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- Introduction

the ﬁna! frontier. We've already conquered it. In one sense, the first amoeba to
by squirting water out its vacuole did that. Even outer space is pretty simple. Not

“Which brings us to the real frontier—time travel. Barring a few mathematical constructions
lving infinitely rotating neutronium cylinders and similar folderol, we don't even know how to
about thinking about time travel. Which means it's not science, it's stories. Which is where
k—and you—come in,

5 sourcebook is designed to help you tell those stories. Whether you're playing Starfleet

s trapped in a one-time temporal anomaly or DTI (Department of Temporal Investigations,

Star Trek To!eplaymg 4
game pmdm fmm N in Chapter Four) agents engaged in a subtle time war with the Taf Shiar, there's some-
three e game - ere for your Star Trek Roleplaying Game series. Actually, since the DT is based in the 24th
& lirie& bothiin printand in = this book can serve as an adjunct to a Star Trek: The Next Generation Roleplaying Game
 produgion at this e ar Trek: Deep Space Nine Roleplaying Game series as well. Better yet, it can link all three in a
La.sf‘Unico’rn willfontinue ; ; b of cross-time adventure; this is a true “crossover” book. Unlike most Last Unicorn game
o UPdﬂ*E tis fimeline ast = 00ks, therefore, this book doesn't really have a “present day” as such. Despite being unstuck in
“more baoks come out .t me, however, this book describes all the species and culture write-ups as of roughly 2375, the

andasihe me‘”s‘o" A of the last season of Star Trek: Deep Space Nine.
series and fi Ims-fontmue

check UUI‘Web sﬂe at

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

rom the Big Bang to the Kelvan Invasion, and Narrating advice for episodes and series set
mv.laslunlcorngames.cnm

; . er you like. Welcome to the big time.
for the latest historical Y g

e d boldly go when no man has gone before.

* .
5

hat additional information on the subject
site at www.lastunicorngames.com.

tion can be found at the Las




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

This chapter presents the current models of temporal physics, as the Federation under-
stands them. They are by no means proven, and future discoveries may invalidate them
completely. However, they are the working models used by Starfleet and by most other

species and civilizations of similar (Level Six) technology throughout the known galaxy.
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elenienie ‘The Space-time Continuum

_.;[he,_uni‘i'}ersé B

f"”"eq' in the Big T Scientists currently recognize the existence of at least six accessible dimensions in the space-
"Ba-”f' 5 ' me continuum. For any space to remain finite but unbounded (as the universe is believed to be),
8 Billion Years Ago: must possess at least one dimension beyond those that are generally discernible. Consider a

The Guardian of o vo-dimensional piece of paper. In order to form a closed loop, the paper must pass through a
Foreveris created:

d dimension. A two-dimensional “universe” effectively exists on the surface of the paper, but its
\eoretical inhabitants are unable to perceive the third dimension. A four-dimensional universe
: (three of space and one of linear time) must pass through two additional dimensions in order to
. b form a finite but unbounded system.
4 ﬁi_'llion Years ;\gé:' Cas ~ These additional dimensions can be considered the “height” and “width” of time, while the
3 Galeﬁ's_;"s_e-&deﬁ" S : linear temporal progression we can observe is time's “length.” It is, of course, impossible to model
(possiblythe prect= “these relationships accurately in three-dimensional terms, although some Medusan mathematical
- sorsofthes S e s echniques offer promising possibilities. Still, for our purposes, consider the relationships of the

SR temporal dimensions using a three-dimensional model.

Uik e If we describe the whole of the three-dimensional universe of space as a single paint, then the
~ first dimension of time can be seen as a line, what we commonly refer to as a “timeline.” This

xtends “forward” into the future and “backward” into the past. Any given paint along this line is a

hominid ffe:
3:5 Billion Years

: S At
* Ago:lifeon Earlhs =

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

beeut Wha.t'w‘il_ 15played on a computer readout, as we shall see.
eventually ecomes : - : ! . : . P S
o S Adding an additional line, running perpendicular to the first, gives us time's “height.” Adding a

ird, perpendicular to the first two, gives us its “width.” This creates a plane of time, intersecting
-with the timeline, which contains a potentially infinite probability field.

Fra,n_cé. =

- -
2 Billiow Years Ago:.

= Single-celed if : : .
S Quantum theory tells us that, at any given moment, there is a vast range of possible

utcomes. Do you go out to visit a friend or stay in and watch the karo-net matches? Do
- you speak to an attractive stranger or leave him alone? Billions upon billions of individual

s e

eval?r_es on EartT'n."_ :
: gwhzajmn ffg;}rlshes. ; <
= on Tagusillls

"

. i actions take place every moment. These choices are said to exist in a state of “quantum flux
*87 Million Years

il g before they take place, which is to say that the possibility of your going out is just as “real”
‘Ago: DiArsay aivi- = 7 :

as the possibility of your staying in to watch the karo-net matches—before you make the
choice.
~ Of course, some outcomes are more likely than others. If you dislike karo-net, and your friend

“lization Jaunichies a
robotic “fimé. cap-
“sife
e aiting for you at the door, it's highly unlikely you'll stay at home. Certain outcomes are said to
22 Million Years

N The'organian's; : carry a stronger “quantum charge” than others, making them mare likely to take place. Some

Tapscend materl events have a particularly strong quantum charge, making them magnets for certain kinds of tem-
: e % .! _ ) ; poral phenomena, as we will see.

