe, they certainly don't
_encompass it. Out on the frontiers and
in the less-than-perfect societies
~ scattered throughout the Alpha

~ gray predominate. Thieves

mate technical skills or

~ abilities to deceive the

unwary to make a dishon-

- est-bar of latinum.

. Gamblers obtain wealth by

- a different route, one

fraught with pitfalls laid

down by Lady Luck. Pirates,
raiders, and privateers assault

_ ships in high space, stealing their
_cargoes (and occasionally the ships
themselves). Their martial cousins,
mercenaries, hire themselves out as pro-
- fessional warriors to anyone who can pay
their fees. Assassins whose merest touch spells death
take money to kill those who have endangered, oﬁend-
ed, or harmed someone wealthy (or desperate) enough
to afford a hired killer. And bounty hunters pursue all of -
~ these people when the regular authorities can't capture
them.

All of these characters, and more, walk the pages of
‘Raiders, Renegades, and Rogues, the Star Trek: Deep
. Space Nine Roleplaying Game supplement that explores :

“the dark underside of the Star Trek setting. The characters.
it covers—unscrupulous people like Quark, Garak, Retaya
‘and Martus Mazur—stand in stark contrast to the squeaky-
- clean members of Starfleet. This isn't to say that they're all -
horrible, evil people; Quark and Garak, for example, clearlyf_.r
“have their good sides. But they possess skills and practice pro
fessions that more “noble” or “honorable” characters usually
: :scorn, and they make their livings in ways which, if not bla- -
tantly illegal, at least skirt the edge of the law on a rather
ffequent basis. Collectively this book refers to such types as

“rogues.”

Chapter One, Life on the Edge, takes a look at “the Itfe
as rogues call it. It serves as a good general introduction to the_.
- nature of the shadier side of the Star Trek setting, and covers
in brief the concepts of making a living at illegal pursuits and
the different types of people who do just that.




apters Two and Three, Pirates and Privateers
Piracy and Plunder, examine the world of

es and their prey. In regions where the likes of
fleet don't patrol regularly, merchant ships and
lar vessels become vulnerable to those who
waylay them, take their cargoes, and maybe
kidnap their passengers. These chapters exam-
he lives and operations of pirates in the universe
tar Trek.

i a somewhat less violent note, Chapter Four,
res and Gamblers, looks at these professions.
lieves make their ill-gotten latinum by taking it
‘others through technical skills or trickery, or
sionally with strong-arm tactics. They range

| cat burglars who can sneak into the most heav-
arded facility to suave con men who employ
onsiderable charms for illicit gain. Gamblers,
he other hand, win their money through skill at
es—or perhaps skill at cheating. This chapter
you how they do it.

hapter Five, Mercenaries, touches on the world
the soldier of fortune. Conflicts exist throughout
Star Trek universe, and on the front lines of

y you'll find mercenaries fighting. This chapter
vs you how they learn their trade, how they
egotiate jobs, and what kind of contracts they take.
Chapter Six, Bounty Hunters and Assassins, exam-
es the strife-filled worlds of the assassin and his
wunterpart on the opposite side of the law (at least
C metlmes), the bounty hunter. There are plenty of
ople who want other people dead, and assassins—
ether consummate freelance professionals or

tal thugs—exist to satisfy that need. Bounty

1ters, on the other hand, make their livings cap-

T g most of the other characters described in this

, though in some cases they're really not any

r or kinder than the criminals they pursue.
hapter Seven, Technology and Equipment,
scribes the gear rogues use to do their jobs—
/thing from new pistols and hand weapons

te disruptors, Varon-T disruptors, kut'luch dag-
s, and the like) to exotic weapons like
"dexplosives and remat detonators, to stealth and
ration technology such as proximity detector

ys and dataports. Also included are rules for

ing cast characters contacts; rlvals~
enemies.

All these rogues need a plac :
disruptors, and EVA suits—not to men
when the authorities come Iookmg for
Chapter Ten, Havens, dlscusses"' ave
rogues can lay low when necessary, a
vides a couple of ready-made examp
Narrator to use. :

Chapter Eleven, Character Creat.'on
character creation. It includes nev@r"Tgm
Overlays, and Background History: ifages-
scoundrels of every stripe, following tf
“civilian" characters used in -thé‘Sta'
Space Nine Roleplaying Game core
reviews skills, advantages, and dis
an eye toward rogue characters, a
al new traits unique to rogues.

Once you've created your rdg_ul
your Narrator to read Chapter TW}eI_v

an entire series centered on rogue ch ]

Whether you're a Narrator lookin
a standard series or you want tor
any you've run before, or youfré.

you!

ICON LINKS

This symbol
cates that addj
question can b
Web site at ww!

RAIDERS, RENE




=he United Federation of Planets takes just

] fiable pride in its tradition of respect for the‘
'ruie of law. Since its inception, the

‘Federation has devoted itself to the

promotion of law and justice among

its diverse member worlds and to

. eliminating the root causes of

- criminal behavior and lawless-

ness. On the worlds of its

founders, such as Earth,

Vulean, and Andoria, the

Federation has largely suc-

. ceeded: these worlds are

‘free from crime, conflict,

- hunger, and want.

~ Advanced Federation tech-

-_-:_'noiogy largely eliminates even

the need for criminal activity,

- since it provides for all the daily

needs of the populace.

- Out on the edges of Federation

space, however, tradition often takes sec-

“ond place to the practicalities of daily survival.

- Conditions on the frontier remain more primitive, lead-
- ing to greater needs among colonies and other worlds

distant from the prosperous Federation core. The fron-

tiers of Federation space are also often near areas of

~ conflict or tension, such as the Romulan Neutral Zone or

“the Demilitarized Zone established with the Cardassians. In

these regions social pressures and individual needs often

: biossom into criminal activities. Federation authorities do

~what they can to deal with these criminal elements, but

. their resources are often stretched so thin that they cannot

_enforce the law effectively throughout the frontier. In any

event, until society addresses all the reasons for its existence,
it does not seem likely that crime will ever disappear entirely.

FEDE RATION LAaw

: The Federation legal system draws both its authority and its.
mandate from two basic principles—a fundamental respect for the'
‘law and a sincere appreciation for the rights of all sentient bem
- The Federation takes the violation of its laws very seriously, as any
cr_immal operating in or near UFP territory knows all too well. -

" The most important thing to understand about Federation law
is that it technically applies only outside a Federation member
world's sphere of influence—in Federation-controlled space and on
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eration-controlled stations and colonies. Individual
eration worlds maintain certain sovereign rights,
luding the right to determine their own laws. The
eration charter does stipulate certain requirements
membership, but otherwise member worlds

iy members of the Federation take their cues from
re planets like Earth, Vulcan, Betazed, and Andoria,

rowdes another example; while acceptable in
ngon society, his action would run contrary to

nies fall under the jurisdiction of the Federation.
n general, Federation law respects and upholds
rights of the individual. This includes serious

es such as murder, assault, rape, and kidnap-
g. Federation law also recognizes and respects the
idual ownership of property, treating it as an
nsion of the individual, so acts like theft, arson,
sandalism are also considered crimes. Federation
‘mber worlds must uphold this code of conduct; a
iety that considers the murder of outsiders, or

en members of its own culture, an acceptable
ctivity would likely not achieve Federation member-
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CRIMINAL ACTIVITY iE\E THE
FEDERATION

duels). The same applies to cuitures_-tﬁat-p
slavery, such as the Breen. ' o

The Federation also regulates the
use of certain items and materials. Th [=
things like illegal pharmaceuticals, tec
as genetic resequencing, many: types yf
dangerous lifeforms, and certain type:
ogy. Starfleet is charged with apprehen:
smugglers who attempt to transport or.
ed materials in Federation space, but t
vastness of UFP territory, and the sc'b'p_
duties as a whole, make this mission,di-
practice, regional planetary and port auth
dle most trade enforcement and im'p_dr;t‘ in:
and smugglers can and do operaté;'_.WE
Federation—though in most instances t
the outskirts of Federation space. - '

Federation citizens rarely becfo"r_n_e it
criminal activities. Most Federation citiz
strong respect for the law and choose no
it for personal gain. Most Federation
prosperous and peaceful, and those qu
limit the economic and social needs fo
activity. With replicators able to produce
al goods one might need, criminals often find
themselves with little reason to Qperajf
space at all. Still, Federation society di
criminals from time to time. '
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1ge. desperation, or even mental illness.
notivator is the most easily detected and
f mental illness in the Federation are
_ﬁd\‘.fa'nced state of medical science.

s an iliness goes undetected and

ding to criminal behavior on the part

his is more common in frontier areas
oder _,m'é'dical facilities; such areas also
er-stress lifestyles, which can lead to
ration or breakdowns.

dical facility capable of treating
he facility on Elba Il. Once cured of

ld: be considered “mentally ill." For
1e Federation does not consider
(ill, just misguided. These people

'Cﬁmiﬁal activity becomes addictive to
they commit crimes solely for the thrill.

rior to other beings because they
societal or moral constraints. The
verything possible to prove these
nd to rehabilitate them when
resent themselves.

“hilos_dp’h]cal, or ideological agendas
ast type of criminal found within UFP
he Federation respects and honors many

Q-dl_étates of the law. Most political

the Federation have no difficulty with

o further political change or their own

iccepted channels,

/ of politically active groups and

to stray beyond the bounds of

to effect change. For example, the
ovement has many law-abiding

FE ON THE EDGE

CRIMINALS FROM OUTSIDE THE

'y_id_u’_als_;who engage in criminal activities FEDERATION

belie Sys_tErfjs', but it also expects citizens to

adherents throughout the Federation, working to
restore what they see as the moral core of Federat
society. A small group of extremist Essentialists sal
taged Risa’s weather-control system to make a
political statement about the complacency of
Federation society. A major political faction knov
for its illegal conduct—the Maquis—seeks to pus
the Cardassians off several planets in the i
Demilitarized Zone.

Although profit and personal gain do not moti
vate most politically minded groups, these groupé
may engage in theft or smuggling to further the
goals. For example, the Maquis occasionally enga,
in piracy against Cardassian targets, seizing ship ar
cargoes to sell on the black market, or using cap
tured vessels and weapons against the Cardassia
The needs of such renegade groups in the
Federation also provide business for non-Federat
smugglers, pirates, mercenaries, and other rogue

Most of the criminal activity in the Federation
originates outside Federation space. The Federation

e,



Other species, like the Breen or the Ferengi, have little

r Federation law, except as an irritant to avoid. These spec
n illegal activities both outside and inside Federation space. F
le, Ferengi DaiMons regularly smuggle contraband into Fe
éfritory. The Ferengi Alliance simply claims that it does n

rgo that individual Ferengi vessels carry, so the Federati

th each vessel and its DaiMon individually. The Breen

‘the Federatlon and supporters of cnmmal elements, ra:d ves

Romulans, or Breen. Although the Federation's politic_al-gr_'
take care to remain outwardly within the letter of the law

. The activities of political enemies normally fall under th_
aespmnage " described in detall in The First Line: The Star'

arsh realmes of surwval New colon:es and settlements,_fac
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eth'er,' and stellar disasters—the whims of
[ estroy a colony in moments. A colony
e a visiting starship, much less a Starfleet
onths ‘or even years. Thus, colonies
'hjghly independent and self-sufficient,
are usually cut from stern stuff.

ulties of life on the outskirts of UFP

o both a hardening and a softening of
u_)t_ufa'].'restrictions. On one hand, the sur-
_colony depends on the cooperation of the
:-'Mds'tféolonies take a very dim view of

e.:ha?'s'h. Colonies may imprison criminals,
inflict brutal corporal punishment—
box” used on Orellius—upon them.

e O_,tfier' hand, the harsh realities of life on
er. often lead to a softening of some of the
FP moral codes. “You do what you have
mmon saying among colonists and folk
the frontier. Away from some of the advan-
edi ratlon technology and a stable
structure, colonists sometimes cut cor-
re legal niceties in the name of
‘example, a colony might purchase

. 'SUpplies from a Ferengi trader without
many questions about their origin.

ontier folk often engage in certain pas-
_,ga_mblmg, exotic pleaasures, and other
;js‘idered “vulgar” (or at least unwise) by

_w.hy_' the frontier reglons play home to
f the Federation's criminal element.

E TO THe LiFe

: ‘pe:ciaily those operating within
space often refer to being “in the life.”
mma]s primarily enter the life for the

s that they all exist in a kind of shad-

| ag’f from normal society. For the most

: \ption holds true.

als adhere to a small core of funda-
pts that serve to define and clarify their
n the life—these form a kind of

-E-ON THE EDGE 11

PIRATES AND PRIVATEERS

“rogues’ code” that most Lifers respect. The first
embodies the concept of “honor among thieves
rogues do not betray each other to those outside
life under any circumstances. A criminal who aid
authorities immediately becomes an outsider; he:
very likely meet his doom soon after his transgre:
sion. Some rogues manage to cut deals with the
authorities that leave their reputations intact, but
those who play both sides of the fence truly walk
razor's edge of deception. _
Rogues often have tremendous egos and believ
they are superior to their marks and victims. Mar
rogues think society owes them something—eithi
“repayment” for the hardships they've suffered, o
the “spoils” rightly due someone of their strengt
cleverness. Obviously, rogues have little respect
the property, rights, and even lives of others.
Most rogues do respect certain boundaries, ho
ever. For example, experienced or veteran rogues
rarely operate in the “territory” of another witho
permission. Not doing so can result in conflicts ran
ing from a personal vendetta to wars between enti
guilds or gangs, so.most rogues maintain a healthy
respect for each other's territories.

Even in an era where ships sail between the star
rather than across the waves, there are still pirates.
and privateers who prey on other vessels. Pirates
range from small groups of individuals on board ¢
single—often antiquated—vessel to privateers who
unofficially serve a government by disrupting ship
ping and commerce among its enemies. "

Generally speaking, profit motivates and drlves
pirates. They attack and raid other ships (and som
times space stations or colonies) in order to loot a
plunder valuables, which they then sell on the bla
market. This means pirates tend to go after valuable.
cargoes, although not all pirates discriminate so care
fully. Some take a scattershot approach, raiding. .
every vulnerable mark that presents itself in hope
finding a cargo worth the effort. Pirates quickly
become hazards to interstellar trade, and Starflee
maintains a strong interest in tracking down and
detaining vessels suspected of piracy. As the TNC
episode “Gambit” illustrates, Starfleet has little
patience for raiders and their activities. :

Privateers operate in much the same way as
pirates, but for a different purpose. Governments
license privateers (officially or unofficially) to raid
vessels belonging to enemies of that government.
For example, many of the “renegade” Cardassian



ps engaged in piracy along the Federation border
in fact secretly supported by the Cardassian gov-
ment, which outwardly denies allegations of
porting privateers. Likewise, the Romulans and
Ferengi have been known to provide covert aid
upport to pirates operating on the outskirts of
eration space (though the Ferengi view such
vities as perfectly acceptable business ventures).
Klingons once supported extensive piracy

%g‘a ,alhst Federation targets before the establishment
i I;te Khitomer Accords and the Treaty of Alliance.

A 'm?e RS

ere’s a fine line between a “raider” and a

ate,” and many fail to see the distinction.
ganization and motivation constitute the primary
rences. Pirate bands normally form around a
ong leader or leaders, are motivated strictly by

it and personal gain, and stay together for
tended periods of time. Raiders, by contrast, tend
0 be loosely organized bands brought together by
umstance and individual need. They raid for prof-
id gain, but usually because of other outside
reéé, such as economic or social pressures.
xamples of this include the Ackamarian

herers, who operated in small, nomadic raiding
nds in order to secure the materials and wealth
eded to maintain their nomadic lifestyle, and the
adorn raiders, who usually operate in small bands
g a single ship owned by one pair of them. The
a also fit this description in some respects. A
iding band usually lasts only as long as a strong

er or motivating force holds it together. Without
e factors, raiding bands break up and drift apart,
=mbers forming or joining other bands as needed.

VES AND CON ARTISTS

Thieves steal items of value. The definition of
alue” varies greatly depending on the thief and
victim—in this age of replicator technology,

e often relies entirely on perception and luxury,
hough in certain outlying and replicator-poor fron-
regions many basic goods retain considerable

e, Many thieves steal strictly for profit, either to
their booty on the black market or to acquire

s for particular clients. Some thieves steal more
he challenge and thrill of outwitting the authori-
and sophisticated security systems that protect

eir targets. Such thieves tend to be highly skilled,
t t_heir own egos usually cause them to make mis-
kes sooner or later. In the 24th century, most

12

thieves must contend with advanced
tems, including retinal and voice prmt de
scan-locks, force fields, magnetrc lock
ty detectors. Skilled thieves are near
technologically adept, although l
call for old-fashioned sleight-of-hani
Concern about “petty theft” ‘ha!
tradiction in terms in the Federation;
anything worth stealing is generally
well protected. Replicators prowd
like food and clothing, eliminating tt
them. This doesn’t always hold true o
where replicator technolagy is [ess col
even Federation citizens use materia
trade with foreign merchants. O ;
isolated planets and colonies, _thq,_eygny
a way of life, such as with the gang;
A human named P. T. Barnum once 5aj
a sucker born every minute.” Con':‘a_
believe in this maxim and use it to the
They steal property from others using gt
ery rather than outright theft. They" 1ge
small-time hucksters of useless trir
facts,” to those ambitious enough
out of things like starships or as'te'r'c':l_
to master criminals like the woman
under the name “Ardra.” In 2367
technology to convince the pop‘u_!:
that she was the Ventax version of the
the inhabitants would surrender the
her. Con artists rely on personal charm
summate skill in acting, often_co_up:le\
illusions, lies, and technological f:r:i'cker.y

GAMBLERS

Games of chance and skill remain
throughout the Federation. The pri
between a gambler and someone
as a hobby is the desire for profit
costs. Roguish gamblers in ahd"aro
Federation tend to break down int
types: those motivated by profit
ed simply by the thrill of the game.

Profit motivates most gamble S5
gamble in order to win money. o
and for many gambling becomes the
income. While it is possible for some
“hustlers” to subsist simply on pi I
to run out for everyone soon_e' o
sional gamblers generally become a
They develop a wide range of sleig
technological tricks aimed at i’i'g;gin

RAIDERS, RENE



an be rigged to go whichever way
_ishés in order to maximize proﬁt

' nd demonstrating their success.
makes the game mterestlng, since there’s

amb_lers_ who live the life simply for the
30§ﬂ"ally‘énd up broke or deeply indebted to
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“ON THE EDGE

SMUGGLERS
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SLAVERS

Smugglers buy, transport, and sell goods and -
materials deemed illegal in the Federation, or leg
materials which are restricted or difficult to obtai
Although commercial freedoms abound, the
Federation still chooses to ban or restrict the poss
sion and sale of many items, including but not = =
limited to weapons, drugs and biotechnology, exat
or endangered lifeforms, dangerous materials (like-
trilithium resin or biomimetic gel), archaeologica_l':
artifacts, and certain alien technology. Smugglers
to find ways around these restrictions because the!
can earn considerable profit by selling such forbid
den goods on the black market or to specific
customers.

Although the Federation does what it can, it
remains nearly impossible to regulate smuggling
effectively along the UFP frontier. Customs inspector:
and other officials, including Starfleet officers at .=
Federation starbases, stations, and starports, hold the
responsibility to check the cargo manifests of incom
ing vessels. These officials do their best, employi_ng
sophisticated scanning equipment and physical -
sweeps to check for contraband, but smugglers use
variety of means to thwart these methods, such a
shielded cargo compartments and camouflage field:
Even in the 24th century, the most effective means
of detecting contraband remains a physical search
but such searches are too time-consuming to perfo
on every vessel. Only vessels strongly suspected.gj
carrying contraband receive a thorough physical
search. Further complications arise because many.
goods considered illegal in the Federation (like
Romulan ale) are perfectly legal in other societie_ﬁ—
such commercial " gray areas” often hamper
Federation efforts to restrict such items.

Some smugglers specialize in transporting iliega
goods from place to place. This may be a sideline fo
an otherwise legitimate merchant or freighter captain
or for a pirate vessel. Pirate ships may smuggle th¢|
own booty or items for another customer if raidin
opportunities prove thin. Other smugglers operate
strictly as intermediaries, arranging the purchase,
transport, and sale of illegal items through a comp
network of contacts without ever leaving home.

Slavers are a type of raider/smuggler specializi
in a particular product: sentient beings. Slavery :
remains illegal in nearly every major Alpha Quadran;
civilization, but the exact definition of a “slave”



times varies from world to world. For example,
Cardassians used Bajorans as slave laborers dur-
their occupation of Bajor, although the

dassians would no doubt object to the term

e.” Likewise, the Breen have been known to
lave laborers from other species for mining

ium and for other dangerous or labor-intensive
ties, and the Klingons use political prisoners as
orers at facilities like Rura Penthe.

ome slavers operate independently like pirates,
turing people on raids, then selling them to slave
kets in, among other locations, Orion space.
wever, the vast majority of slavers work for an
ization—either a government which sanctions
nslavement of certain species or groups, or a
nal group with sufficient power and influence to
slavery ring, such as the QOrion Syndicate.

RCENARIES

The galaxy is a dangerous place, and conflict is a
mmon occurrence, especially in frontier regions
ere different interstellar powers meet and mingle,
imong societies given to civil war or other inter-

‘4I‘ved in such a conflict cannot, or will not, field
ugh of its own soldiers to win the day. Perhaps

erful as its opponent. In such situations, merce-
ies—professional soldiers working for pay, rather
n out of political onalty—often provide the addi-

under the guise of “freelance security
voperative”—much of the work mercenaries perform is
e

1 hly illegal (although, dependmg on the circum-

reelance pirates or enforcers, carrying out missions
garession against peaceful worlds and individuals,

n its space or on its frontiers, where they often
tense diplomatic situations even more difficult.
me species are infamous for their tendency to

k as mercenaries. Nausicaans, Miradorn, and Breen
ke to get paid to fight (something they seem to
joy even when no money is involved), and dishon-
ed Klingons or Cardassians often find outlets for

14

their military talents and prochwhes o
ket. Even members of some Federati
as humans and Andorians, fpr

BOUNTY HUNTERS

Bounty hunters are mdlwduals lig
ernment or governments to trac
criminals in exchange for fmam:ia{
technically illegal in the Federatior
may practice their trade in Fede
they obey the laws regardlng-re@s'o ,
force. Many bounty hunters doi ;
to operating within the metes of tt
and are particularly reluctant t
legal niceties, such as extraditio
may cause them to lose their “pres
ment. Even bounty hunters who pref
the straight and narrow often find
from that path just a little every nou
get the job done.

Baunty hunters from other cultu'
intentions which conflict with Fe'
as hunting criminals whose only
sidence or simply being born into.
subculture. Some government '
hunters to carry out death sente
illegal practice in the Federation.:
rarely receive any help from Fede
and sometimes must turn to"uhd

ASS5A5S5INS

The “art” of assassination ren
in the Alpha Quadrant, despite the
efforts to eradicate it. Assassins.
employment dealing with targets
nal informants to major politica
organizations such as the Orion
gence agencies like the Tal Shi
Order, and rogue political or fringe
the majority of assassins both w
Federation space. Freelance ass
endangered breed, and usually guit
craft. Reasons for operating as at
political allegiance to a pure de:
most assassins are characterized, at s
disdain for life and an enjoyment
beings.



n Earth's 17th century, the might of a nation

‘was measured, in part, by its ships. Proud

navies clashed with each other over the

right to the New World, while empires

rose and fell among the waves. But

while the colors of Europe flew

from one end of the Atlantic to

the other, there were those

who recognized no flag: out-

laws, murderers, and

&ssprted bloodthirsty crimi-

“nals willing to kill their own

“mothers for the promise of

a few doubloons. These

- dogs hunted clipper ships

~and merchantmen with ruth-

less efficiency, sending those

who crossed them to the bot-

tom of the sea. When naval

vessels sailed to stop them, they

hid amid islands and archipelagos, or

fought their way free with cutlasses and

cannon, They were buccaneers, and legends of

- their deeds lived on long after their ships and booty dis-
.-appeared into the mists of history. Citizens of Tellar,

Betazed, and many other Federation worlds can recount

similar episades from their own histories, proud traditions

_celebrating the antiheroes of high seas, icy wastes, or ver-

“dantjungle.

DURANIUM SHIPS
.AND IrROoN MenN

~Today, in the cold recesses of space, buccaneers have
agam risen to terrify those unlucky enough to encounter
them among the spacelanes. Only now, the stakes span entire
s;ec;tors—and the ocean stretches into infinity. The buccaneers
Of'the 24th century have replaced their cutters and flintlocks
vith starships and disruptors. Where they once rode the open
waves they now ride subspace currents, searching for targets.in
the dark between the stars. But their methods haven't changed'
'and their fearsome reputation has only grown in the mtervenmg._f- :
centunes

Buccaneers in the Star Trek universe fall into three dlsttnct ca
egories: pirates, raiders, and privateers. Each adheres to its own.
codes of behavior and modus operandi, and Starfleet maintains




lifferent threat and security protocols for dealing
ith each group. Unlike the ships comprising the
eets of organized powers, each pirate vessel is
ique. Thousands of pirate crews exist in the Alpha
nd Beta Quadrants, and an entire legion of Starfleet
ntelligence analysts couldn't identify them all.
‘onsider what follows a partial overview of 24th-
ntury raiders and their practices, not an exhaustive

~ Organized groups of buccaneers who raid ship-
ing lanes for money, cargo, and even slaves, pirates
typically attack poorly defended merchant ships or
leets lacking the benefit of military protection. Profit
erves as their principal motive and driving force,
lthough some pirate crews raid purely for the thrill
gives them. Still others enter the life to pursue
me political or ideological agenda. Merchants and
raders alike can smell trouble when such a ship
' pears on their sensors.
Among the core worlds of the Federation, the
ws services often paint pirates as lone wolves: hit-
d-miss robbers who rarely plague the cautious or
= sensible. Starfleet knows better, however.
ciplined and well outfitted , many pirate bands
trike with military precision. The more organized
oups have plagued Federation colonies and outly-
ng sectors for years, and a few even consider
hemselves political powers in their own right.
Organized pirate bands employ sophisticated mis-
ion plans and strategies, strike from hidden
utposts or abandoned planetary bases, and in some

work of them. e
Career pirates often refer to the spac

sive of them if allowed to prosper. These prese
vary widely from place to place, but most h
eral distinctive characteristics that make
lucrative territories.




s of piracy, and a canny buccaneer
ing lane which facilitates them

“them into slavery (thus
s and allowing them to take the

irate captains are skilled at evasive
n'o_,_w3 how to make use of the near-
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Starfleet officers have lost pirate bands by assum
they could run them to ground...only to find the
selves outfoxed by a clever helmsman and a few
stray asteroids. Those experienced at hunting pir
learn never to underestimate the opposition.
Pirates prey on a staggering variety of cargo
Dilithium, weapons, precious metals, and compute
equipment form the core of preferred booty, iter
band can dispose of quickly and profitably. How
rich marks are often few and far between, so mo
pirate crews will take almost anything if they believ
they can unload it for a profit (no matter how smal
Regional preferences and scarcity normally deter
mine targets in a particular area.
Information also constitutes a valuable commodi
ty in most circles; unscrupulous Ferengi and shad
Orion Syndicate representatives often trade in suc
less tangible goods. Pirates seeking information
cally behave less ruthlessly than their fellows,
allowing captured ships to continue on their way
after extracting what they need from a vessel’s cor
puter banks. -

InFamous Pirares oF RecenT TiMES

Pirates in the Federation remain uncommon,,f_du
to the vigilance of Starfleet and the general quali
of life there, but several crews working mainly alo
the frontiers have gained notoriety in recent year
The most infamous of these is the Red Band, led b
the vicious Ferengi “DaiMon" Fog. His forces m
their home in the vast Vertana Nebula, along the
borders of UFP, Ferengi, and Cardassian space, an
prey upon the forces of all three governments. Th
Red Band has grown increasingly bold in recent.
years, attacking shipping as far away as Rigel VI
The Ferengi sponsor a bounty on Fog's head, anc
Starfleet has stepped up its efforts to capture h
and his men. (See page 93 for more about Fog.)

Other pirates evoke less notoriety, but enjoy.
prominent and fearsome reputations nonethelejs_$
The brother and sister team of Margaret and Fine;
O’Sullivan have come to embody the epitome of
swashbuckling derring-do, leading some of the
est raids in recent history. They try to avoid loss
life if they can help it, and always leave a wild Iri
rose as “payment” for the goods they steal.

Other well known UFP pirates include Bunta
“The Boar” Gnakk (a Tellarite of nasty dispositiol
and the renegade Andorian crew of the Orion’s
Bane (who, as their ship's name indicates, wage
running feud with the Orion Syndicate). The Boa
recently conducted a costly raid against the Qué‘!‘o




ge yards, stealing numerous technological sys-
scheduled for short-term upgrade and
ipment to Starfleet supply depots throughout

cY Bevonp THE UFP FRONTIER

he Klingons have been plagued by Cardassian
es since the recent war between the two pow-
nd sporadic attacks continue to occur

ghout the Empire. While individual Klingons
expressed respect for the daring acts of certain
es, the High Council has no tolerance of them
uthlessly hunts them down wherever they

gon officials actually prefer to capture pirates
sentencing them to penal colonies such as
Penthe rather than granting them an “honor-
death in combat. Even a few Klingons, mainly
e from disgraced houses, have formed pirate

1s. These exiles lurk on the fringes of the Empire
d target their old enemies for revenge strikes. The
some Vochar of the disbanded House of Khatvan
sents the best known of these; he's used his
fleet of cruisers to harass Klingon shipping for

irates in Romulan and Cardassian space operate
der equally grim circumstances; both governments
 pirates as affronts to their authority and harbor
reservations about taking extreme steps to make
mples of those they catch. Piracy abounded in
ﬁassian space following their devastating war

th the Klingons. The alliance with the Dominion
ight such activity to an abrupt halt, since even
est-equipped pirate crews proved no match for
em'Hadar hunter-seeker teams dispatched to
__minate them. Following the end of the

inion War and the resulting devastation of
dassia, piracy is once again on the upswing.
Romulan pirates often assume the roles of priva-
s who serve as senatorial or political pawns,

ght in the Machiavellian webs of treachery and

t that characterize the Imperial political
sre—common assignments include image assassi-
industrial sabotage, ambush, and all manner
sterstellar trickery. '

10se operating outside the Byzantine political
—and without political sanction—find them-

s hunted down with ruthless, methodical

ency. The renegade half-Vulcan, half-Romulan
Mok, who uses his uncanny intellect to predict
weakest Imperial marks, remains the most
omment pirate in Romulan space.

Ferengi and Orion space h'ave becor
numerous pirate bands, attracted by'
and prominent criminal communities
regions. Pirates in Ferengi terrltory
strict rules of commerce laid dow
those who adhere to these gmdelmes
normally find their “hosts” very acc
Most Ferengi maintain a gener'a-l‘f\ “d
tell” policy toward pirate booty—a
booty doesn’t come from one of
the appropriate nagi and subnagi el
Ferengl will pay the current value for
vage" a plrate produces.

become accepted parts of the c
Merchants traveling in Orion spa
their ships to the teeth.

MOTIVATIONS

Not everyone who travels the sba_
to do so under the strict rules of Starﬁee
tedious patterns of merchant ﬂeets St
piracy out of a need for adventure
profit—and the power that these can b
enjoy the sense of freedom thew deed
few simply enjoy stealing, or poss
dency toward criminal and violent be

Pirates hail from all walks of life _,an_‘d a
into the life by countless motivations '
stances. A common desire to live on-
terms and a willingness to prey on othi
pirates of every stripe a commor{f—ret‘ce'=

include:

becoming a pirate exists at all. o
ply prefer to steal rather than

ones can keep it up foryears, fuk
anthropic tendencies into a viable prof
rest soon turn to easier crimé’é orend:
in captivity in a place like the Eun‘a i
Meldrar 1. -

Ex-citizen/ex-patriot: Galactic gover
large, sprawling affairs, oftenrenco
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take care to protect the rights of their
ényj_;d__dj_no_t, and even in the best of

n unfortunate few always slip between
ometimes a headstrong or charismat-
ay, a former soldier treated

rson whose patriotism became a
litical reality, or a high-minded per-
cess to military hardware—fights back
lttmg acts of piracy. Such raiders aren't
) 'nd, espouse no set political agenda;

ND PRIVATEERS 19

RAIDERS

Not all such rebels fight noble battles, howev
some use rebellion as a cover story to excuse
their piracy or to justify their actions in their o
minds by claiming some larger purpose.

Bummers: Every conflict has scavengers followin
its wake, and the dogs of war don't always
remain planet-bound. “Bummers,” as they're
versally known, take advantage of a diverted
military to go after easy pickings, travel in nol
mally restricted areas, or attack targets they'd
otherwise avoid. They prey on damaged stars
raid military convoys, and even seize supply
depots if they can manage it. Some of them a
out of patriotism, seeking to support one side
the other through their actions. Others do it
because they can, and because crimes are ofte
forgotten in the fog of war. Their activities diffe
from those of privateers in that they don't wo
at the-behest of one side or the other; they ta
the initiative themselves and seize opportunities
without the benefit of sanction.

Contractors: Contractors represent mercenary ty
who simply make their way through the life as
best they know how. When they cannot find -
work as guns-for-hire or privateers, they turn tc
piracy, using their meager (and, in some cases,
only) skills to raid the spacelanes. They raid onl
as long as no other work presents itself; if a
“legitimate” employer turns up or a less haz-
ardous oppartunity arises, they will quickly retu
to their more "steady” work. Common in lawle
regions or in regions where privateering occur
a regular basis, contractors represent the essen
of the true roustabaout.

Although not as organized as pirates, raiders:
work toward similar goals and have often been dr
en into the life by similar circumstances,
motivations, and desires. Much like pirates, raide
enter the criminal life from a host of background
and for a myriad of reasons. Unlike pirates, how
er, raiders tend to be poorly organized and out
They typically operate with only a single ship, and
must often scrape supplies together from the go
they plunder.

While pirate bands may operate as units for ma
years, raiding bands often spring into being on the
heels of fortune or circumstance—refugees from
conquered worlds left with nothing, former sold[er




eeking vengeance against their government, or oth-
orced into their positions by circumstances and
ituations beyond their control. Raiders may be des-
ble or noble, depending upon their goals,
ackground, and intentions. Good-hearted raiders,
irown together by happenstance and acting out of
vod intentions, are much more prevalent than
ood-hearted pirates, who spend years planning
heir criminal missions.
ecause many raiders enter the life through cir-
stances beyond their control, their activities end
,h=e'n those circumstances change or when they
ieet whatever nebulous goals they set for them-
ves. Depending on the individual, these goals
uld range from freedom for a particular planet to
\biy amassing enough money to retire.
aiders act with much less tact and organization
| pirate bands. They strike targets of opportunity,
bing what they can and escaping before rein-
ements arrive. Because they lack the permanence
irate bands, they tend to be harder to predict
.can operate with more freedom ... at least ini-
liy The downside, of course, is that they lack the
curity of their more organized cousins and tend to
o down hard when the authorities finally catch up
ith them.

Raiders usually target undefended
shipping lanes on the frontier. They u
afford to trade body blows with heavi
opponents and will flee rather than
protracted fight. i

Starfleet applies a policy of intimid
strength to stifle raider activities. Wh
raids on a particular region appears, S
increases patrols in the area, relying on
tains to ferret out the offenders. Such.
force usually results in quick captu
vinces the raiders to move on. ;

With politically motivated raiders,
become a little trickier; but captains.
can usually determine the best poli
are acting because of legitimate griev
can alert the UFP to the situation and
find a solution. Pt

CURRENT RaiDer AcTiviTiES

Raiders don't enjoy the lifespans of
pirate bands, so there aren't as fria_rj ;
currently. Within the UFP, the Magq
most famous (or infamous, depending
of view) raiders of recent years, their
focusing on the Cardassian border reg
at the loss of their homes to a bo'r_d‘je'
unwilling to submit to Cardassian rule, t
launched a brilliant series of raids agains
oppressors; these operations were designed.
Cardassia away from their worlds.