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

bundle of 20th-century fiber-optic cables: millions of strands, running parallel to each other.
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Thase strands or timelines “closest” together tend to exhibit the greatest
similarities; their events and histories do not differ greatly, if at all. Those
lines farthest apart (in terms of the Y and 7 axes of time) show the great-
est differences. Each strand vibrates with its own unique quantum
frequency, like a string on a violin.

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

PAST AND FUTURE HISTORY

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

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

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

Consider the following example: In 2063, Zefram Cdthr'a
the Phoenix and made first contact with the Vulcans. Suppose:
could go back to 2063 and kill Zefram Cochrane before hi'é'fatef
flight. At that moment, the quantum charge of the timeline wqui

altered. Instead of connecting with the outcome “Vulcans ma'kg
tact with humans,” the timeline instead connects with “Vulcans
humanity.” This leads to humans failing to develop a world go:
ment for centuries, and to the United Federation of Planets ne
even existing. Not only is this possible, it is something the Bor:
attempted. :

The past not only can be changed, it has been changed on'an
of occasions that we know of. More importantly, changes to the pas
affect our present, and anyone "futureward” of the change is com,
unawdre any change even occurred. From their perspective,'_th_[ﬁ
“always" been that way. If the Borg had been successful in cha'r_l:'
past, no one would even recall that things had been different, e;{(_-:égit‘f
the crew of the Eﬁterprfse (which was pastward of the change)jaﬁd'i'
rare species and individuals whose perceptions extend beyon_(f lin
(more on them later). .

Given that the past can be altered, it is difficult to determm
given change will affect the future. Highly advanced compute;s, :
late the impact of a particular alteration in quahtum_xc_ha{gé '0\;'@:
short time period, but the altered probabilities accumulate'sa.oi’r_ pidh
predictions become meaningless when projected more"than*!:ima'
days inta ﬂ'le future. There are simply too'fnany variables.

i(eep in mind this "plastic” nature of time does not extend ¢
“the past™as we know it, but also into the present and future. Starﬂee
records a number of visits to the 23rd and 24th centuries fr_om-_fu_r_th -
along i__he timeline. It is possible, indeed likely, that these visits-hé :
altered the “direction” of our timeline, changing the "present” fro
those future visitors came. .

[Paradoxes

The limitations on our understanding of time and our own Ime
ception of it often lead to situations considered: !oglcaily ImpOSSlb
Experlence in time travel shows that many of these * "paradoxes
actually paradoxes, at least as far as the universe is concerned.
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in the present, then you do cease to exist, and no one in the present recalls that you ever

f this phenomenon is found in the case of the Enterprise-C, thrown into the future during a

ans at Narendra IIl. The crew of the Enterprise-C leamed that their disappearance had led to

conflict between the Federation and the Klingon Empire. They returned to the past intent on
v'd seen. They also brought with them Lt. Natasha Yar, an officer from the future Enterprise-

erprise-C successfully changed the “past” of the future they visited (their own present).
nces that led her to go back to the past with the Enterprise-C never existed, Lt. Yar remained
hile another Natasha Yar (from the existing timeline) was growing up on Turkana IV, where she
by Starfleet officers, joined Starfleet, and died on an away team mission to Vagra I, The two
the same time, even though one had no “real” history.




THE INFORMATION FARADOX

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

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

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

THE PREDESTINATION PARADOX

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

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

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

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

This phenomenon leads to the idea that certain changes in
the presence of time travelers at certain moments, are “predestin
some way. It is possible that not only are all the events of ourt
already “in place,” but that every temporal intervention that has o
happen already has happened in the sense of being part of a lérger_
“metatimeline.” In this case, there is no free will whatsoever, and w
all merely pawns of fate. As there is no means to prove predestin:
however, this remains merely a theory. From our perspective, i
appears we have the ability to make our own choices. The Federe
chooses to believe in the existence of free will, and the Depar’t_meht
Temporal Investigation rarely accepts predestination as a suffici
for interference in the timeline. -

Time and Cnargy

Temporal phenomena are strongly related to pamcu]ar ty_
ter-energy| phenemena either as the cause of dlstortlon in th
space-time, cantinuum or as byproduds of such [nteractlons
gy |nteract10ns parﬂcularly in‘the presence of subspace fields lik
created. by warp engines, are known to cause certain tempora

GRAVITONS
The effects of gravitation on the curvature of spaceand'sub

ate a connection between gravity and time. The experimﬁen_tgﬁ_f
24th-century'phy5'icist Dr. Paul Manheim show that a strdﬁg t:dnc‘
of gravitons can create an artificial "hole” in the fabric of space-time
"window” into another d|men510n p0551bly a parallel timeline. Ma

expenments also caused a state of ternpora[ ﬂux the Manheim
Underrthe“f'ffect time becarne nonlinear, causmg such thtngs-a
loops and repetitions ||ght~years away from the planetoid hold'
oratory. Although his early experiments were. limited and led

9| ALL OUR YESTER
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potentially serious problems, Manheim’s
theories regarding time and gravity may

yet yield useful applications in time tech-
nology.

TACHYONS

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

machine-dominat
R cloaking devices that shield against all
subluminary particle emissions.
mterszellar mpire : " Experience has shown tachyon
‘coflapses. Ofbons =+ = - ) N emissions can have an effect on tempo-
'Pe'éin'!argéécale == ; <»- \ : i ral and subspace phenomena, including

e ok Exﬁiofaﬁgn., T - at least one occasion where an inverse
- Cams [} divlization = =

dies out-' y

lsu,mm Years Ago.