With the help of sympathetic local
the sensor-confounding “Badlands” r
the Maquis played havoc with Sta fle
Cardassian fleets alike, straining relati
both powers. They were wiped out
the Cardassians joined the Domin_ib 1
not stand against the dreaded Jer

Other raiders in the UFP enjoy
reputations, but constitute no less:
Recent attacks by Antarean partisan
shipyards have resulted in the loss
materials, and hit-and-run missions |
ties have plagued the Klingon borde

In one daring instance, an A_ndéf_i‘
Tarev Vetna stole a shipment_oj‘i-_'di'}-éth,i
of the most highly guarded supply depo
quadrant. Distracting nearby s‘tar'shi;ps"
jous fleet of holographically create
beamed the dilithium directly frio'm'
storing it, then used a tractor be_eim-
the system. By the time Starfleet ha
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tent fleet, he was safely hidden in a near-
Warrants for his arrest have been stymied

rates, raider motivations are as diverse and
aried as the raiders themselves. Political

1cept of “fighting the good fight” often
large in a raider's mind. The key difference

."that claim their homes and livelihoods, or
h ‘destroy all they hold dear. Because of

e to survive (lts easy to justify criminal behav—
en your belly s empty). The more noble or

han their politically motivated coun-

L0
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PRIVATEERS

To become a buccaneer on your own is one
thing; to do so at the behest of a government o
other formal body is something else entirely.
Privateers are buccaneers supported (and in many
cases protected) by a sponsor of some kind. They
receive sanction for their actions and can depend on
their benefactor for aid and assistance. Unlike pirate
and raiders, however, privateers generally must fo
low certain rules if they wish to maintain their -
privileged status.

Privateers always remain separate from standard
military fleets; they obey no rigid chain of comman
and can more or less act as they please. While man'
adopt a pseudomilitary lifestyle (with ranks, regu
tions, and uniforms), they don't belong to the -
military and aren't subject to military restnctmns Or
protocols. They possess a license to raid, striking: ta_
gets as they see fit and collecting whatever booty
they can seize. In addition, they receive support @
from their sponsor in the form of money, advanced
weapons and equipment, and a safe port to hide in
should that prove necessary.

In exchange for this sanction (and the protechién
and privileges it provides), privateers must limit thei
targets to specific entities or affiliations. They may..
only attack sponsor-approved groups or individuals,
always staying within certain defined sociopolitical
bounds. A privateer working for Cardassia, for
example, could attack Klingon and UFP ships, but
not those of the Dominion, and certainly not any
Cardassian ships.

In addition, sponsors often expect privateers to
adhere to certain ethical codes as well: They must
refrain from killing, for instance, or ensure that thei
victims will remain safe after they have left. Again
specifics vary from privateer to privateer, but are -
often written into the charters of individual group_ :
or vessels; of course, some privateers pay only lip.
service to such restrictions.

MeTHobDs

Privateers typically move in small bands of se
ships, although in wartime those bands can swell.
They attack lone ships or small groups, striking
whenever and however good tactics demand. Unlik
pirates and raiders, they're less interested in cargo
than in salvage, and often attack to destroy rather
than disable.

Ethical privateers offer their targets a chance to
surrender their vessel without harm; they won't



-anyone unless it's absolutely necessary, and
then try to keep casualties to a minimum. Most
ms fare better against privateers than against
"unsponsored, and often mare violent, brethren.
rivateers employ standard tactics when engaging
- targets; many possess formal military training
can match wits with any Starfleet captain. Since
'equipment is usually superior to that of their

e and raider cousins, they carry the resources to
e to toe with heavily armed vessels of all vari-
s: the technology salvageable from a military

hip can fetch a handsome price.

Privateers run only if outnumbered and put up a
nch fight if cornered; canny captains never
lestimate the skills of a known privateer. Once
have achieved their objectives, they usually tow
remains of their mark back to a safe port,
re the wrecks are disassembled and sold off

T

e by piece. During wartime, privateers often

e their victims burning in space rather than claim
age; they get paid to hurt the enemy, not scav-
ge their remains.

Because of their sanctioned status, privateers

d as the strongest and best-equipped buccaneers
e galaxy. Recent conflicts, from the Klingon civil
ar to the struggle between the Federation and the
minion, have provided tremendous opportunities
privateer fleets, and their presence grows with
ich new battle. In fact, during a war, infamous

ate bands sometimes join the ranks of privateers
exchange for pardons from the governments they
formerly preyed upon. With all this activity, priva-
ers are likely to remain part of the political

scape for some time to come.

ow Do THey Do IT AND
Away wiTH It

rivateers have the potential to cause great

c. While technically operating outside galactic
they receive sanction from great powers and
act as instruments of covert warfare if properly
ployed. How do they do it? What keeps a priva-
s raids from turning into an all-out war between
ers?

}1’10ng the major powers, letters of marque and
sal do the trick. These are essentially contracts
the privateers’ sponsors, granting them legal

to attack "pirates,” “criminals,” and other
"ies of the state. They also grant salvage rights
empty or derelict vessels. These rights allow for a
rge amount of political leeway when dealing with
béndoned or wrecked vessels—such broad interpre-
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from these ships while simultane u
sponsar's nose clean. : e
If an enemy captures a pri_vatee}"
simply declare that his charge acted
authorization,” thus abandoning hi
revoking official authorization, the
responsibility and thus any diploma
Privateers—especially those W'o'-'rki'
government—risk becoming pol
time they conduct a raid; it's an.
profession. i
The luxury of good equipment
of operation comes with a hefty pr
who cross the wrong lines may fln
deep trouble very quickly. In addi
political reprisal, they must take c:
good relations with their spohs’é ;
where they are, how much-equiﬁ'm '
and the most opportune times to s
employer decides to renege on a co
betrayed by a privateer for s.omé e
could quickly become untenab_l'é
and hiding places, privateers soon
fugitives more concerned with stay
with wreaking any damage. =

RAIDERS; RE



on, victims of privateers practice their

~sponsor a privateer. Reasons for hiring
from mercantile interests to political

ients: Governing bodies possess consider-
is’durces and can fund large numbers of
fleets if they wish. Few claim to engage
usiness, at least in public. With an exist-
ing legitimate military and the funds to defend
their interests publicly, the need for private free-
- forces disappears. Or so they say.
'Hawever in the cutthroat realm of interstellar
ohtlcs tasks need accomplishing which govern-
_ments do not wish to claim responsibility for.

; val powers must be checked, new technology
_destroyed or disposed of, and dangerous individ-
; uals_ellmlnated all without drawing suspicion to
bht:cal organs responsible. While intelligence
|0_h.s and black ops groups can perform some
heSe operations, privateers provide an
'mirfablé alternative to the cloak and dagger
itine. Privateers give governments the freedom
act wuthout revealing their true motivations.
ause of th:s most large governments in the
.'Ipha Quadrant other than the UFP make use of
_privateers from time to time.

al Groups or Parties: Divided societies often

ave several factions vying for control, be they
olitical part:es wrangling in the capital or isolat-
‘ed tribes compe‘cmg for resources. The conflicts
:betweenrjsuch groups usually remain civilized, lim-
ed_ to he ited arguments or intense propaganda
j ‘Sometimes, however, more direct
7__5t_-_be used. Enter the privateer.

PIRATES AND PRIVATEERS
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Rebellion/Guerrilla Movements: On occasion, p

Corporation/Mercantile Concerns: Large compani

WHo Uses PrivaTeers AND WHYR

powers have all used privateers at one time or
another. Each one has different reasons for hiring
them, and the circumstances under which they oper.
ate differ from one power to the next. A brief
discussion of the privateers employed by each magﬁ_‘
power follows: 5

Cardassians: The Cardassian social structure empha.

Privateers employed by a political group usuall
work toward a set goal defined by that group’s
philosophy. It could be patrolling a border the
group feels is underdefended or attacking shi
political undesirables. Such operations often las
until the group can elicit a formal shift in polﬁ;y;
from the government as a whole—as short as'a
few days or as long as decades, depending upo
the issue. Political privateers can act openly ol
clandestinely, depending upon the society.
Romulan senators, for example, shroud all of the
dealings in mystery, and don't want their poh
rivals knowing the forces at their disposal.

teers have served as the de facto military for.
armed insurrection, lending their forces to an o
erwise outgunned resistance. Such privateers.c
often make the difference in a guerrilla move-
ment's survival. They rarely work for money, si
most sponsors of this nature have little to giv
and rely instead on salvage rights for their pa
ments.

sometimes have interests or goals that don't
always coincide with the governing powers abg
them. Less scrupulous concerns use privateers to
attack rival companies, taking care to hide their
connections. Entire corporate wars have been :
fought in this manner under the guise of inde
pendent pirate raids. Privateers unable to find.
government or political employers can becorh_é:_
rich by playing rival merchant groups off against
each other—a practice far more in vogue in ._f:he";
wild reaches of space than the Federation wdg]d
care to admit. :

Except for the UFP, the various Alpha Quadrant

sizes the state over the individual and encourag
its citizens to contribute to the Union's defense.
Those who fail the military's stringent entrance.
requirement can still serve as privateers, perform



£ missions outside of the standard command
tructure. While not afforded the respect of the
'o_r_mal military, Cardassian privateers still receive
nction from the government, which outfits
hem with surplus materials and instills in them a
ense of “serving greater Cardassia.” They con-
uct assaults on lesser foes and will occasionally
id Romulan or Federation interests if they can.
heir ranks have swollen with the recent Klingon
var and alliance with the Dominion.

gi: The Ferengi maintain no formal navy, only
ndividual ships with a rough sense of loyalty.
ssentially, all Ferengi are privateers, sanctioned
o act in any manner they wish in order to secure
rofit. The Ferengi Alliance charges a fee to
commission” an official ship and admonishes

he captain and crew to adhere to the Laws of
cquisition, then sets them loose to acquire prof-
t as they see fit. Ferengi privateers have a
endency to bully their targets into submission
rather than fight; a live potential customer is
lways preferable to a dead one. If pressed, how-
ver, they can blast away with the finest

eapons latinum can buy. And big guns always
make bargaining easier.

Orions: The Orion syndicates make.
privateers for a variety of illicit ac
generally sell commissions to the
granting jobs to those who offer:
In exchange for winning a bid
acquires total salvage rights, tl
syndicate in question, and ah:-._ifh
for any seized booty. The gl_tj'_t'.d
Orion systems seems to con’é"idgé
and Orion-sponsored privateel
throughout known space.

Romulans: Few outside speci_é_é are pr
Byzantine world of Romulan poli
tors use every dirty trick in the
power over their rivals. Private

intentions. Romulan privateers
resources or shipping lanes (to pi
policy), or enemies which the Senate
does not wish to engage (the UFP an
Empire among them). Discovery
the greatest sins these privatee
Romulans accept their depredat
they remain hidden from view Pl
ty rules the day.

privateers have plagued the l__'i'
tact was made. The Nausicaan
privateers, since their quasifeud
does not allow them to compe
erful navies. Nausicaan privatee
limited to Romulan and Klingon
make occasional use of private
for medical supplies to contin
life-prolonging techniques.

FiFTeeN MeN ON
Deabp KUINGON'S !
THe BuUccANeeR's

The life of a pirate can be fraug
adventure. There's nothing like ¢ _ T
Klingon cruiser, your starboard warp
and arrogantly telling its crew. to fo
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t have its planetary surveys and diplo-
voys. Pirates have the life.

S' CODE

_pirate can be fraught with peril and
efe_’s nothing like coming about a

r, your starboard warp nacelle aflame,
tly telling its crew to lower the shields.
1ave its planetary surveys and diplo-

s. Pirates have the life.

caneers in the Star Trek universe follow

df.-t_his,_afmost all buccaneers follow a

f'_ethics, a “pirates’ code.”" This code

st in permanent form, being passed on

'aptaln to captain. As such, it varies

ending on the sector of space in which

d the particular buccaneers espousing
ken down, however, into three basic

xll's’c to be broken law-abiding people
wctlms or opponents.

r g might even be hunted dowrr
/ irates, or turned over to the
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Never prey on a fellow pirate. Going hand in hand
with the above stipulation, buccaneers know be
ter than to attack their own kind. It's
counterproductive, and it creates tensions that
may take years to ease. There are easier marks
out there, and no one in the life benefits when
fellow Lifers target each other's throats. Disputes
between pirate bands are usually settled by dﬁé?s
(see below) or by a neutral third party—the O
Syndicate, for example, or a powerful fence
employed by both. Only when two bands are
politically opposed (on different sides during
war, for instance) or otherwise at direct odds witk
each other is fighting considered acceptable.

Most pirates follow the general tenets of the
code. Of course, there are exceptions to this rule,
since desperate or vicious individuals often act oL
circumstance, necessity, or just plain malice. Each
buccaneer ship differs from its fellows; each consf
of unique individuals, and each governs its crew
according to its own code of morality. Some may
expand the code aboard their vessels, while others
pay only lip service to its tenets. It all depends on
the individual band. :

Pirates vary among species as well, since each
species brings its own particular perspectives to the
life. A Klingon pirate obsessed with vengeance won't.
follow the same rules as a flashy human who live:
for thrills. Generally speaking, interspecies bands -
function well only if their races are predisposed .
toward similar goals. Ferengi pirates rarely appear on,
Klingon vessels unless the Ferengi in question is pa
ticularly bloodthirsty. The watchword of the life is
freedom; the wide degree of ethics and unique =
codes of conduct among each group of buccaneers
ultimately reflects that.

CULTURAL PERSPECTIVES

Almost every major species has spawned buc’c&e
neering or pirating sometime in its past, and each
harbors its own particular thoughts on the matter.
These days, all major starfaring powers condem '
piracy in at least some respects, but room remai
for broad variations. A brief list of thoughts and
opinions follows.

Humans: Mankind has a long history of piracy
stretching back thousands of years, which
reached its apex among the European empires of:
the 17th and 18th centuries. Legends of pirates
have always been popular, and even in the 24th 3



entury humans still read swashbuckling
holonovels of Captain Blood and his spacefaring
descendants. Because of these romantic notions,
e majority of pirates in the Federation tend to
e human. Clever pirates play up the charming
washbuckler image to curry favor among UFP
tizens; of course, swashbucklring or not,
tarfleet does its utmost to hunt these lawbreak-

ndorians: The violent Andorian culture embraced
piracy early in its development. Buccaneers were
ampant during the Age of Lament, when loose-
knit groups would prey upon each other for food
nd supplies. Most Andorians today see bucca-
eers as a throwback to those times and treat
ontemporary pirates with faint distaste. Those
who don't feel that way embrace the freewheel-
g passions of the life, and see pirates as an
expression of those passions. Andorian pirates
“tend to solve things through challenges and duels
_rather than extended conflicts.

dassians: The Cardassians view pirates as sad
examples of potential gone wrong. They believe
that pirates lack discipline, that they lack the ben-
efits of strong leadership. If only these wayward
~souls had been instilled with the proper duty, or
been inspired by a firm hand to guide them.
Pirates in the Cardassian Union are hunted and
destroyed with firm dedication, but not without a
sense of loss. Imagine what those wayward souls
could have accomplished. State-sponsored priva-
leers exist as an exception to this view; these
f!'_eeiancers serve the Union as all good
"C_ardassians should.

engi: Of all the species in the Alpha Quadrant,
the Ferengi are perhaps most inclined toward
piracy. To them, violent deeds committed in the
name of profit are entirely justifiable; piracy just
represents commerce without all the red tape.
Since every ship in the Ferengi “navy"” is essen-
ially a privateer, their entire fleet depends upon
buccaneers. Publicly, they claim to discourage
racy, since it drives away plenty of paying cus-
omers. Privately, buccaneers form a vital part of
heir society.

gons: The Klingons scorn pirates of all stripes,
viewing them as dishonorable men who abuse
heir warrior skills for profit. No honorable
“Klingon will have anything to do with them.
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ENTERING THE UIFE

Orions: The Orion Syndlcate has :
pirates and raiders of every pe'
sees pirates as a means to anen
them as the price of doing bu
pirate is no more exciting th:
but just as useful. '

Romulans: Piracy stains every era
ry. Romulans view pirates 'a'sf bar
disorganized, but also as usef
and manipulated properly.

Vulcans: Vulcans have almost
either on their native plane
The sense of adventure and.
attracts most races to piraéy
tenets of logic, and they spurn'a
neering as frivolous and destruct
infamous Tal Mok, currently ofﬁe
Romulan space, may be the on :
history. ;

Becoming a pirate requires._jét_ <
motivation, happenstance, andf
kismet. Some desire it all their |
themselves thrown into the life
luck. :

While a few pirates aspire to su
an early age, most enter the life be
nate circumstances. Unpaid debts ma
someone into employment _ori";_i:
shameful past may lead him to an
amid a band of raiders. Some en
voluntarily when they become th
gang: Crews in need of more me
with several promising candidate
stupor (or simply beat them sen
unconscious forms back to the
wake up, they're hundreds of lig
sporting a brand-new neural ago
stay in line. These sorts of pirate
tal, miserable lives—bullied by th
and fellow pirates, they are force
nal acts to stay alive. Desperatiol
effective criminals than enthus__

Then there are those who are
unwilling to become buccaneer
into it. Perhaps a legitimate ope
trading) goes sour, or a crew real
the onboard phasers for more tha
Whatever the reason, it usually
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ejf'. they tell themselves that they'll only
business improves, or until a particular

generalizations like these can spawn
sumptions. Like every aspect of piracy,
s vary widely between individual crews,
le or complex as the pirates

ABOARD A BUCCANEER SHIP

can execute orders without a great
ith more than one ship, things get
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their own commands. They take orders from the
captain's flagship, but generally receive the authorit
to run their vessels as they see fit. In buccaneer
bands with a single ship, they form the comman
staff and hold important positions such as Flight
Control and Tactical. Mates often vie for the leade
ship position if the captain dies.
Beneath the mates come junior officers, fulfill
a variety of roles based on their skills and disposi
tions. They serve at Tactical, Engineering, Medical
and all of the other positions necessary to run :
ship. “Officers” is a nominal term: The positions ar
earned through competence and rotate often amon
the crew. The staff beneath each of these position
normally remains small and loosely organized, usu
ly nhumbering no more than two or three. All =
crewmembers are expected to obey the mate ab
them and bring any problems they have to him
Beyond that, organization tends to be rough and
facto at best.
One position that is very different for buccan
is that of quartermaster. Quartermasters in Star
and its counterparts tend to remain at bases and
supply depots, away from the front lines. Pirates
don't have that luxury. They need fo procure su
plies without stopping at a central location, and



‘depend on on-the-spot negotiating for dilithi-
crystals, replicators, and other vital materials.

le a few pirate quartermasters remain at some
ralized base, most travel with their crews,
unging supplies and bartering for the crews’
ceds. They are often accomplished bargainers, and
procure supplies from the most unlikely places.
rtermasters also take charge of making supplies
a crucial responsibility along the frontier—the
rtermaster rations out food and other materials
ﬁpropriate, Most double as weapons officers as
ssuing phasers and other hand-held weapons
crewmembers as necessary.

Officers appointed by the captain earn their posi-
s through loyalty and other qualifications. Like
fleet, experience plays a large part in determin-
position; the longer someone has served with a
icular band, the more responsibilities he receives.
gain, crew positions are roughly defined, based

re on experience and intuitive sense than any for-
| chain of command. Most buccaneers prefer this
eewheeling form of organization, citing it as one of
advantages of the life.

lewly formed pirate bands often elect their cap-
ns democratically. This gives the crew a say in
hom they follow and tends to increase camaraderie
ong the rank and file. Older pirate crews tend to
low an established captain, proven through time
d blood as their leader. The more ruthless bucca-
er bands often form a cult of personality around
ir captain, who leads through sheer force of will.
Murdering one's captain is abhorred among most
ates, but has happened in the past. Mutinies
igainst brutal captains or power plays among the
tES for leadership simply become hazards of the
fession—rare but inevitable among the criminal
ment comprising most pirate crews. Intelligent
aneer captains take care to keep their crew sat-
ed so they'll never have to face such a grim
tuation.

DAY IN THE LiFe

ife aboard a pirate vessel isn't dissimilar to [ife
ird a Klingon bird of prey or a Starfleet Saber-

: starship. Each crewmember possesses assigned
es, doled out by the captain or his mates.
vmembers work in shifts, usually longer and

ér than their Starfleet counterparts, but with less
ality to stifle their time. The bridge crew navi-
es and scans for threats and potential victims,

ile Engineering keeps the warp core running and
eapons crews man the phaser banks and torpedo
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bays. Shift changes must be reported
but little formality exists beyond that.-

Several crewmen norma’lly‘Ei'\ke’tog
to sparse and minimal crew sta.teroo
caneer ships sport a central recre
off-duty pirates can meet and re[ax-.
make do with a cramped cafeteria
other luxury entertainment almostr L
buccaneer ship; these are criminal raide
ships. Crewmembers entertain the
cards, tongo, and an occasional-da )
bigger ships. A rest stop at a clandest
planet is common for pirates followin
raid. o
Sensor watch stands out as :far' :
most important duty on a pirating ve
must stay alert for patrolling'milifaf_
targets, or anything else that could. me
attention. Pirates are always hunted
the resources to support long-term enga
Staying alert and keeping a close eye ¢
space are often all that keeps them aliv

The casual discipline and loose co
ture end the instant an alert soun
patrolling Starfleet vessel or a fat Fere
trader ripe for the plucking. Cd'm’fn_
tight and all eyes turn to the ca]iifal
Disobedience may mean the dn‘feren
and death. :

No crew members remain “off du
attack. Those without shift assignme
boarding parties, helping to capture th
once it has been rendered immobile.
rarely run alert drills; the perpetual
keeps them more or less constantly
pirates consider it a point of pride
their men into doing what's best f
mates. :

SHip's ARTICLES

The conduct of affairs on a pii’até?
governed by the Ship's Articles. L
government, a ship's articles define
pose, setting parameters for everythi
chain of command to the dlwsmn of b '
cles essentially comprise the cons‘atu
detailing such things as the votmg p
captain, the way shares are divided v
ing plunder, and the often harsh pu'
various transgressions and insubord
long-term group of buccaneers has
and most adhere to theirs with religi
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icles vary from band to band and may

e variety of edicts and stipulations.
'rt_i__t]es’ are usually drafted by their sup-
ed by every member of the crew.
ide__rs:'_draft their own articles. Most
sreak down into individual Articles
ferred to as Rules). Several sample arti-
mbme these or invent your own to
omplete set of articles for a particular

LES DF ENGAEEMENT

e _shaH restrict its incursions to

nand FerengJ ships only. At no time will
omulan ships be engaged, except in
Ne t_ral or unaligned ships may be
ded they are doing business with the
U bn;;ﬁr Ferengi Alliance.”

:ut(-%:s' ariée within buccaneer bands, the
or great chaos. Pirates don't follow
oh_d_'Uct like Starfleet officers and
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can't settle their differences through chain of co
mand. In such cases, ship's articles usually provid
for a “civilized" way of carrecting the problem,
which over the years has become a time-honore:
buccaneer tradition: the duel.

Pirates use duels to settle disputes between t
crewmen without destroying the entire crew. Tl
stem from the long history of one-on-one duelin
from numerous species, particularly Andorians an
humans. :

The specifics of duels are outlined in the particu
lar ship’s articles, describing the rules and
circumstances under which one can occur. They.
almost always involve combat, and can last until i
blood, to unconsciousness, or to the death, depe
ing upon the crew and combatants. :

Rules regarding duels are very stringent; viola:
tions merit horrible punishment. The captain or
arbiter of the duel chooses a neutral site, such as
recreation room or cargo bay, for the duel. Only
individuals may participate; if the argument exists:
between two larger groups, each selects a champio
to represent it. Once a duel has begun, no one mz
interfere.

Rules are enforced by the captain or—if the ca|
tain is a participant—by a mutually determined thir
party. The ship's article determining the duel serve
as the ultimate authority and rulebook, deciding
when a duel can begin, what constitutes a violatio
of the rules, and how precisely a duelist can claim
victory. Once a combatant has won the matter is
settled, and all crewmembers are expected to abide
by the decision. Failure to do so constitutes mutin
leading to some of the most horrible punishments.
imaginable.

Dueling weapons vary from species to spec1es
Melee weapons are often used, although that do
n't have to be the case. Klingons will use bat'let
d'k tagh knives, while Andorians use chaka or other
ancestral dueling weapons. Humans typically use’
knives or swords. Phasers and other projectile
weapons are sometimes used, although phaser du
are mercifully short. Most projectile duels follow a
“ten paces, turn and fire” approach, which can t
quite nasty with some of the more powerful
weapons.

Ferengi pirates rarely use weapons for. their ¢
at all, preferring games like tongo to determine
has the biggest lobes. While other pirates mock
such nonviolent approaches, the Ferengi always
honor the outcome of the these contests, which -
prevents bad feelings and bloodshed from progress
ing any further.



terspecies duels allow the participants a choice
apons, provided they belong to the same basic
(knives, longer blades, beam weapons, and so
. Some of most legendary pirate duels have
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i nce a captain has obtained a ship and
; Oassembled a pirate or raider crew, all that
remains is to attack targets and acquire ;
loot—"plunder”, in the old pirate ver-
nacular. How a pirate crew locates
its “marks” or “prizes”, plans and
conducts its missions, and

i o_b_’tains and disposes of its

loot does as much to define

it as any ship’s articles or

term applied by Starfleet
Intelligence.

TORPEDOES:

'_mark,” as a “mission” in a sort of
- grotesque satire on Starfleet and similar organ-
izations. Before the actual attack can commence, .
-:though, a raider must find a mark. Then they subdue it;
board it, and take whatever strikes their fancy.

FINDING THE MARK

~ Although tales of piracy from time immemorial have
focused on the fight between raider and target and What
happens after, missions of piracy actually begin with careful
planning—at least for the most professional and successful
raiders. Few raiders have enjoyed any lasting success by s:' '
ply flying around hoping to find a rich prize. Planning a
mission consists of two things: first, finding a mark; second,
deciding how to subdue the mark with minimal damage to .
ship and cargo (not to mention to the pirates themselves). of
these two, most pirates will tell you that finding a good mark
is the more difficult. Any good ship's captain can figure out
ways to attack a mark, but finding the richest marks demands a
certain subtle effort. :
- Information gathering and analysis becomes the key to Iocat'
ing rich prizes. Pirates must constantly keep their “ears to the
ground listening for word of ships carrying valuable cargoes.
Several tried and true methods for doing this exist.



irst, pirate crews try to frequent places that also
ost merchants and traders. Like members of most
fessions, merchants often enjoy the company of
=ir fellows in bars, hotels, vacation resorts, and
lar places. When together, they talk shop, and in
ing so may let slip details which a pirate crew can
A casual, innocent remark about some other
rchant's new contract, when a comrade plans to
ve a space station, or how the rising price of
ican flame gems in the Boradas Sector has attract-
many free traders is all a clever pirate needs to
in-a profitable mission.
econd, pirates with the appropriate bureaucratic
lls often gather valuable information by reviewing
e flight plans, cargo manifests, and other docu-
g erj:_ts which most merchants must file. The 24th
)ekn't_ury is an information society, and someone who
ows how to exploit that information can get
ad—Ilegitimately or illegitimately. Of course, this
oesn't help pirates find marks who are smuggling
not filing flight plans, but underworld contacts
ally help a pirate track down those types of
Ze_s. Furthermore, since such marks engage in ille-
activities themselves, they're not likely to run to
: authorities to file charges in the wake of a pirate

ncovering and analyzing manifests and planned

 routes usually requires a little bit of computer

_since many mercantile firms and free traders try

eep those sorts of records confidential (to pre-
nt.competitors as well as pirates from analyzing
em). A criminal with good data mining skills can
sily earn his place on a pirate crew by doing this
rt of work.

Third, a few strips of latinum place
hands can buy a pirate all the inforn
to plan the perfect raid. While Fed
remain above such squalid praétl
parts of the quadrant often welc
An operations clerk, cargo bay
ing security officer may want t
salary by telling pirates which ship

professional and competent bands,
who locates a mark earns a bonus d

the mark once it's taken. Wha_t_ev
existence of such incentives helps
work hard to gather information

SUBDUING THE MARK

Once raiders select a target, th
how to capture it without damaging
Every disruptor blast or explosion: red
of the booty, so most pirates prefe
capture (and thus often prefér_f targe
erators and weapon systems, rath
general damage). Of course, cir
vent them from achieving this g ;_:LI
subdual and capture techniques inc

Ambush: A favorite of many pira:
requires some sort of “stellar co

flage to hide in or behind: an
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of a gas giant, a nebula, or an area
diation which interferes with the mark’s
'f:dm_muniéations systems. Knowing

k will pass through or near this sort
irate ship conceals itself there and
own by surprise to capture the

it can fire a shot.

be subtle? Some pirates rely on a
ird one-on-one attack to subdue a
ing on their skill and (typically)
power to carry the day before they
) much of the loot. Others prefer
smg a group of ships to over-

attacks from surprise before the
ws what's going on.

irates prefer to lurk behind their

it undetected until they find the
nt to strike. Typically they use ships,
e vernacular as “U- -ships,"” designed
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TAKING THE MARK:
BOARDING ACTIONS

When pirates attack, they attack to disable.
Destroying a mark does them no good (except,
haps, for privateers). Once the mark floats dead
space, all the pirates have to do is board her ant
take the loot.

Boarding actions are not, however, simple mat
ters. In many cases, they pose as much danger fo
the pirate crew as the attack on the mark itself, for
many merchants carry weapons and will fight to.
defend their livelihood. Boarding parties—the pir
cal equivalent of a Starfleet away team—must
prepare for determined resistance. If the targets
capitulate without a fight, so much the better.

Some of the ways in which pirates board the
marks include:

Breaching: This involves blowing a hole in the ma
hull (usually with the ship's weapons) and ther
traveling through it by some means to get at th
goods. The drawback to it is the possibility of
damaging the plunder. However, it has one sig
icant advantage: Any merchant personnel wait
near the breach point to attack boarders will'b
injured or killed by the breaching action, thus
clearing a safe way into the ship for the boardin
party. '

Related to breaching is ramming, but it's eve
more likely to damage not only the mark, but
pirate ship as well. Most pirates avoid rammi
because of its unpredictability and danger, but
some have developed special ships with sharp,
reinforced noses specifically for conductmg ram-
ming attacks.

Clamping: Pirates can use this boarding action on
on marks whose propulsion systems are com-_
pletely disabled. The pirate ship flies up alongsic
the mark, matches speed with it (since even .
can't fly under its own power, it will drift), the
attaches itself to it with docking clamps or a tra
tor beam. Once the two ships are linked, the
pirates can use disruptors or other tools to cu
through the mark’s hull and board her.

EVA boarding: Some boarding parties prefer to
EVA suits to get on the outside of a mark an
find access to the ship’s interior via an airlock
alternatively, specially modified tools such as pl
ma torches can be used to literally cut through
the prize's hull. This usually requires a clamping




aneuver or use of a transporter or shuttle. Aside
rom transporting inside a mark, EVA boarding is

' ss likely to cause damage to the mark and its
rgo than any other method.

le boarding: Similar to clamping, this method
volves flying a shuttlecraft close enough to the
ark either to enter the mark's shuttlebay (if pos-
ible) or attach it to the mark’s hull and cut into
ﬁé interior of the vessel. It's less likely to damage
e mark’s ship than clamping, but also requires

e boarding party to cut itself off from the help
f its crewmates.

porter: The easiest, and often safest, way to
yard a mark is to transport aboard her. Of

urse, this requires the mark's shields to be

wn, but that's usually not a problem. However,
me merchants use transporter scramblers to
event pirates from boarding their ships this

ay.

A:RDING ParTies

fferent pirate crews assemble their boarding
ties in different ways. The harshest, most brutal
tes simply send over several raiders armed to

e teeth, with instructions to phaser down anyone
o fights back or offers any resistance. Pirate
ews who want to take hostages or do as little
nage to the mark as possible put together dif-
nt boarding parties. They use not only pirates
5 have good aim, but also those skilled at
pulating computers and ships' systems to

t with subduing the ship. A free trader who's
1g out in his well armored cargo hold won't
very long if the boarding party shuts off the
upport to that area. Some pirate crews even
‘members skilled at inventory control and

70 evaluation, so that they can locate and iden-
aluable loot as quickly as possible and get it
the ship easily.

CES OF EIGHT AND GOLD
JBLOONS: PIRATE PLUNDER

'cept for those few souls in it for the adventure
xcitement, pirates do what they do for one

n only: profit. Whether they call it booty, plun-
“or “the prize," they want what the ship carries
‘5, cargo holds and computer banks—and perhaps
en the ship itself!
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TYPICAL PIRATE LOOT

Although the days of woodk
coins and precious gems exist now:
memory, pirates still look for cert
gories of plunder. These include

Collectibles: Unique, original item
and certain craft items often posse
value. Many a wealthy collector h:
treasures back from a group o
much as he paid for them in the
more. :

Currency and latinum: Raw curl
ons. Since so many transactioi
electronically, it takes a skilled hi
load credits or other “data currenc
merchant ship's computers. Pirat
take latinum and other forms of sp
they would any other physrcal obj

Data: Knowledge is power,. and t
one willing to pay for mforma‘
or competitors. Merchant ships
tems often contain valuable da
development, marketing plan:
customers which pirates can st
corporations or the Orion Syndic:
keep the data and use it for black

Materials in high demand: Certain m_a
mally of little value to pirates, bec
booty when the demand for the
Ordinary medicines turn into val
ties when epidemics strike plane
and hytritiumn is worth a great
whose water has been poiso‘_h'
Of course, for such substance
they must not be replicable,

Precious metals and gems: Many m
precious metals such as Ludug ¢
stones like kiva or Bolian. crystals
many cases it's possible to rep}ic'
tical items, some persons p;ef’ ‘
which makes such substance
and raiders alike.

Technology: Newly developed tec
logical advances not yet releasec
public, and strange alien devices
erable price tags. Some board

RAIDERs;:__'R :



= highly
at stripping a mark of virtually every

es and slév'_es: Last but not least, there's the
bility of living loot—taking the mark’s crew
SEM r'fljansom or slavery. Thisisn't a

ig, bulky items which pirates
ince merchant ships typically
,_ids"than pirate vessels, pirates
decisions about what to take.
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e What's more valuable or useful?
* What's easiest to move?

e Do we need special equipment or planning to
or keep this item?

e How quickly can we dispose of this loot?

e How easily can security personnel trace this loo

Being decisive people, pirates make their choit
and take the loot that makes the most sense relative
to their current situation. A raider being pursued b
security or naval forces will probably forego easil
traceable plunder, while a pirate vessel with a da
aged impulse drive might stick with information o
data plunder only, allowing it to “run light" for a
while (or might take parts to repair the drive). |
similar vein, raiders must be able to dispose of pli
der in order for it to maintain any value at all—good
captains keeps this consideration in mind at all times
when deciding on a particular haul. '

Once a mix of plunder has been chosen, raide
must get the loot back to their ship. Transporter.
provide the easiest way to effect the transfer, of
course, but sometimes their use becomes impossib
For example, pure hytritium is too unstable to tran
port, so it must be moved in other ways. Antigra
cargo carriers, tractor beams, and shuttlecraft all re
resent methods for pirates to get their hands on
untransportable loot.

Prizes: CAPTURED SHIPS

Of course, the best loot of all may be the veﬁs'
itself. Pirates refer to captured ships as “prizes”
(though they may also use that term generally fol
stolen goods). Most pirates seem content simply. ta
deprive the mark of his cargo and wealth, but som
of the more vicious or greedy pirates feel no com
punction about seizing a captured ship. In such-
cases, the pirates typically maroon the crew or tra
port them out into open space to die. :

A pirate crew has three options for disposing
prize. First, it can keep the ship, using it for futt;nf
pirate raids. Pirates whose ships suffer irreparable
damage during a raid often take a prize to repla
their lost ship; other pirates do this as a way o
building a pirate “fleet” (like the infamous DaiMc
Fog). Second, they can sell the ship on the bIaER-
market. Plenty of people, ranging from other pirates
to mercenaries to unscrupulous governments, are



o take such a ship off a pirate band's hands
won't ask too many questions about the phaser
ing along some of the ship's corridors. Last but

least, a pirate crew with the right technical skills,

te crew must confront another dilemma: how
ivide the loot among themselves. To prevent
rels, duels, and brawls over this issue, most
write into their ship’s articles a method of
ionment. The standard division is two to five

s for the captain, one and a half to three shares
each officer, and one to two shares per crewman
ending upon seniority and other factors). The
tain usually has the right to allot additional

ch as finding the mark or locating a cache of lat-
m which the mark had hidden.

ther pirate crews aren't quite so formal about
matter. The least professional crews sometimes
1ploy the simple method of “you keep what you
ake,” which results in frenzied boarding parties
earing the mark apart, taking every last trinket. If
cessary, crewmen fight duels or play games of

hares to crewmen who accomplished notable deeds,

chance or skill to determme Who 5 £
puted item. If a pirate ship is rup_ by
tyrannical captain, he often dec"des :

Plrates with extensive commerqa
many Ferengi raiders, often sell directl
tomer themselves. In effect, they re ¢
distribution business—they SImp!'
very unorthodox source of supply
the preferred method when the
something that only a few people o
(such as a hostage, a rare art ObjECt o
data encompassing a researcher's life s
also likely to earn the pirates more mo
using a fence. Of course, making the
the customer often poses a danger for t
buyer may have called in security. force
planning to pull a disruptor and a doubl
get away with the loot and the lat

A better option for large amount
items in wide demand, is to emplo
buyer, or "fence.” See page 43 fi
on fences. ;




ealth. Possessions. Excitement. These
things which drive thieves and gamblers,
rogues concerned with the acquisition of
wealth and material goods, sometimes
for personal gain, sometimes merely
for the thrill of the game. These
rogues often view their involve-
ment in the life as nothing
more than a game—one
-where they compete with
the law and Lady Luck in a
test of skill and confidence.