P

igher-dimensional particles transmitting temporal quanta. Chroniton emissions are associated

-First Taurhai civliza- = 5 of time travel, as well as with many temporal anomalies. They allow for the formation of con-
tion ‘enterges6n :
*Chiltan:+

ent points along a timeline, permitting time travel. Chronitons are associated with phenomena
: Lt ingularities and are a bypraduct of certain devices, such as the interphase generator of a Romulan
50,000 Years Ago: = * ronitons may also be useful as a weapon against certain transtemporal beings that exist outside of
‘TTHE previols CYEIE_ = : pace-time, such as the Bajoran Prophets and their counterparts, the Pah-wraiths.
offebich Of_ﬂie_ b i cle of the chroniton, the antichroniton, seems to act as a temporal “stabilizer” in this particular
Hoidellanto Vol very little has been empirically determined on the subject. More radical theorists suggest that
ly the reflection of our timeline onto a different dimensional plane, perhaps an antimatter
antitime.” Ever since the 22nd century, physicists have speculated on the theoretical relation-




ship between time and antimatter, and the experience of the /5.5,
Enterprise in 2266 cast some interesting light on the subject. Many theo-
rists maintain, however, that the extraordinary gravitational disturbances
nearby (as the planet Psi 2000 destroyed itself) account for the
Enterprise’s brief experience of reversed time flow. Complicating the mat-
ter, the dekyon (a subatomic particle phenomenized solely in subspace)
seems to act transversely to both chronitons and antichronitons, possibly
existing as a means of quantum energy transference between the two
states. Dekyon beams can interact with antiparticles (such as positrons)
across temporal loops and, possibly, through temporal rifts, making
transtemporal communication at least theoretically possible.

Temporal Phenomena

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

NEXUS POINTS

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

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

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

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

[ronically, their very importance makes nexus points commo
tions for time travelers. Their strong quantum charge seems to cause
nexus points to “attract” objects in a state of temporal flux. Like edd
a flowing river can draw in a boat, so do nexus points draw‘trai:e_
time. Accidental time travelers often find themselves at a nexus p
when they appear, while intentional time travelers need to comp
for the presence of known nexus points in their calculations for _
through the timeline. Navigating “around” known nexus pﬂims-'is
the more difficult aspects of time-travel computations.

TEMPORAL RIFTS

A temporal rift, also known as a displacement, distortion, ¢
a kind of "hole" in time, a conduit connecting two different point

11| ALL OUR YESTERD
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TEMPORAL PHYSICS l’:lz

;

_ , ral rifts can form from high-energy interactions in or near active warp fields, as well as through

o beginning. millen- G ns of chroniton p;ér;ticias.'Some materials such as kemacite tend to build up high chroniton or
g i hen irradiated, making kemacite explosions inside warp fields particularly likely to open temporal
'Beg‘i“”i“}gs it e ally possible to create a temporal rift using a graviton matrix coupled with an advanced warp field

A SR e bspace in a particular way. Temporal rifts, even artificial ones, are notoriously unstable and

the Perseus Arm:* :

Drovnalll ter- . 3 o S s i : :
Ry ion is technically any disruption or alteration in the structure of six-dimensional space-time.

araformed by-an- - : . -
-are generally detectable due to the chroniton and gravimetric disturbances they create, howey-

- unknown race. =

jons can cause distuptions in the normal space-time relationships, such as the warp field and gravi-

= S teractions that trapped the U.S.S. Enterprise-D and a Romulan warbird in a pocket of extremely slowed time.
destfoye_ _ by a wave

_ ofiroboticplanet
killers.
35,000 Years Ago:
<The fissyFederdtion
and theSecond
E)rion Empire fighta: °
- lengthy w%r,'in ._ T
ot specific time periods. Advanced mathematical calculations are required in order to “target” a specific
imergéféw{ R nd the precision is still limited. The Federation Timefleet of the 29th century has considerably finer

-

30,00; Years _E'go: ; _ :

T s APORAL CAUSALITY LOOPS

» * Andorian “stone e i =

- ages’; earliest rec.o'g- e nporal causality loop or “time loop” is a localized disruption in the space-time continuum in which a particular
| _ Mizable Andafian - : me is repeated aver and over again. Minor variations are possible in successive iterations of a time loop,
i; - diess ; b s ;_ruption in the sequence of events is required to break the recursive nature of the loop, returning every-

> * =

|, 2565TB.C:Clyof . g o to normal space-time.
_B'he;laéouqd;et_i. b : cult, since those trapped within a temporal causality loop have no awareness they are trapped. To their
according to Bajoran = vents are happening for the first time no matter how many times the loop repeats. Over a successive
= Jlegend. REae tions, some individuals may experience feelings of déa vu due to impressions the loop leaves in sub-
. 27,000 Years Ago: :
Earliestknown oral loops, like other temporal phenomena, may form in the presence of high-energy interactions near an
Klingon seftlements. = : Id. The U.S.S. Enterprise-D encountered at least two temporal loops caused by the destruction of the
25,000 Years Ago! - 3 timatter drive. In one case, the blast flung an Enterprise shuttlepod some eleven hours back in time,
The Trll begindhiflg: - tered an earlier version of the £nterprise. The time loop was broken when Captain Picard chose a
as syrﬁbi'ontf;. # :
Hasdrubal Obelisk

-~ biried:

different from the one that started the loop. Likewise, when the Federation starship U.S.S. Bozeman
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TEMPORAL NARCOSIS

Exposure to temporal distortions such as rifts or pockets of distorted
space-time can have a deleterious effect on the humanoid nervous sys-
tem, leading to delirium, hallucinations, erratic behavior, and even
psychosis. The U.5.S. Defiant vanished into a space-time interphase in
2268, and the effects of temporal narcosis caused the cewmembers to
turn against each other in @ murderous paranoia. The U.S.5. Enterprise
suffered similar effects from the narcosis.

It is possible to protect against the effects of temporal narcosis using
a carefully adjusted subspace field, but this provides only temporary pro-
tection; long-term exposure to temporal distortions eventually results in
narcosis effects. The Tholians seem immune to the effects of temporal
narcosis, thearetically because of their unusual physiology. Transtemporal
species also appear immune to temporal narcosis, due to differences in
physiology required to exist outside linear time.

TEMPORAL FLUX

In temporal flux, matter or energy shifts from one state of temp
energy flux to another, effectively phasing outside of ﬂorma'l_ sp
time. Objects in a state of temporal flux shift along the X axis'fd
moving backward and forward along the same timeline. Ob;':
state of quanium flux can also shift along the Y and Z tempera'
shifting between parallel timelines (see Chapter Three for mor,
mation). An object can be placed in a state of temporal flux thr
expasure to certain temporal phenomena like chroniton particl
well as high-energy warp fields. A controlled temporal flux allows
gy and matter to move through space-time to a specific destina
point.

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

TIMESTREAMS

Timestreams are temporal inversion folds in the sgacéti
that weave throughout the galaxy and are apparently home t
lifeforms. Timestreams are virtually undetectable using converition

13| ALL OUR YESTER
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SLINGSHOT MECHANICS

In game terms, the slingshot effect requires several skl tests, 'One per- =

son, or multiple crewmembers, can make these tests, The firstisa leﬁcu[t_ '

(13) Physical Sciences (Physics) test, followed by a Difficult (13) Physnca

Sciences (Astrogation) test. This plots the ship's ceurse-mward the target —

star. This is followed by a Challenging (10) Shipboard Systems (Flighi = :

Cont;ol) test. Afailure on any test means the'slingshot effect fails to send : -
- the ship inta timewarp, but has no other effect. Depending on_the-degree

of failure, the ship may take damage—even a successful slj_r]Qshdbpé;;s_ége -

might do as many as 20 points of structural and stress damage (o the shij
and a good rule of thumb (unless the Narrator has a specific dramatit'zmélég' =
function in mind) is 15 or so additional points for evéry"pbint:uﬁaér'ﬂie =
needed difficulty. (Dramatic successes, of course, can give the. shsp a safer '
smoother passage.) A dramatic failure results in senous damage to the 5h
-~ (most likely a burn-out of the warp drive), or in the ship e;\ten_ng tim_e_Wa
but with an incorrect vector, sending the ship far off tdursé a"ﬁc.i‘ rﬁissiné '

the target time by any amount the Narrator wnshef. (anywhere from yeans :
to millennia). The same set of tests is required fora shngshot eﬁe_' to
return the ship to its original time. =

Narrators looking to add drama to the slmgshot eﬁect an reqmre the
Crew to repair damage to the ship caused by the initial ilme trip in ordef
to return home. For example, in Star Trek IV: The Vayage Hame ihe_, ew

needed to find a means of recrystahzmg the dllzthmm matrix of the1r bor— _
rowed Klingon ship in order to have the power needed forﬂ'le inp back o
the 23rd century.

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

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

Technology such as a transporter can (if modified ingen'ip;_J
dangerously) suspend an individual's pattern in stasis for a'?rp_f
period of time. Starfleet engineer Montgomery Scott managed:té"sur_\.r_
for seventy-five years in this way after his ship crashed on the surfa e
Dyson sphere, '

THE SLINGSHOT EFFECT

The first time-travel method discovered by the Federation, the
“slingshot effect,” involves the interaction of the gravitation of a lar,
tial body (a star) with the warp field of a starship moving at high war
velocity. The ship approaches close to the star at high warp, using the
gravitational field to provide additional velocity. The vessel sweeps pé
star and arcs back out into space. If properly calculated and exe'c_tit:é
maneuver creates a momentary temporal rift, sending the ship into
warp. A miscalculation can result in the starship breaking up from the
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--ﬂymg too close to the star and unable to break its gravitational pull, resulting in the ship burning
p survives, time tra\felrwuh the slingshot effect may be off by hours, days, or even years.

capable of high warp velocities (warp 6 and haghe;) can perform the slingshot effect at all. The

p drive, the more capable it is of executing the maneuver. The effect places considerable stress on
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have happened only by accident, such as with the U.5.5. Defignt suffering
a chroniton build-up in its armor matrix from the operation of the ship’s
cloaking device. This deflected a transporter beam from the Defiani some
350 years into the past, depositing three members of the crew in the early
21st century.

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

used their technology to escape the disaster by trav'elri

past.

TEMPORAL RIFTS

Temporal rifts, natural or artificial, are a common mean
through time. A ship encountering a temporal rift may pas's;
unaware, although it is more likely the ship’s sensors will ¢
long before the ship enters it. Some rifts resemble Kerr lo ]
string material with no discernible event harizon, often ra&i
odd subspace frequencies. High-energy interactions in th'e;'-pr
a ship's warp field can also cause the formation of a tempora
other anomalies like time loops and temporal distortions. Tl '
include weapon discharges, warp-core breaches, and con
tain stellar phenomena (cosmic strings, quantum filaments,
holes, etc.).

A temporal rift generally connects two points in space-ti
which is usually the present. Natural rifts can shift their er
points without warning, although as a general rule they It
a period of hours. Creating a temporal nﬁ dehberately
tion of exotic particles Izke hroni

area, at Ieast in the 24th century By the 29th century, the Fed
Tlmeﬂeet creates and uses temporal rifts as easdy as Starﬂeet
uses warp fields.