THIEVES IN
THE NIGHT

In the 24th century, thievery
has become almost an art form
among those who still practice it.
There is considerably less to steal, but
the remaining targets are often the most
precious and valuable items in the galaxy. How
can a true thief resist such a prize?

ENTERING THE LIFE

In the Federation, modern technology such as replica-
‘tors has largely eliminated material needs. Most Federation
citizens don't even use money in their daily lives. Many
other interstellar civilizations enjoy similar advantages,
although they are usually mare restrictive than the -

- Federation. Even in the Ferengi Alliance, there's little need

- to steal for mere survival; an individual’s most basic needs

. are supplied entirely by technology. The concept of “petty

- theft" is nearly nonexistent in the Federation and its neigh-

- bors. It is found only on isolated colonies and other places

__ '_where infrastructure has broken down (or was not even built
in the first place). On these worlds, people still steal in order to
survive. Elsewhere, thieves possess other motivations. :

_ Individuals become thieves for a variety of different reasons.

" The most common include to support a cause or ideal, because
“one lacks any other useful skills (common among thieves origi-
nally from poor societies), to obtain restricted or unique items
(such as for a collection), working as a thief for an employer or
patron, and merely for the thrill and excitement of theft and com-
peting with the legal authorities. S



( ,{

R THE CHALLENGE

The last reason remains the most common in the
eration itself. Thieves steal for the excitement
‘the challenge of planning and executing a theft.
ctual material gain becomes almost irrelevant
lthough many skilled thieves do become quite
Ithy); it is the thrill, the rush of successfully

lling off a job, that really matters. Such thieves

en think of themselves as romantic figures and

y rationalize their behavior behind a cause of

e sort. In the end, however, they steal for the

> of stealing.

Hhrill—seeking thieves often engage in complex
ames” with the legal authorities. In fact, many
hieves refer to their profession as “the game,” a
mpetition between their skill and cleverness

he skills of those who would keep them
their quarry. Possessed of tremendous egos,
se thieves often leave some sort of “signa-

e” proclaiming their accomplishments for

rs to see.

is may involve leaving some kind of “trade-
rk” item at the scene of a crime (a flower, for
mple, or a personal symbol), or it may prompt
o send clues, riddles, or taunts to authorities
tims so they know who committed the crime.
horities rely on such behavior to help them

ire thieves. Sooner or later, even the most

d thief makes mistakes, and a master thief's
‘often won't allow him to carry out “the per-
ct crime” if no one else is going to know who

For THe Cause

Some thieves steal to support a partic
For some, this is mere lip service,
deeper desire to steal for exc-ité_nj
For others, support of the cause is.
steal to deprive an enemy of v
information, to supply their cause w
sometimes both at once. For examp
the Maquis have been known to steal
and even Federation equipment, suppl
to aid their cause, while at the sam
their Cardassian enemies of valuable.
Bajoran freedom-fighters often di_d tf

their own fight against them, ant
medical supplies to help Bajoran
thieves often do not see themselv:

they are technically illegal. :

Thieves driven by a cause ten
skilled but also the most daring,
gives them courage to attemptt
thieves would avoid. Those who su
their profession tend to gain sk
as the thief becomes more and.
his idealism wanes, the challenge of
becomes more important thanj'_fh'E- :
thieves, once their cause has been won
selves unable to return to “nor"rhf ‘¢
because they have no other skills.
have become too acclimated to a |
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. end their operations caught by the authontles
-.tq__ reeducate themselves and find another way




“substance who steals in order to obtain more
to obtain the wealth needed to purchase more).
re commonly, the thief obsesses over collecting
ular items of value and steals to obtain them.
an range from rare jewels to archaeological
facts, forbidden technology, rare lifeforms, or
baseball cards. Wealthy or influential collectors
employ thieves to steal for them rather than

1z so themselves; the black market thrives on the
s of various wealthy “collectors” interested in
ring rare items.

he vast majority of thieves are self-taught, at
st at first. They become involved in the life for
atever reason and begin learning how to steal.
e:’_'successful ones learn what works and what
n’t, refining their skills through practice. They
pick up some things from fellow thieves willing
share their secrets, but most learn by trial and

or. On a rare occasion, a skilled thief may take a
vice on as an apprentice, teaching him the skills of
> craft, but most thieves prefer to avoid such
ntanglements since they make capture more likely.
e thieves take advantage of time spent in prison
_airn tricks of the trade from incarcerated veteran
ieves—" prison education,” as it's called.

: ventually, most capable thieves come to the
ttention of an organization. It may be a member of
use who demonstrates a talent for thievery, cho-
by the cause's leaders to train further, or it may
petty thief on the frontier who draws the inter-
of the local crime lord, who wants the thief in his
loy. A few rare individuals avoid joining organi-
ations, preferring instead to continue on their own.
rest join up and further refine their skills under
‘guidance of their new “patrons.” How much
tance a patron provides varies greatly.

times more experienced thieves will train the
ce; other times it is entirely “sink or swim"—the
ce continues to operate alone, but with the sup-
-of the patron (and often a substantial penalty
ilure to motivate him).

‘Sometimes the organization which recruits and
ins the thief is not a criminal syndicate, but a gov-
rnment or corporate arganization, such as an
telhgence agency. Narrators and players interested

in thieves working as spies should C
Line: The Starfleet lntefhgence Hand

MeTHODS

Training regimens and metho
depending upon a thief's natural
ferred modus operandi and target
thief who works as a con man lear
from those of a cat burglar, for ex
concentrates on developing soé’i

Security, Systems Engineering).
However, a few skills serve a

ability to research the target, typlcali
Computer skill to troll through_";re,leva

the actual business of selling.

Thanks to holosuites, training to:b
difficult. The thief-in-training simpl
access to the proper holoprograms
to run them. Naturally, thief train
available only on the black market,
dinarily expensive.

TARGETS

Thieves steal items of value The
of “value"” varies from place to pla
thief to another. Thieves understan
most that an item's value depends la
other people think it's worth. Certal
help to define an item as valuab]e
fulness, and significance. '

Uniaueness

In an era when nearly anyth_irig’ ¢
seconds using a replicator, truly u
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em is unique either because it is an origi-
as some particular significance (see below),
¢ it cannot be replicated.
tems (such as many organic compounds,
d require quantum-level replication) pos-
res too complex to replicate. Thus,
nd many advanced biotechnology drugs
s, are valuable, particularly if they are
re or restricted. Examples include rare or
I -ah’i_t’hals (laplings, Corvan gilvos, and so
rials like biomimetic gel, and DNA sam-
particular individuals which can be used

Fglum and latinum. That makes these
rgets for theft or (more commonly) pira-

or because the replication patterns for
: stncted (or both).

\at “items” are not always physical
formatlon is a parhcularly valuable com-
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lar amount of latinum is worth less because, whi_lr_i
latinum is rare, it has no use other than as a means =
of exchange. |

Nearly any useful item or information holds soi
degree of value, regardless of its uniqueness or sig
nificance. The issue for a thief centers on whether
it's necessary to steal in order to obtain the item,
and whether the result makes the risk worthwhile. A
thief is far more likely to acquire an illegal weapon,
like a phaser, on the black market than to try steal
ing one from a Starfleet arsenal, unless the thief has
a particular interest in testing Starfleet security m"_,
ures.

SIGNIFICANCE

An item's significance dictates the value ascribe
to it based on certain intangible qualities, usually’
social, political, or religious in nature. Original wc
of art serve as the prime example here. Van Gog
Starry Night is not made from valuable material,
merely canvas and pigment. It can be easily scanne
and replicated. Its value stems from its quality asal
work of art and, more importantly, as a unique o
nal work of art. The Bajoran Orbs hold considerable
value as unique items of alien technology, sent
through the wormhole by the Prophets, but they
become priceless when one considers their rehglous
significance to the Bajoran people.

Significant items hold interest for thieves becau
others value them, even if the thief may not. A o
Ferengi thief might consider a 250-year-old bottle o
Earth wine the most disgusting thing he's ever ta
ed, but it's still valuable to certain connoisseurs. o
fine wines (human and otherwise).

To thieves in the life, stealing becomes more th
just a profession—it assumes the mantle of an art
form of sorts, a craft refined through experience,
skill, and technique. There are several different way
a thief can relieve someone of his possessions. The
methods break down into three broad categories
physical theft, data theft, and trickery.

PuysicaL THeFT

There are a number of ways for a thief to steal
something physically, depending on the item’s size
composition, and the security surrounding it. _
Something as small and portable as a piece of jewel:
ry or an isolinear chip can be snatched using the



el ent art of picking pockets, still practiced by

% ny thieves. A simple combination of misdirection

1 sleight of hand allows a thief to seize the item
out its bearer being any the wiser.

or larger or better-protected items, the theft

ally must rely on breaking into the place where
owner keeps the item and physically removing it.
an most easily accomplish this with a trans-

er, and some thieves are quite adept at

rigging transporter systems, or even related sys-
1s like replicators or holosuites, to beam into (or
f) a secure location. Since people can foil trans-
ters with force fields and transport inhibitors,

e traditional intrusion methods still remain in
mon use. In fact, in some thieves' view of “the
e," using a transporter constitutes a form of
ating.”

 thief with the correct equipment and technical
can overcome even the most sophisticated

and security systems. Antigravity fields or trac-
r beams can overcome walls, fences, and pressure
ates. The right equipment (proximity detector

'.st, for example} can overload or block sensors
force fields. A thief can go even further with’

ass codes gleaned from the victim's data files, or
ttle help from the inside.

The careful preparation and planning needed for
successful theft usually requires the thief to

carch and examine the target location carefully, a
actice referred to as “casing” by many thieves. A
p or first-hand knowledge of the location’s lay-
ut becomes vital, as does information about the
curity measures the thief will likely encounter. A
led thief may pose as someone else, particularly
5 a security operative, in order to acquire this
formation.

:_Ihysical objects constitute only a portion of

at thieves steal in the 24th century. In many
es data is more valuable, more portable, and
re vulnerable than physical property.

icking” involves breaking into a computer sys-
to extract data. Many of the most successful
thieves have dataport implants installed,
ving their brains to interface with computers
ctly. Dataports help a thief avoid security pro-
ms, hack into systems, and sift through data

h extreme efficiency and speed, but are also
Y'dangerous, since computer security programs
e sometimes powerful enough to damage the
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thief's brain. Using one is u
“porting.”

Data thieves are always finding
accessing computer systems illegally,
secondary terminals and junction point
they're less likely to be noticed. Larg
ed computer systems—like most o
throughout the Federation—are th
to porting because thieves have.
access points to choose from.

suall

TRICKERY

Sometimes it's simply impossibl
reach a target. Either the target is t
or it's simply impossible to steal )
include the mineral rights to a val
or some forms of title to property.
thieves rely less on stealth and technol
on charm and the art of décep_t on
game."” s

Using trickery, the thief tries to g
“mark,” to turn over possession of tt
ingly. For example, a thief might ap
owner of a deed to asteroid mining
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trepreneur He knows the asteroids
gium dep05|ts which the victim
‘resources to mine. The thief offers
ng. and equipment, in exchange for a
" mining rights. All the victim has
e:_;contml of the rights. Then the
'ar'],dj arranges to mine out as much
ssible before the victim alerts the

his activities.

ten become quite elaborate, involv-
onfederates of the con artist. Some con
o’techn-ology as part of their bag of
some bold con artists use modern
_them apparently “magical” pow-
an who posed as the mythical
$he nearly convinced an entire

e was an omnipotent being whom

eals in the purchase and sale of
dise. Many fences pose as “legiti-

:acts allowmg them to locate buyers
em The fence finds a buyer,

for more, dependlng on how rare
_qtem is, how “hot” (sought after

IEVES AND GAMBLERS

AVOIDING THE LAW

CourTING LADY Luck

Often the greatest challenge a thief faces is n
dealing with security systems or guards, but avaoi
the authorities after carrying out a theft. The tec
nology available to law enforcement personnel
24th century allows them to pick up minute Dl_\_iA
traces, transporter signatures, energy readings,
molecular displacement traces, and more-all of
which adds up to the ability to reconstruct a cri
scene in exacting detail. Thieves must remain :
exceedingly clever and careful to avoid detecti
the law.

Excess information often provides the confusia
necessary to overcome most forensic and scannin
techniques. A theft carried out in the midst of a
crowd, for example, may leave only a morass o
conflicting traces and information, too complex_: ¢
yield any useful data. By the same token, a crime
that goes undetected long enough may not leave
any useful traces behind—DNA fragments break:
down, energy traces dissipate over the course of a
few hours, and so on, leaving little mforrnahon fo
the authorities to gather.

Thieves can also use technology to their advar
tage. Technology conceals or erases lingering
forensic traces, leaves false clues to mislead inves
gators, and so forth. A replicated copy of the stole|
item, left in its place, may fool the owner long )
enough for the thief to be long gone before anyon
even begins investigating. Of course, the fake méy
provide some clues to a diligent investigator.

Social means of blocking or impeding an investi
gation also exist. Victims with their own secrets &
hide may not contact the authorities, or may coop
ate with them only reluctantly. (Of course, dealin
with an enraged, powerful crime lord may be eve
worse than dealing with the law.) Thieves can als
use blackmail and threats of damage to a prized pos=
session to delay a victim from contacting the
authorities long enough for the thief to make go
his escape.

sive quality known as luck, chance, or fortune
believe they are especially favored (or cursed),




tarfleet or as pioneers on the new frontier. But
e choose to play a different game.

Y WORK WHEN YOU CAN PLAY?P

ambling and games of chance exist in nearly

/ culture in the Alpha and Beta Quadrants, and
nany beyond them. There seems to be something
erent in humancid lifeforms that makes them

ant to challenge the odds.

\any humanoids play games of chance and
for fun and recreation. This is considered a
less pastime in the Federation, where various
ds of games, from Earth poker to tongo, are
yed on a regular basis. Wagers constitute the
difference between playing a game and gam-
1g. In games throughout the Federation (such
poker), betting simply becomes a means of

ing score and betting tokens do not represent
' particular monetary value.

In gambling, bets use money (commonly lat-
um) or other forms of exchange. Gamblers often
m that betting on games provides the true thrill
excitement of the activity.

MBLING IN THE GALAXY

- Different species regard gambling in different

1ys. Humans are generally quite fond of games of
nce. They make some of the best (and worst)
blers in the galaxy. Tellarites and Bolians both
joy gambling, although Tellarites are notorious for
guing about their losses, much like everything else.
ath Vulcans and Andorians are well known for hav-
g “poker faces,” making them difficult to read.

pathic species like Beta_zoids rarely gamble with

;df strategy.

'.ything involving money, but they generally pre-
be on the "house" side of gambling. When
play, Ferengi prefer games with at least some

{ﬁnately, they are also less interested in gambling.

like to bet on “blood sports” such as va
Klingons tend to prefer games of phys

and skill. They look down on gamb[e
as cowardly, trying to recreate the
the hunt or battle in something a . foo!
Romulans tend to prefer games of ski
Romulan would generally preferche
poker.

PROFESSIONAL GAMBLE

While most of the patrons of a ga
lishment are merely enjoying a recrea
there are some for whom gambling i
These “true™ gamblers, often known
“sharks,” or “hustlers” in human p__a_rJ'
gambling the primary focus of their li
Professional gamblers fall into two mai
The first believes he can actually win a
through gambling, making himself weaith
ond gambles for the excitement and ¢
game itself. Betting merely serves to heig
excitement.

Gamblers in the first group_:&'
gambling is far from the mo'st:eff
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oney in the 24th century. Anyone in the
an make a living at far easier pursuits, with-
eding money or personal wealth. Even
Federation there are opportunities for peo-
y worlds, space stations, and all manner of
amblers usually prefer to avoid “honest”
claim their gambling activities will eventually
and allow them to avoid meaningful work

; h.ey actually gamble for the excitement and
portunity to ignore the less pleasant aspects of

amblers can sustain this kind of lifestyle for
i ~sooner or later, luck tends to run out.
na] gamblers generally end up either broke or

: Uré'}:’ﬂé’hets"- like Risa, or to specific zones on vari-
Ia.nets On the frontier, gambling restrictions are very
seiy-_enforced (if they're enforced at all). Many colony

: llow gambling and even have casinos where

ed gambling takes place. Gambling establishments
ar on board space stations and in ports visited by
shtps Of course, gambling can become addictive; if
appens to a Federation citizen, treatment for the

5 readlly available.

HIEVES AND GAMBLERS 45

: test
WII'IS the game {EEE pagE

: Eletalled resmluta[m sgstern ﬁ:il’ games
aru:l gambling. In this case. have each
_of the involved parties mak
tests as normal. but allow 1'3 tars
~such as cheating and the lertgth of
: t:rne a character has been gami:mng to




ing to the needs of hundreds of patro
enforcement tends to be !ooser on th ]
here are worlds in the Federation which permit worlds, allowing gamblers to p.Iay-a
nized gambling and casinos. “Pleasure planets” luck (and money) holds out. Géffh_bl '
Risa and New Manhattan, where Federation citi- lack of marks to fleece among th
‘vacation and enjoy themselves, serve as ing starship crews, although a'fgam ‘
lar tourist destinations. The casinos and gam- wear out his welcome in a small cp'_l
g parlors on these worlds support high-class play, gets out.
ully run under the watchful eye of the local
ithorities; their sanctioned status keeps them free
crime and criminal influence. Betting limits on 5
ividual games prevent abuse, and the staff keeps Outside the Federation, of cours
ye out for patrons who seem to be hitting the varies depending on local laws. For .
g table a bit too hard. Hard-core gamblers bling remains perfectly legal thro :
o “graduate"” from the Federation pleasure " space. Many worlds in the Ferep
é_ts to more “serious"—and seedy—gambling lavish casinos featuring nearly é\/e‘
lishments along the frontier or beyond the in the galaxy, where gamblers of every
s of Federation space. proclivity play to their hearts' deligh '
encourage tourism, since tourisﬁé-mé
Likewise, many Orion worlds and colo
elaborate pleasure palaces which offe
Some Federation colony worlds along the frontier along with their other services. Naturail'
y host to gambling establishments and casinos. who win too often from the hous_
e range from small, rough frontier places, similar to go and play elsewhere, and tho:
e saloons and gambling parlors of the American caught cheating are dealt with hars
ient West of Earth, to full-fledged casinos cater- sionally offered a job as an expert-
player!). :

ASURE PLANETS

OuUTsIDE THE FEDERATION

LONY WoRLDS

exist in the Cardasman Union or the K
though the social taboos prevent ma
pating; the Romulans, conversely, seen
or regulate it extensively. As far as the
knows, the Tholians have little or ne
bling; it seems to run counter to t

Some alien cultures greatly vaiu
Wadi from the Gamma Quadrant.
many of their social rituals around
chance. The Providers of Triskéli’o_h
years solely for the purpose of con
al games between their champlons
forms of gambling are bizarre and da
citizens of the Federation. They ma
sports or other risky activities. =

THE GREEN FELT JUNGLE

A casino is any establishment which
bling involving games run by the casin
“house"). (Establishments which ta
winnings from games played on the
which they do not run themselves, a
known as “cardhouses” or gaml
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V_'caéino. The house covers the
takes their losses as profits. It also

.'é.-re.gambling is permitted), and
eties as well.

ly takes place at the gaming table,
lar betting games are those that

-us_é'sticks ("cues") to knock

AND GAMBLERS 47

small balls around the table, trying to place then
into particular pockets or locations, depending on
the variation. Dom-Jot is widely considered a gam
of skill rather than luck, and it is popular at man
Starfleet recreation facilities. It is also popular wit
hustlers who play games for money or other stal

Poker is the quintessential human card game,
found in hundreds of variations throughout the
Federation. The general purpose of the game is.
collect a highly valued hand of cards. Betting takes
place before the players’ hands are revealed, ant
significant element of poker is one's skill at bluffin
an opponent into withdrawing or “folding” rathe
than betting against you. Many have claimed th
poker sharpens the interpersonal skills needed b
Starfleet officer.

Roladin Wild Draw is a card game similar &
poker in some respects, although there exists a
greater element of risk. Players must bet on the
come of a hand of cards before the final card is
dealt, so a certain amount of risk-taking becomes
necessary. Many gamblers consider wild draw a
more "daring” game than poker.

Strategema is a complex holographic game of
and strategy. Two players control icons on a three
dimensional grid to gain control of an opponen’is,
territory while protecting their own. Fast-paced ani
requiring high intelligence to play or observe, it is
not a game for the faint of heart to bet on. It is pop:
ular with species like Vulcans and Zakdorn, who- ar
given to logical and tactical thinking.

If poker embodies the quintessential human
game, tongo constitutes the Ferengi equivalent..
Tongo represents a stylized model of an econom
marketplace, where each player works to accumu!a
profit, limit risk, and increase his holdings. It is
played with two decks of cards (one circular, on
square) and a tongo wheel, which sports compa
ments to hold the players' bets; the outcomes of |
spins of the wheel represent the random factors of
the marketplace. Tongo is an extremely complex
game involving skill, strategy, the ability to bluff,
a small amount of luck. Most of the best tongo.
ers are Ferengi, but the game has become popu
with many other species.

SPORTING EVENTS

The other games popular with gamblers are .
marily sporting events, contests of athletic ablllt
between players or teams. Gamblers often bet on
the outcome of these events, either legally on wor
where gambling is permitted, or in illegal or inform



Criminal organizations such as the
égron' Syndicate control or influence most sports
bling. Nearly any sport can become the subject

tainment. Although some effort
limit the lethality of the contes

some frontier areas various types of “blood
"—games (such as Cardassian vole fighting)




ou'll find the same story in the early histo-

I ry of almost every species with a tradition

of warfare: Not long after the first farmers

filled jars and baskets with the food

they'd gained by learning to culti-

-vate the land, the first raiders

E appeared to take it from them
-_by_force. Sometimes the farm-

ers lost out to these violent

ormer hunters and were

“conquered; raider chieftains

became the first kings.

~Sometimes, though, the

- farmers were clever and

“offered to share their food

- with other hunters, provided

- they would fight the raiders.

In so doing, they created the

.‘eairli_est mercenaries and became

the first in a long line of clients

- willing to pay specialist warriors to

engage in violent action.

~ Although these beginnings now belong to

“the distant pasts of the 24th century’s starfaring civiliza

tions, the mercenary remains very much a fixture of thé;_ :

_ present. Especially active in the lawless border zones
_between civilizations, mercenaries fight not for their

_homelands their honor, or their ideals. They pick up the:r

~phasers and pilot their battle cruisers for cold, hard lat-

~inum. Not that they're picky—Cardassian leks or Klingon -

darseks will do just fine. For that matter, the Gorn tokbar is:

~a strong currency these days, and eminently untraceable.

- When the money is right, arrangements can always be

THe DoGgs oF WAR

~ No one chooses to become a mercenary on a whim. Most
cultures look down on mercenaries. The average mercenary
¢afeér lasts no longer than five years; the leading cause for '
ébandonment of the profession is death. The typical mercenary
- assignment subjects team members to long periods of discom
fort, deprivation, and mind-numbing boredom, punctuated by
rlefreplsodes of terrifying violence. In general, mercenaries share
~ a fatalistic tolerance of risk, a high degree of professionalism, and
a disdain for conventional morality. They believe in themselves, in
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uck and skill; each mercenary figures he's the
who's going to beat the odds. Mercenaries act
their own reasons and follow no one's rules but
ir own. They declare themselves masters of their
-destinies—even if those destinies point, more
e-n‘_: than not, to an early grave.

TERING THE LIFE

Though most active mercenaries share a handful
of basic, common traits, each took his own unique
d to his current lot in life. Despite—or, in rare
ases, because of—the predominant morality of his
ure, he chose this life, trained himself in the arts
war, and joined a mercenary band.
ultural attitudes toward mercenary activity
bly affect each individual's decision as he con-
lates becoming a warrior-for-hire.

= FEDERATION PERSPECTIVE

sk a Federation citizen what he thinks about
rcenaries and he'll probably tell you that they're
orrent quasicriminals who coldly exploit and
ame situations of conflict for their own gain.

[, most Federation residents view the profit
ve in and of itself as a relic of the unenlightened
-Although they resist the urge to judge other
res which sanction mercenary activities, they
ne that anyone raised on a Federation world
becomes a mercenary must suffer from some

rrible psychosocial disorder.
H:_owever, there are plenty of well respected,
tipstanding Federation citizens who make a voca-
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tion out of their combat skills. Ma
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rity teams may, instead of waiting fo
them, launch proactive raids agains

loyalty to his organization rather th
material reward. v
That said, it must be noted tha

most notable example.

THe ANDORIAN PerspecTive

Andoria's proud warriors v
stated loathing of violence with:
ment and amused tolerance. To t
life remains an almost holy vocat
ing wrong with hiring out their hard:
third parties, as long as their a_ssi"g
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tatus for their well publicized exploits.
-t’p’f_a;tha{ mercenaries to follow a
ble: "Cén"d'uct (see below). The reaction
'fjother Federation species to

nes varies widely; some accept this
1l to Andorian culture, while others
g it distasteful.

RAN PerspecTive

Acerning the ethics of mercenary
confhc‘ung passions among Bajorans.
; Bajoran resmtance occasionally relied

'il_rl'-'grbw up wanting to be like

& ERSPECTIVE

Breen stand forever ready to
1ct for thelr own gain. lf they can't

, 6ntract pays well relatlve to its rlsks
n usually display utter |nd|ﬁerence to

ns to be seen.

CENARIES
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THe CARDASSIAN PERSPECTIVE

No Cardassian mother wants her child to gro
to become a mercenary. Proper Cardassians with
itary ambitions dream of becoming guls. Only
outcasts and exiles become mercenaries. Cardass
see mercenaries as lawless, untrustworthy ne'er
wells unable to submit to the discipline required
Cardassian soldier.

Non-Cardassian mercenaries don't face the sa
prejudices. Cardassian authorities may hire them
complete certain operations that their own offic
are unable to undertake, either for tactical reasons
because the action must remain free of Cardassjé
fingerprints. '

THe FereNcl PerspPecTIVE

A Ferengi mercenary can expect to be regarde
by his compatriots as foolish at best and insane 3
worst. It's not that there's anything immoral about -
profiting from war, mind you; Ferengi have always
done so proudly. It's just that the average Fereng
looks for clever ways to avoid actual, personal
involvement in combat. A Ferengi who seeks out
battle must be a little touched in the lobes, or at
least a poor judge of risk-reward calculations. M
better to hire a mercenary than to be one. Still, if
Ferengi boasts a big store of latinum gained with
disruptor in hand, who's to say anything he did was
wrong? :

Tre Kuncon PerspecTive

Klingon mercenaries do exist, but they are wit
out honor. Although it is better to fight for money
than never to fight at all, the true Klingon fights
only for the glory of his house and the Empire. '
However, a warrior who is shamed and ostracize
from Klingon society has little choice but to seek f
ther battles; suicides don't get into Sto-Vo-Kor, thi
Klingon warrior's heaven. Not all shamed warrior
become mercenaries; some find new causes to fig
for. Nonetheless, it remains a natural choice; mos:
mercenary companies are only too happy to rec
Klingon warrior.

Honorable Klingons refuse to associate with t
dishonored, lest they be dishonored themselves
Klingon code of honor forbids the hiring of merc
naries of any species; to hire a Klingon would be
doubly shameful.



'ROMULAN PERSPEeCTIVE

',C_)fficially, Romulans despise mercenaries, for

ns not unlike those of the Cardassians and
gons: Mercenaries are dishonorable, unpatriotic,
unreliable. At the same time, the feared

ulan intelligence organization, the Tal Shiar, fre-
tly hires mercenaries to act as proxies in its
farious Machiavellian schemes. Numerous

ulan mercenaries, operating either with others
eir own kind or with warriors of other species,
1b the frontiers in search of interesting conflicts in
h to involve themselves. Knowing the Ta/ Shiar,
ise observer must assume that a certain per-
ge of these Romulan mercenaries aren't in fact
enaries at all, but deep-cover operatives acting
r the umbrella of plausible deniability. However,
rder to provide this cover to their operatives, the
Shiar must tolerate—or maybe even encourage—
existence of a certain number of genuine

ymulan mercenaries. Few Romulan warriors may
pire to the mercenary life, but a surprising number
hem find their way into it regardless.

Federation sociologist Ryma N’ci interviewed
ndreds of self-proclaimed mercenaries during his
ound-breaking 2367 study of the phenomenon

d discovered certain common answers to the
stion “Why did you become a mercenary?”
5.1% of respondents who could articulate an
swer to the question said that they’d fallen into it
:fe or less by chance. They met other mercenaries,
came personally attached to some of them, either
ends ar lovers, and ended up fighting alongside

3% claimed to have a death wish; they'd done
.e'thing terrible and sought to punish themselves
intinually placing themselves in harm's way.
points out that some of his respondents

med to be pulling his leg, while others who may
ally have had death wishes wouldn't—or could-
answer the question this way.)

2.4% explained that they'd been trained as sol-
or security officers in their cultures of origin,
or various reasons were unable to continue in
careers. They'd become mercenaries because
':was “nothing else to do" with the only useful
ills they had. (N'ci notes that a much higher per-
ntage of his respondents had military or security
ining, but most of them claimed to have become
reenaries for material reasons.)
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and adrenalme These types.
danger as a substance addic_t

who pursue risk for its own sak ;
offer them the freedom they seel
constant action. N'ci included in
bers of cultures, like the Andorian
participation in warfare is mherent
or otherwise worthwhile.
19.9% identified themselves as
subject themselves to the constraints:
They liked thinking of themselves as
answerable to no authority but theit
been exiled or ostracized by their g
were escapees from various justi
of them able to return home clalme
doing so. j
However, the biggest segment
38.5%, said they were in it for mate
Almost invariably they claimed _th'dt‘q
was just around the corner, that the
ments would yield them all the i."a_t_
ever spend. They dreamt of retir
exotic locations, knee-deep in:
gorging on fine food and drink,:su
pliant representatives of the pre
compulsive gamblers, these fortu
themselves to the real odds. Never
every mercenary who retires gldrit_) i
hundred who die in action or end-
squalid deprivation. Each one thmks
tion to the rule. -

TRAINING

Once an individual decides to |
nary, he must train himself for [if
soldier. Poorly trained persons p
themselves and to their comrade:
mercenary companies accept un

The most common training de i
legitimate experience in a milita
organization, which might be an
to the Tal Shiar, depending on the i
ground. Alternatively, he may ha
civilian security officer. Thoroug n
characterize these sorts of training
However, their graduates must le
tain assumptions about fair tact'
behavior while serving on mercene

Small, rag-tag mercenary team
recruit the best. They must reso-
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1 phazard, this method does offer a major
s mpensating advantage: it molds the neophyte so
at he owes his continued survival, and thus his

v, to the efforts of his trainers, members of that

of a darsek, individuals trained in this way
_tick with their benefactors until the bitter

Ve il himself of several holographic
programs designed to simulate various

of combat, from the use of primitive

aponry to advanced starship tactics. The most
lar program set, produced and distributed by a
named Vope, allows students one-on-one

g time with holographic equivalents of the

e fs_fihes_t' nonaligned warriors. They learn to
ng a bat'leth alongside Klingon mercenary T'kar,
over the -ﬂri_cé points of starship evasive maneu-
renegade Zakdorn Eerba Kavlastin stands
heir errors, and practice bomb place-

53

as K. Vope's program is illegal in the Federation ar
some other societies.

MercenaRY TraiNING CAMPS AND SCHOG

Seasoned mercenaries distrust new applicants.
whose training consists entirely of holosuite exercis
es. No computer program laden with fail-safe =
mechanisms can teach the necessary instinctive reac
tions which mark the difference between life and -
death in a combat situation. Serious prospective"_ :
mercenaries who can't train in real-life contexts with
legitimate organizations must tap into the system of
underground trainers which has sprung up to serve
their needs.

Proprietors of mercenary training camps situa
their installations in the frontier backwaters of th
Alpha and Beta Quadrants, moving frequently to
avoid detection. They have to; every interstellar
power with an insurgency problem treats these
camps as a breeding ground for terrorists, and tar-
gets them accordingly. Smart camp leaders employ
rigid security protocols to ensure that new applicants
aren't undercover agents. They also worry about
sabotage attempts executed by competitors; perso
al grudges run rampant in the black-market training
industry, and more than one dispute between rival
has been resolved through force of arms.

A prospective mercenary must first track down
someone who knows someone who knows someo
else who can contact the head of such a camp. He:
must submit an application, usually an audio-visual
recording of himself explaining why he wants to b
trained by the particular mercenary instructor. !
Assuming the recording passes muster, double-bliﬁd
arrangements lead to a rendezvous with agents of .
the camp, who convey the applicant, blindfolded; to
an undisclosed location for an interview. There hi
instructor will decide, usually based on pure, gut ;
instinct, whether he's on the level or not. If not, he
may be harmed or even murdered.

If accepted, the mercenary packs his bags for a
journey to the camp on a craft flown by installatio
employees. They mask the camp's precise coordi-
nates from the applicant throughout the journey
Camp agents reveal its location only after the stu=
dent completes a probationary period to establish
trust. These camps don't win beauty contests;
they're rugged, comfort-free complexes of prefab
manufacture, often constructed from surplus or sal-
vaged materials. The best camps spare no expense
where it really counts: in the hiring of skilled com-
batants as tutors and in the purchase of the latest in



ponry. These arsenals typically include items
nhed by most conventions of interstellar war, such
biogenic weapons.

utelage at a mercenary camp costs anywhere

m ten bars to a brick of gold-pressed latinum,
ependmg on the reputation of the proprietor and
e range of facilities he offers. This price does not
include a trainee’s supplies, equipment, upkeep
;:ésts, and the like, which he must also pay for out

f his own pocket. It generally takes about six

onths to turn a fit, eager applicant into a prepared,
rofessional soldier. Refresher courses, sought out by
xperienced mercenatries interested in brushing up
on their techniques or acquainting themselves with
ew weapons, take one or two weeks and cost just
ar or two of latinum.

Many applicants, unable to afford the steep
sition, enter into indenture arrangements in order
pay off their debts. The applicant agrees to per-
rm a predetermined number of missions for the
amp operator in exchange for a fee waiver. Camp
operators sometimes sell these service contracts to
rokers or other third parties at a handsome profit.
/ell advised applicants carefully read the fine print;
imp operators stack these contracts heavily in their
wn favor. In no position to turn down work, the
eophyte can expect to face his most dangerous
issions during the terms of his indenture. About
rty percent of mercenaries who enter into these
greements die still indebted to their tutors. These
xtremely exploitative arrangements serve in fact as
urchases of expendable, sentient lives, and at bar-

Would-be mercenaries with serious underworld
onnections apply to the Yoshitoni Institute, a highly
cret installation run by the Orion Syndicate.
ocated on an obscure asteroid in the Kellinan
ach, the Institute—jokingly named after a notori-
us killer and saboteur famous for his brutal role in
the formation of the Syndicate—offers individually
ailored training programs for aspiring mercenaries,
assins, insurgents, torturers, and bounty hunters.
dean, a green-skinned Orion named Ellefrin Vrax,
s Yoshitoni as a winking parody of legitimate
ational institutions, complete with a cap-and-
wn graduation ceremony. His perverse sense of
humor aside, Vrax offers a rigorous and complete
aining program, exposing his students to the most
dvanced tactics and the newest equipment and
eaponry.
- Large mercenary corporations (see below) estab-
lish known locales for their training institutes, usually
n places it would be difficult or impolitic to attack,
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MERCENARY GROUPS

such as Andoria or Ferenginar. Their well
sparkling campuses proclaim the legitima
corporate owners. In order to'protect
from hostile governments, they train o
future employees. Students who make th
tions their gateway to the mercenary life ;
lower tuition fees, but must sign Ionger el
tracts. The average contract duration is
On the other hand, they're less likely to
during their initial missions. Corp"_ rate boa
bers see a tramed warrior as a valuable pers

a long line of expendable rubes

structure, motlvatlons, and support
latter-day soldiers of fortune.