SOME CHARTED RIF‘I’S

ANDORIAN WORMHOLE REMNANT

The Andorian wormhoie nearly destrayed Andorfan cil

prevented Andorian space f travel for generatlons Its col[apse
increased ion storm actnnty in the system, and ‘even now th
Defense Force diverts ship traffic around the.i ion- plasma f

wormhole closed in 2069, The Andorian Astronomlca[_S
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sunspot activity on Rigel B. Fortunately, the anomaly lies well away from
heavily used routes in the Rigel system.

STARBASE 200 DeReLICT

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

TYPHON EXPANSE LoOP

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

TEMPORAL FLUX

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

Temporal flux is generally the most difficult and dangerous form of
time travel, although artifacts like the Bajoran Orb of Time use it, leading

* Federation scientists to speculate that it may be the most efficient means
of time travel, once the techniques to use it are fully understood. Even in
the 29th century it is clear that temporal flux is not the preferred mode of
time travel, since Federation timeships use temporal rift drives. Proper
use of temporal flux may be the domain of Tech Level Seven or Eight cul-
tures.

PSIONIC TIME TRAVEL

It is at least theoretically possible to manipulate chro
cles psionically, using them to create temporal rifts or induce
of temporal flux in order to travel through time. In fact, thi
the means used by extremely advanced lifeforms such as |
manipulate time. It is equally possible that the Q are cai:ié
ing pocket universes or entire new timelines (such as th
future” experienced by Captain Picard in 2370) rather than
in time at all. Although psionically gifted Federation
Vulcans have studied_ the concept of psionic time { |
;Iéfé st.
the mad mutant Maltanar labbo of Betazed (see “The la :
Incursion,” ='page 41). Some scientists speculate that tﬁ:e}s_ta_
manip’_ﬂlaﬁon of space-time may be beyond the capabilities o

trolled working abilities have developed thus far—

real lifeforms.

One variant on psionic time travel is called “temporal
tion.” It involves sending only the consciousness through tim
leaving the traveler's body (if any) behind. The Federation hi
encountered cases of disembodied intelligences c[éimih’g:t
other time periods, possessing or inhabiting physical bodi
present time period. Individuals in a state of temporal f-luzx
report visions or experiences of being presei'lt in their ows
er person’s body in another time. These visiéns may be
precd’é’r’aiﬁoh-or postcognition, or they may be actual menta
travel. g '
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THe GQUARDIAN OF FOREVER

The location of the artifact known as the Guardian of Forever is care-

t devices in time-
ntrol) of hu'mans'_ _
nwork as well andas

fully classified by order of Starfleet Command and the Federation Council.
It is on a planet in Federation space containing the ruins of a civilization
that existed at least five billion years ago. Starfleet vessels carefully patrol bk dodn o
the region and keep other ships away from the planet, which is officially o deprive the Crew of its
quarantined by the Federation. = :

The Guardian itself is a rough-hewn torus of stonelike material et consider artifacts :
about three meters in diameter. It is completely impervious to all

known scanning techniques, and apparently invulnerable to harm. It is

ept out of the hands of any-
mmérﬁbers are unlikely
_ _t'l"iey have very high-
ikewise, the Orb of Time.
S they're not likely to ajﬂu
uld impose simiiar_-résﬁijcﬁo r

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

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

answers questions, but often responds in riddles or apparent non- s °°”Sid‘-".ed-a'5f""
sense. For example, when asked who created it, the Guardian JLEL anyone g b : o i
responds, “| am my own beginning and my own end.” e/ oyl u? _fiunng fheseis £

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

used as a viewer to look into the past or future, or one can actually
through it and enter that time period. The Guardian' can return trav
after a predetermiried__ﬁme or event has passed, either in the tra

own experience or the present time. As far as is known, the

serves onlly asa portal through time, not into parallel timelines o

dimensions. :

The Federation considers even the existence of the Gua’r_dtéﬂl
a secret. Scientists have studied it since its discovery in 2267, but_, & war
proceeds slowly due to the Guardian's enigmatic nature and the
Federation’s extreme caution in dealing with it. Although the Gugrdi'
ents tremendous opportunities for historical research, it is co_nsid'

risky, for fear of inadvertently altering the'past. The first time th
was Used, it resulted in the elimination of the Federation’s entir
Only quick action by a few remaining Starfleet officers undid the dar

R AR \ F
N

Wiy e |

. _‘;!.j‘ ; ~ : Sl WY T \ Meeting in secret session, the Federation Council banned all us

fact except in cases of extreme emergency. Agents of the De

Temporal Investigations are stationed on the Guardian’s plan
this directive is followed. Whether or not the DT! has used th
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TEMPORAL PHYSIC!
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: 'Iﬁs B.C: Esseﬁtial'uni-. 5,

Time

: b\/ the One Ermpire ' ed Bajoran Orbs, the'O.l'b_o'f'ﬁrﬁé'isgan hourglass-shaped construct of energy created by the life-
; .comp[ete = b t ajoran wormhole, known to the Bajo,r:ansiz_;i_f‘;_:the Prophets. All the orbs exhibit a transtemporal
9B.C: Khrvsaros of : , eators, who live outside linear time. The Orb of Time in particular shows connections to tem-
Betazed grants the o here the other Orbs can show visions of the'futur'e, the Orb of Time actually permits physical

Hoiy Rlngs to Rixt: 5 ) L
: gstates o 2 1g the Orb to time travel requires mental dlsaplme and focus The user need only visualize the desired
-~ Apha Gentauri IV L ind focus on the Orb, Wthh prolects a fleid of chroniton particles, causing the user (and any

. Constructthe e Sll'ed) to enter a state of tempora! flux and shift through time. Like the other Orbs, the Orb of
Caladla stadlum for” —

its own par,_tlcular awareness and functions at its own whim. Cardassian scientists studied the
the First Galadian 3

it were unable to learn anything useful about it, much less make it function.

Giames, leading o' = = i . u no s L :
= the Orb do not necessarily have to be “moral” or “right” in a conventional sense. The

ment returned the Orb of Time to the Bajoran people in 2373. On the trip back to Bajor Sector, for-

;t' Arne Darvin used the Orb to take the U.5.5. Defiant back to the year 2268 so he could kill Captain

in was apprehended and returned to 2373. The Orb remains in Bajoran custody.
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There are also a potentially infinite number of other timelines, parallel to our own in six-
dimensional space-time. Each of these timelines is a separate universe with its own history.
Some parallels duplicate our own universe so closely it is nearly impossible to tell them
apart. Others differ greatly in historical events: parallels where the Romulans conquered the
Vulcans, or the Vulcan culture of logic never developed; parallels where the Borg con-
quered and assimilated the whole of the galaxy; universes where the Federation and the
Klingon Empire fight wars lasting centuries. Some parallels may be so different from our
own that it is impossible to visit them, as their physical laws differ so much that humanoid
life cannot even exist there.

Compared to Federation knowledge of linear time, knowledge of parallel timelines is
fairly slim. It is far more difficult to “jump" from one timeline to another than it is to travel

DL 7'

v/;%\i:ﬁll" LR \/u////la/!!g Xy

In Chapter One we discussed the existence, and possible alteration, of a single timeline.
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ajch'ii_meline has its own quantum signature, a separate vibrational plane of existence.

5

ies can form a “bridge” from one parallel to another.

nes so closely that they m‘erge,,_be'czoming a single timeline. There is no means of testing this
atheory. E
estiol of.Wh'etHerﬁ or not it 'i's'p_o'ss_ibl_e to “create” a parallel timeline. Since parallels appear to
he fifth and sixth di_mefnsi_ﬁiﬁﬁ of time, it is accurate to say that all potential timelines
' 7 [ﬁated"gét,e\féry' possible quantum juncture, hence any choice can
e question of whether or not ane can be created “intentionally” is large-

= fotinds the Wayof . : stence of parallel timelines is quantum resonance. Quantum theory states that every possi-
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FUN.WITH QUANTA

object's timeline of origin only if the tricorder has a previous reading

of the same resonance signature; otherwise the character can deter-
mine only whether or not the object “belongs” in the current timeline.
It is impossible to alter or disguise an object’s quantum signature
using Level Six technology, although it may be possible for mare
advanced cultures.

QUANTUM FLUX

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

QUANTUM FISSURES

A quantum fissure is similar to a temporal rift (page 17), with an
extended dimension along the Y and Z axes of time. It is a fixed pc'iir]
space-time connecting multiple parallel timelines. Exposure to wa_rp
and other high-energy subspace interactions can place nearby maf
energy in a state of quantum flux. It can also cause a quantum fi
destabilize, breaking down the barriers between parallel timeling
allowing them to “spill over” into each other. The U.S.5. Enterpn'
encountered one such quantum fissure in 2370 between Forcas II
the Argus Array. A power surge on board the ship caused the fissu
destabilize, allowing some 285,000 other parallel timelines to come
contact with our own. The crew used a broad-spectrum warp fiel
the fissure safely.

QUANTUM SINGULARITIES

A quantum singularity is a point of incredibly dense graviﬁy
the collapse of a neutron star, so powerful neither light nor
can escape from its pull. Singularities emit powerful waves of

power source rather than matter- antlmatter englnes
Encounters with quantum smguiarmes have been known-
oblects in a state of temporal or quantum flux, particularly in conj nctr
with subspace fields. A 2369 encounter between the U.5.5. Enterpnsg;D-
and a Romulan warbird led to a warp-core breach on board the - i:
Enterpnse “The combination of the warp breach and the flux of the war-=
bird's artificial quantum singularity drive caused a temporal distort_lon :
where time greatly slowed around both vessels. Starfleet officers wer
able to reverse the distortion, undoing the damage to both ships, be
the distortion coilapsed '
In 2371, a Romulan warbird's singularity drive interacted with delta-
series radioisotopes in Ch|ef Miles O'Brien aboard Deep Space 9, causmg
O'Brien to shift through tlme and allowing him to prevent the dest icti
of the'st un‘ he foresaw i in the future.
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place by accident in 2267, when crewmembers of the U.S.S. Enterprise
attempted fo transport during an ion storm. A shift in the transporter’s
quantum resonance oscillator caused the Enferprise crewmembers to
switch places with their counterparts from a parallel timeline, who were
also in the process of beaming up to their ship. Chief Engineer
Montgomery Scott was able to reverse the transport process and return
everyone to their proper timelines.

Since then, the only intentional travel between parallel timelines
known to the Federation has taken place between our own and that time-
line discovered by the Enterprise crew. Starfleet and Federation personnel
have encountered a number of other parallel timelines accidentally, via
quantum fissures and accidentally induced quantum flux. The quantum
signatures of some of these timelines have been recorded, while at other
times circumstances prevented this. Theoretically, it is possible to visit
these known timelines again by modifying transporter systems, but
Starfleet regulations prohibit interdimensional travel without express per-
mission from the Federation Council.