OWNERSHIP

sisting of the crew of a single ship. H
fires, decides which assignments to a
makes all policy aboard his own ship
owns the ship, although it may be
nacelles. :

30% of mercenaries find themse,ve
employ of corporations. These busin
own and operate fleets of ships, payin
not only on ships and soldiers but on
offices staffed by legions of manage
trators.

Cooperatives comprise the sma!lest
sector; only about 5% of mercenaries be_
them. Cooperatives grant equal owners
all crewmembers aboard a mercenar_y-v'
decisions, large and small, are made b
democratic vote. While working for i
corporations, many mercenaries idea
of getting out and starting a cooperati
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es. However, when actually given a shot
a ship, these same individuals generally
nstant autocrats, preferring to bark orders
Tt rence from squabbling fellow soldiers.

6( ships may be different, but their oper-
onal-manuals borrow almost without modification

. Punishments include demotion, formal
d.-and court-martial.

-Commercial groups style themselves as civilian
ous 5. Instead of a captain, a ship is command-
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bonuses and promotions and fear pay cuts and pil
slips. While commercially structured groups are
almost always owned by corporations, only a min
ty of corporations use this structure. Most still p
the discipline and pomp of the quasimilitary mac
Mercenary groups structured as gangs operate in
the lawless, dog-eat-dog environment of Drgani;z{gd.' %
crime. The captain, referred to by one of a numbe
of local criminal slang terms that mean the “Big
Man," rules over an ever-shifting band of lieu-
tenants. The lieutenants fear the violence and po
of the Big Man at the same time as they enforce
reign of terror on the gang members below him.
Beatings solve minor discipline problems; death
awaits the truly disobedient. Despite the ruthless
of the environment, gang members identify stroi
with one another, regarding loyalty to the group
the highest (and only) virtue. Though engaged i
continual power struggles with one another, the
band together when outside forces threaten.
Some gang leaders exercise control over their so
diers through sheer coercion. In order for this to
work over the long term, the leader must have
access to some extraordinary means of control ov
his crew, such as the neural servos used by merce-
nary captain Arctus Baran on his crew. The servos:
delivered a powerful, painful shock when Baran ac
vated a remote device; his crewmembers followed
his orders in fear of being hurt.
The average mercenary company consists of a-
dozen crewmembers. An unusually large mercenar
group would be composed of 40-50 members. Th
biggest corporations employ thousands of soldiers
and boast double-digit fleet sizes, though none of
them flies ships as big as, say, a Starfleet Nebula-
class vessel.

A Dar N THe LiFe

To be a mercenary is to wait. Unlike military off
cers, mercenaries spend much of their time cool'i_r'l
their heels planetside or on a starbase, waiting to
be called into action. True militaries keep their ship:
and crews on active duty at all time; there's alwa
a patrol or exploratory mission to complete, no
matter how routine. Mercenaries fly only when
there's a client to pick up the tab; every unpaid da
in space represents a debit in the owner's sprea
sheet. Ships in dry-dock cost less than those in
flight; standby wages for the crew represent a:sa
ings, compared to mission pay. Smart mercenaries
keep themselves occupied with hobbies, sports, or
other activities; the really astute ones operate side



hen a contract is signed and a mission flown,
enaries glug down some raktajino, drag their
casses to the launch site, and report for duty.

'hil'e' en route to the fight, they distract themselves
n the inevitability of conflict—clients rarely hire
rcenaries just to “look tough”—by applying vary-
degrees of enthusiasm to maintenance and other
tine duties. They gamble, engage in relaxation
rcises, or simply shoot the breeze with comrades.
On.an ill-disciplined ship, prebattle tensions can in a
t second convert comradely banter into brawls
tween crewmates. These incidents range from
d-natured dust-ups to murder attempts, again
epending on the standards of control exercised by
he ship's captain.

The trip to the fight always lasts much longer
the fight itself. During a battle, the merce-
ry fights to accomplish the mission goals, but
empers this necessity with a higher priority: keep-
£ his own hide intact. A sensible mercenary

ver fights to the death (at least, not his own
eath). He cares about getting paid, not about the
nd results of any particular mission. And a merce-
y can't get paid if his lifeless corpse is floating
round the vacuum of space in a dented, naval-
rplus coffin.

he above portrait reflects realities for most mer-
enaries; the elite few who belong to respectable
utﬁts with solid morale enjoy lives of fulfillment

d leisure, interrupted by the occasional dangerous,
emotionally satisfying, mission.

On the other end of the spectrum one finds the
ow_n~and-outers, manning rust-bucket ships,

ished by debt, and passed over by clients. Failing
rcenary groups “drum up business,” a euphe-

sm. for more sinister activity. A well known Ferengi
dle puts it best:

“What do you call an out-of-work merce-

"PH’
: "A pirate.”

ECIES

-As far as species composition is concerned, mer-
enary groups may be homogeneous or
eterogeneous. Homogeneous groups include mem-
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bers of only one species or'cbltur'e
groups welcome members of severa
tures. (A mercenary would Iau'gh-_at y
these socmloglcal terms in his presen
his crew “pure” if he insisted on fi
only his own compatriots, or.a “mi
included representatives of variqu" :

Homogeneous groups tend to
morale and group cohesion than he
ones; they identify with one anotk
putes arising from clashes of cultu
they re also more likely to exhlblt ra

applicants shrinks dramatically W
other species are ruled out from

Breen, can sustain homogen’eous_"g"rtacijps
long haul. On the other hand, mo
their crews as temporary associat
most of them think they're only ol
from striking it rich.

A CODE OF PROFESSIONA

If you believe what you experience:
fiction, most mercenaries follow a:Si C
fessional conduct, which lends them
mixture of self-interest and nobilit
idea may intrigue holoprogramrﬁeg
somewhat different story. A real merce
exists—several, in fact—but they’
the breach than in the observanc

The two best-known codes of
Pra Thal Code and the ethical gu
Association of Professional Comb

THe Pra Tuar Cobpe

The Pra Thal Code defines the
Andorian mercenaries (and other edera
operating as mercenaries under the ove
Andorian government) reconcrle th ir.p
with Federation policy. Its major tenet
lows:

e Clients may be drawn only ffqr’n Fe
nonaligned worlds which have alre
contact with the Federation.
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perational targets may not include citizens of
ederation worlds, its allies, or prewarp civiliza-

Wherever possible, the mercenary must use non-
ethal means of defeating his enemies.
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by mercenary operations registered in Andoria, b;:
has neither the means nor inclination to pursue ou
siders who falsely claim to uphold it.

APC €THicaL ProTocCoOLS

In addition to following their own code, pra tﬁa_
mercenaries also adhere to the ethical guidelines of
the Association of Professional Combatants, a trade
organization for mercenary companies. A consortium:
of corporate mercenary companies created the APC
about seven years ago as a means of distancing
themselves from the more unsavory elements of th
profession. The APC guidelines protect clients from.
exploitation and betrayal, serving as an effective s"e,ll
ing point for mercenary companies which adopt it.
The APC provides information on its members to
prospective clients, carrying out investigations when.
guideline violations are alleged. This practice gives :
members who follow the guidelines a competitive
advantage against those who do not. Today many
independents who are not members of the APC
claim to abide by the guidelines; this is not to say
that all of them in fact do so when the chips are
down.

The main elements of the guidelines are as fol-
lows:

* The mercenary company must fulfill the terms of
its contract, even in the face of higher bids from"
the client's enemies.

¢ All information provided by the client to the mer
cenary company during an offer of employment: -
must be held confidential, even if that offer is not -
accepted. The mercenary may not approach the
target of the requested operation in search of a
competing bid.

¢ All confidential information provided by the client.
must remain so in perpetuity.

* The mercenary will not commit war crimes on th
client's behalf.

= The mercenary company absolves the client of:
legal and moral responsibility for any war crime
committed by errant employees.

» Mercenaries will not commit crimes in jurisdictions
in which APC member companies are incorpora
ed. (Because Andorian companies belong to the
APC, this includes the entire Federation.)




“Golpen RuLe

hile most mercenary companies tell their clients
they abide strictly by the APC code, three out
ur of them in fact follow the Golden Rule: “Do
to others, then put up your shields and go to
" Most switch their loyalties when. faced with a
ciently juicy competing bid. A rule of thumb: If
want a mercenary to stop hunting you, pay him
e what the original client offered. If you want

1 to turn around and go after the original client,

e it quadruple the initial asking price.
Mercenaries who pretend to possess functioning
sciences generally try to justify such betrayals by
nting to supposedly poor treatment or bad faith
he part of the client. Mercenaries keep their ears
ked for slights that may come in handy if they
need to create a rationalization for betrayal.

nts experienced in the hiring of mercenaries

kly learn to treat these touchy contractors with
rbal kid gloves.

Seasoned clients understand that it's hard to do
sthing about breach of contract when it occurs.
diction poses the first hurdle to any sort of legal
edy against mercenaries: Corruption runs ram-
int in the few governments which permit

'r'(':enary activity. (Andoria operates a legitimate

rt system, but pra thal companies are honest to
Eg‘gin with.) If a client does somehow manage to
cure a legal judgment against a mercenary crew,
faces problem number two: enforcement. Even
ie. most stubborn client soon realizes how difficult it
to collect damages from a band of heavily armed,
hly mobile, essentially lawless warriors. Clients
r’t_ainly can't rely on Starfleet, or its counterparts
e'rh‘ the various empires, to chase down defaulters
inst civil court rulings. They can hire a second

d of mercenaries to go after the first, but this
ethod poses the obvious risk that the pursuers

ight decide to turn coat as well.

The only real protection afforded to a client arises

y travels. It only takes a couple of well known
yals to earn a bad reputation. A mercenary

tracts hard to come by. A vicious spiral ensues:

company must settle for ever less trustworthy
nts, each one of which it is increasingly likely to
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Mercenary companies face ac
when effectively bIackbaJ[ed

heard of them. Both choices po
backs. Reputations cling not jus
to individual mercenaries—capt
the further into unexplored spac
travel in search of willing clients,
is to find itself out of its depth,:
lizations its members are fami
conflicts it understands how. to xpl
less frontier makes itself far less wel
hard-luck mercenary ﬁghters-_,
diplomats.

DoING THE JoB

Without willing employers anxio
on their rivals, there would be no r
quote a recent interview with the oto
mercenary Aria Thir, “Most_me (
won and lost before a single sho
negotiating table, when term's':"a'ré-
tractor and contractee.” :

EMPLOYERS

There are as many different kind
there are different sorts of conflicts:
include governments, private individv
ventures, political parties, msurgent
izations, philosophers, arms me -hants
and explorers.

Nonaligned governments eng
with neighbors often call on merc
gap measure when their own milit
prove insufficient. Mercenary ship
irregulars in the government's owr
in small-scale, independent opérat
not at war may hire mercenaries t
ders or suppress piracy—althoug
would compare this latter chOtc _
guard the henhouse. 2

Private individuals may emp

by private individuals are crihjin&l in
isn't always the case: Mercenar
to find missing persons who disa P
ous locales, recover stolen merchan:
hostages. <8
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tSﬂhire'mercenaries to protect their goods

e as one of the primary means of achiev-
These groups hire mercenaries to carry

bloodth -sty wills on innocent populaces. Some mer-
co'niﬁénies seek out only the first type of
urgent as clients; less scrupulous ones don't care
ympathetic their employers may be.

a tiny minority of religious believers or

p érs_- would ever dream of furthering their

r ugh the use of mercenaries. Unfortunately,
an find reason for violence in almost any
bout he way people should behave If suffi-

aim to "r::;injidte' their products by showing how
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THE CONTRACT

much damage they can do in a genuine war, when
handled by trained professionals. They may arrange ==
the demonstration for the benefit of one of the side
in the conflict, or may be selling to a buyer com-
pletely uninvolved in the skirmish at hand. :
Mercenaries like these deals because they usually ge
free training from the arms dealers, and often get to
keep the demonstration models of the weapons
they've been hired to show off.

Scientists and explorers embarking on missions
into dangerous or disputed territory sometimes hire
mercenaries to transport them to their work sites
and protect them while they're there. Although far
from standard procedure for Federation scientists,
researchers from less-enlightened societies may
engage in this practice, especially if backed by fina
ciers expecting to profit heavily from their
discoveries.

Lies EMPLOYERS TELL

Clients may misrepresent their identities or moti
vations. The supposed private individual or insurgen:
negotiating for a mercenary group's services may i
fact be an agent of a government intelligence
agency, like the Romulan 7a/ Shiar. A member of
one party or ideological group may pose as a mem
ber of an opposed group, hiring mercenaries to do
something abhorrent in the name of his rivals.

Mercenaries refer to themselves as trained para
noids, with good reason: If a client lies about wh
he is and what he wants, he's just as likely to lie -
about the difficulties of the mission. Frame-up jdbs
for example, frequently call for the capture, interro
gation, and trial of the mercenaries, all in order.to
discredit the client's enemies properly.

Although each contract between a mercenary an
a client differs from all others, certain standard -cjrag ;
es and arrangements save time around the
negotiating table. The most common of these are' as
follows.

RuLesS OF ENGAGEMENT

The longest section of any contract is also the
most specific to any given mission. The rules of
engagement section lays out exactly what the mer
cenaries must accomplish. It provides a time frame, i
appropriate, and lists any constraints on the merce
nary group's behavior in the accomplishment of the



Full Med (Medical): The client ag'reé_s_
the provision of complete medical.
member of the mercenary team wh
kind of injury or infection in direc
mission goals. The client is not ;
the event that team members suffe
actions which do not arise from tt

engagement. For example, if the merc

clause kicks in. However, if mercenarie
pirates on the way to the target and ¢
attack them in hopes of doing a little

L 2 / e TN, - Half Med: As per the above, e;ct;ép_t'-?fh
o AN /7 ; } 7
: F’ﬁ}:\\@\ ¥ ' : agrees to pay only 50% of nj‘;’e_‘d‘lg |

Material Provided: The client agrees t
mercenary company with weaponry.

which equipment, if any, the mercen

&&[/ keep after the mission.
i\

NS

Material Liability: The mercen_e{ry-ric’q_m
use its own equipment, but extra

d out, so that at the end of the mission no dispute items lost or damaged during.th'é__-.c
mains as to whether the mercenaries have fulfilled mission. This clause generally places a spi
victory conditions necessary to collect their fee. on reimbursement. 5

ntact Protocols: This subset of the rules of
.engagement specifies exactly how, when, and
where the mercenaries may contact the client.
hey may be required, or forbidden to, contact

ee is to be paid to the mercenary upon signing point. Clients are generally reluctan
“of the contract. A standard signing bonus equals serious repairs, which can bef\%_e
% of the final fee. It may or may not be refund- S
le if the mission fails. Legal Liability: The client agrees to f
expenses incurred by the merce
nce Structure: Specifies what portion, if any, of of their performance of the missi
he fee is to be paid to the mercenary before they acted within the bounds of th
'g'idertaking the mission, and when that fee is to engagement. :
'e.-paid. Advances are highly negotiable but sel-
om exceed 50% of the base fee. They may or
may not be refundable if the mission fails. The

client's insistence on refundability increases in Sometimes the mercenaries get eve
-direct proportion to the size of the advance. other cases they must split the pro;
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: ct’:i_h_tra.cts, under “rules of engage- or just those of a specified government or co

ration.
Specrﬂes bonuses to be paid to each Counterinsurgency: The mercenaries hunt down
campany in the event that they apprehend or destroy guerrilla units fighting.
my fire or face the direct threat overturn a political regime.

Dress Duty: The mercenary may be hired for cer
monial purposes: He wears a fancy and/or '
threatening-looking uniform and stands at ¢
tion in the company of his client, contributing to
the client’s prestige. Most mercenaries moc
kind of work, but it can be lucrative, especially
for famous warriors who are past their prime
still able to regale the client’s wealthy friends
stirring anecdotes.

Guard: The mercenaries protect the safety of a
ase with the amount of time spent son, place, or thing. They may act as security
and triple if no mercenaries reveal officers at an installation or bodyguards prote
ing an individual, or pilot armed vessels '
protecting other ships in the course of a journey

Insurgency: The mercenaries participate in a gue
strike against a political regime, either on a of
time or extended basis. '

Patrol/Interdiction: The mercenary ship patrols an
area of space, warning off intruders and engag
with them when necessary.

Reconnaissance: The mercenary ship travels into
area of space and performs sensor sweeps,
reporting or transmitting all findings back to
client. The subjects of the sweeps may not tak
kindly to being spied upon in this way.

Sabotage: The mercenaries destroy or damage a
specified base, installation, ship, or other cdmp
nent of enemy infrastructure. Deaths and inju
arising from the damage may be acceptable t
the client but do not form the primary objectiv

Training: Mercenaries train other soldiers unde
client’s command.

Transport: In what is sometimes known as an
“armed taxi” mission, the mercenary ship tra
ports a person or object to a specific destination

X Clients do not hire mercenaries to perform this

ient hires the mercenaries to duty unless they are worried that other armed

g-_m a particular region or area. The individuals might try to prevent the person or

may. be cailed upon to harry all ships, object from reaching its destination.
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fare: The mercenary ship takes part in a full-
cale military engagement against opposing
ilitary units.

ay for mercenary services varies widely depend-
on the nature of the mission. Simple guard duty
low-echelon security officer at a base or installa-
an net the mercenary as little as 50 latinum
er week. Training detail pays anywhere from 1
strips per week, depending on the mercenary's
“of expertise.
or other missions, clients are likely to pay a lump
o the company, which the captain or an
istrative officer disburses to the various soldiers
his command. A simple convay mission can
client 50 to 150 strips, or more, per merce-
per week, depending on the size of the ship
crew deployed. Any mission in which the merce-
ies reliably expect to come under fire costs 10 to
ars per week if the forces they'll face are inferior
1eir own, 20 to 30 if they'll face an equal threat,
30 to 100 bars against superior forces. The more
ult the mission, the more leverage the merce-
s enjoy in negotiating extra benefits as outlined
he “Contract” section, above.
Certain variables can alter these fees considerably.
xperienced mercenaries get jobs only by under-
ding more reliable competitors. Famous ones can
mand double these rates but price themselves
of the market for routine duties. Supply of serv-
affects demand. Some sectors of space veritably

| with out-of-work. mercenaries, decreasing base

demand also affects supply: D_ |
War, many far-flung Federahon '

protectors, swallowed their rrii'sg
mercenaries to provide minimal d
enemy attacks. Vicious warfare thin
the quadrant's mercenaries, just
Starfleet personnel rolls. Prices ar
upswing as good mercenaries becot

The final factor in determining pri
ceived reliability of the client. Me rcet
bigger risks when they work with.
and thus demand better contra
client known to pay promptly ar
tiously the med clauses of his contra
position to strike favorable bargains fo

As mentioned above, only foolis
take everything their clients say at fac
mercenary worthy of the name caref
his client’s background, mdepende' tly
information the client provides h
always possible; in highly sensitiv
client may be the sole source- fom
The less independently verlﬂab
able to the mercenary, the grea‘
Mercenary slang refers to this as
because the crew must accept inft
the success or failure of the mission p
the client says so. Depending Qn"t
ifiable information and its centrality
the say-so bonus can add anywhe
200% to the base price of the co
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. | nfortunately, not all sacieties enjoy 'the'_,_
U crime-free environment of the Federation
~ Criminals ranging from petty thieves to the '
“most vicious murderers plague many
states. Inevitably the existence of a
substantial criminal population
leads to a list of “wanted”
criminals whom the authorities
ave not yet captured, or
who have escaped from cus-
ody. A select group of
professionals, bounty
_hunters, makes money by
pursuing wanted felons and
turning them in for offered
rewards.

WANTED DeAD

Bounty hunters require a particular
environment in which to operate profitably.

They need a steady supply of criminals, first of all.
‘Secondly, they require an equally significant number of .
. clients seeking the apprehension of said criminals. Thirdly,
~_those criminals must be sufficiently difficult to catch that
4 "'chents offer rewards for their capture.

~All three preconditions for a healthy bounty huntmg
_lndustry exist in spades in the various frontier regions of
4F'ederation space, and in many other societies, as well.
Criminals flock to regions where government territories butt
up against one another; escape always remains just a quick
border-hop away. They also prefer sparsely populated sec
tors of space, where traditional law enforcement officials are
few and far between. Into this breach leap the bounty
hunters, to whom borders are but an inconvenience, and the
_bsence of conventional authority represents a lucrative bus
\ess opportunity. Resourceful, determined, and armed to the:
 molars, they prove that mere lawlessness need not mean
in'ip"un'ity for wrongdoers.

'BE_CQMING A BOUNTY HUNTER

IdS with cops and robbers dreams fantasize about becoming offt
cers of their cultures' legitimate law enforcement or security



rganizations. As these prospective constables and
curity officers grow up, the majority of them learn
that the real point of police work is to protect people
uphold the rule of law. The wise-cracking,
uthority-bucking maverick officer of popular
olonovels isn't actually welcome in a well run force.
e officer who talks back to the head of his squad,
-or gets caught bending the rules in the furtherance
his own brand of justice, quickly finds himself
yshiered.

Bounty hunting provides an ideal calling for those
aradoxical individuals who believe in the law only if
v get to make it or mold it themselves. Despite

eir.belief in justice and morality, they themselves
a speck of attraction to the outlaw's life. They
 help but sympathize a tiny bit with the restless-
s and contempt for authority which drives the
inal mind. This sympathy helps lead them to
1eir prey and is what makes them better at finding
ooks than some of their more righteous colleagues
he official side of the fence.
Most bounty hunters get into the trade as a sec-
d career, transferring skills gained in other
essions to the apprehension of fugitives. The

ers. Others claim ex-military credentials, often as

rity or intelligence officers. Mercenaries and

pportunity knocks in the form of information on a
arby fugitive with a particularly seductive price on

out the ranks of the quadrants’ bou
tingent. i
Untrained individuals wishing ;
hunters face sparse opportuh‘iti_ S
retired bounty hunters offer bri
aimed at complete greenhorns, bt
more than present a basic overview
its tricks. Seasoned professionals | 2 |
cants brandishing diplomas in bounty h
However, some practicing bounty hun
to time take on especially intense;. in
ing, or dogged young men and wom
them with on-the-job training. Some é
arrangements, taking little care for thi
safety. Others enjoy playing mé‘nfo_:
young up-and-comers into the i‘a"
hunters of tomorrow. Ly

THE BOUNTY HUNTERT

To perform his job well and pro
hunter must be aware of his role i
eties he operates in and unders
authority. He needs to know how
and other reward-givers, and must ¢
of assignment he's willing to underta

The bounty hunter's role in soc
system varies from one ci\ri[_iz_atié
Support for bounty hunting range
to grudging. No major jurisdicti
fession altogether, but most regula
degree or another. ;
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?ﬁinais who have fled Bajoran
can't afford to equip and finance

sful.: captures, it saves its limited
ital endeavors. When they real-

bounty hunter in the quadrant
."The exception to this rule

‘un’térS'ééeking suspects facing charges

) irt system enjoy considerable lati-
ating on Bajor. They need a license
tive hunters on Bajoran soil and
form indicating an intent to pur-
‘question. If their documentation
wield the same authority as law

nt officers. A suspect who chooses to flee
forfeits many basic rights; bounty
curity officers alike may forcibly break
ling where they credibly believe the
be hiding. However, if a bounty hunter
nters the wrong home or arrests the
‘may be liable to that person for

's atti-tud__e_-toward bounty hunters
sft=shifting political winds. When
rian leaders take power, they draw
people by using the brutal

tice system to bring a reassuring sense
power to the masses. Any fugitive from
s a threat to the leadership’s image of
d control. Justice officials thereby find it
irge reward funds from the treasury,
the quadrant's most avid consumer
services.

nlightened regimes assume power,
solace in things other than the fre-
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quency of public executions, and thus the deman
for fugitive apprehension decreases. The acts o
ticularly notorious criminals, however, require actio
from even the most liberal administrations.
The Cardassian love for swift and unforgiving
tice makes heroes of its most successful bounty
hunters. However, because of their oft-brutal m
ods, Cardassian bounty hunters face prejudice
outside their own territory, despite their collectiv
record of success and any efforts individuals may
make to distance themselves from the policies of
their government or wanton acts of their brothe
bounty hunters. :
As clients, Cardassians aren't picky; anyone w
bring in a wanted criminal has done them a fav
worthy of cheerful repayment. Non-Cardassian
bounty hunters working for the Cardassians outs
the Union avoid naming their clients. No matter
what he might have done, a shackled fugitive be
taken back to face Cardassia's stacked court syste
elicits considerable sympathy in most sectors of th
Alpha Quadrant.
Outside bounty hunters pursuing suspects wa
ed by the Cardassian authorities face certain
limitations on Cardassian soil. Cardassian security
forces bitterly resent any intrusion onto their turf by
private individuals, no matter how celebrated their
exploits as bounty hunters. Foreign bounty hunters:
may operate only in space or on regions of '
Cardassian planets designated as underpoliced b
the central authorities. In these areas, however, .a
properly licensed bounty hunter may legally do jus
about anything to his quarry and those abetting hi
escape. However, Cardassian courts, ever anxiousfo
a show trial, pay more for live prisoners than for.
corpses.

THe FEDERATION

Federation policy strongly discourages, but doe
not outright forbid, the placing of rewards to
encourage the apprehension of fugitives. Instead
law enforcement officials announce rewards for
information leading to the capture and convictio
lawbreakers. What this means in practice is tha
bounty hunters seeking credits from Federation
accounts must locate the target and then make
arrangements for his arrest by Starfleet or local
enforcement. Most law enforcement types take:
vaguely disapproving view of bounty hunters, bu
that doesn't necessarily stop them from acceptm
armed help when an arrest goes sour.




Jounty hunters operating on behalf of other
ernments receive no more leeway. They have as
-h right to travel in Federation space as any for-
1 citizen, but may not apprehend suspects, even
ir clients have signed extradition agreements
the Federation. Again, procedure calls for
ation authorities to make the arrest, conduct
xtradition hearing, and only then—assuming

Any bounty hunter, regardless of species or ori-
who wishes to operate in Federation space must
ensed by Starfleet to do so. The licensing

Most Ferengi would sooner hire a bounty hunter
be one. Certain Ferengi companies prosper as
lemen in the justice industry, connecting bounty
inters to clients, offering information services to

p hunters track their prey, and even operating pri-
. zed prison facilities for worlds too resource-poor
un their own high-security penal colonies.
iquidators, employed to enforce the laws of the
ngi Commerce Authority, hire bounty hunters if
price is right, but are notoriously hard bargain-
They may use bounty hunters to fill out their
1:teams with menacing combatants or leave the
ehension of a fugitive entirely in the hands of
oreign team. Some liquidators go private-sector
‘become bounty hunters themselves, counting
their former colleagues for preferential con-

1s.

Bounty hunters wishing to pursue suspects,
erengi or otherwise, in Ferengi territory may file a
jest with the Office of Fugitive Affairs, a wholly
vried subsidiary of the Ferengi Commerce

ithority. The hunter chooses which civil rights he

d like to be able to suspend in the course of his
it of the target and submits a bid to OFA offi-
The hunter must meet a minimum bid, which
ates with the magnitude of the rights he hopes
slate. The right to perform summary executions
s - much more than a modification to banking

ecy laws, for example.

The bounty hunter then faces a ten-day moratori-
during which he can't pursue the suspect even if
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the moratorium period, but, ifun
lodge a competing bid, can otherwi
days to hide as best he can frio'm'}j :
OFA does not discriminate between F
non-Ferengi citizens—just between i
poor ones. R

Kuncon

Klingons have little use for bounty hy
a Klingon commits a shameful, crim



se is still obligated to deal with the law-

tig: _térs._ They perform impressively,
alists in rough tactics on a mixed
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EMPLOYERS

Nausicaan society is virtually lawless; what bo
ty hunters can do on Nausicaa depends on how
strong they are.

RomuiLan

Romulans do not make use of bounty hunte
capture their fugitives. Any suspect who flees
Romulan jurisdiction automatically adds treason 1
his list of crimes, qualifying him for pursuit by th
much-feared Tal Shiar. To advertise the deeds and
past histories of its fugitives would be to admit t
there is crime in the Star Empire, and to violate thi
Romulan mania for secrecy. Self-respecting
Romulans do not work as bounty hunters; they s
as a distasteful activity unsuitable for well bred,
Empire-serving wartriors.

Foreign bounty hunters are not permitted to
enter Romulan territory. If caught operating as
bounty hunters within the boundaries of the Star
Empire, they face lengthy prison terms or even ’the
death penalty.

Bounty hunters may contract with a client to.
apprehend a particular fugitive. Alternatively, the
may simply respond to a general reward offer, meet
ing their paymasters only when they drag the target
into the booking facility of the appropriate legal
authority. They may work for governments or pn
vate individuals.

GoOVERNMENTS

Every government which hires bounty hunters
does so under different conditions and places its
own set of restrictions and requirements on its co
tractors. Here are some examples.

BatoraN MINISTRY OF JUSTICE

Bajor finds the need to hire bounty hunters to.dq
its enforcement work vaguely embarrassing; its jus
tice officials therefore do their best to shield thes
perfectly legal transactions from public scrutiny.
do not post general rewards for fugitives, but
instead approach highly trustworthy fugitive ret
outfits. Typically they work with a circle of about
dozen such companies. Discretion occupies a higl
place of honor on the list of qualities Bajoran jus
officials look for in a bounty-hunting firm. New
teams find it hard to learn that this cozy arrange
ment even exists, much less break into it. Howeve



ials might approach a team with esoteric expert-
uitable for a particular, unusual mission. For
mple, a group with a record of success in the

ma Quadrant might be engaged to search for a
itive known to have fled there. .
Aany nonaligned powers that use bounty hunters
se they lack the resources to chase their own
tives follow a similar pattern when they dole out
racts.

RDASSIAN MINISTRY OF JUusTICE

-ardassian Justice Ministry officials regularly
unce rewards for fugitives but directly hire

nty hunters to pursue them only when the fugi-
sf{:rimes resound with political or strategic
cance. The Ministry of Justice doesn’t care

IQUIDATION

i icer of the Department of Liquidation determines
perating budget for the capture of each fugi-
hen assigns the case to a particular liquidator.
liquidator may in turn hire bounty hunters to
ure the errant Ferengi and deliver him to a pre-
nged drop point. The liquidator pockets the
erence between the budget and the amount dis-
d to the bounty hunters. He does so with full
vledge of the CFQO; the practice encourages lig-
tors to come in under budget. Other FCA
rtments use similar incentives to keep costs

MULAN TAL SHIAR

lthough the Star Empire forbids bounty hunting,
o'f_jn_:ulans may covertly hire bounty hunters to
arass enemies from other societies. This trick, a
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favorite of the Tal Shiar, involves
sified records implicating the target
committed in a third partys ju \'SdIC i
operatives have used it on more th
against troublesome Starfleet pe
non-Romulan agents to approac
that their involvement in the subt
unprovable. Bounty hunters, now
duped in this way, have forced Ta
adopt ever more sophisticated de
them. '

OTHER EMPLOYERS

Private individuals or organiz
to time offer rewards for the capt
use their own resources to in_cr"e_a__
offered reward. If they must 'call' or
frequently, they might keep espec ally
hunters on retainer, giving the hunt_
tive to pursue a given target.

Groups and individuals involve th
bounty hunters when they have asp
fugitive's apprehension. They ma d
objects or information in the‘:fugl
out of revenge, or in an effort-“'to'
of the same sort. A commeraaf ver
ante against an embezzler or be :
secrets. Political parties may pos
tives whose capture and testimony
torpedo the popularity of rival groL
philosophical organizations might pz
crimes against their believers, church -
relics. :

Many bounty hunters never m
until they have a prisoner ready t
inum. They merely scan the Iate
Database of Fugitives and Bounti
gle most essential information re
targets. It serves as a compendium
all fugitives known wanted by go
individuals throughout the Alpha
entries contain full briefings on targe
only of the information supplled b' th
also of additional research perfq m
crack team of crime journalists. (H
Ferengi resident of the Gorn-Feder
Cestus Ill, publishes an entire rang
specialty databases.) Hado's entri
bounty hunter where to drop of‘f the
the time comes.
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bé,‘"br: afraid that knowledge of their
f'the subject would be of intelligence value
r enemles

the b.oun;:ﬁf‘ehu'nting firm typically expects to
ve its expenses, usually in the 10-15 latinum bars
week range paid during the operation, whether
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however, the employer may pass them over when-
the next lucrative contract comes around. Only fir[n- o
with impressive results records get hired directly Q'= :
regular basis. Even in a direct hire, the real mone
paid upon the capture of the fugitive.

Employers base the size of rewards on the folfow
ing factors: '

s Severity of the crime. This factor usually deter-
mines how much the client wants to get the
fugitive back, and thus his willingness to pay. A
war criminal, assassin of a prominent individual
mass murderer, or perpetrator of other highly
publicized and abhorrent acts might net as muc
as 250 bars of latinum, or more. A less notorio
killer or kidnapper could fetch 125. A petty or
white-collar criminal might be worth 25.

e Cultural differences. Cardassians, when they ca
afford it, pay a premium of about 30% on the
going rate. Budget-conscious Ferengi pay about .
25% less than the norm, taking into account all
of the punitive fine print in their contracts.

» Danger. If the target is armed and dangerous, a
a 25% premium. If he's surrounded by well
armed confederates or allies, add anywhere fror
50 to 150%, depending on the nature of the
opposition.

e Quality of intelligence. The less that’s known =
about the fugitive and his whereabouts, the high
er the reward. This premium, which can increas
the base price by anywhere from 10 to 50%,
compensates the bounty hunter for time spent -
during the chase and the danger of dealing with :
unknown factors.

¢ Ability to pay. An employer of modest means ma
not be able to offer a competitive rate for the
capture of his criminal of choice. Only bottom-
feeding firms of questionable ability and ethics, 0
bounty hunters down on their luck, will pursue-
targets sought by such employers.

Individuals achieving prominence in the danger-
ous politics of the frontier regions may face the
threat of assassination. Agents of the Ta/ Shiar onc
hired Flaxian assassins to kill the Cardassian exile
Elim Garak as part of a broader plot to forge a



dassian-Romulan alliance against the Dominion.
=ntfffdes;potic Regent of Palamar died at the hands of
“purification squad” dispatched to kill him by his
litical rival, General Nassuc.

\SSASSINS DEFINED

~Most authorities define an assassin as a mur-
derer who sets out to attack and kill a specific
tranger in the anticipation of a benefit of some
‘kind. That benefit may be monetary, political, or
piritual. Murderers who kill to avenge a perceived
rong done to them personally aren't really assas-
sins, even if they attack by surprise. Neither are
rial killers, who murder victims of opportunity to
atisfy their inner demons, or unpremeditated
nurderers, whose crimes arise from sudden erup-
ons of rage.

“The following categories describe most types of

The amateur does not think of himself as an
ssassin; he generally schemes to attack one target
nly, and the training he receives (if any) devotes
self entirely to the performance of that single mis-
|¢n. Neela, the Bajoran religious fanatic who tried to
ill Vedek Bareil in hope that Vedek Winn would
ecome kai, was a highly trained amateur.

REELANCER

Freelancers make a living as professional killers,
erving a range of clients throughout the course of
heir careers. Usually highly trained, they kill for the
money and take pride in their work. Like mercenar-
. they may or may not follow a strict code of
thics which protects their clients from being outbid
or their services. Flaxian assassins are classic free-
cers.

T5Y

The patsy is an individual manipulated by others
o committing an assassination—or merely kept on
and so that the authorities can blame him for an
ssassination committed by another. The patsy may
e loyal to an organization which considers him
expendable, or may cooperate with his manipulators
‘or motives entirely unrelated to theirs (but which
usually involve deception by said manipulators).
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SPECIALIST

A specialist trains to kill for an organization to.
whom he is bound in a relationship of mutua IQ’
ty. He serves his superiors, and his supe '
house, feed, and protect him. Specialists enj _
privileges in their organizations, because their ski
and training represents a resource not '§asily' i
replaced. :

BECOMING AN ASSASSIT

The motivations which lead an i'n'd_i
become an assassin vary widely, both
culture and from one individual to the

Some societies respect and honor t
provided he adheres to certain rules desi :
curb his destructive effect on society. The F_.I' Xi

about the sanctity of life. Believers in
wheel of reincarnation, the Flaxians clai
tims of violent death enjoy great luck
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t lives. While no Flaxian wants to be mur-
death of another arouses less sympathy
than it would in most other societies.

e socrologlst has descnbed th!s

| society tends toward anarchism in
ls, and thus Flaxians view assassination
pursuit, not a tool of government

Al hbugh' state-sponsored assassins must
co’r‘i_cea! their identities, they enjoy their sta-
'te_li,_éh the thought that their acts protect and

ardass:ans they identified as oppressors.

Bajoran policy states that the government
v out assassinations only in extreme circum-

' 'he--B'ajo_ra_n government does not maintain

Likewise, Federation citizens abhor assassinati
no matter what the killer's motives. Only misfits ani
oddballs grow up on Federation worlds dreaming o
becoming assassins. -

TRAINING METHODS

Despite the words of the infamous Flaxian assa
sin Detora Danan, who said, “Killing is like fine ¢
it can be learned but not taught,” numerous way
exist to mold inexperienced aspirants into ef‘ﬂd:len'
killing instruments.

Assassin training varies little from instructor t
instructor. No matter who's doing the teaching, _thé
core skills of the trade remain the same: disguise
infiltration, weaponry, unarmed lethal combat, in
ligence gathering, bribery, camouflage, and escap:
techniques.

APPRENTICESHIP

Freelancers aren't clubby types. They must kee|
low profile in order to do their jobs effectively an
evade arrest by local authorities. Most freelancer
train at the feet of older colleagues who take the
on as apprentices for personal training. To be a neo
phyte killer in the company of an experienced -
master poses some dangers; apprentices may find
themselves the objects of collateral fire. Also, many:
freelancers are not above using their apprentices a
patsies, leaving them behind to face the rap. Thos
lucky enough to be treated honestly by master killers,
learn on the job by emulating their instructors, oft
picking up tricks of the trade which would otherw
take them years, or even decades, to learn on their
own. '

ScHoOLS

Any planet which treats assassination as a legiti-
mate profession hosts a range of vocational g
institutes to train the killers of tomorrow. Flaxian -
schools of killing range from high-priced, lavishly
equipped private colleges to cut-rate correspondence.
schools that supposedly teach you to become a ki
in your spare time, via the Flaxian computer comn
nications network. (It is illegal to offer, or take, su
courses in many societies, such as the Federation_
While even the best school can do little with a hop
less candidate, the worst instill bad habits in the -
most talented recruits. Many of the top Flaxian
schools snobbishly discriminate against oﬁ—worlde_rs



_ some quality middle-range schools willingly
cept alien students.

IpeoloGicaL GRoOUPS

"-Groups of like-minded fanatics sometimes train

: rom|5mg individuals to kill in the furtherance of
their agendas. While some groups may operate legit-
lmately in societies that encourage or tolerate violent
ealotry, most exist underground, conducting their
traimng beneath the guise of some more benign
ivity. The quality of training reflects this clandes-
ne existence: Underground cells typically must

1ake do with old and inferior equipment. What they
ick in state-of-the art gear and training, killers ema-
ing from these groups make up for in sheer
etermination and unshakable faith in the righteous-
ess of their cause.

‘Because many fanatics seek out martyrdom, ideo-
logical cells turn out a large number of amateurs
trained only for the completion of a specific mission.
hese plans treat the successful escape of the assas-
sin as an afterthought, if they address it at all.

- Rumors of an extremist sect dedicated to bringing
bout a return to the old caste system, by violent
means if necessary, persist in Bajoran religious circles.
this group exists, it's no doubt busy training assas-
sins at this very moment.

TATE AGENCIES

In societies which use government-sponsored
ssassination as a policy tool, the state trains killers
rough its military and security apparatus. As mili-
tary and intelligence recruits go through basic
aining, recruiters from assassination squads keep an
eye out for promising students. They look for self-
trol, self-reliance, concentration, patience, and a
ck of empathy for others. The good state assassin
xists as a paradoxical creature: able to work on his
wn, but at the same time unquestioningly sub-
rvient to the demands of superiors. Recruiters
variably reject applicants openly professing a desire
r the job, considering them sadists or adolescent
tasists. The ideal candidate derives his satisfaction
not from the act of killing itself, but from the neces-
sary service he performs for the state.

€ METHODOLOGY OF DEATH

: While assassins may differ widely in their motiva-
tions and cultural attitudes, they share the same
asic methods. Standard relationships between free-

lancers and their employers likewise remal
tent throughout the quadrant

ented counterparts.

TarceT ReseARrcH

During the target research phase the assas:
gathers and studies information on th '.targe_

defined his routine is. The assassin ',
target's associates and companions,
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sual haunts scouring them for the best
nts, hiding places, and routes of escape.
es'l'oca!__ security and law enforcement.
ormation on security protocols in

_eggé protocols.
,_a_s:i assembled this information, the

ies hlmseif for the big moment. He typi-
'_is_hes-,a false identity (if he has not already
secures a physical space where he
gear without fear of discovery. He dou-
etails of his research first hand,

\e facts he's relied upon to create his
id. He places the target and his asso-
eillance. If possible, he tests the
ICh he plans to deactivate any security

Jed:-tha;t h'is'plan will wark, the assassin
h arrwal of the ideal moment to spring
_couttng reveals flaws in the plan, the
a’ces them changing either the situa-
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EXECUTION

In the course of a few split seconds, all of the.
killer's months or weeks of planning either justify
themselves or go for naught: The target faces the
killer's chosen mode of assassination and either is
slain or escapes from harm. With exquisite care,
assassin has chosen the mode of death he deem
least likely to fall prey to the whims of fate.

Poisons

Many assassins like poisons because they kill
anonymously; the killer need never even meet hi
victim. Some poisons act by time-delay, so that the
killer can be on a ship heading out of the sector |
the time they take effect. Others act with the sa
immediacy as a phaser blast, killing instantaneous|

The downside of poison is that it is indiscrimiﬁa
the assassin must assure himself that the target, a
not some third party, will be the one exposed to |
poison. When an innocent bystander keels over an
is diagnosed as a poison victim, the assassin knows
that his target will now avoid drinking or touchin,
anything that hasn't been sensor-swept for pois
the assassin goes to the trouble of rigging a food
replication unit so that it adds arsenic to the targe_
favorite beverage, he'd better hope that no one els
orders up that drink before the target does.

The two main types of poison are contact poi-
sons, which kill the victim when they touch his skin
and the more traditional ingested poisons, which
must insinuate themselves into the victim's circulat
ry system through the digestive process before
taking effect. Some assassins favor injected pouson
which they insinuate into the victim's bloodstream
via a bladed weapon or hypospray. '

The 24th century offers the assassin a copioUs'
array of exotic poisons. Biogenic substances are
to handle, but kill quickly, lack antidotes, and 1nst:ll
terror in survivors. They are favored by rdeologlcal
assassins, who seek not only to kill certain victims:
but to frighten anyone else who opposes them.

For the more discriminating kill, DNA-tailored
poisons allow the assassin to flood an area safely.
with gas, or contaminate an entire food or wate
supply, while guaranteeing that only the chosen
tim succumbs. The assassin must secure a sample
the target’s DNA-not always an easy task. Unles
he's a toxicologist himself, he must also locate a
black-market chemist willing to use that sample t
synthesize a substance he knows will be used to kil
Less highly targeted DNA poisons may kill any indi
viduals with a particular blood type, every member




a family, or all members of a single species

yosed to the substance.

Some killers favor multiple-stage poisons. The
ctim dies after separate exposures to two (or
ore) different chemicals, each of which can be
administered safely, on separate occasions, to large
mbers of people. Only the victim exposed to all
of the substances succumbs to the poison.
\iltistage poisons prove useful in extortion opera-
ons; the blackmailer informs the victim that he's
already been exposed to the first part and can be
lled at any time unless he cooperates. Assassins
ometimes use these poisons to extort cooperation
from unwilling accomplices.

Explosives represent another long-distance killing
ethod. An assassin who places a bomb in a place
equented by the victim can set it to detonate and
sappear befare the blast goes off. Problems include
erification and collateral damage.

To be sure that his bomb claims the desired vic-
tim, the killer must remain within visual range and
ger the detonator at the right moment. He can
xtend his visual range with surveillance equipment,
but transmissions from the bug or camera to the
ssassin’s hiding place add the risk of signal intercep-
on to his list of worries.

- 24th-century explosives can be extraordinarily
estructive; an error of a few microns when measur-
ng the active ingredient during bomb construction
can result in a device which might destroy an entire
hip or starbase. Some clients don't care about col-
'iait:gral victims—if they're waging a terror campaign,
they may actively encourage mass murder—but

ost of them want to avoid complicity in a mas-
sacre. The assassin must rule out explosives in
ituations which demand subtlety.

When terror is the aim, certain exotic explosives
rove their usefulness. Shrapnel bombs injure large
umbers of bystanders as they kill the actual target.
cendiary bombs cause severe burns; if a crowd is
ffected, medical and emergency services personnel
ill be overwhelmed by the number of victims. The
endant confusion gives the assassin perfect cover
der which to make his escape.

Radiation bombs, which do little damage to inani-
fate objects but cause all organic lifeforms in the
!ﬁst radius to sicken and die, leave an empty instal-
tion open for looting or occupation when the
diation dissipates. Insurgents and pirates use this
weapon more often than assassins, but especially
uthless killers may on occasion want their acts to
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look like they were committed by terroris
dits. Rogues normally employ such tactic:
the Federation core, where 24th;—centur}f
can quickly treat radiation poisoning.

DIrReCT ATTACK

Some assassins prefer the dll’eCt appr’o
direct attack, whether made with a beal
a blade, or even while unarmed,,_PO_ses_,

|nvestlgators off their own trails.

SABOTAGE

like accidents. They stand to gain fro
deaths and would face immediate sus

voke lethal, finely timed system fanlu _
The saboteur needs to know not only

were indeed accidental.

PsionNICS

Assassins born with psionic attack
such as the Letheans, enjoy a specia
Their weapons are their minds, so th
where fully armed and are ready to ki
moment. Societies unfamiliar with psi
may be completely stumped by menta
Others view psionic capabilities as co
maintain security systems that regulal
distinctive energy signatures associate

In addition to straightforward mental
psionically adept assassins may influenc
tims' minds to drive them to suicidal_‘bé
becomes difficult in victims with pq'\{i}'e- :
preservation instincts; in such cases th
assassin influences the victim into dr
so that it's easier to kill him by conve
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ake psionic powers to disguise a mur-
part of his preparations for an
type, the assassin manufactures
victim’s motives for suicide. He com-
£ by a means the victim would credibly
ysal. He may use a beam weapon or

. -j'pu_sh him from a height. Then he
cene to conform to the suicide sce-

up by making an influential
_suicide.

‘s.sih'é; twisted enough to see their work
1, prefer to use the most exotic possible
ling in order to build up their reputa-
ggrandize their egos. Exotic killing

e the placement of a creature with a
in the victim's living or work envi-
of transporter technology to beam
15 into the vacuum of space, or
ggering variety of alien parasites
atial-anomalies found in the frontier's
'h‘ei’s.

authorities and bystanders can mar even
g. A well planned escape route
end to any successful mission. In
ssassin must make two escapes:
mmediate area; the second, from
r space station on which the mur-
E-'I;f}_l;lst ensure that his chosen route
tructed when he needs to use it,
es he's enlisted to assist his escape
‘that his vehicle stays in top shape
part at a moment's notice.

difficulty of escape plays a big role in
eans of death. In extremely secure

a sh|ps and space stations, where
pically monitor every arrival and
atter of routine, killers prefer to dis-
as accidents or suicides. They can

" :mvesttgators even realize that

r rounding up suspects.

ase or nonexistent security permit
=rn(':a'_’chods. If law enforcement offi-

UNTERS AND ASSASSINS
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cers are unlikely to care about a killing or can be
bribed into indifference, the killer may not need:
leave at all. He can linger to buy a round for the
house in the nearest dive and raise a glass in toas
his victim. He should, however, take care that his.
victim has no heavily armed friends to avenge hi
death.

EMPLOYERS

To hire freelance assassins, employers require
money, motivation, and connections. In societies
that permit freelance assassins to operate openly, .
such as on Flaxos, hiring a killer is no different th
procuring any other kind of legitimate service. T
client looks up assassination bureaus in a busine
directory, calls for standard pay rates and ranges
services offered, and can even comparison-shop
from one company to the next. :

In most regions of the quadrant, where assas
nation remains illegal, clients and contractors
connect by more cavert means. Members of the
criminal underworld use the rumor mill to find bre
kers willing to arrange meetings with assassins, :
exchange for a fee reflective of the legal risks
involved. Assassins typically eschew the lengthy-
legalese favored by mercenaries in their contract
dealings; they like to keep things clear and simple
Contracts are verbal, not written. The assassin co
ducts much of his target research before quoting
firm price for the assignment. The only assurance
offers the client is his word that he will not inform
authorities or the intended victim. The client neet
not offer assurances; he knows the assassin will
track him down and try to kill him if he reneges on
the deal.

Common users of freelance assassination serv
include governments, private individuals, corpor
tions, and criminals.

Governments typically want disguised kllllngs
even when their targets are recognized enemies,
they know that open assassinations usually provo
reprisals from the other side. Careful by nature, .
bureaucrats dislike the idea of being targeted fo
killing.

The motivations of private individuals vary wide
They may seek revenge for real or perceived pas
wrongdoing on the part of the target. They may
wish to remove obstacles to their professional -
progress. Clients may fear for their safety and wa
those who threaten it rubbed out. Grudges and
feuds within families and social groups inspire man
murder contracts. The time-honored motive of mi



ommercial enterprises order murders to elimi-
‘opposition to their palicy goals. Discovery of a

do not extend the same right to private companies.
art businessmen hire only the most discreet assas-
s, those who specialize in faked suicides and
idents and whose professional lack of willingness
_expose their employers is well known..

Criminal organizations routinely m
ants, possible informants, witnesses
Their members also engage iri"in,f._er
against one another, bumping é‘_éc’:h t
order to rise in the hierarchy. Gro
Syndicate take out more contracts
year than all the other types of clien
long as such organizations remain i
assassins of the Alpha Quadrant c
tinued demand for their services
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ractitioners of piracy, robbery, assassina-
: tion, and similar “trades”, like members of._
_every other skilled profession, use special-
ized equipment to make their work
easier. Having the right piece of
gear for the job at hand can

- mean the difference between
success and failure—or, on the
seamy side of society,

between life and death.

Sometimes rogues, like car-

" penters, perform only as

~well as their tools.

Rogues' equipment

~ ranges from ordinary items

~used in creative or illegal

- ways (such as using standard

‘ropes and climbing gear to rob

an office in a tall building) to bla-
tantly illegal equipment designed
"sp'f_acifically for illegal purposes (such
as the Varon-T disruptor or magnetic seal
wbypassers) This chapter of Raiders, Renegades,
- and Rogues describes many different items of equlpmen ;
~which fall into the latter category. :

ILLecar ltems

: Each item's description includes a discussion of its legal-
ity in the major galactopolitical societies, such as the
~ Federation, Klingon Empire, and Cardassian Union. While
some pieces of equipment favored by rogues have legiti-
mate uses, most of the ones detailed here remain illegal in
- ome or all societies.
Having contraband equipment in the series presents many
.=eplsode possibilities for enterprising Narrators. In a rogues’
~_campaign (see Chapter Twelve, page 119), characters will
‘have to obtain such items. That may involve making purchas
~ on the black market, commissioning an underworld armorer to
: ,construct the item from scratch, stealing it from another rogue
{or the military, an espionage agency, or similar group), or
uilding it themselves (assuming they have the requisite SleS
~and equipment). This may require them to steal the money or
equipment needed to get what they're ultimately after, kidnap a
noted scientist who has the skills to build the weapon they need,
~and so forth. Just trying to acquire a single piece of gear to pull a
major job may provide material for two or three episodes!




f course, possessing an illegal item doesn't

n a character gets to keep it. If it's valuable or
maybe other rogues will try to steal it from

If he stole it from someone, that person may

e looking for it—with a few Nausicaan thugs in
to “teach the character a lesson.” If he's caught
authorities, they'll confiscate the item (in fact,
possessing it may constitute a major criminal

surprised in the middle of some criminal caper.
ing the object back could fuel an episode or two

nced piece of equipment, it may have a tenden-
l_-break or malfunction. Not only can this give

o additional episodes (the character has to have
evice repaired somehow), but it can add a spe-

raTE DISRUPTOR

" Pirate disruptor” is a slang term referring to the
bled-together weapons used by many raiders,
'_péci'ally out on the fringes where more technologi-
lly advanced weapons, and the parts to repair
m, may not always be available. Thus, pirate
ws work with whalt's available, jury-rigging parts
m Klingon disruptors, Federation phasers,
ulan disruptors, and other weapons to create
functioning, if ineffi-
cient and
p odd-looking, energy
pistols. Pirate disruptors
tend to be larger than stan-
dard disruptors, but also more
powerful—piracy is not, after all, a pro-
fession that relies on subtlety.

Pirate disruptors can fire in conti
mode, but not pulse-fire or W|de bea
Legallty Much like the “ 21p ;

which they can break down into e_'f.
innocent objects in just a few se:

PiIraTE DISRUPTOR
Settings: 1-4
Range: 5/15/40/80
Size: 22-35 cm long, .8-1.4 | in vol‘
Mass: .7-1.3 kg
Energy: 1,000 charges
Damage: See table

ROMULAN SNiPER DISRUPTOR

Originally developed by the Romulan
this weapon has since been copi
galaxy an

among
assassins.

Unlike most energy
weapons, which are
effective only over a relatively sho
range, this weapon uses special mag
focusing lenses to compact its plasm
maintaining beam coherence over a
range. However, the lenses also prever
being used in pulse-fire or wid i
Continuous fire is still possible,
risk of causing a lens failure and
(if a character rolls a Dramatic Fail
Weapons test when firing an RSD
mode, the weapon explodes, with
effects for such an explosion).

hot

MRATE DisRUPTOR DAMAGE

Setting Damage Charge
Stun (3 + 2dB] 3
Heavy Thermal 14 + 4db =0
Light Oisrupt 25 + bdb 45
Heavy Disrupt 170 + 14d6 150

Notes

Stun a human for 5 minutes, or a Klingo
minute or two ;

Cut a 1 m hole in 12 cm of steel ér ra
onds:; cut a1 m hole in a [juraﬂu_i- ;
H minutes

Vaparize almost anything

Explode BO0O cubic meters of rDl:k ir
rubble ;
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rUmdrs--among the underworld say that
tryih'g-’to develop a way to jacket the
eam in an annular confinement beam
on_even greater range. If so, this
n:_u_ent has not yet appeared on the

ni_ﬁg_-this weapon, a military-grade

]

lgh"' (6 + 3d6 damage; 5 charges);
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Light (9 + 4d6 damage; 10 charges); Medium
+ 6d6 damage; 20 charges); Heavy (27 + 10d6
damage; 40 charges).

SiLeeve DISRUPTOR

So called because many rogues and gamble
hide this pistol up their sleeves as a “backup
weapon,” the sleeve disrup-
tor is a small
pistol—smaller than even a
Type | phaser—whaose
value lies in its concealability.
Capable of only standard firing
mode and containing just a few
charges of energy, the sleeve dis-
ruptor is primarily intended to stun,
rather than kill, the target (thus allow-
ing the user to flee before further violence
becomes necessary).

Legality: Because of their concealability and
potentially lethal capabilities, sleeve disruptors are
illegal in the Federation, the Cardassian Union, a
the Romulan Star Empire. Although legal to carr

ruptor as a coward's weapon.

Sieeve DISRUPTOR

Settings: 1-2

Range: 5/10/20/30

Size: 8 cm long, .15 | in volume

Mass: .1 kg

Energy: 50 charges

Damage: Sleeve disruptors have only two settmgs
Heavy Stun (5 + 2d6 damage, 5 charges) and
Light Disrupt (20 + 3d6 damage; 20 charges).

STUNNER

Although it's possible to set most phaser and dis
ruptor weapons to “stun” a target, it's also possib
to cause injury accidental
with such weapons—by '
missetting the device
shooting someone at too clo
range, for example. Also, they're n
always dependable; some species, |
as Klingons, have a much greater res
ance to such attacks than others.

Rogues seeking a way around these
problems—soft-hearted thieves and gambl_
who, while more than willing to lie, cheat, and steal
have no desire to kill—often use a weapon known. as:




Legality: Stunners are legal in the Federation and
Romulan Star Empire if the owner has a license for
‘weapon. They are legal without a license in the
Klmgon Empire. They are technically illegal in the
ardassian Union, but any Cardassian with enough
esala could own or carry one without any problem.

ange' 5/15/30/80

e: 17 cm long, .42 | in volume

155t .4 kg

ergy: 50 charges

amage: The stunner has only one setting, which
does 8 + 3dé Stun damage and costs 5 charges
of energy. If the shooter wishes to conserve the
pistol’s energy, he can reduce the charge cost by
up to 3 (to a minimum of 2), but each —1 charge
reduces the damage done by that shot by 1.

ARON-T DIiSRUPTOR

- This small, relatively easily concealed disruptor
istol was invented sometime in the late 2350’s by
e infamous Andorian armorer Sholest Varon. Never
e to turn down potential profit, he was more than
illing to put his talents to work for an as-yet
unidentified member of the Orion Syndicate who
sproached him about designing a small, powerful
nergy pistol. He christened his invention the Varon-
disruptor.

Despite its small size and light weight, the Varon-
packs a fearsome punch. Its beam disrupts the
body from the inside out, causing a slow, agonizing-
painful death (“slow" in this sense becomes a
Q_relative term—death occurs mere seconds after the
‘I(_ast, but that's “slow" compared to the instanta-
eous death caused by the blast from a phaser or
2gular disruptor). The weapon has no settings; it's
ended solely to kill, never to stun. Using a Varon-
ends a message to the shooter's other
emies—keep away, or you'll die writhing on the
oor in agony, too.

Fortunately, Varon-T disruptors are extraordinarily
re. Sholest Varon only made five of them before
is:death, and never recorded any plans for the gun.
t these five, four were owned by a Zibalian trader
and collector named Kivas Fajo as of 2366, when he
was arrested for various crimes and turned over to

Federation authorities. The four weapon
fiscated, but several months later an unkr

the black market, though no security f_orc
received word of them. The whereabouts o
weapon have never been determined.

Legality: Ownership of this weapon i
the Federation; anyone found in: possessmh
can receive a substantial prison sentence. Th
Klingons and Cardassians both make possessio
Varon-T disruptor a capital offense; the Rom
policy on them remains unknown.

VaArRON-T DISRUPTOR

Settings: None

Range: 5/15/30/75

Size: 15 cm long, .4 | in volume
Mass: .3 kg :

long as the poisoner requires. ‘

The Icon System describes poison:
characteristics: Type, Onset Time, Eff_
Compatibility. Type classifies poisons b
user introduces them into the victim's
include Ingested (poisons consumed in
drink), Injected (poisons forcibly inti"c{;d
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amage (usually rated as a certain
amage per time period during a set time
6 'damage per minute for ten minutes),
victim out or making him sick.

ak belief, not every poison is dead-
capaatate a victim in some way.
descrlbes which humanoid species

. Some substances are poisonous

n species—for example, cobalt dise-
._/O:l‘;l to Cardassians, but not to other
s are, of course, free to change a
atlblltty if doing so would improve a

' Compat|b|||t|es are only guidelines.
and po:sonous substances are ille-

_$c§curity organizations regularly
‘mation about poisons so that they
-date on the latest ones.

POISONS

esent a challenge for the Narrator.
a'poison has been introduced into
m, there is little he can do to avoid
5 an antidote is available and he

he Onset Time or Effect period. But
0o often makes poisons “instant death”
'ame—weapons which can easily spoil
pt characters to carry around kits full
or every occasion (which completely vio-
haracter conceptions and Star Trek genre
or a rogues' campaign). Keep these
mind when reading the following
._an"adapt or alter them to suit the
es. ‘Furthermore, the Narrator must
es and uses of poisons by char-

the victim’s natural Resistance

amage caused by paisons. External

h'as that offered by armor or a per-
loesn't affect poison damage once
een introduced into the victim's sys-
"y prevent an attacker from getting
be__yj_ctlm in the first place).

t, vital, or healthy characters may be
visons more easily than most people.

) is _péisoned, have him make a

ess test (modified by Vitality). If he
v double his Resistance for purposes
e damage done by the poison.
esistance applies to poison dam-
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age only once, not to every die roll made to dete
mine a poison's Effect. For example, suppose tha
victim with Resistance 3 is affected by anesthezin
gas. The first round he takes 8 + 5d6 damage; tt
Narrator rolls a 23. The victim subtracts his
Resistance of 3 and takes 20 points of damage.
Since he's already applied his total Resistance tc
poisan, in later rounds he takes the full damagé
rolled. On the other hand, suppose he was poiso
with Keltara blue and takes 1 point of damage_f
first round. He applies his Resistance and takes n
damage. That leaves him 2 points of Resistance -
which he has not yet applied to the poison. Afte
poison does another 2 points of damage in succee
ing rounds, he will begin to take the damage in
Some characters are particularly resistant to .
given type of poison. This is reflected by the ad
tage Resistant (see page 78 of the Star Trek: Th
Next Generation Players’ Guide). They have an ¢
er time making their Fitness tests to resist a poiso
effects. If they succeed, their Resistance quadruple
for purposes of decreasing poison damage; even if
they fail, their Resistance is double what it would
ordinarily be. o
Of course, the best way to resist damage from_
poison is to take the antidote (if one exists). Whe n
character takes an antidote, he stops taking dama;
(or suffering other effects) from the poison. Thus, -
taking an antidote during the Onset Time period
prevents the poison from having any effect. :

ANeSTHEZINE/NEURAZINE

Type: Gaseous

Onset Time: Instantaneous

Effect: Victim takes 8 + 5d6 Stun damage the firs
round of exposure, then 3d6 per round of b'ré_
ing the gas until he falls unconscious. Until
removed from the affected area, he cannot wa
up. .

Compatibility: All
Commonly used on Federation starships and in

all or selective parts of the ship with anesthezine
the event of a boarding action by an enemy.

The Dominion and Cardassian equivalent of
thezine is neurazine. The effects of the two pois
are virtually identical. ;

(Note: This description revises and replaces th
one for anesthezine in the Star Trek: The Next
Generation Roleplaying Game Players’ Guide.).




1aN Muultistace Poison

e: See text.

set Time: See text; typically 1d6 minutes.

ct: 3d6 damage per minute for 10 minutes
patibility: Varies, but typically all

lell known throughout the Alpha Quadrant for
skills as assassins, the Flaxians count a plethora
visons among their many sophisticated tools of
h. This, the multistage poison, represents the

ht of the Flaxian poisoner’s art. It comes in two
ree “parts,” no single piece dangerous by itself.
mbining the parts, or administering them to the
lm separately, creates a lethal poison.

“laxian multistage poisons come in a variety of
es. For example, the Flaxian assassin Retaya,
tried to kill Elim Garak on Deep Space 9 in

. posed as a perfume merchant. His “perfume
les case” contained three perfumes which,

=n mixed together, made a deadly gaseous poi-

. This poison would be Type: Gaseous and Onset
me: Instant. A multistage poison designed to work
food (one part in the appetizer, one in the

n course, and one in the wine) would be Type:
ested and Onset Time: 1 Hour. The Flaxians can
en tailor multistage poisons to specific species if
essary, so that all the humans and Cardassians at
e table could eat safely, but the Klingon would

eei over and die after taking his first bite of

Keurara Buue

e: Injected

Onset Time: Instantaneous

fect: 1d6 damage upon injection and 1/2 d6 per
round thereafter for the next 20 rounds
patibility: All

Used primarily by assassins who favor a knife
d/or throwing blade, Keltara blue is an extremely
thal toxin. Its name comes from its distinctive blue
lor, which is easily visible when it's slathered on a
de. No known antidote for Keltara blue poisoning

Not to be confused with the nonl'
gas, neurozine is a lethal gaseous poi
by the Cardassian Central Command
suppression. For example, the a_n"ti_rio
Terok Nor were equipped with neur
Bajoran slave workers got out of con

SOMNGZINE

Type: Injected or Ingested
Onset Time: 1d6 minutes o
Effect: 2d6 Stun damage per round for

then per minute for 10 minutes.
Compatibility: Human, Bajoran, Cent

Romulan; half effect agamst__:at!

This common knockout poison was:
an unscrupulous Ferengi pharmacetiti
when it tried to invent a better an'_aejsf.h
surgical procedures. Sensing profit, the
selling it on the black market when it'p
able for medical uses. It can be fed to
more commoenly is injected with a needle

THALAZINE

Type: Ingested or Gaseous
Onset Time: Instantaneous
Effect: Victim is incapacitated by retc

sea for 5 + 3d6 rounds. )
Compatibility: All

A regurgitant poison developed b
resistance from the seeds of a nativ
thalazine makes those who are expose
ly ill for a short period. While affected

tests attempted during that roun:

Yeraxa

Type: Ingested

Onset Time: 1 round
Effect: 2d6 damage per round for-QO
Compatlblllty All but Vorta

distinctive odor and taste, lt can onl
larly strong food or drink (such as ka
victim will easily detect it.
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'go_h, Human, Cardassian
entists in the Klingon Empire and

a n_uh'fi_b_er of points of damage equal
for a number of days per numerical

ne, until eventually the victim col-
s from the accumulated damage.

he presence of a veridium poison is diffi-
Difficulty Number for Medical

d6 points + poison

18 cm blade)
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Accuracy: 7
Block: +0
Damage: 3 + 2d6
The kut’luch is the
Klingon assassin’s dag-
ger. Its jagged and serrated
blade causes large, ragged
wounds which don't heal well
(increase the Difficulty of any
natural healing rolls the character
makes by 1). Any Klingon found possess-
ing or using one will be branded a coward and lo
significant amounts of Honor.

SURVEILLANCE AND
INFILTRATION TECHNOLOG

Rogues spend a lot of time obtaining data the
not supposed to have (like blackmail information,
the codes for a space station's computers) and get:
ting into places where they're not supposed to be
The following equipment can prove helpful in a'tigh
or dangerous situation. :

PERSONAL MASKING/JAMMING
TECHNOLOGY

These devices help a rogue defeat or trick sens
and sensors. '

CAMOUFLAGE FIiELD

Size: Varies; typically at least .5 cubic meters in
ume
Mass: Varies; typically at least 6 kg
Duration: Three hours + recharge
A camouflage field is a semiportable device u
to hide contraband materials from sensors. It gener.
ates false sensor readings, indicating that the items
protects are ordinary, legal cargo. The field gene
itself is typically disguised to look like an ordinary
crate or container, and uses part of its field to di
guise itself.

Forensic CLEANSER

Size: A rod 30 c¢m long and 5 cm in diameter
Mass: 1.1 kg
Duration: 3 minutes (see text)

A forensic cleanser helps a thief or other crimina
eliminate all traces indicating that he was in a parti
ular area—fingerprints, DNA and other biological



es, unusual energy or biosignatures, and the
t emits concentrated waves of epsilon radiation
h break down such traces into their unidentifi-
component elements, hopelessly muddle energy
atures, and so forth. The effects cover an area
~with a 10 meter radius. (Epsilon radiation is not
dangerous to living tissue for short exposures,
so it's safe for the user to turn it on as long
as he quickly leaves the area.)
A forensic cleanser must operate for
its full three-minute charge to be com-
pletely effective; if stopped before
that time, traces of the criminal may
be recovered in usable form. After
completing its three-minute
cycle, the cleanser fries its
internal circuitry, making it
untraceable as well.

NSOR/TRiICORDER Decoy

e: A cube typically about 15 cm on an edge
s: Typically 2.5-3.75 kg

tion: 2 hours

his object is a cube-shaped

ce mounted on small antigrav

ts allowing it to float and

fly." The device itself con-

ins sophisticated

chnology that emits ener-

s mimicking those of any

of humanoid, thus act-

g as a decoy to lure

suit away. The user can

nfigure the unit to represent

y type of humanoid—species, vari-

es such as height, and the like can all be

inged, depending on what the user wants the

sors to perceive. Of course, the object remains

ous to the naked eye and does nothing to

de the user's own sensor profile. If the character

rating the sensors or tricorder thinks he's being

ked, he may make a Challenging (11)

pboard Systems (Sensors) or Personal

pment (Tricorder) test to determine that the

y is just that.

i:.TRATION TECHNOLOGY

THese items are used to bypass security systems
‘break into secured areas. They are illegal in all
ieties.

84

Macnesite DrRops

Size: Varies depending on 5|ze of bo
the liquid

Mass: Varies

Duration: Special

thing else). Wher
door, lock, or_of_ch_(af

Many rogues use magi
when committing theft

MaAGNeTIC SeaL Byrasser

Size: 10cmx7cm x 3 cm

Mass: .35 kg

Duration: 3 + 1dé rounds (plus re
This device, known in some cu

needs to have a door open for just a
time (say, long enough to steal some
out again). If security sensors focus:
seal, they will detect the use of th

ProximiTy Detector Decoy

Size: 12 cm x 8 cm x 5 cm
Mass: .5 kg
Duration: 30 minutes + recharge
Many alarms and other securit
gered by proximity oy
detectors, which determine
that an unauthorized person
has approached the secured
area or item. A proximity
detector decoy, either worn on
the belt or placed in a particu-
lar location, cancels out the
"proximity signature” of cer-
tain persons so that the alarms.
don't activate. The decoy must be
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ith the biosignatures of anyone whom it
~can mask up to four persons at once,
rsons must remain within 3 meters of

/5 the user to disable or circumvent a
m with a spoken or entered command,
ote control. The device also hides its
rom security scanners; it must be dis-
rht and removed by hand.

es it's not necessary to break into a facili-
to that facility's computer. By controlling
’oi’hputer, you control everything linked
ter and have full access to his data to
chnology is illegal in all societies.

m diameter, 2 mm thick

an opening in the back of the neck (and

n by most humanoids’ hair if necessary)

: where it can be connected to a

computer system by a short

cable. This allows the person

to interface with the com-
puter directly and
manipulate it with his mind
instead of a control console
or similar device. To use a
dataport, a character must

~ know the Computer skill (any

- Specialization, though Data

Alteratlon/Hacklng is by far the most

rfacing d éi_:ly with a computer system, the user
directly to computer security pro-
ams can cause him pain (thus
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forcing him to “jack out” from the system) or p
manent brain damage. Inexperienced users can al
suffer “information overload,” preventing them f
identifying the particular fact or data they desire

IsoLINEAR INTERPHASE

Size: 22 cm x 14 cm x 5 ¢cm
Mass: 1.3 kg

A dataport isn't the only way to break into anc
manipulate computers. Criminals can penetrate co
puters based on isolinear technology (such as thos
used by the Federation and Cardassian Union) wi
a device called an isolinear interphase. Consistin
a small viewscreen, control panel, and data conn
tion, the interphase plugs directly into an isolinears
computer console. Using the interphase’s control . -
panel, the criminal overrides the security protocol:
on the computer and can then do whatever he
wants. Operating an isolinear interphase require
Personal Equipment (Isolinear
Interphase) skill, though charac-
ters with Computer (Data
Alteration/Hacking)
can use one at a
+1 Difficulty
penalty to all
tests.

REMOTE
SENSORS

Rogues sometimes have as much need to gat
information as the security personnel they consta
seek to outwit. Two of the devices they use to do
this are: :

FereNGI EAVESDROPPING Device

Size: 3-4 cm long, 1.5 cm wide, 1-2 mm thick.
Mass: Negligible
Duration: 100 hours + recharge

This tiny, oval-shaped device functions as a sou
receiver and transmitter. When placed in a are
picks up all sounds within 20 meters and relays-
to a reception device within 100 meters. It canno
transmit through a shield or any form of jamming
technology; its signal is too weak.

Ferengi eavesdropping devices are extremely.
expensive. In most advanced societies, including:
the Federation, Bajor, the Romulan Star Empire,
Klingon Empire, and Cardassian Union, they rema
illegal.