Creating Alternate Timelines

Theoretically, every possible parallel timeline exists somewhere in
six-dimensional space-time, waiting to be found. The vast majority of
such parallels are probably incomprehensible or deadly to humanoid
life, having diverged from our own history so long ago they no longer
have even similar physical laws. You can consider such timelines effec-
tively unreachable, although lifeforms from one of them might come to
pay a visit to our timeline, particularly if drawn by a sufficient quantum
disturbance.

Timelines useful in a Star Trek Roleplaying Game series generally
draw from some variation of known history. The easiest methad is to
choose a “nexus point,” a single event or series of events where the paral-
lel's history diverges from known history. A quick read-through of the
“Timeline” sidebar running through this book should vield plenty of possi-
ble nexus points to split off into parallel timelines. If the history of the
Crewmembers' own timeline changes (through their own efforts or due to
some other influence) you can use these guidelines to create an alternate
timeline to describe the results of the change.

Once you have a nexus point, ask yourself, “What if?” What if the
Romulans conquered the Vulcans during the first Romulan War? What if

the proto-Romulans never left Vulcan in the first place? Wh
Cochrane's fateful space flight took place a day or two Eat'e
had not initiated Federation contact with the Borg so soon? P
your “What if?” statement and consider how the timeline migl
unfolded differently under those circumstances. :

Generally speaking, the less “air time” you give your paralle
the more like the Crew’s home timeline it should be. This saves
having to explain every single detail to the Crewmembers for
they're visiting for only one episode. Take the Mirror Universe,
ple. For the most part it's the same as the Federation univers
technology, aliens, and even individual people. The differences resid
mostly in the way peaple behave and in the political structures an
alliances. The more divergent you make a parallel, the more w
to be. :

Of course, that's not to say you can't send your Crew into
divergent parallel timeline, it just requires some additional preps
You also don't have to detail every single facet of your new 'timé
unless you're planning on spending a large number of eplsod
Take the alternate timeline in the Star Trek: The Next Gene
“Yesterday's Enterprise,” for example. The loss of the £nt
an alternate timeline where the. Federatlon and the K]lngon
at war. During the entire ep:sode we saw no pianets and o
Klingon shlps The scnptwnters didn't bother commg up wﬁh alt
histories for the various planets of the Federation, the\r only fille
details re'[evant to the story. You ca-h'd'd the same with you
tlme]mes §

F]X)T/NG AN ALTERED TIMELINE

Gne common time-travel story is repa:nng or undomg a cha
the timeline that alters hlstory In most cases, the Crewmemb
only ones capable of repairing the: damage (whlch they may-'
have caused in the first place). They are the only ones una cte
change in the timeline, so they are the only ones who know thin
changed and how to change them back. The most common
this is some proximity to the cause of the change

For:e ample, in the Star Trek episode "Cliy on the Edg
the landing party remains near the Guardian of Forever wh

inadvertently changes hlstory in the 2OIh century Their pro:
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mysterious artifact somehow protects
them, even though their ship vanishes
from orbit and the rest of the universe is
altered. Likewise, in Star Trek: First
Contact, the Enterprise-E is following in
the temporal wake of the Borg sphere
when it travels back in time. The
crewmembers have a brief moment
where they see the timeline change:
Earth is a Borg-controlled planet, inhab-
ited by billions of Borg. They are
) unaffected because of their proximity to
244" the temporal vortex.
In some stories, the Crew may be
: ; : changed along with the rest of the time-
Kingon®mpire. . dd. =" ' 2 8 ¢ e line. Such was the case in “Yesterday's
863t Kahless deﬁan;. St A A = Y Enterprise.” In this type of situation, the
. ffomQu/RoS. 5 : ' : » fls B\ 4| Crewneedsto find out the timeline has
- * According o legend, T : £ =S N "ANB | changed. Although the players know
he journeyedto Sfo- = : ! W ‘ PN 4 things are different, their characters have
: VU"KGI-.-EJ‘_E' £ 5 b : ' . been altered along with everything else.
 promised thathe. : v : 7 ¢ > 4 : L/ w| A character with special perceptions
"f;’"‘-’”'d_o'“’day S ; 4 Y ; 7 such as the Temporal Sense skill (page
aeum. e : _' 71) may be able to clue them in, or the
. : raveler from the original timeline or an artifact that reveals what has happened.

=

: ;93‘8:' ROFHU!aﬂ Seh..‘cite = o to u_ﬁdo the damage thals been done, the Narrator should provide a means of time travel or allow
glonaee. th"'_-" 5 ith one (see Chapter One for some options). The Crew can then go back and thwart whatever
quul‘an'Star :
‘Empire s organized. e timeline occurred because of the Crewmembers' actions, they may have to get more creative
.95 Uceliinvadeand = 1age. For example, in the Star Trek: Deep Space Nine episode “Past Tense,” Commander
«conguer Tiburon.— = splaced to the year 2024, accidentally caused the death of social reformer Gabriel Bell. Sisko
960: Viral Image Wars - - his role in history and was prepared to die in order to do so.
evastate Caim soci= = * ' parallel timeline, as opposed to alterations to their own timeline, Crewmembers have more
ey o _'rt'comes to “fixing” a parallel's history. Do they obey the Temparal Prime Directive and leave
105 M;d‘aran_thepéal e el as they are, or do they take an active role in changing things in an effort to make them better?
s Bet not always successful; Captain Kirk's efforts to change the character of the Terran Empire in
ded up weakening the Empire and allowing it to be conquered by the Klingon-Cardassian
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Repairing damage to the timeline is also a common mission for
agents of the Department of Temporal Investigations. See Chapters Four
and Eight for more information.