PHEROMONIC SENSOR

Size:5cmx3cmx1cm
Mass: .03 kg

Duration: 50 hours + recharge

This device detects the pres-

ence of a particular person or

species, based upon his/its
pheromonic signature.
Pheromonic sensors are most
often used to trigger transmitters or
apons (such as bombs or poison gas containers)
when the intended quarry comes within range.

SVIISCELLANEOUS
ECHNOLOGY

NTER PRrRoOBe

ize: Typically 13-20 cm long, 8-14 cm in diameter
Mass: Typically .8-2.1 kg

uration: 12 hours + recharge

A hunter probe, which can fly at the rate of 20
eters per round, is a long-range surveillance and
ttack device favored by certain

assassins and mercenaries.
t contains several use-
ul components,
ncluding sensors (visu-
l-and other),

ents for explosives. It can be remotely controlled
an operator using subspace signals, or pro-
ammed to perform a certain function or series of
unctions (such as to attach itself to a ship's hull,
etach when the ship reaches a certain destination,
an that destination for a particular victim, fly to
vhere the victim is, and then explode).

Hunter probes are llfegal in all soc:etles A clever
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any one of several different (and complete
industrial devices which serve similar functi
work as hunter probes. '

NeuraL Servo

Size: Control unit is approximately 10 cm x
c¢m; implants are about 1 cm3.
Mass: Control unit, .6 kg; :mplants negil
Duration: Indefinite :
Used by many slavers, tyranmcal p|rate ca"

or worn on the belt) and implants. The tmpi
mstafied beneath a victim's nucha "'km Wh_’

Fitness + Vitality test to act despite th' pam he fe
but all actions are at -2 test result). If the user turr
the servo up high enough, the victim also suf‘fers :
3dé damage per round until he dles' : :

Rematr DETONATOR

Size: 2 mm>3
Mass: Negligible
Remat detonators are tiny devices Whlch ki” by

suffer an agonizing, though merufuliy qu:ck dea
The wctrm takes 8 + 10d6 damage agamst Wthh

armor or the like) applies.
Remat detonators were mventecl b

remat detonator, but if the user know
porter's security protocols, he can pro
detonator to avoid this effect.

RAIDERS, RENEGADE



Imost by definition, pirates require vessels
to operate among the stars. A pirate band
needs at least one ship with which to prey
on marks and capture prizes; other-
~wise, it constitutes little more than a
“gang of frustrated criminals.
_ Similarly, many of the other
_ types of characters described
~in this book, particularly mer-
cenaries and bounty hunters,
~rely on ships to get their
. :jobs done. Many mercenary

‘bands use their ships, often
- known as “corvettes” for
. their speed and sleekness,
not only to fight battles, but
' to travel from job to job.
Bounty hunters need their own
ships, typically small ones, to
~ pursue their quarry across the stars.

"ACQUIRING A SHIP

Unfortunately, obtaining a ship can be difficult. Ships-
cost a lot of money (even in the Federation, economic
_considerations play a part in building and distributing
. them), and those who own them guard them carefully.

- Some of the ways pirates obtain ships include:

PURCHASE

Unless a pirate happens to be wealthy, he normally can’
‘afford to purchase his own vessel. Several disreputable ship-
building companies do exist, their representatives willing to
sell to the underworld—for the right price, of course. Buying:
_a vessel is most common when a pirate crew borrows a Shlp
. and makes enough money to buy the vessel outright.

- Bought pirate ships tend to be the most dangerous kind.
Not only do their owners retain a certain vested interest in.
them they often include custom features, such as special

~ weapons, which make them more capable combatants.

~ Mercenaries often include in their contracts the right to keep
_or purchase (at greatly reduced rates) the equipment given to
them for a mission, and that may include ships. In effect, these__
~are purchases, since the mercenaries trade their services and/or
some of the funds earned for the vessel(s).




Not surprisingly, most pirates obtain their vessels
ply by taking them. Those who use ships to steal
erally have no compunctions about stealing the
in the first place. All prizes kept by pirates for

in their own fleets also fall into this category.
erhaps the most infamous pirate theft on record
curred in early 2374, when a partially completed
1lor-class vessel disappeared from the Monac IV
hipyards. The ship was about three-quarters fin-

ied and included standard systems for its class. The
ieves, a group of pirates led by a renegade
rdassian gul named Nevel, infiltrated the shipyards
; uised as soldiers of the Fifth Order, killed three
ards, and escaped with the vessel after inserting a
% ;5_ into the shipyard’s computers to delay pursuit.
S 1ce then Nevel's band has used the ship to raid up
‘down the former Federation-Cardassian DMZ,
Pfough now that the war is over, the Federation will
ndoubtedly bring his depredations to a swift end.

JANS OR GIFTS

‘Some pirates or mercenary bands receive ships as
oans or gifts. Governments often supply their priva-
ers with appropriate vessels; the same applies to
rcenaries, who often require their employer to
pply ships and weapons as part of the mercenary
ntract. Some of these contracts include detailed
chnical specifications so the privateers or merce-

AG-TAGS

A pirate band sometimes builds its own ship from

known in the vernacular as “rag-tags" (or
“scraps”). As long as these vessels use standard civil-
i ":i_ship parts, such as those found in merchant ships

egal. Most raiders, of course, would rather not limit
hemselves to civilian parts, and often raid military
pots (such as surplus ship depot Zed 15 at Qualor
or parts or buy restricted ship systems on the

ck market—obviously, such scraps are illegal.

HIP TECHNOLOGY

=Pirates, mercenaries, and bounty hunters often
-build their ships with special technology, making them
ore efficient for performing the types of tasks their
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owners undertake. Naturally, most of thes
illegal for civilians to own, and;_just havin
installed in a ship may constitute a crime
of whether it's used to commit an illeg:

OFFENSIVE SYSTEMS :

Close-rRANGE TRACTOR Beam

Power: See below
Used for clamping-style boardmg actro 1
close-range tractor beam (CRTB) functions s
to a standard tractor beam, except that |t
more efficiently at close ranges and Iey eff
longer ranges. At distances up to
Power cost for using the tractor is F v
from 1.1 to 10 kilometers, the Powe
When used at ranges beyond 10 kllomet
Power cost doubles.

Warpr DestaBiLIZER

Power: 15
Accuracy: 5/6/8/11 :
Pirates and bounty hunters usé-_-thls
prevent their intended targets from
from them at warp speed. A successf
ship interferes with the proper func
power transfer conduits connecting the
engines to the warp nacelles, thus pre
target from going to warp speeds (b
viding power to his ship's systems) R
for 1dé x 10 minutes.

SENSORY AND STEALTH SYSTEM

ENERGY SHEATH

Power: None :
An “energy sheath,” more proper
sor dissipation sheath, is a type of ma
can be attached to starship hulls. A shi
ered with an energy sheath has the e
Cloak 6 against long-range sensors. The
no effect on ordinary sight or any Sho
sors (including lateral sensors).
Energy sheathing material is extreme
and classified by all known government:

]

for ships whose engmes aren’t poWe
support a standard cloak {(or whose ¢
obtain a cloak). :

RAIDERS, RENEG



RQ_JE.&T!ON SYSTEM

;+0/‘1 light-year [4 Power/round]
nsors: +0 [5 Power/round]

0 30 ODO/’[ 00,000/300,000

e ship, one with a crew of no more
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MEDIUM PIRATE SHIP

than about a dozen pirates. By increasing
vessel’s warp speed capabilities slightly an
adding a torpedo launcher, you can convert
into a small mercenary corvette. Decrease t
size slightly and it makes a good vessel for
bounty hunter who prefers to operate solo
Security and intelligence agencies typic
refer to smaller pirate vessels like this one.
Rendar-class ships, after a discontinued lin ;
small ships produced by the Rendar Shipyard:
in the Rigel system. Rendar vessels eventua '
became a favorite of pirates, smugglers, an
other such persons, and many remain in op
ation today.

Class and Type: Medium pirate ship (Reaver clas
Commissioning Date: Varies
Hull Characteristics
Size: 4
Resistance: 3
Structural Points: 80
Operations Characteristics
Crew/Passengers/Evac: 25/40/400 [5 Pwr/round:
Computers: 2 [2 Power/round] :
Transporters: 2 personnel, 2 cargo [2 Power/round]
Tractor Beams: 1 av [2 Power/rating/round]
Propulsion and Power Characteristics
Warp System: 6.0/7.0/8.0 (12 hours) [2/warp'
factor]
Impulse System: .5 ¢/.75 ¢ [5/7 Power/round
Power: 125
Sensor Systems
Long-range Sensors: +0/14 light-years [6
Power/round]
Lateral Sensors: +0/1 light-year [4 Power/roun
Navigational Sensors: +0 [5 Power/round]
Sensors Skill: 3
Weapons Systems
Type VI Phasers
Range: 10/30,000/100,000/300,000
Arc: All (720 degrees)
Accuracy: 4/5/7/10
Damage: 12
Power: [12]
Torpedo Launcher
Number: 20
Launchers: 1
Spread: 3
Arc: Forward, but are self-guided
Range: 15/300,000/1,000,000/3,000,000
Accuracy: 4/5/7/10



Damage: 20 Power: 150
Power: [5] Sensor Systems S
_ Weapons Skill: Long-range Sensors: +1/15 light-ye.
efensive Systems Power/round] .
Deflector Shields Lateral Sensors: +1/1 light-ye
. Protection: 40/40 (60) [40 Power/shield/round] Navigational Sensors: +1 [5'P_
Sensors Skill: 4
Fleet data: Known throughout the Alpha Weapons Systems
Quadrant as a Reaver-class ship, this medium- Type VIl Phasers
sized pirate vessel presents a definite threat to Range: 10/30,000/100,000/
all but the largest merchant vessels. A group Arc: All (720 degrees) ;
of Reaver-class ships can take on even large Accuracy: 4/5/7/10
merchant convoys. With the addition of a bet- Damage: 14
ter torpedo launcher, and perhaps stronger Power: [14]
. phasers, Reaver-class vessels make good per- Torpedo Launcher
- sonnel transports for mercenaries. Number: 50
0 Launchers: 1 forward, 1 aft
Spread: 4 _<
F= PIRATE SHIP Arc: Forward or aft, but are
lass and Type: Large pirate ship (Mithras class) Range: 15/300,000/1,000 00
ommissioning Date: Varies Accuracy: 4/5/7/10
Characteristics Damage: 20
Size: 5 Power: [5]
Resistance: 3 Weapons Skill: 4
uctural Points: 100 Defensive Systems
rations Characteristics Deflector Shields B
rew/Passengers/Evac: 50/100/800 [6 Pwr/rnd] Protection: 50/50 (70) [50.Pc
‘omputers: 2 [2 Power/round] Description and Notes =
ransporters: 2 personnel, 3 cargo [2 Power/round] Fleet data: Named after a famou
ractor Beams: 1 av [2 Power/rating/round] from about a hundred years 3,
)pulsion and Power Characteristics class ship represents the la
Warp System: 6.0/7.0/8.0 (12 hours) [2/warp mercenary vessel commonly- e
factor] course, larger pirate ship's ! !
-'Impulse System: .5 ¢/.75 ¢ [5/7 Power/round] consist of custom designs.
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IS W|th its strong shields, arsenal of
s, and fast warp engines, the Mithras
: stand up to all but the largest capital
a reasonable chance of survival
cape.

PIRATE SHIP

réié =ér'istics

engers/Evac: 15/30/250 [5 Power/round]
“[2 Power/round]

'S ﬁ._personnel 1 cargo [1 Power/round] |
: ms._-‘_1 av [2 Power/rating/round]

d Power Characteristics

m: 4.0/4.0/6.0 (24 hours) [2/warp

'té'm;;.S ¢/.75 ¢ [6/7 Power/round]
nsars: +0/14 light-years [6 Pwr/md]

~+0/1 light-year [4 Power/round]
' nsors: +0 [5 Power/round]

s vessel represents a typical “scrap”
from bits and pieces of other ships.

ABRAXAS-CLASS MERCENARY
CORVETTE

Class and Type: Abraxas-class Mercenary Corvett
Commissioning Date: Varies

engineering prowess to keep it running, si
many of its systems weren't designed to w
together: Its warp drive may be Cardassian
Romulan, its weapons stolen from a Starfl
weapons depot somewhere, its shields cobl
together from components taken from ha
dozen scrapped ships.

Although only a little larger than a typice
small pirate vessel, this rag-tag carries heavi
armaments. However, its torpedo launcher
taken from a damaged Starfleet vessel and
doesn’t work quite right. Whenever the cre
fires it, have the engineer make a Moderate
Systems Engineering (Weapons Systems) te:
If he succeeds, the weapon fires normally. 1
fails, the weapon fires, but the torpedo fai
detonate or detonates prematurely, causing
damage to the target. If he suffers a Dram
Failure, the torpedo explodes in the bay bef
launch, causing full damage to the pirate sh




tructural Points: 80

rations Characteristics

rew/Passengers/Evac: 4/50/450 [6 Power/round]
mputers: 4 [4 Power/round]

ransporters: 2 personnel, 2 cargo, 2 emergency
[3 Power/round]

ractor Beams: 1 av [2 Power/rating/round]
ropulsion and Power Characteristics

Varp System: 6.5/8.0/9.0 (6 hours) [2/warp factor]
npulse System: .7 ¢/.9 ¢ [7/9 Power/round]

s:5ensor Systems

onhg-range Sensors: +1/15 light-years [6

Power/round]

ateral Sensors: +1/1 light-year [4 Power/round]

‘N'avigational Sensors: +1 [5 Power/round]

Sensors Skill: 4

eapons Systems

Type VIl Phasers

Range: 10/30,000/100,000/300,000

Arc: All (720 degrees)

Accuracy: 4/5/7/10

Damage: 16

Power: [16]

Torpedo Launchers

Number: 75

Launchers: 1 forward, 1 aft

Spread: 3 '

“Arc: Forward or aft, but are self-guided

- Range: 15/300,000/1,000,000/3,000,000
Accuracy: 4/5/7/10

Damage: 20

- Power: [5]

-Weapons Skill: 4

2nsive Systems

leet data: The Abraxas-class mercenary corvette
represents the pinnacle of such vessels. Only
the best-funded or most well equipped merce-
nary groups use these expensive ships; most
mercenary bands have to settle for corvettes
“which are somewhat slower and less well
armed. Some mercenary groups add more
‘weapons, or replace those the ship normally
-has with even more powerful ones (though
this may strain the ship's power systems if the
- engineers aren't careful). A few mercenaries

92

SPECTER-CLASS SHIP

generally can't compensate f
making it functionally usei "

Class and Type: Specter—class Shup :
Commissioning Date: 2371
Hull Characteristics
Size: 5
Resistance: 3
Structural Points: 100
Operations Characteristics -
Crew/Passengers/Evac: 25/7
Power/round]
Computers: 4 [4 Power/round] -
Transporters: 3 personnel,1 carg
[3 Power/round] :
Tractor Beams: 1 av [2 Powerirat_l
Propulsion and Power Characteristic
Warp System: 6.0/7.0/8.0 (6 hoL
Impulse System: .5 ¢/.75 ¢ [5
Power: 140
Sensor Systems
Long-range Sensors: +1 /15 ilg
Power/round] L
Lateral Sensors: +1/1 light-yea [
Navigational Sensors: +1 [5 Pow
Ship Holoprojection System [10
Sensors Skill: 4
Weapons Systems
Type VIl Phasers
Range: 10/30,000/100, 000/3
Arc: All (720 degrees)
Accuracy: 4/5/7/10
Damage: 14
Power: [14]
Defensive Systems
Deflector Shields
Protection: 40/40 (50) [45 P
Description and Notes
Fleet data: The ultimate Q- shl
vessel was originally des:gn
Intelligence or the Obsidian
fer). Using its ship holopmj
can appear to be just about ar
its size. With this camouflage
to an enemy ship or a juic
before its crew reveals the'shxp
opens fire.
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.bAIMON FoG

DaiMon Fog, they call
him. No one's sure about the
legitimacy of the title; most
in the underworld have

- learned to give him the ben-
_efit of the doubt. He seems,
. at first glance, like your typi-
- cal Ferengi: short, scrawny,
~with that look of simpering
.greed mixed with a hesitancy

_ born of cowardice which so often
haracterizes members of his species.
‘But look more closely. His eyes gleam with
“more than just unalloyed Ferengi greed; it's a
predatory gleam, like that of a piranha-worm right before
it lashes forward to snatch a bite of its prey. No cowardly
Ferengi, Fog is a tough, hard-bitten space pirate wha's
~more than willing to face down thugs and killers twice I"lIS'
~ size. Even Nausicaans give him a wide berth. -
- According to underworld tales, Fog got started in life: in
‘the typical Ferengi fashion, but soon learned that buying,
'_EIIing, and acquiring profit by legitimate channels wasn't |
for him. His aggression scared off customers, leaving him
angrier still. He finally hopped a tramp freighter heading
.toward Cardassia and soon fell in with the worst element
the merchant trade. He eventually spiraled right down :nto
unabashed piracy.

 He served on some other pirate captains’ vessels at flrst
but it didn't take long before he'd gotten a ship of his own by
,kl!hng the last of them and taking over. That was abouta
dozen years ago. Since then, he's terrorized the spacelanes
' :throughout the Alpha Quadrant, in the process assembling an
nfamous group of crewmen known to Lifers and law enforce—
‘ment alike as “the Red Band" for their bloodthirsty ways. When
‘Fog and the Red Band attack a ship, there are rarely many sur-
ivors left to tell the tale.

: Fog's ship, the Starving Gree, is a Mithras-class ship custom
designed by Fog. It usually operates somewhere in the vicinity




of the Vertana
Nebula, a stellar
gas cloud along
the border of UFP,
Ferengi, and
Cardassian space
(part of it falls
within the
Draconis
Outback). Fog has
given lavish gifts
of latinum to
many residents of
the region, creat-
ing a pool of
underground sup-
port that he can
to conceal his whereabouts from the authori-

/hen not leading a raid or maintaining discipline
1ong his crew, DaiMon Fog relaxes by cleaning his
arters (he's a notoriously fussy raider who

ands that his men keep the Starving Gree spic
span), forcing his crew to lose games of tongo
im, or “playing” with his pet, Nooshak (a sort of
ss between a housecat and a wolverine, suppos-
y native to Qo'noS). “Playing” often involves
ning the creature loose on some disobedient
rewman to teach him a “lesson”; more than a few
the Red Band carry scars from playing with

shak. He maintains no set haven, preferring the
comfort of his ship, but allows his men frequent

re leave.

Aost members of the Red Band are extremely

al to Fog, despite the way he sometimes treats

m, because he brings them a lot of latinum and

r prizes. A few hate him bitterly and harbor

t plans to do him in and take control of the Red
| for themselves.

i Empathy —1
- Willpower —1
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Lobus KAFRIN

Skills
Athletics (Lifting) 1 (2) :
Bargain (Weapons) 2 (3)
Command (Pirate Crew) 3 (4 _
Culture (Ferengi) 2 (3)
Energy Weapon (D[sruptor) 3 (
Fast Talk 2 '
Gaming {(Tengo) 1 (2)
History (Ferengi) 1 (2)
Intimidation (Torture} 1 (2)
Language :
Federation Standard 1
Ferengi 2 :
Merchant (Arms Market) ) (3)
Personal Equipment (Comm.
Planetside Survival (Swa‘mp’)"fl
Primitive Weaponry (Knife) 2 (3
Security (Security Systems) 2.(3)
Shipboard Systems (Flight Contn
Tactical (3) =
Streetwise (Locate Contraband) 2
(Orion Syndicate) 3)
Unarmed Combat (Brawling) 2
World Knowledge (Ferenginar)

Advantages/Disadvantages
Excellent Hearing +2 :
Mathematical Ability +3
Telepathic Resistance +4 e
Vessel (the Starving Gree) +7 (I&r

resources)
Greedy —1
Shady Background -5

Courage: 4

Renown: 40 i
Aggression: —3 Discipline
Openness: -6 Skill: 22

Resistance: 4

In a universe of thieves, one n
stands out when security officers talk
one that got away”: Lodus K-élfri
followed his parents, Federation
out the galaxy for most of his chlld
somehow never learned the moral
sons that most Federation citizens

To the disappointment of his pai
apply to Starfleet Academy or embar
larly prestigious career. He simply ¢
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Skills
Athletics (Climbing) 2 (3)
(Leaping) (3)

(Research) (4)
Culture (Human) 2 (3)
Disguise (Human) 3 (4)
Dodge 1
Fast Talk 4
History (Human) 1 (2)
Knowledge (Art History) 3
Language

Federation Standard 3

Search 3

(Earth) (2)
(Risa) (2)

Advantages/Disadvantages
Dataport +1
Wealth +4
Shady Background —4
Thrill-seeker —1
Wanted —4

Courage: 5
Renown: 38

Aggression: =3 Discipline: 9
st ugh, that Lodus Kafrin's talents Openness: —6 Skill: 22
but in self-promotion. The “Lodus Resistance: 2
worid_ Iegend is just that—a !egend

.puters, and deception to make TAGHRON
in.incredibly skilled cat burglar. He

"

ly—"“Like a Romulan,

Es GALLERY 95

Computer (Data Alteration/Hacking) 3 (4)

Merchant (Appraising/Selling Stolen Goods) :
Personal Equipment (Tricorder) 1 (2)
Physical Sciences (Holography) 3 (4)

Security (Security Systems) 2 (3)

Sleight of Hand (Pick Pocket) 1 (2)
Stealth (choose Specialization) 2 (3)
Streetwise (Locate Fences/Black Market) 2 (3).
Systems Engineering (Burglar Equipment) 4 (5)
World Knowledge (Alpha Centauri) 1 (2) ;

hrill. of it, because they represent Those who romanticize all Klingons as “honora
ends up donating much of his warriors” would change that opinion if they eve
sing. Varzous cover identities. had the misfortune of meeting Taghron. Althoug
' average size and strength for a Klingen, he nevé
took to the bat'leth like other Klingon youth;
instead, it was the kut’luch which seemed to fi
hand well. Where other Klingons value an aggress
frontal approach and a willingness to challenge an
thing and anyone to fight, Taghron scorned such
tactics; to him, stealth and treachery came natural
as his father, Vortog, sneered

Initiative:



Eventually
Taghron's dishonor-
able conduct
became too great
for even his family
to tolerate. Vortog
cast him out and
exiled him from the
Klingon Empire for-
ever. To this day
Taghron returns to
Klingon space only
by the stealthiest
means; to be
caught there would
mean his instant
death at the hands
nraged Klingon warriors. But he has no qualms

ggler, seeking only good pay and the chance to
ise his bloodlust. He found both and soon

me a prized employee among certain under-
vorld circles for his ability to “get things done"” and
ve no living witnesses.

Taghron owns a small vessel, the Taa'vehk, which
uses to smuggle small, valuable cargoes (includ-

s passengers). However, he prefers jobs that

lve an element of violence and bloodshed; he
comes frustrated and angry if forced to hold his
mper too long.

cently rumors have begun circulating that
hron is not the real Taghron any longer. Some

C Fﬁle say that the Dominion killed the genuine
h'ron a couple of years ago and replaced him

a shapeshifter. No one has gotten close enough
:h'e feared killer to verify the truth of these per-

Strength +1
Vitality +2

resence 4
- Empathy -2
Willpower +1
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Skills
Assassination (Deadly Bfows)_3 (4
(Stealthy Attacks) (4)
(Traps and Snares) (4)
Athletics (Running) 1 (2)
Concealment (Weapons) 2 (3)
Culture (Klingon) 2 (3) Z
Demolitions (Booby Traps) 2 (3)
Dodge 3
Energy Weapon (Disruptor) 3"-(4
History (Klingon) 1 (2) -
Language
Federation Standard 1
Klingon 2
Merchant (Smuggled Goods}
Personal Equipment (Hunter P
Primitive Weaponry (Kut'luch)
Shipboard Systems (Flight Control)
(Tactical) (4) e
Streetwise (Locate Contraband}' 1
Unarmed Combat (Brawling) 3 (4)-'
(gel'Qa [Klingon Boxing])_'(dl)'--
World Knowledge (Qo'noS) 1 (2)

Advantages/Disadvantages
High Pain Threshold +2
Organ Redundancy (brak Iu!)
Vessel +4 (small ship, exceilen__t_'
Bloodlust -2 :
Exile -2
Shady Background -5 ,_
Wanted (Klingon Empire; Federatio

Courage: 3

Renown: 19
Aggression: 8
Openness: -2

Resistance: 6

Discipline
Skill: 5

GIDEON ° LONGSHA -
TAMERLAINE

Spy. Lover. Traitor. Killer. Inform
24th-century renaissance man, Gide:
embodies them all. T

In his youth, Tamerlaine, a nat_
Centauri, was a loyal Federatmn citize
fact, that he joined Starfleet after he fir
ondary education. While there he
aptitude for intelligence work, an
Starfleet Intelligence. After graduah
Intelligence Operations School wi
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‘more dissatisfied with his life.
onducting a secret, passionate

m f_cr months, Shalara revealed
telligence agent herself and want-
0 work for the Romulan Star

ne was shocked; a passionate argu-
d, with both agents realizing that they

ill p’o‘ssib!e:.:'He decided he could put his
n own behalf.

almost matchless web of informants.
e did it well—he ended up with

and he makes a fortune selling that
anyone who can get in contact with
in:employer wishes to know, con-
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firm, or find, about anyone or anything, Tamerla
can tell you—for a price, of course. 4

As his nickname indicates, “Longshanks"” app
as a tall, lanky man. His blond hair is now turnin
slowly to gray, and his face remains clean-shaver
it has always been. Unless threatened in some w
he remains affable and polite at all times, and h
enormous intelligence becomes apparent after ey
short discussions with him. His passions include
Centauran history and philosophy, and his conve
tion contains so many references and allusions
these subjects that his train of thought can be di
cult to follow. Only when someone threatens,
insults, or cheats him does his more vicious side
show through.

Tamerlaine lives by himself on his planetoid
home, attended only by his loyal Hupyrian butler
Faroadep and a few other servants. Most transa
tions with him take place via encrypted subspa
communication channels; he dislikes hosting vis
tors.

GIDeEON "LONGSHANKS™ TAMERLAINE

Attributes
Fitness 3
Vitality +1
Coordination 3
Dexterity +1
Reaction +1
Intellect 5
Logic +1
Perception +2
Presence 4
Empathy +1
Willpower +2
Psi O

Skills

Artistic Expression {(Cooking) 2 (3)

Athletics (Running) 1 (2)

Behavior Modification (Resistance) 1 (2)

Computer (Data Alteration/Hacking) 3 (4)
(Programming) 4

Concealment (Weapons) 2 (3)

Culture (Centauran) 4 (5)

Disguise (Centauran) 1 (2)

Dodge 2

Energy Weapon (Phaser) 3 (4)

Espionage (Starfleet Intelligence Technique

History (Centauran) 4 (5)
(Federation) 5

Intimidation (Bluster) 1 (2)

Knowledge (Centauran Philosophy) 5



nguage Haven (very large; very luxuriou
" Centauran 4 tions) +8 i
Federation Standard 3 Sexy +2

rsonal Equipment (Tricorder) 1 (2) Arrogant —1

arch 3 Shady Background —4
security (Security Systems) 2 (3) Wanted (Federation) -3 -

treetwise (Locate Contraband) 4 (5) Courage: 4
narmed Combat (Starfleet Martial Arts) 2 (3) Renown: 39 e
hicle Operations (Shuttlecraft) 1 (2) Aggression: 5 Discipline
/orld Knowledge (Alpha Centauri) 3 (4) Openness: —4 skill: 15
' Resistance: 4
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| nvolvement in the life carries its own conse
0 Iquences. Sooner or later—probably

i sooner—the authorities will come looking
. for you if you're a pirate, thief, killer,
“or other type of rogue. If you want
“to avoid the “heat” you need a
hideout—a place where you

_ can lie low, maybe even con-

duct a little business, without
Starfleet Intelligence,

Bajoran Security, or the

IKDF breathing down your

“neck. In the parlance,

places like this are typically

~ known as havens.

A GoobD
HAavenge

Any useful haven possesses several
characteristics. Pirates and rogues look for
“these things when evaluating whether a particular port
“or region of space would make a good place to hide out.
First and foremost, a haven must be secret. If every-
one and his brother knows where it is or can find it easily,
it becomes effectively useless to most underworld types.
‘Obviously some people have to know about it—like the
trusted fences, front men, and crime bosses who tell the
- character about the place (and let him use it, if they own
(it). But if its location or existence are widely known, no
smart rogue will go near it.

~ Second, good havens restrict access. Sometimes this
j'means the outpost is physically difficult to reach, but it can
also mean an extensive series of evaluations and checks by
other underworld types before they'll tell you where it is or let
you in. In some instances, a place truly difficult to get to doe
n't have to remain entirely secret. For example, the Badlands -
makes a perfect haven for many rogues, ranging from the
"N_'\'aquis to smuggler-merchants like Razka Karn. Everyone _
“knows not only the location of the Badlands, but that rogues
hide out there—the region is so large, and the natural environ-
ment makes it so difficult to find anything inside the area, that
5h1d1ng out there becomes feasible (assuming you can manage to
survive the environment yourself).




A g
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Third, a good haven needs to be defensible
wd/or easy to escape from. No matter how well
iden a haven might be, there’s always the chance
t the authorities—or some enemy the character
~made among his underworld cronies—will come
ashing through the door in an effort to apprehend
e character. When that happens, any rogue hiding
there must fight for his freedom or run. The
aven needs to help him do one or both of these
ings. Most good havens, for example, possess at
: st three entrances/exits; many rogues refuse to
y in a place that doesn’t offer them at least that
iany options for flight.
Fourth, the haven needs to provide the basic
enities of life. Hiding out isn't usually the same as
king a luxury vacation, but it shouldn't require
privation, either. Either the place itself must con-
; replicators, computers, communications
iipment, and the like, or someone else must pro-
e food and the other necessities of survival. Only
he most extreme situations will most rogues tol-
te sitting in a spartan environment for days on

>es oF HAvVeNns

Broadly speaking, several types of haven exist on

tholes: Small, temporary havens, boltholes gener-
ally appear in law-abiding cities and regions.
Usually they're located in rundown buildings on
the bad side of town, the cellars or attics of
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inhabited buildings (often buildings
occupied by members of the unde
masquerade as legitimate cmzens} 0
places. The cellar in which K|ra_.N,e
and Damar hid during the Cardas
against the Dominion serves aé
bolthole.

Strange Locations: In some societies,
Federation, just going someplace
known—another city, for examp
ing a disturbance constitutes a'-g".o
rogue to find a haven. He simply bl
the other citizens and keeps a weatl
for the security men. In more tightl
societies, such as the Cardaﬁéi'a
Romulan Star Empire, the auth
zens' movements much more
method of hiding out unfeasible

Frontier Locations: Out on the frontie
space, where it's not always d‘é
diction and life remains lawless,
out in settlements and on spaQé_-sta'
attracting too much attention. As
arrival doesn't make trouble, the
tants may not care where he come!
he's done in his life. On the other h
tively low population in. such settmgs
newcomer stand out too much-
these sorts of havens as tempora
places to let things “cool off" for
they move on to another pla_cé or
for good. Deep Space 9 itself i
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T any-people passing through the sta-
ven'week it's easy for a rogue on

_V't__—':.‘o'ne who might know him (like
kY, or cause any sort of disturbance,
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LOCATING A HAVEN

When a character's desperate to escape what
trouble he's just gotten himself into, finding just
right haven can be an adventure in itself. Here a
few suggestions.

CreaTe Your OwnN

The easiest way for a character to find a have
simply to create one (either by purchasing the Have
advantage or through roleplaying). But that begs
question of where he'll create it. Good locations f
havens don't just pop up on every street corner,
even in the most lawless societies—and in heavil
enforced regimes (like Cardassia) or well settled
crime-free planets (such as Earth), it can be dow
right impossible to find a place to hide out.

Streetwise becomes the most important skill fo
finding a place to establish a haven. A successful
Streetwise test tells a rogue what criminal elements
control which parts of a given city or region, what
territory they claim, and how he can either find
unclaimed territory for himself or remain hidde
within someone else’s territory. With additional rol
he can make contact with people who'll keep him
supplied with food and equipment without arousir
suspicion.

Three other skills—Knowledge, Culture, and
World Knowledge—can also help characters find -
places to set up havens. The Knowledge skill appli
when bought to reflect a character's knowledge o
particular city or neighborhood, such as Knowledge
Gorana Tevar for the Cardassian capital. A Routine
(4) test against that sort of Knowledge skill allows
the character to find a place suited to his hideout -
needs (within reason, of course; few cities possess
large supplies of abandoned luxury resort suites)
World Knowledge works similarly, but since it focu
es more on knowledge of a particular planet as A
whole, it usually doesn’t provide nearly as precis'e"
information as an appropriate Knowledge skill.
World Knowledge will, however, help a rogue det
mine which parts of the planet are the least travel
or populated (in case he really wants to get awa
from it all for a while). Culture may provide a cha
acter with information that will help him set up h
haven. For example, if members of a particular ¢
ture tend to have a phobia about underground
places, a hideout established in a deep basement
abandoned sewer tunnel, or similar place has a
greater chance of remaining undiscovered.




nD One

In many cases it's easier for a rogue to find an
sting haven instead of trying to create one on his
“own (especially if someone’s hot on his trail). Finding
a haven typically involves the Streetwise skill.
Characters can either use underworld contacts to
find a haven or find one on their own.

: ~ For most rogues, underworld channels provide
the quickest and safest route to a good haven.
Fences and other members of the criminal element
already have havens set up, and characters can use
em (for a price, of course). The base Difficulty for
rogue trying to find a haven through underworld
ontacts is Routine (5); the Narrator should adjust
his Difficulty depending on the power of the local
nderworld, the diligence of police or security

yrces, the nature of the locale or environment
avens are usually easier to find in large cities, for
xample), and so forth. Success on the Streetwise
test means that one of his contacts has a haven he
can use. The drawback to this is, of course, that at
least one person knows where the character is hid-
g out.

- If a character prefers to find an acceptable haven
on his own, so that no one else knows where he
ides, he must make a Routine (5) Streetwise test
1pplying the same modifiers as those described
above). Success indicates that he's found a seedy

tel room, abandoned building, cheap flophouse
apartment, or similar location where he can lay low
for a while. (Of course, a rogue with enough latinum
ight be able to go the opposite route and hide out
in‘a luxury apartment somewhere.) Whether he
attracts the attention of any local residents (some of
whom might be far more roguish than he), and what
happens if he does, is up to the Narrator.

CURING A HAVEN

. Some rogues will want to take steps to ensure

at their havens remain secure. This can range from
hysical security measures at the haven itself (multi-
e escape routes, elaborate alarm systems) to
tering computer records regarding the haven’s
lacation, to “eliminating” anyone with knowledge of
the haven's whereabouts.

- The nature of the location determines what secu-
rity measures are reasonable and appropriate. A
rogue hiding out at a camp on a planetoid in the
Badlands will probably have to content himself with
setting up some sensors and keeping his disruptor
handy. On the other hand, one at a bolthole in the
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Bajoran capital can rig up elaborate physit
up to and including lethal security measur

SAMPLE HAveENs

The following sections illustrate a few '_L'ar‘-h
havens that Narrators can use in their episodes
necessary, change the locations and other sp.
to make them fit your series. :

KARRON'S ROOMS TO LET

[n the Cardassian Union, citizens often fi
necessary to travel to the capital of Gorana
Many of them are too poor to afford iawsh f
modations during their stay and must turn to
and similar facilities in the more run-down pa_’
town. One such place is Karron's Rooms to Let,.
which rents one- and two-bedroom "su:tes" f

Eldrom Karron, the propnetor of this ﬂne esta
lishment, is a greedy, unprincipled Cardasglan wh
cares nothing for the glory of Cardqssu_';‘ i

about his place, he's happy to rent to them Aiong
the way he plcks up a little blackmaul mformatlon

asked.
None of the swtes in Rooms to Le_-
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tu_ke_';'fortunately for him, the authori-
vare of his “side business”—yet.

aiceiN’ine Roleplaying Game core rule-
) -'Gor'kon's Retreat rests in the shell of

e pirate’s paradise.
commit, the more

the Betreka Nebula incident, the station was appa
ently deserted by the Klingons following the

its maintenance.
Realizing that he'd been hit by an incredible:
stroke of luck, Gorales claimed the station as hig

Gorkon's Retreat vibrant once again, and even i

some senses powerful due to newly installed
weapons systems. Among those who live the fife
became known as a superb hideout, provided o
could afford Gorales’ fees. Eventually, less-than-
est merchants, including many Ferengi, started
docking there as a stopover while traveling througk
the Qutback, to trade with the station's residents
to help the residents smuggle contraband back to
settled worlds. The colonists in the area soon car"ﬁ_e‘
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ar raids from the Retreat pirates, but lacking
giance to any established government they had

' yne to call on for assistance.

oday, Gorkon's Retreat remains a classic “true
en” and place where honest men dare not set

ot. Gorales rules it with an iron hand, killing anyone
questions his commands or cannot pay his bills.
the depredations of his “subjects” have become
S _Qgreat that, jurisdiction or no, the Federation,

ingon Empire, or Cardassian Union will undoubtedly
ispose of him and his “kingdom" once and for all—
soon as they find out exactly where it is.

ORKON'S RETREAT

pe: Miscellaneous (pirate haven)
cation: Altanis Idrilon system, Draconis Outback
mmissioning Date: 2291 (est.)
1l Characteristics
Size/Structure: 5/A thick cylindrical central col-
umn to which are attached at the top and
bottom a series of trapezohedral units; project-
ing out between these units are curved
docking arms ("“buttresses").
Resistance: 5
Structural Points: 375
Docking: Docking facilities are available for up to
- adozen K'Vort-class cruisers or smaller ships.
ersonnel Characteristics
Crew/Inhabitants/Capacity: 212/113/15,000 [8
Power/round]
Entertainment: 4 [12 Power/round]
Systems Characteristics
Computers: 2 [2 Power/round]
ransporters: 4 personnel, 6 cargo, 4 emergency
- [7 Power/round]
~Tractor Beams: 6 spaced evenly around base's
midsection [2 Power/rating/round]
Power: 300
ensor Systems
Long-range Sensors: +0/14 light-years [6
 Power/round]
Lateral Sensors: +0/1 light-year [4 Power/round]
Sensors Skill: 3
Internal Security: 3 (this reflects how difficult it is
- to get away with activities not sanctioned by
Gorales, not the existence of an organized
security force)
2apons Systems
Type VI Phasers
Range: 10/30,000/100,000/300,000
Arc: 180 degrees each (see text)
Accuracy: 4/5/7/10
- Damage: 12
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Power: [12]
Weapons Skill: 3
Defensive Systems
Phased Deflector Array
Protection: 60/60/60/60 (75)
Power: [60]
Ships: None

engineers keep the place runnlng at aI i |
unlikely that the station would W|thstand

and the arcs overlap somewhat. VBecaL_J_é_é
it becomes possible to approach the stati

BARDecKk GORALES

Attributes

Fitness 3
Strength +1
Vitality +1

Coordination 4

Intellect 3
Perception +1

Presence 3
Willpower +1

Psi O

skills
Athletics (Running) 1 (2)
Charm (Seduction) 1 (2)
Command (Pirates) 3 (4)
Computer (Data Alteration/Hack
Culture (Orion) 2 (3) :
Dodge 2
Energy Weapon (Phaser) 3 (4)
History (Orion Syndicate) 2 (3)
Language
Federation Standard 1
Klingon 1
Rigelian 2
Personal Equipment (EVA Suit) 1 (2)
Planetside Survival (Forests) 1 (2)
Shipboard Systems (Flight Control
(Tactical) 4 :
Streetwise (Klingon Underworld) :
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Discipline: 3 Initiative: 3

Skill: 3

leyeé'fajnd assassins from all over the
began arriving on his “doorstep.”
fees and went about their business,
arry about either Federation or '
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Cardassian Central Command interference in the|r
deals and schemes.

Eventually the demand for Gurek's services out
grew the size of his ship. He had to attach more h
sections, making his ship even mare ungainly-lool
(not to mention harder for his engineers to work
with). The Scrapyard, as it was soon christened, n
includes parts from Ferengi, Bajoran, Federation,.'_am
Klingon vessels and includes facilities ranging from-
trading rooms to holosuites to just about anything
else Gurek's “guests” might desire. Its location a
given time, and the safest approach and departure |
vectors from it, remain carefully guarded secrets.

Although quite large and well suited for its inten
ed role, the Scrapyard is neither very fast or
maneuverable, nor very well armed. Gurek normall
keeps it inside areas such as the Badlands or variaus.

after him.

Gurek himself is big (for a Ferengi) and outspo
ken; he doesn't hesitate to voice his opinion direc
and can back it up with a well aimed phaser blast
necessary. He runs the Scrapyard tightly but fairly,
and makes his fortune by taking a “cut” of every
deal negotiated on it. “Security” personnel hired b



k—big, nasty Nausicaans, mainly—help ensure
-tempers aboard ship don't get out of hand.

SCRAPYARD

and Type: N/A
missioning Date: 2363
Characteristics

than normal for its size due to its unusual con-

struction)

crations Characteristics

_rew/Passengers/Evac: 412/3,500/9,350 [8

- Power/round]

omputers: 4 [4 Power/round]

ansporters: 8 personnel, 12 cargo, 6 emergency
“[13 Power/round]

actor Beams: 1 fv, 1 fd, 1 ad [2

_ Power/rating/round]

ropulsion and Power Characteristics

; Warp System: 2.0/3.0/4.0 (3 hours) [2/warp fac-
tor]

pulse System: .33 ¢/.5 c [3/5 Power/round]

Long-range Sensors: +0/16 light-years [6
Power/round]
Lateral Sensors: +0/1 light-year [4 Power/round]
Navigational Sensors: +0 [5 Power/round]
Sensors Skill: 3
Internal Security: 2
apons Systems
Spiral-Wave Disruptor
Range: 10/30,000/100,000/300,000
Arc: Forward (540 degrees)
“Accuracy: 4/5/7/10
Damage: 12
- Power: [12]
~Weapons 5kill: 3

Protection: 40/40 (60) [40
- Power/shield/round]

ips: None
s/Description: Gurek's creation represents the
ultimate “rag-tag" vessel. Patrons like to joke
'h:at only a Ferengi could coax such a hulking

Gurek maintains a firm hold on the Scrapyard—
business is normally thriving. The Scrapyard
“makes its home in a region just beyond the core-

dge-podge of systems and mismatched compo-
nents through space. For all of the jibes, however,

ward rim of the Ferengi Alliance,
sectors known as the Hinterl; nd
from every frontier look forwarc
quent stops at the “Yard,"” k o
moments are few and far bet'

GUREK

Attributes
Fitness 2
Vitality +1
Coordination 3
Intellect 3
Logic +1
Presence 3
Empathy —1
Willpower -1
Psi O

Skills
Bargain (Marketplace Haggling) -'
Computer (Programming) 1 (2)
Culture (Ferengi) 2 (3) i

Fast Talk 2
History (Ferengi) 1 (2)
Language
Cardassian 1
Federation Standard 1
Ferengi 2
Merchant (Gemstones Market')ﬂ.
Personal Equipment (PADD) 1-(2)-
Planetside Survival (Swamp) 1 (2)
Propulsion Engineering (Impuls
Shipboard Systems (Flight Col
Systems Engineering (Comput
Vehicle Operations (Work Bee
World Knowledge (Ferengina

Advantages/Disadvantages
Excellent Hearing +2 5
Haven (small moon somewhefe
Mathematical Ability +3
Telepathic Resistance +4
Vessel (very large, exce!len’c re o)

Greedy -1

Courage: 3

Renown: 15
Aggression: 3 Discipline:
Openness: -3 skill: 3

Resistance: 3
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=This chapter provides Templates, Overlays,
Tand Background Histories for rogue charac-
ters. If you want to create a Nausicaan

~assassin, Lurian pirate, or human mer-

~ cenary, this chapter shows you how
to doit.

~_ Like the characters in the
- Star Trek: Deep Space Nine

~Roleplaying Game core rule-

- book, this chapter describes
civilian characters. This
means they're built on

- fewer points than charac-
ters trained by Starfleet (or
some similar military or qua-
similitary organization, like
_the Romulan Star Navy). The

.- Overlays presented in the fol-

- lowing sections use fewer points
‘than Starfleet Overlays. If your
~campaign features a mixture of

~ Starfleet-trained and non-Starfleet-

- trained characters—for example, a Crew
- including a Starfleet defector like Lt. Tom Riker—this

means that some characters will generally be more
skilled than others. If you prefer to maintain player char-
acter balance in your Star Trek: Deep Space Nine

~ Roleplaying Game series, give civilian characters anather

- 18 Development Points to spend on their Overlay skills (to
_increase the skills' levels or buy more Specializations). At

the Narrator's option, players can also spend the extra
points on skills related to, but not belonging to, a charac-
“ter's Overlay.

- TemPLATES

 FLAXIAN
' For information about Flaxians and their homeworld, refer to

: the Star Trek: Deep Space Nine Roleplaying Game core rule-
~book, page 259.




LURIAN

Attributes
Fitness 3 [5]
Vitality +1
Coordination 2 [5]
Intellect 2 [5]
Presence 2 [5]
Psi O [5]

“ Flaxian 2
ience, Any (choose Specialization) 1 (2)

alth (choose Specialization) 1 (2)
forld Knowledge (Flaxos) 1 (2)

oleplaying Game core rulebook, page 261.

Primitive Weaponry (choose Specialization) 1 (2)

For more information on the Lurians and their
ture, refer to the Star Trek: Deep Space Nine

Skills :
Athletics (choose Specializa_‘cibn)
Bargaining (choose Speciaiizgﬂon)‘ :
Culture (Lurian) 2 (3) : :
History (Lurian) 1 (2)
Language

Lurian 2 o
Planetside Survival (Swamp) 1 (
World Knowledge (Luria) 1 (2) -

Typical Advantages/ Disadvantages
Organ Redundancy +2 s
Resistance +4 i
Obligation -2 (various family obligati

NAUSICAAN

core rulebook, pages 274-75, anﬁd"__Pla
UFP. Vol. 1, pages 95-100.

NAUSICAAN

Attributes
Fitness 3 [6]
Strength +2
Vitality +1
Coordination 2 [6]
Reaction +1
Intellect 1 [5]
Presence 1 [5]
Psi 0 [5]
Skills
Culture (Nausicaan) 2 3)
Gaming (choose Specialization
History (Nausicaan) 1 (2)
Language e
Nausicaan 2
Primitive Weaponry (choose{Sp_
Unarmed Combat (Brawling_é} native
style) 2 (3) 0
World Knowledge (Nausiéaaf'_l;ll)

108 RAIDERS, R_E‘NEG‘



ent (choose Specialization) 1 (2)
choose Specialization) 1 (2)

_ -u.i}-")_ment (choose Specialization) 1 (2)
sid S_ur\.r_ival (choose Specialization) 1 (2)

Locate Gambling) 1 (2)
erations (choose Specialization) 1 (2)

ACTER CREATION 109

Fast Talk 2
Language
Federation Standard 1
Personal Equipment (choose Specialization) 1
Search 1 '
Security (Security Systems) 2 (3)
Sleight of Hand (Pick Pocket) 1 (2) _
Streetwise (Locate Fences/Black Market) 1 (

to rogues from all over the Alpha and Beta
Quadrants. Use the “Universal Background List

from the Star Trek: Deep Space Nine Roleplay
Game core rulebook with these stages. :
Of course, the Background History packages p
sented here don't represent the only ways to ent
life. A character could have a perfectly ordinary ¢
hood (Normal Upbringing from the core rulebook,
take one example) and then drift into crime when h
gets older. As long as the Development Points rema



ame and your Narrator approves, you can mix

just the sort of character you want.

If you prefer not to choose a package for a par-

ar stage of your character’s Background History,
to pages 52-59 of the Star Trek: Deep Space

e attributes, edges, and traits available during
stage.

‘Rogues obviously can learn skills that the
d_=é_ration frowns upon. Ignore the icons indicating

eplaying Game core rulebook when building

: character receives 5 Development Paints to
pend during Early Life.

gin's Child: Your parents, or whoever raised you,
“put you to work on the streets picking pockets
~and committing petty thefts.

-~ Sleight of Hand (Pick Pocket) 1 (2), +1
Dexterity Edge, increase any Template
~Specialization by 1 (or add one Specialization)
mily of Assassins: You were raised in a society,
~such as among Flaxians, where groups of assas-
sins exist, and your family was (or was part of)
“one such group. Since that in itself made you a
target for other assassins, you also learned to
watch your back.

- Assassination (choose Specialization) 1 (2),
“Alertness +2

sang Upbringing: You grew up as part of a gang
(for example, a press-gang on Turkana V). You
- learned how to fight with your fists, knives, and

aised this way has made you cold and tough,
“making it difficult for you to sympathize with

. Primitive Weaponry (Knife) 1 (2), Unarmed
Combat (Brawling) 1 (2), -1 Empathy Edge
venile Delinquent: Despite enjoying a relatively
normal childhood, as you aged you fell in with
]fle wrong crowd and began committing petty
crimes.

Streetwise (choose Specialization) 1 (2), +1
'erception Edge, increase any Template
pecialization by 1 (or add one Specialization)
rcenary Parents: Your parents (or whoever raised

~from one combat zone to another with them.

match packages from various sourcebooks to cre-

Roleplaying Game core rulebook for broad lists

ppropriate skills in the Star Trek: Deep Space Nine

~anything else you could get your hands on. Being

- others or see beyond your own wants and needs.

-you) were professional warriors, and you traveled

Any one Military Skill (see the S
Space Nine Roleplaying Game. cdfe
page 53) 1 (2), Bargaining (M'erce
Negotiation) 1 (2), Sworn En'émy
cenary you somehow offended

Netboy/Netgirl: You spent a large ps
unfortunate adolescence workin
prostitute under the tender merc
Syndicate or some similar organz

Computer (Data Alteration/H
to Logic Edge, Dataport +1

Pirate's Child: Your parents (or whoe:
you) were pirates, privateers, orr
grew up on their ship. You !ea
some of the ship’s systemsanﬂd
inherited a generous port'io'n_f_"o'f-
greed. 5

Energy Weapon (choose Speciali
Shipboard Systems (choose Specsa
Greedy —1

Street Urchin: You're not entlrely sur
parents were. As early as you ca__n-r
were living on the street, scroun
food and, when necessary, figh
vive. Unfortunately, lack of healt
life has left you a little scrawny.

Fast Talk 1, Streetwise (ch
1(2), -1 Vitality Edge

Thief's Life: Your parents (or whbéve'
were skilled thieves who used yo
commit burglaries.

Security (Security Systems) 1 (2
Edge, +1 Perception Edge =

Wrong Side of the Spaceport: You:
wrong side of town. Lacking an
talents that would earn you a
life, it was almost inevitable tha
life of crime.

Streetwise (choose Specializati
Unarmed Combat (choose Spec
Vengeful — o

ADVANCED TRA:NENG;'

The character receives 9 Developme
spend on Advanced Trammg
Assassin Mentorship: You were traine
arts of assassination by a mentor :
and reputation. -
Assassination (choose two Sp

(2) and (2), Physical Sciences (Ch
Quick-draw +2
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 Crime: You drifted into the shadowy
o'f_computer crime and spent years learning
and outs both on your own and with the
: '_nous mentors (some of whom you've

Garni__g (chOOSe Specialization) 1 (2), Sleight
of Hand" (Card Tricks) 1 (2), Knowledge
(Professmnal Sports) 1 (2)

'vernment Assassin: A government or govern-
ment agency trained you in the finer points of
ktllmg mayhe_m and destruction.

‘Assassination (choose two Specializations) 1
'th_le_.tlcs (choose Specialization) 1

y Washout: You were recruited by
nt to become a spy. Unfortunately,

ust wasn't for you, and you washed
Nowybu re trying to find some way to put
our hard-earned spy skills to good use on the
bpen-market

omputer (choose Specialization) 1 (2),

ionage (choose Specialization) 1 (2), Security

: pecsailzatlon)‘l 2)

ment Training: You studied to be a

offi _er‘dr security agent of some kind. (This
ning is popular among future bounty
nters; it may even be required if the character

_HAPTER ELEVEN: CHARACTER CREATION

wants a license to hunt bounties within a given
jurisdiction, and usually leads to the “Law
Enforcement Officer” career). _

Energy Weapon (choose Specialization) 1 (
Security (Law Enforcement) 1 (2), Streetwise
(choose Specialization) 1 (2)

Military Academy: You were shipped off to school t
learn how to be a soldier, and learn you did. But
you have no intention of using your skills to géfc
into some government’s army or navy ....

Any one Military Skill (see the Star Trek:
Deep Space Nine Roleplaying Game core rule
book, page 53) 1 (2), Command (Combat
Leadership) 1 (2), Law (Military Regu[ation's)"
(2) )

Pirate Crew: You served on board a pirate vessel,:
performing odd jobs and learning the skills nec
sary for a pirate’s life.

Energy Weapon (choose Specialization) 1 (2
Shipboard Systerns OR Systems Engineering
{choose Specialization) 1 (2), Unarmed Combat
(Brawling) 1 (2) ;

Prison Education: Your youthful criminal life lande
you in prison. There you befriended other con
victs and learned how to survive in that sort pf
harsh environment by keeping out of sight—or,
when necessary, by viciously attacking anyone
who challenged you.

Concealment OR Stealth (choose
Specialization) 1 (2), Streetwise (choose
Specialization relating to specific underworld -
group) 1 (2), Unarmed Combat (Brawling) 1 6

Starfleet Academy Washout: You made it into the
Academy, but you weren't good enough to st
there. The workload was too much, the comp'e‘
tion too fierce, you weren't emotionally equippet
to handle it all—whatever. But you've decided -
not to let the skills you did learn there go to .
waste..

Law (Starﬁeet Regulations) 1 (2), Sh|pboard
Systems (choose Specialization) 1 (2), Space
Sciences (choose Specialization) 1 (2); OPTION:
AL: Energy Weapon (Phaser) 1 (2) and Intolera
(“Those know-it-alls in Starfleet”) -3

Thief Mentorship: You were trained to steal by a
mentor of extensive skill and reputation.

Fast Talk 2 OR Security (Security Systems)
(2), Merchant (Appraising/Selling Stolen Goods
(2), Stealth (choose Specialization) 1 (2)

Yoshitoni Institute: You used your underworld con
nections to gain admittance to the infamous
“Yoshitoni Institute,” an academy for mercenarie:



ocated in the Kellinan Reach and run by the
rion Syndicate (see page 54).

Any two Military Skills (see the Star Trek:

ep Space Nine Roleplaying Game core rule-
ook page 53) 1 (2) and (2), Streetwise (Orion

e Big Con: It took a long time to set up and plan,
and there were some tense moments there where
ou were certain the mark had tumbled to what
ou were doing. In the end, what may be the
iggest, most profitable con game you'll ever be
volved with went off perfectly. With your victim
one the wiser (or at least unable to do anything
bout it), you've stolen enough money to keep
ourself set for life.

Artistic Expression (Acting) OR Persuasion
(Storytelling) 1 (2), Fast Talk 1, Guileful +1,
Wealth +3

Big Heist: A long time (perhaps years) went into
lanning this theft. You devoted a lot of effort to
studying the target’s computer systems and secu-
_rity. When the time came, it went without a
hitch—almost. Unknown to you, one of the peo-
ple on your team planned a double-cross. It
“didn't work (barely), but it led to the death of

ne of your closest friends, and you've sworn to
unt the traitor down and make him pay for the
‘betrayal. Fortunately for you, the job paid off in
pades; you're rich now.

. Computer (Data Alteration/Hacking) 1 (2),
Secunty (Security Systems) 2 (3), Wealth +3,
worn Enemy —1, Thrill-seeker —1

h War: You spent a few months, or a year or
wo, fighting dirtside in a war on some backwater

Heavy Weapons (choose two Specializations) 1
2) and (2), Planetary Tactics (choose
pecialization) 1 (2), Planetside Survival (choose
pecialization) 1 (2)

‘Artistic Expression (choose Specialization in a
‘fargeable art form, such as painting) 1 (2), Fast
Talk 1, Forgery (choose Specialization) 1 (2),
‘Guileful +1
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Fugitive Tracking: You worked as a pr
bounty hunter, tracking down Wa
capturing them, and returmng th
authorities for rewards. ;

Computer (Research) 1 (2)r
Specializations in criminal law. of
worked in) 1 (2) and (2), Securut‘
Enforcement) 1 (2)

Government/Guild Assassin: You pL
professional killer to work for :
assassins' guild, or similar orga
their dirty work for them. ;

Assassination (choose Specializ
Demolitions (choose Specializati
Espionage (choose Specializatior
+1 '

High Space Piracy: You served aboa

sel, seeking ships to capture and"
learned where to find rich prize
your ship to take them with a mini
and danger.

Knowledge (Pirate Havens) (-_ ad
(2) and (2), Shipboard System
Specialization) 1 (2), Starship-Ta
Specialization) 1 (2) '

High Roller: You lived the high. Iif
spending most of your time i
and other pleasure planets, si_’tt g
highest of high-stakes poker game

Gaming (choose two Spetia[fii
(2), Intimidation (Bluffing) 1 (2), P
(Mathematics) 1 (2) :

Law Enforcement Officer: You worke
man, security guard, or similar fun:
local, national, or planetary gov
learned all about the relevant |
diction, how to find your wa '
underworld, and so forth.

Law (criminal law of specifi
Security (Law Enforcement) 2

Mercenary Contract: You signed
professional soldier over to some
deep enough to pay you. _'

Energy Weapon OR Heav
Specialization) 1 (2), Planetary Ta
Starship Tactics (choose Specializa
Shipboard Systems (Flight Contr
Operation (choose Specrailzatll,

Privateer's Commission: You served: n
received letters of marque fro
entitling the ship and crew to
enemy ships and loot them.:




Gl '(__govemment official who granted you
marque) +3, Shipboard Systems (Flight

| or éther'SpeciaIization) 1 (2), Starship

cs (choose Specialization in species you

sted letters of marque to pursue) 1 (2),

ive +1

‘ i served a mercenary band or

| 'rganlzatlon as a quartermaster, ensuring
t they had enough of the right equipment to
 fighting. Along the way you skimmed a little
ey for yourself

ministration (choose appropriate

lization) 1 @), Energy Weapon OR Heavy
ns (choose Specialization) 1 (2), Merchant
Dealing) 1 (2), Wealth +1

'sassm5~ You worked for a group or gov-
engaged in a war of assassins with some
roup. You survived, even thrived, and

ved your killing skills in the process, but the
side began to take your attentions a little
sonally. Now, even though you're no
nvalved in the war, they've singled you
revenge, and you've decided to return the

sination (cﬁoose Specialization) 1 (2),
Espionage (Counterintelligence) 1 (2),

113

SKILLS

Stealth (choose Specialization) 1 (2), Sworn
Enemy (rival assassin group) -2

Additional Careers: Typically rogue characters don
serve “multiple tours of duty” like characters
Starfleet training. If the Narrator wishes to allo
them to buy “additional careers,” they should
receive 5 Development Points for each one, to be
spent on skills and abilities from, or related to,
the packages listed above.

The following sections provide Narrators with
some notes on existing skills, as well as a few new:
skills, for use with rogue characters. Nonrogue ¢ -
acters should not take any of these skills (or
Specializations) unless they have the Narrator's pe
mission. 4

ADMINISTRATION

While this skill ordinarily applies to bureaucracies
militaries, governments, and other “legitimate”
organizations, rogues use it in some unusual ways
The first is Administration (Conspiracy). Maintain
a large, far-flung conspiracy requires skill and intel
gence, and this Specialization takes care of the ski
element. A rogue could make an Administration
(Conspiracy) test to keep his conspiratorial assets
properly organized, maximize their effectiveness
while preventing their efforts from overlapping, .
so forth.

Similarly, Administration (Organized Crime
Family) allows a character to keep an organized
crime group, gang, or house functioning at peak
efficiency. Gang bosses, advisors to gang bosses, f
officers on pirate ships, and similar characters oft
learn this skill.

ARTISTIC EXPRESSION

One Specialization of this skill, Acting, serves
mainstay for many con artists, who adopt variou
roles and personas to pull off their elaborate sca
Of course, if they need to change their physica
appearance as well, they must use the Disguise
or undergo cosmetic surgery.

AssassINATION (INTELLECT)

Category: Other _
This new skill confers knowledge of, and the abil
ity to use, the methods and tools of assassinatipfj’-rt



a specific person or persons. Assassination trains
racters in the use, service, and construction of
thal devices (such as hunter probes), poisons, lethal
ps (such as pheromonic sensor-triggered bombs),
| similar devices. It also provides knowledge of
killing blows and strikes, weak and vulnerable points
, n the humanoid body, and so forth. However,
Assassination does not teach a character how to use
apons or explosives; that requires other skills,

ch as Energy Weapon, Primitive Weaponry, or
Demolitions. In many cases Assassination is effective
ily when it complements such skills; on its own it's
ften somewhat academic.

- The Difficulty for an Assassination test depends
the method of assassination used and the cir-
stances. The Narrator should use the

ggestions below as guidelines. Successful
ssassination tests do not automatically kill an
intended target; they simply indicate that the char-
er has properly prepared his tools and chosen the
best method for his assassination attempt. However,
 the Narrator's option, a character may make a
Moderate (7) Assassination test before making an
ttack (this constitutes a Timed Action); for every
_,"'o_ points by which the test succeeds, he may add
1 to the damage caused by the attack (if the

ttack succeeds).

Most Assassination tests use Intellect, since they
involve preparing devices, traps, and similar objects.
h situations where a character uses Assassination to
improve a direct attack, the Narrator may choose to
apply Coordination instead.

§pecializations: Assassination Devices, Deadly Blows,

Deadly Sabotage, Poisons, Stealthy Attacks, Traps

and Snares

Routine: Preparing standard poisons in a controlled

. environment; preparing or servicing a standard

~ assassination device or trap

Moderate: Preparing poisons in the field; preparing

_an assassination device or snare in the field or

: from inappropriate components; operating a

hunter probe; planting a remat detonator on

someone without his knowing it; attempting a

killing blow on someone when the element of

~ surprise favors you

Challengmg Preparing a new poison which will

- evade standard sensors; operating a hunter probe
under dangerous or stressful conditions; preparing

a remat detonator

Difficult: Smuggling a known poison past sensors;

preparing a new and highly complex poison in

-the field without proper equipment; attempting a

killing blow in combat when the targe is
of your Sl(lllS
from ordmary foodstuffs

ForcerY (COORDINATION)

Category Other

ter to create convincing, but fake, versrons of
artwork, hard currency, |deﬂtlf|catlon doc'm !

additional skllls to function. It doesn'’ _t
Expression (Painting). However, at the"l}lar;ra;_tor’s
option, characters with Forgery possess sufficient
knowledge of engraving and printing técliriiq'ueS

contact the underground art market (
people in the legmmate art market} ‘

their own Forgery or Search skills, or an’ [ntellect
test, against the forger's Forgery in an -Gpposed Te

forging standard identity documén
most forms of hard currency

under controlled conditions with sufﬁc:ent
Difficult: Creating a convincing fake copy of
famous artist's work wrthout elther controlled

Nearly Impossible: Creating a conw cmg fak'
of a masterwork in a day '

RAIDERS, RENEGADES, AND ROG



s (or the advantage in other games of
‘that they'd better get out of that round

se Intimidation (Bluffing), the character
ges in an Opposed Test against his opponent's
g or Search skills. Success indicates that he's
ed his opponent that he has the best position
‘rﬁé}l'-and that he (the opponent) should give
this round of the game to cut his losses.
dicates that the opponent remains uncon-
Dramatic Failure that he believes the
r*;;'-\b[uf'fi'hg and ups his bet accordingly.
can also use Intimidation (Bluffing) to
e stereotypical uses of Intimidation-to con-

loesn't allow them to find the black market—

 Streetwise—but it teaches them how to

te with black marketeers, where to get the
for stolen goods, how to deal with

s,.and so forth.

yre rulebook and other products from Last
Games (such as the Star Trek: The Next
tion Roleplaying Game Player's Guide) con-
de range of advantages and disadvantages
for rogue characters: Battle-hardened, Dark
iminished Social Status, Greedy, Marked
sistance, Wrongfully Accused, and many
yme, such as Shady Background and

d, virtually define those who follow the life.
lowing sections describe several new advan-
‘disadvantages which apply mainly to

ADVANTAGES

CONTRABAND (VARIES)

The character owns something illegal. No recor
exists of the character owning the item, and until he
displays it or uses it people generally won't know
that he has it. The cost of this advantage (which
similar to Asset, from the Star Trek: The Next
Generation Roleplaying Game Player's Guide)
depends on how illegal and dangerous the item is.

Typically an item of Contraband is something
character can use again and again (like an illegal
weapon) rather than a nonrenewable resource (suc
as a case of Romulan ale), but it can be whatever
the character wants (the Narrator may let him tal
large amount of nonrenewable Contraband—say, a
entire cargo hold full of cases of Romulan ale—if it
won't unbalance the series). A character can sell;
lose, or break his Contraband; if so, he does not’
a new one (he just loses the Development Points h
spent on Contraband, unless the Narrator decides:t
create a way for him to obtain a replacement durin'g
the game). o5




DartapoRrT (+1)

The character has a datapdl"t-'(s
page 85)—a device built into the 3
which helps him access computer sy
Assuming he can properly conne
puter system (which usually poses'no
gains a +2 bonus on all Computér' te
Narrator's option, on similar tests th

nervous about the widespread us
their implications—a casual observ
compare the sockets to Borg cybern

DeparTMenNT Heabp:; ProMoTIO

Among many pirate crews, rank exis
mal thing which depends in par_i: ont
desires (whom he appoints to a pos
on how well a person holding a posit
his right to the job (if another crewm
usually that crewman gets to take o
On such ships the only recognized
Officer and Captain. Therefore it
pirate characters to buy Departmen
that the character is in charge of a pa
responsibility) rather than Promotion:
acter can buy Department Head witho
minimum rank requirement—all he ne
Captain’s approval and the ability to
job. :

Of course, exceptions exist. As.
in this book, some pirate crews fol

the Deep Cover advantage possessed
gence agents (see The First L}néij Star
page 92, for more details). It mea
a well developed, well documente
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he’,_s-nc;)f careful; if so, he does not
pment Points back.

particularly good at deceiving

an extra Courage Point to spend
to fool, trick, or deceive another
ides using Fast Talk, some uses of
_.usmg Gaming to cheat or

ff g) to win a game of chance, and

ywns, or knows about, a haven or
esrdes him is aware of this haven
rse, anyone he's willing to tell about
_,r;_s it during the course of the

of this advantage depends on the

n, modified by its accommodations

s med to have no more than minimal

ogé_s the exact location of the
rafor must approve it. If the play-
er to have a Haven in a
cation (like inside the Great Hall
rrator may charge him +1

(or more) for the privilege.

and checkered criminal career,
managed not to acquire a crimi-
erhaps he’s somehow arranged to
i'sf&:'riminal activities removed
oo

meone searching for informa-
ome up dry (other than the

| data). However, the charac-
nefit of this anonymity if he's
thorities during game play or
0 acqmre a record during the

CTER CREATION
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The player and Narrator should work togeth
create a Starship Template for the vessel; the
Narrator must approve all vessels.

DISADVANTAGES

Cope oF HonOR

Strange as it may sound, rogues do sometime
follow their own peculiar codes of conduct. Such
codes aren't required for any given roguish career,
but having one often signifies a professionalism
helps a rogue obtain employment.

Code of the Mercenary (-2): Do not renege on
contract; keep working until the contract has
been fulfilled or circumstances make it impos
to do so. Do not betray your employer, even
under pain of death, or reveal his identity; ol
you've taken his money you must serve him h
orably until the job is done. Treat other
mercenaries who follow this code fairly, and ou
side of what your contract requires do not su
them to hardships or travail; they're in the sar
boat as you. '

Code of the Assassin (-2): Similar to the Code o
the Mercenary, this code applies to professional
killers instead.

Honor among Thieves (-2): Another rare Code o
Honor, this signifies a thief's refusal to steal fr
or otherwise betray, other thieves. In particula
an “honorable” thief will never cooperate witl
the authorities in any way.

Pirate's Code (-2): As described in Chapter Two:
(page 25), this code governs the behavior of
more “honorable” pirates.

Pra Thal Code (—4) or APC Code (-3): These cod
detailed in Chapter Five (page 57), are more
advanced and ethical versions of the Mercena
Code. The Pra Thal Code includes the tenets
the APC Code.

THRiLL-sEEKER (=)

Ordinary excitement and entertainment aren
enough for this character; he wants real thrills. H
might find them by playing in high-stakes card
games, participating in dangerous sports like orbital:



ensive, dangerous, and inconvenient. When con-

ed with an opportunity to do something
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thrilling, risky, and/or dangerol'u's the ¢
spend one Courage Point t;o"_r'éSI-s
else he succumbs to it. Attempts
character from seeking thrills ar
penalty.




Star Trek: Deep Space Nine Roleplaying -
4 N Game series can focus on many aspects of
the Star Trek universe, including those
roustabouts and ne'er-do-wells
'ir_'nmersed in the life. The rough-
" and-tumble nature of existence
- on the frontier leaves plenty of
"t'_J_"pportunities for characters to
become involved in roguish
activities, either directly (as
rogues themselves) or indi-
“ rectly (as Starfleet or

. security officers trying to
stop them). Numerous
- Deep Space Nine episodes
__inv'olve the characters in the
- shady underworld dealings of
_rogues like Quark and his con-
federates. Security officers like
Qdo also spend considerable time
dealing with thieves, gamblers,
raiders, and other rogues.

MixiNnG ROGUE AND
- STARFLEET CHARACTERS

~ Although Starfleet operates as a law-abiding (indeed,
-_‘law;enforcing) organization, occasions arise when Starfleet
officers must interact with the underworld on the fringes
of the Federation. Numerous examples of this appear in the.
various television series, including Captain Picard's masquer-
- ade as a criminal on board Arctus Baran’s ship of rogues
(TNG, “Gambit, Parts 1 and 11"), Commander Riker's ques-.
tioning of a Ferengi arms merchant (TNG, “Unification, Part
1), Gul Dukat's guerrilla war against the Klingons (D59,
_“Return to Grace"), Michael Eddington’s defection to the
Maguis (DS9, “For the Cause"), Captain Sisko's use of under-
world figures and illegal actions to trick the Romulans into ~*
entermg the Dominion War on the side of the Federation (D59
“In the Pale Moonlight”), and many others.
~ Narrators can provide a change of pace in a regular Star
: _Trek: Deep Space Nine Roleplaying Game series by running an -
“episode or two where the characters get a chance to leave ;
_behind the safety and security of a Starfleet uniform and enter
- the seamier side of the frontier. Characters' superiors can send
- them to secretly infiltrate a pirate or mercenary band or a rebel




nization like the Maquis, or to conduct a sting
peration against smugglers or thieves.

OGUES IN A STANDARD STAR

MWhile it might seem unusual at first, rogues often

m up as regular characters in Starfleet- oriented

r Trek series. The Ferengi bartender and “entre-
reneur” Quark from Deep Space Nine provides the

 d flxture on board Deep Space 9. Characters Ilke

.ark provide ideas for incorporating rogues into a
lar crew of Star Trek characters. Garak, the

umble Cardassian tailor,” serves as another exam-

ération ship exploring or patrolling the frontier
Jé',_NeeIix on Star Trek: Voyager)? A “reformed”

d to earn the Star Empire's good graces again.
he most important thing about including a regu-

K \z
’I‘ “W, ‘\\\\\\

the other way when it comes to s_ﬁ_rra :
the name of the greater good, and so

Captain Okona (TNG, “The Outrageo
Martus Mazur, and countless other ug

provide a change of pace and an interestir
lenge for a Crew of Starfleet oﬁlcgr .

THe RoGUe SeRIES

A Narrator may also wish to run an
centered around the life. The galaxy is
with plenty of opportunities forp_éb'plé ,
them, especially if they don't mind-breakin;
rules along the way. This section dé: cribes
ferent frameworks for rogue Serrié_s- and include
considerations Narrators should take
when preparing to run a rogue-cen e e

THE CReEW

A rogue series focuses on the adv
gle Crew. They can be part (or all) of the:

RAIDERS, 'REN' :




a group of smugglers, a loose alliance of
d-_i:on artists, a mercenary company, or

d of assassins for hire. The characters
freelance” in different areas, such as the
ship that engages in the occasional pirate
ends most of its time smuggling cargo
ederation border. One of the Crew might
ed thief, while her lover is a notorious, but
con man. The latest addition to the
sterious Andorian, is actually an assassin
rom his enemies.

an see, it's possible to mix and match a
of different character types. The Narrator
the players create a group of characters

€ OF OPERATIONS

, arogue Crew needs a base of operations.
e a starship, a space station or other out-
planet. Each option has its own

nd drawbacks. For more information on
s __jn_d their dééign, consult the Star Trek: D59
ore rulebook, pages 172-178.

te dr_"wéélfc'h-y patron might hold title to the
: Alco'mmo'n' theme in many rogue series is

St d-to be_sma[ler faster and more maneuverable
= lky.fcnu.l,s,ers and warships. They often possess

hlelds often pack more punch than its
sest, but still remain outmatched by
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Rogue ships use small profiles, requiring far few
crewmembers than a Starfleet or military vessel. A
group of six rogues might constitute the entire crew:
of their ship, or there may be a few supporting char
acters involved, This means the Crew has to be more.
self-reliant in handling problems on board ship.
There are no security officers to call for help, no
medical officers to treat injuries, and no engineers to,
fix problems that the characters can't handle. Their
ship also can't simply dock at a starbase for repairs
or maintenance. Rogue ships are often held togeth
with nothing more than hope and clever engineer-
ing. The Narrator should work with the players to.
design a suitable ship for the series, using examples
from the Star Trek: Deep Space Nine Roleplaying
Game core rulebook, this book, and other Last '
Unicorn Star Trek gaming products as guides.
Mobility becomes the most important considera:
tion for the Narrator when dealing with a rogue
vessel. Unlike Starfleet, a crew of rogues does not
operate under orders. They can travel anywhere the!
want. So the Narrator must keep the series focuse
to prevent the characters from simply wandering
around the galaxy aimlessly. The Narrator can do thi
by limiting the players’ choices somewhat. For
example, begin an episode with the Crew already en




: to deliver a cargo when they run into trouble;
ir destination appears clear from the start. You

1 also limit the Crew's options using navigational
rds and patrols (“You don't want to go any-

e near Relva VIl—Federation sensors would pick
Jup in a second").

STATION OR OUTPOST

A space station or similar facility—either in orbit
nd a planet or star, or located in deep space—

s numerous opportunities for a Crew of rogues.
ny outposts on the frontier of the Federation serve
alactic crossroads"” where species from all over
alaxy meet and mingle. Anywhere large numbers
ople are found, you'll find rogues seeking to
advantage of them in one way or another.
E_ation or outpost series support more “peaceful”

rd the station. For example, a Crew of rogues
Id all operate out of an outpost's central market-

ts that occasionally coincide and force them to

ork together. The station's other personnel make

) the supporting cast, with opportunities for all
nner of guest stars and visitors. (The Star Trek:
_Q_RPG Narrator's Toolkit contains additional sug-
tions for station- or outpost-based series.)

The Narrator must first consider the nature of the
post. Generally speaking, a Starfleet station or
rbase is too orderly and well maintained to serve
base for a rogue campaign. Frontier stations like
p Space 9 constitute exceptions, because they
not truly Starfleet facilities. Deep Space 9 is tech-
illy a Bajoran-owned station, which Bajor allows
leet to administer. Thus, activities like gambling
ur on board, even though they probably would-
be allowed on a Starfleet facility.

tarfleet may have similar arrangements with

r space stations and outposts along the

é_ration frontier—a Starfleet crew administers and
s maintain the outpost, but it remains under the
of local law enforcement. In this type of series,
layers can assume the roles of Starfleet person-
_'o'r-locaf station inhabitants, some of whom may
ogues. See the Star Trek: Deep Space Nine
leplaying Game and its Narrator's Toolkit for

‘e information about this type of series.
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An outpost or station uhdéf;f
er interstellar power presen_.{s':
Imagine a Ferengi station l:c')__ca_t
Alliance and Federation spat':ép_(
Draconis Outback, probably) a
for traders and merchants of all typ
and his Ferengi crew adm_inistef"'
many different species call its airlo
Ferengi also “subcontract” much
maintenance and security to ot
diverse and multispecies crew.

Ferengi's rules and not get cau,
tered by the Klingons, the Card
Romulans offer other possibiliti

Andorians or Tellarites.

In an outpost campaign,"char_a'<_t
don't go seeking things; instead, _
find them. Stations become foci for
ity, with ships and visitors co_r‘n"i_"n'g
time. Characters can also get aw
from time to time aboard a ship
pace. Visiting a station or outpos
interesting episode for the crev
gler vessel, and the Narrator ca
regular “stopover” point in a shi

A PLaneT

trappings to one set on a space
additional factors to consider. Plan
rogue series fall into three bas
established worlds, and home

rougher and less safe than on ;t_'
Federation. Colonies of all type

practice their “trade.” Rogues m
worlds, or set up shop on a parti
Narrator can run some interesti
the rogues a stake in the succe
opment of the colony. Althégg_
activities are illegal, the rogije'sf
involved in building somethin;
colonies, such as Tasha Yar's hol
IV, also serve as excellent "h'o_i’ﬁ-e

oped into fully mature societies
Well policed and generally secure
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Police AND SecuURITY FORCES

Federation planets bear the responsibility for
maintaining their own police and security forces.
Such police forces enjoy only limited jurisdiction
when pursuing criminals offworld. Starfleet deals
with other interstellar crimes and also wields the -
authority to police its own facilities, vessels, and
starbases. -

Planetary police forces range from highly efficie
and well trained, to inefficient and even corrupt on .
some frontier worlds. On space stations and small-
colonies, a small security force or a local “consta-
ble” often handles police and security work. It's up
to the Narrator to decide what sort of police force
exists on any given world, and up to the characte
to know what sort of opposition they're dealrng
with.

On non-Federation worlds, police and security
forces range from eminently corruptible (criminals -
can get out of almost any crime on Ferenginar with
sufficiently large bribes) to crushingly totalitarian -
(such as the brutally efficient Romulan security
forces). Militaristic societies, like the Klingons or the .
Cardassians, often draw no noticeable divisions
between their military, security, and police forces. -
Soldiers patrol and enforce the law, and criminals:
gain formidable opponents to contend with. :

Rather than making police characters faceless
opponents for rogues, Narrators should consider th
value of police as supporting characters. Take the
relationship between Odo and Quark on Star Trek

officer and Quark “a garmb) -af d a thief"” (accor__'
ing to Odo's o .
enjoy a strange |
police character i ¢
low the rogues across:t
capture them.

.axy, if need be, to

OTtHer Rocues

Any of the various rogues described throughout
this book can serve as adversaries for the Crew.
Rogues often contend for the same booty, so the
characters may need to deal with rival pirates and
thieves. Thieves may try to steal from them, while
gamblers and con artists try to win away the chara
ters” wealth in other ways. Enemies may hire bounty
hunters to track down the characters, or assassins to
kill them. Pirates raid smugglers, while smuggler or
pirate allies sometimes betray rebels. :



T he following episode seeds allow Narrators to
right into a rogue series. The Narrator should
just the characters and events described in each to
his series, adding recurring adversaries and sup-
hg characters, changing place names, and so
forth. With some adjustments, several of these con-
epts could work for Starfleet characters operating
the frontier (on a station like Deep Space 9) or
rking undercover as rogues to carry out a mission
Starfleet.

MALL FAVOR

Hook: A Ferengi asks the rogues to smuggle a

' ;jackage " as payment for a favor they owe.
They're just not told what's in the package.

ob: A Ferengi contact named Jolla gets in touch
with the characters regarding a “small favor” he
needs done. He asks the characters to rendezvous
with his ship inside the Romulan Neutral Zone,
where he will explain everything. He indicates that
the characters will be well paid for their efforts.
‘he Narrator can replace Jolla with another char-
acter the rogues owe or are likely to work for.}
Jolla's small trading ship meets the characters
at the appointed time and place. Jolla explains
that he wants the characters to take on a cargo
container and transport it along the outskirts of
the Federation border to the Attican system.
There they will rendezvous with a Vulcan trans-
~port that will take the cargo on to its final
destination (which Jolla does not mention). The

- characters are not to tamper with the cargo in
ﬁny way; he says its is “quite fragile.” In
exchange, the Ferengi offers to forget about the
characters' debt to him and offers them a hand-
some sum of latinum on top of it (the Narrator
~should choose an amount sufficient to make the
offer tem pting).

mplications: What the characters don't know is
hat the cargo container beamed aboard their
ship holds a high-ranking Remulan senator who
as decided to defect to the Federation. If you
wn The Way of D'era boxed set, use Senator
Merek as the defector; he's seeking Federation

d in dealing with a plague that has broken out
n his homeworld of Tigelis VII. Otherwise, feel
free to create a suitable Romulan character or to
use an established one.

. The Senator was placed in stasis inside the
-cargo container in order to smuggle him out of
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Romulan space. Ambassadb_r S_pq :
contacts of his on Vulcan to meet tl
outside the Neutral Zone to. retriev
er. If the characters awaken the Se
(requiring a Routine (4) MedL_c
will explain the situation to them
er he can to assist.

Unfortunately, the Tal Sh:ar caug
the Senator's defection, but too late to:
him from leaving Romulus. Th
forced a change in pians; which is.
tacted the player characters. He doe
anything about the Ta/ Shfaﬁ':beca
want the characters to turn him
ures the transfer will throw ‘_E:H:'
trail. He's mistaken. ;

Not long after they Ieave the1
with the Ferengi trader, the charac
indications of a cloaked ship follo
Have the characters make Shipboar
(Sensors) tests and inform th_e' play
highest result of a strange "'si@_bspac S
echo” he cannot account for. It app:
the ship's course and speed exactl

confederates, allowing the _Ro"rﬁ'iii.
the operation and accuse theFéd_é

they will quickly figure out that 156_
lowing them and try to lose him. L

ship ready to take the Senator to
Vulcan. If the Romulans haven

before the Crew can beam-'th'ef :
other ship. A Romulan warbird.d
two ships and demands the retur

A warbird heavily outcl_ass'es v
of ship the Crew is likely to posses
the Vulcan ship. If the characters
capture, they must use cleverness an
thinking to outwit the Romulans.
able to come up with some so
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mulans into believing that they (and the
“have been destroyed, or even some
disabling the warbird long enough for
cape. Let the players come up with a
ir own. The Vulcans and the Senator
fate however they can, provided there
be a reasonable chance of success. If

. completely at a loss, you can have the
-aptain or the Senator make a suggestion.
n interesting twist, the Vulcan ship might
mpanied by two cloaked Klingon birds of
scorts.” The Vulcans can play this “ace
hole” to convince the Romulans to back
eserve this as a last resort to keep the

rs from being unfairly annihilated if they

le to come up with any other means to
Alternatively, you can simply let the isolin-
p_s'}(and the characters) fall where they may.
ly said life as a smuggler was easy, or long.

H A THIEF

It seemed like a simple job, but when
ntelligence gets involved, simplicity

{ 6ut the airlock.

characters form a group of thieves or
s rogues. While pulling off a job, they get
ght by Starfleet and thrown into the brig.
r;rg‘s"lrobk grim until they get a visitor, a man

assist hlm in handling an operation, and sur-
‘they re free to go. Otherwise, it's a likely

30 years in a Federation penal colony. Not a
fficult choice to make.

M"r'_‘Sr'nith' actually a Starfleet Intelligence

pe atwe . needs 5u1tab|e agents for a difficult

_,erful Orlon crime lord named Thoren has
e_n_hoid of the technical speaﬂcahons for

r powers in the Alpha Quadrant and

ew others The Romulans and the

m.to Thoren's auction. Starfleet
__as intercepted a communication

| “Mr. Smith,” who offers the Crew a deal: If
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Complications: Unfortunately, the characters do'

The Payoff: If the Crew manages to contact Smlth .

Qrion Syndicate. Starfleet has arranged for the
Orion representative to be “delayed indefinitels
As it happens, one of the characters vaguely
resembles the Orion, which is one of the reasor
Smith picked them. The characters are to assumée:
the identity of the Orion and his entourage. They;
will travel to Risa and meet with one of Thoren's'.
agents, who will give them the time and place of
the auction. They can then pass the im‘ormeuti=
on to Smith and let Starfleet Intelligence hand_

the rest. "

get an opportunity to communicate with Mr.
Smith. When they meet with Thoren's agent, a
fat Tellarite named Drell, they are immediately
“escorted” to the auction on board Thoren’s
orbiting yacht, the Ice Maiden, which leaves
Risa system and goes into warp. In attendanc
are representatives from all over the Alpha
Quadrant, including Romulans, Cardassians,
Breen, Ferengi, and even Tholians. The character
mingle with the other “guests” for a while, main
taining their cover. If desired, the Narrator ca
throw in a supporting character who might re
ognize one of the Crew and blow their cover |f
they're not careful.
The Crewmembers must figure out how to
a signal to Smith without being detected. They
can also try to acquire the technical data befor:
is sold. Thoren's security systems should preseﬁ
challenge to the characters. Of course, they cat
also simply try to buy the data by outbidding the .
other representatives, but they have no money
back up their bids, so they'll have to be clever R
pull this plan off. '

Starfleet vessel intercepts the Ice Maiden and
forces its crew to surrender (possibly with som
help from the characters). If you want to liven i
this final encounter, make the intercepting ship
Sovereign class and let Thoren use the technical.
data to figure out weaknesses in the ship’s
defenses, making it more of an even match unt
the characters intervene and cripple the /ce
Maiden from within. This is a good opportunity
to include some guest stars. Perhaps the Starf
ship is the Enterprise! :
If the Crewmembers manages to get hold of
the plans, they may be able to escape the fce
Maiden using a shuttlecraft. Then it's up to the
whether to turn the plans over to Starfleet or try:
to sell them themselves, earning the wrath of th
Federation in addition to that of Thoren.



If the Crewmembers carry out the mission

vell, Mr. Smith arranges for all charges against
hem to be dropped. They are sent on their way
th a warning to stay within the law. Whether

r not the characters heed it is up to them. For a
hange to the series, the Narrator can have Smith
to recruit the characters as Starfleet

telligence operatives.

GH STAKES

ook: A mysterious stranger expresses interest
‘playing against the characters in a game with
ery high stakes.

Job: A group of rogues is enjoying the hospitali-
of a casino or resort on a pleasure planet like
a. They may be relaxing and taking advantage
the booty from their last successful job, or they
1ay be there in order to gamble or find easy
warks for a theft or con game.

~While enjoying the casino one evening, one or
more of the characters is approached by a myste-
ious woman who joins the game. She plays
killfully and wins several bets, collecting a con-
iderable sum from the characters. No matter
how well they seem to do, she does better. She is
happy to engage the characters in conversation,
but she reveals nothing about her own back-
ground—not even her name.

- After winning a considerable amount, the
ystery woman gets up to leave. She pauses and
sks the characters if they are interested in win-
ning back all they've lost, plus more, by playing
nother game. If the characters accept, she

miles, nods, and the world around them disap-
ears in a flash.

plications: The mystery woman is actually a
1iember of the Q Continuum (her name, natural-
. is “Q"). She is fascinated by the concept of
ambling and games of chance, and likes to play
them with mortals she encounters. When the
characters accept Q's challenge of another game,
he transports them from the pleasure planet to
nother setting, such as a desert planet under the
ght of twin moons. There, dressed like an
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Arabian princess, sitting under an
she explains to the characters th
lenge them to different ga_ f
get back all of their money, plus

bonus.” Q doesn't say what t
acters immediately notice .the__\g N
and bars of latinum stacked.in
her. R
Q's games can be practically
Narrator wants. There could' b

miniseries of several episodés.:.jT
represent tests of skill and luck inve

e Carrying off the theft of so
a fantastic setting. Places lik
the Arabian Nights, ancient Qo’
time of Kahless, Ferenginar, an
Vulcan are all good 'possibilit
place the characters into a fictio
from Camelot to Chlcago'“'f the

* Navigating a maze of boob )
challenges.

= Escaping from a famous prisor
Elba Il, or Rura Penthe.

e Any favorite adventure or ;
roleplaying game the players
Q either tells them that she:
or that she “borrowed it from
idea they had on 20th-ce'ntl,|
the development of holosuites

The Payoff: If the characters mana
games successfully, she is as: go'
and returns their money to th
some token of her esteem. Thi
additional money for the char'
rest of their trip with, flxmg
acters have with their ship or
providing them with a clue to-
for adventure and booty. If the ch
well, Q also promises that shéi
the next time she's passmg Ttk
the galaxy.
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ARMSs DeALers

t any given time, wars are being fought all over the Alpha and

Beta Quadrants: nation fights nation, oppressed rebel strikes
at oppressors, one planet or system tries to conquer another. This ;
constant state of conflict creates a booming market for weapons. A = =
large part of this market is perfectly legitimate; corporations run
by Klingons, Ferengi, and many other species supply weapons
to combatants in accord with all applicable laws.

However, not everyone who wants weapons can go
to a licensed dealer. Some can't tolerate the publicity
which attends such purchases, some can't afford the
prices, and some are criminals who can't legally buy
arms. As seen in the episode “Business As Usual,”
people like this turn to the black market, where
plenty of dealers stand ready and eager to take
their money in exchange for the latest armaments
which “just happened to fall off of the back of a
freighter on Altros 1X."

Black market arms dealers run the gamut from
relatively trustworthy and competent businessmen
who simply prefer to avoid standard market restric-
tions, to outright criminals who have no scruples
about selling substandard merchandise. All of them
have one thing in common: they're happy to make
money by indirectly causing suffering and misery. They
can ruthlessly evaluate a client's needs based on how many
casualties he wishes to cause, providing just the right weapon for
the desired effect—for a substantial sum, of course.

Since black market arms dealing is illegal in almost every society (even the
Ferengi Alliance has some regulations governing the arms trade), arms dealers
have to find ways to attract customers without attracting the law as well. et
Many set up shop in frontier regions where law enforcement is, at best, lax.
Then they put out the word through the invisible network of generals, soldiers, =
mercenaries, bounty hunters and others that they're open for business. Soon
clients with accounts full of latinum are knocking on their doors. y

Illegal arms dealers tend to invest heavily in security—everything from body-
guards to tamper-proof vaults. They know that many of their clients are larcenous,
violent, temperamental, or even mentally disturbed, and they try to prepare for
every eventuality.

Here are a few technological items that one might acquire from an arms dealer:

Compressed tetryon beam pistols are relatively small energy weapons favored by
many rogues and covert military units. Although not as powerful or flexible as a
standard personal phaser or disruptor, they have one important benefit: standard
security sensors, such as those on Deep Space 9, cannot detect them.

Compressed Tetryon Beam Pistol

Settings: 1-6 (see table)

Range: 5/20/50/100

Size: 17 cm long, .5 L in volume
Mass: .5 kg



PIrRATE DisruprTOR DAMAGE

Setting Damage Charge
1 Light Stun (3 + 2dB) 3
2 Heavy Stun (6 + 4dB) 8
3 Light Thermal 9 + 3db 14
2 Heavy Thermal 14 + 4db 25
3 Light Disrupt 25 + 5db 40
4 Heavy Disrupt 130 + 10dB 100

Notes

minute or two

Stun a Human for 15 minutes, or a Klingon for
5 minutes

Cut a@a 1 m hole in 10 cm of wood in 3 minutes

Cut a 1 m hole in 12 cm of steel or rock in 30 oyt
seconds: cut a 1 m hole in a duranium bulkhead .-:"'_-
in 8 minutes

Vapaorize almost anything

Explode 600 cubic meters of rock into glowing
rubble

s Energy: 400 charges
" Damage: See table

I -NAausicaan Razor CuwuB

Size: 60-80 cm long

Mass: 2.5-4.5 kg

Accuracy: 6

Block: +0

L Damage: 5+2d6

#-  This weapon resembles a flanged mace from

I ancient Earth, but the shaft and flanges are much
“thicker and heavier, and the flanges themselves are
arpened. This gives the weapon both cutting and

~ crushing power, making it a fearsome and brutal tool
of destruction. However, it's so large and heavy that
only the strongest people can wield it properly (apply
a —1 Test Result penalty to all Tests made to use the
weapon unless the wielder has a Fitness + Strength
of 4 or higher).

EXPLOSIVES

Sometimes the best way to make sure you elimi-
ate an enemy or target is to eliminate the entire area
& he occupies. This requires explosives, a favorite not
only of military personnel and mercenary types, but
* of the non-subtle assassin as well. Many thieves also
use tiny, precisely-prepared amounts of explosives
“in shaped charges to break into secured areas. In
addition to the explosives and bombs listed in the
- Star Trek: The Next Generation Roleplaying Game
. Players’ Guide, here are a few favored by the assas-
sins, mercenaries and thieves of the Alpha and Beta
'+ Quadrants.

.'ﬂf"h-
. o ..i ..

B EENGROSITE
¥ B
&« Blast Radius: 5 meters

" Dropoff: 12 points of damage per meter

= = Blast Radius Damage: 25 + 10d6

Although not as stable (and thus as safe) as

-commercially manufactured explosives, angrosite is

ol
popular with the criminal element because it's rela-
tively easy to make with certain common and lega
available substances. With the right materials, plus
the recipe and a kitchen to work in, even a Pakled
could brew up a batch of angrosite. But the older it
gets, the more unstable it becomes; for every week

degree) indicates that it explodes whlle the charact
is working on it. .

Hitabium

Blast Radius: .5 meters
Dropoff: 20 points of damage per meter
Blast Radius Damage: 10 + 10d6 .
Although relatively weak when compared to ma :
explosives, hiladium is perfect for the small, controlled- 'ﬂ
explosions which many thieves and assassins prefer.
It's a resinous chemical compound distilled from cer- "-""
tain minerals. Manufacturers combine it with special = -
plastics to make it stable and easy to handle or
mold into a particular shape. When combined with
shaped-charge technology, it creates precisely-shaped = -
and modulated explosions. -
v
:-'.

MicroexpPLosIVE

Blast Radius: .5 meter

Dropoff: None; damage does not affect area bey
Blast Radius at all

Blast Radius Damage: 6 + 5d6
This tiny explosive device, usually not more than

ment of assassination and sabotage. Small enough
be implanted beneath the skin of a sleeping victim
without waking him, it can be set to detonate after
the passage of a certain period of time. Typically
assassins implant it behind the ear, virtually ensurmg
that the explosion will kill the victim.

RAIDERS, RENEGADES, AND ROGUES



adius: 15 meters
, - opoff: 3 points of damage per meter
B Blast Radius Damage: 60 + 8d6
is powerful explosive, initially developed by
ellarite engineers for use in mining and construction
il “work, has since been adapted for a wide variety of
= i tary applications. Although laws carefully control

A

vorasite supplies on most planets, some of it has,
evitably, made its way into the hands of less savory
lements. Its enormous destructive power makes it

F a favorite among those who don’t care how much

% .._-I_@_ damage they cause, as long as they get their

IECELLANEOUS EQUIPMENT

=

g -t
R OARDING SuIT

[ ?Often, when pirates take a ship, it's not a quiet
iy "'-"#‘r-‘. - peaceful affair. The target ship will use shields,
transport inhibitors and similar technology to keep
pirates from simply beaming aboard, forcing them to
cut their way into the ship with weapons or sneak
w T ~ in through some airlock or hatchway. For work like
= this, pirates rely on what's known as a “boarding
. suit.” Adapted from a standard EVA suit (see the
- Star Trek: Deep Space Nine Roleplaying Game Core

£ |
e
I'_'_-.Ir RAIDERS, RENEGADES, AND ROGUES

e,

e

o

=

2%
Rulebook, page 232), a boarding suit provides typica .,--'t
EVA protection, but is armored as well. They also

incorporate “stealth” technology to prevent their
energy signatures from being easily detected (the
minimum Difficulty for finding someone wearing a {.
boarding suit with a tricorder or ship's sensors is e
Moderate (8)).

Duration: 25 hours' worth of air and water

=
Armor: 6 AT
Size: 14 L volume (plus boots and helmets) .
Mass: 15 kg -_'I.

[
B
b

Sensor Decelver Beur N

-~

Size: 5 cm wide, .5 cm thick, and at least 70 cm s
long. .
Mass: 0.16 kg
Duration: 12 hours + recharge
An inferior version of the elaborate Anti-Sensor
Belt used by many espionage agencies (see The »
First Line: Starfleet Intelligence, page 40), the Sensor
Deceiver Belt allows the wearer to make himself look
like someone else—at least as far as sensors and
tricorders are concerned. The belt doesn’t change hi
actual appearance; rather, it changes his sensor pro-
file. He can program the belt to make him seem -
to be any race, height, and so forth. If he has previ—_
ously taken a tricorder or sensor reading of a specific
individual, he can “download"” that sensor profile into
the belt to make it seem to sensors as if he is that
person (the belt can hold up to a dozen such profiles

-



GeneRric RoGues

he following character sheets can be used to create rogue NPC
of various types. Each represents a “typical” gambler, thief, or
what have you, and is a complete, ready to play character (assumed
to be a Human, but easily altered to reflect another species). Notes or* 1
options for customizing them are in each character sheet.

Attributes
Fitness 3
Coordination 3
Intellect 3
Perception +1
Presence 2
Psi O
Skills
Assassination (Poisons) 2 (4)
Stealthy Attacks (3)
Assassination Devices (3)
Athletics (Running) 2 (3)
Leaping (3)
Concealment (Weapons) 1 (2)
Culture (choose Specialization) 2 (3)
Demolitions (Booby Traps) 1 (2)
Shipboard Demolitions 2
Dodge 1
Energy Weapon (choose Specialization) 1 (2)
Espionage (choose Specialization) 1 (2)
History (choose Specialization) 1 (2)
Language
Species Language 2
Federation Standard 1
Personal Equipment (choose Specialization) 1 (2)
Physical Sciences (Chemistry) 1 (2)
Primitive Weaponry (Knife) 1 (2)
Streetwise (choose two Specializations) 1 (2) and (2)
Unarmed Combat (choose Specialization) 1 (2)
World Knowledge (choose Specialization) 1 (2)

Advantages/Disadvantages
Quick-draw +2
Shady Background -4
Wanted -2

Attributes

Fitness 3

Coordination 2
Reaction +1

Intellect 3
Perception +1

Presence 2

Psi O



:":— Skills

-t Athletics (Running) 2 (3)

. Lifting (3)

Culture (choose Specialization) 2 (3)

Dodge 1

Energy Weapon (choose two Specializations) 2 (3)
and (3)

History (choose Specialization) 1 (2)

Language

Species Language 2

Federation Standard 1

Law (choose two criminal law Specializations) 1 (2)
and (2)

Personal Equipment (choose Specialization) 1 (2)
" Planetside Survival (choose Specialization) 1 (2)
Search 1

Security (Law Enforcement) 2 (3)

Security Systems (3)

Streetwise (choose two Specializations) 1 (2) and
2

Unarmed Combat (choose Specialization) 1 (2)
Vehicle Operations (choose Specialization) 1 (2)
World Knowledge (choose Specialization) 1 (2)

.Disadvantages
Shady Background -2
Wanted -2

SAMBLER

[
- i
| | -

| Attributes
. l'. al
L v

Fitness 2
Coordination 3
Dexterity +1
Intellect 3
Presence 2

Psi O

~Skills

Athletics (Running) 2 (3)

Charm (Influence) 2 (3)

. Computer (Research) 1 (2)

Culture (choose Specialization) 2 (3)

Dodge 1

Fast Talk 2

Gaming (choose two Specializations) 3 (4)
History (choose Specialization) 1 (2)
Intimidation (Bluffing) 1 (2)

Knowledge (Professional Sports) 1 (2)
Language

Species Language 2

Federation Standard 1

Personal Equipment (choose Specialization) 1 (2)
Physical Sciences (Mathematics) 1 (2)

Sleight Of Hand (Card Tricks) 1 (2)

Streetwise (Locate Gambling) 1 (2)

Vehicle Operations (choose Specialization) 1 (2)
World Knowledge (choose Specialization) 1 (2)

MeRrceNARY *

Attributes
Fitness 3
Coordination 3
Reaction +1
Intellect 2
Presence 2
Psi O

Skills
Choose any three Military Skills at 1 (2)
Athletics (choose two Specializations) 2 (3) and 3‘
Culture (choose Specialization) 2 (3)
Dodge 1
Energy Weapon (choose two Spec1allzat|ons)-2‘(
and (3) ;
History (choose Specialization) 1 (2)
Language
Species Language 2
Federation Standard 1
Law (Starfleet Regulations) 1 (2)
Personal Equipment (choose Specialization) 1 (2)°
Shipboard Systems (Tactical and one other -
Specialization) 2 (3) and (3)
Space Sciences (choose Specialization) 1 (2)
Starship Tactics (choose Specialization) 1 (2)
Unarmed Combat (choose Specialization) 1 (2)
Vehicle Operation (choose Specialization) h
World Knowledge (choose Specialization) 1 (2) b

Advantages
Bold +1

PiraTe/RAIDER

Attributes
Fitness 3
Vitality +1
Coordination 3
Intellect 3
Presence 3
Willpower +1
Psi O

Skills i
Athletics (choose two Specializations) 2 (3) an .'._
Command (Pirate Crew) 1 (2) g ot
Culture (choose Specialization) 2 (3) “."-.._ :
Energy Weapon (choose Specialization) 1 3) = T
Espionage (choose Specialization) 1 (2) ; P""“"

Fast Talk 1 . --_. o -
Gaming (choose Specialization) 1 (2) ¥
History (choose Specialization) 1 (2)
Knowledge (Trade Routes) 1 (2)
Pirate Havens (2) i
Language e o
Species Language 2
Federation Standard 1
Personal Equipment (choose Specialization) 1 (2)
RAIDERS, RENEGADES, AND Rocué;-‘
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itive Weaponry (Knife) 1 (2)

urity (choose Specialization) 1 (2)

board Systems (choose two Specializations) 2
and (3)
starship Tactics (choose Specialization) 1 (2)
eetwise (choose Specialization) 2 (3)

World ‘Knowledge (choose Specialization) 1 (2)
a3

dvantages

. i ﬂ'/itality +1
2R N Coordination 3
W s Dexterity +1
o - Intellect 3

: W Perception +1
il _P.‘rr'e_sence 3

...1' "':_' L Psi O

1 __,_i"'\u._:_l_'_._'}-|I . -

o ey e -
T LG '!-_.i
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Skills
Athletics (choose two Specializations) 2 (3) and (3)
Computer (Data Alteration/Hacking and one other

Specialization) 1 (2) and (2) :—:
Culture (choose Specialization) 2 (3) - .
Dodge 1 [
Fast Talk 2 g
History (choose Specialization) 1 (2) L
Language  ,

Species Language 2 +..__._

Federation Standard 1 4
Merchant (Appraising/Selling Stolen Goods) 1 (2) -":
Personal Equipment (choose Specialization) 1 (2)
Search 1 b ——
Security (Security Systems) 3 (4) ?
Sleight of Hand (Pick Pocket) 1 (2)
Stealth (choose Specialization) 1 (2) -
Streetwise (Locate Fences/Black Market) 1 (2) &
World Knowledge (choose Specialization) 1 2) =~

L
Advantages/Disadvantages
Wealth +3
Shady Background -2
Sworn Enemy -1
Thrillseeker -1
Wanted -2



DeTailLiING HAVENS

AUuANIS IDRILON SYsTEM

System Name: Altanis Idrilon

Affiliation: System located on the fringes of the
Draconis Outback and the Klingon Empire

System Type: Type M5 V (red dwarf) star

Inhabited Planets: None

Other Planets: Four other planets, one Class J gas
giant, one Class H planetoid, and two Class J
worlds.

Other Stellar Objects: Low density silicate asteroid
field between the third and fourth planets.

Artificial Objects: Derelict Klingon observation
post. No longer functional.

Ioriton I

Planet Name: Idrilon IlI

Class: H

System Data: Idrilon 11l has one small moon

Gravity: 1.1 G

Year and Day: 254/20

Atmosphere: Thin nitrogen-oxygen atmosphere with high concentra-
tions of sulfur dioxide.

Hydrosphere: Less than 10% surface water with no appreciable concentrations. |

Climate: Arid and hot et

Sapient Species: None

Tech Level: None

Government: None

Culture: None

Affiliation: Planet is located on the fringes of the Draconis Outback and Klingon :
Empire

Resources: No known resources. Essentially a barren world.

Places of Note: An equatorial rift spans some 100 kilometers across on the largest
continent. Sulfuric ash and pyroclastic particles spew forth during the planet's
closest approach to the red dwarf, causing a brownish-red band in the planet’s
atmosphere near the equator.

Ship Facilities: None

Gurek's floating marketplace isn't difficult to find—to those who know where to
look. Many of Gurek's contacts who deal with him on a regular basis are willing to share
the last known location of the Scrapyard for a small fee. Rumors always abound as to
the next port of call for the monstrosity, but many times those are just red herrings to
keep the authorities busy.
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PATROLs & SecuriTy Vessels

Rogues of various stripes have to contend with ships patrolling
interstellar borders and trade routes. Starfleet is the first and most
common type of patrol rogues are likely to encounter in a
Federation-based campaign. Starfleet ships respond to reports
of piracy and raiding, and they do their best to deal with
smugglers. Still, Starfleet is spread quite thin across the
Federation, especially along the frontier, so a clever
group of rogues can manage to avoid attracting
Starfleet attention. Interstellar space is vast; there
are many places for a small ship to hide.

Rogues also have to deal with border patrols.
These range from planetary defense ships pro-
tecting a single planet or system to powerful
vessels patrolling sensitive areas like the Romulan
Neutral Zone or the Cardassian Demilitarized
Zone. Relatively open borders, like those of the
Federation, the Ferengi Alliance and most colony
worlds, can be passed without any trouble. More
tightly defended borders may require secret routes,
stolen passcodes, or healthy bribes to cross. The most
carefully guarded borders (like the Neutral Zone) may
require outright trickery or a cloaking device to pass
unchallenged.

Here are statistics for two common types of ships for rogues to encounter:
the Berlin-class security cutter, and the Heron-class security ship. The Narrator
should use these as guidelines for designing similar vessels from other civiliza- _
tions in the Alpha Quadrant. -

Class and Type: Berlin-class security cutter
Commissioning Date: 2359
Hull Characteristics
Size: 3 (95 x 20 x 18 m; 50,000 metric tonnes; 4 decks)
Resistance: 2
Structural Points: 60
Operations Characteristics
Crew/Passengers/Evac: 12/5/200 [5 Power/round]
Computers: 2 [2 Power/round]
Transporters: 1 personnel, 1 cargo [1 Power/round]
Tractor Beams: 1 av [2 Power/rating used]
Propulsion and Power Characteristics
Warp System: 6.0/8.0/9.0 (6 hours) [2/warp factor/round]
Impulse System: .7¢/ .90c [7/9 Power/round]
Power: 150
Sensor Systems
Long-range Sensors: +1/16 light-years [6 Power/round]
Lateral Sensors: +1/1 light-year [4 Power/round]
Navigational Sensors: +1 [5 Power/round]
Sensors Skill: 4
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~ Weapons Systems
- Type VI Phaser:
- Range: 10/30,000/100,000/300,000
Arc: All (720 degrees)
Accuracy: 5/6/8/11
« w1 ] Damage: 12
= Power: [12]
.. Weapons Skill: 4
~ Defensive Systems
- Deflector Shield
Protection: 40/40 (50) [40 Power/shield/round]

Y
= A8
i E RON-CLASs SecurRITY SHIP

ass and Type: Heron-class Security Ship
*  Commissioning Date: 2363
¢ Hull Characteristics
=~ Size: 2 (45 x 10 x 5 m; 28 metric tonnes; 2 decks)
~  Resistance: 2
. Structural Points: 40
- Operations Characteristics
Crew/Passengers/Evac: 2/10/60 [4 Power/round]
-.: Computers: 1 [1 Power/round]
~ Transporters: 1 personnel [1 Power/round]
Tractor Beams: 1 av, 1 fd [2 Power/rating used]
“Propulsion and Power Characteristics
Warp System: 1.5/3.0/5.0 (24 hours) [2 Power/
warp factor/round]
Impulse System: .7c/ .90c [7/9 Power/round]
- Power: 120
Sensor Systems
Long-range Sensors: +1/15 light years [6 Power/
round]
Lateral Sensors: +1/1 light-year [4 Power/round]
Navigational Sensors: +1 [5 Power/round]
Sensors Skill: 4
‘Weapons Systems
‘Type V Phaser
% -::1- Range: 10/30,000/100,000/300,000
o ~ Arc: All (720 degrees)
- .:i i Accuracy: 4/5/7/10
o
-.

i~
- =

T, E.,_; Damage: 10

g 7 Power: [10]

. Weapons Skill: 3

- ' Defensive Systems

" -Deflector Shield

Protection: 40/40 (50) [40 Power/shield/round]
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