Playing in [Parallel Timelines

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

ALTERNATE TIMELINE €PISODES

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

ALTERED HISTORY

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

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

figure out what has happened and even sacrifice their lives to ensure

episodes, which end up undone when Voyager destroys -th_e
timeship. '

This highlights one of the advantages to altered history sto
allow Narrators to tell stories that would otherwise have tao gr
impact on the series. In an altered history story, you can kill o
characters, destroy the Federation, and wipe out whole plane
end, if all goes well, history is restored to normal, and none
events of the episode ever "really happened” except for you an
players. You get all the fun without any of the mess to clean up a
ward. '

Altered history episodes provide an interesting change of pa
series, and offer opportunities to explore stories that might no
be suitable for the regular series. When they're done, everything
back to the way it was before. .

ALTERNATE TIMELINE VISIT

The other common type of alternate timeline episode VO

Crew visiting a parallel universe tde their own, such a &

“Mirror Universe” eptSOdS of bot Star Trek and Star Tre
Nine. Genera[lyhthe visitto the alternate timeline i is accnd
first. The ongmal Enterpnse crew ended up'in the Mirror Uni
a transporter ‘accident, whlle the Deep Space 9 crew first went th
a warp-| malfunctmn mteracted ‘with the Bajoran wormho[e Cre
other parallel timelines in a similar manner.

Once they ve arrived, the crewmembers’ goals are usually wofol
deal vg]th any immediate problems in the alternate universe ar_l_ti

out a way to get back home. Key to doing both of these things
as much as possible about the alternate universe along the wa
vides opportunities to showcase the differences between-the:ar
the Crew's home universe Eventually, the Crewmemberéﬁfiéij're
means to get back home usualiy by duplicating the conditions that
brought them to the aiternate universe in the first place. They m
not leave a lasting i [mpfessmn behind them. -

An interesting vanatlon on the alternate timeline visit is ha
alternate timeline come and visit the Crew. Perhaps a warp ¢

accident sends people from an alternate timeline into our o
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PARALLELS ] =30

i _
1099: Ucali allow Zora . e 'to f|gure ouvwhat to.do with these visitors until they can figure out a means of sending them
“lo pefférm medical : 3 A, 1L
glioatieson the = = more comptlcated when the visitors don't want to go back home (as in the Deep Space Nine
'Tibfronesal""‘ . e " in which the mirror Bareil does not want to leave). Perhaps they fled their own universe
1154 Alai sedluces the : o aps someone. followed them here to bring them back or simply kill them. Things get even
Ucali High Suzerain ; : e visitors are duplicates of the Crew, or other people they know. Imagine the Crewmembers
of Tibu__roﬂ. begin- ‘ ié | duplicate of their \worst enemy, who is a freedom fighter and social reformer in a parallel
*ning the Grand : 1y ignore a Iegmmate request for assistance, or does the Prime Directive prevent them from
« Sibversion.
1232: Kimilons cbianize‘
- Zald, a(ten‘]pt't’u

2 _assimilaté Zaldans.

' 1245: On A”d“”a el "rnate_timéline episode often involves creating duplicates of the Crew from that timeline, either for
Krotusthe - .= -c - uring the episode or for the existing Crewmembers to meet. For the most part, this is a fairly easy

&0 Conqterori(bom : s p the players' character sheets and copy them, change a few minor details here and there, and voilg,
"1226),mses to lead'a '

2 §mall grbulﬁ of

el Crew.

nsideration is how events in the new timeline affect the characters. Most alternate timeline stories

Enessi‘clans in i i ; : .
the major events of the Crewmembers' lives remain the same. For example, they are all still assigned

p, even when that's not entirely likely. In the Mirror Universe episodes of Star Trek: Deep Space Nine,

St of the major characters showed up on or around the mirror Terok Nor, although they were often

» defense against the
ravages ofian

Onshoman.warlofd:
: - heir counterparts in terms of personality and outlook.

ﬁelp distinguish parallel characters. In “Mirror, Mirror” the mirror Mr. Spock has a sinister-look-
ror Sulu has a scar and wears a red shirt rather than a gold one. Players immediately

: I:ss:}(rgtu_s' copquest

< of-eastern KaThela

: isrcom'pi‘;:te. ; =

Uncaticic dfie* . es, and they help make parallel characters seem more real.
maVes his Simies

T i i
" into thetlands A € TIMELINE SERIES

+ beyond.the Enessi
Mountains." ..y N run an entire series in an alternate timeline, if desired. Technically, every Star Trek game run

1261: Krotus unmes e S can be thought of as an “alternate universe” of the setting seen in the Star Trek programs and

KaThelar clans and : the source material from Paramount Pictures and Last Unicorn Games closely, while others
e -nati-on.s and tums A ties. Running an alternate universe frees the Narrator somewhat from having to following exist-

‘toward the Tharan .~~~ : ntly. You can always declare that in "your” Star Trek universe, things happened a bit
Mountains. : :

mg- RomulanVuléan — line series can be as similar to or as different from the established timeline as desired. It might
“wars begin. Al 1|i’e . 5 that some new characters (the player characters) take important roles played by Kirk, Picard,
an the planet Zetar e in the original Star Trek material. Or it might be as different as a universe where the United
destrofed by cata- * = Federat] anets never even existed, and a Terran Alliance is working to forge a pact with the Romulan,

*

clysm. pires against their mutual enemies, the Borg, before they can overrun the Alpha
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Sample Alternates

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

THE MIRROR UNIVERSE

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

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

ruled through fear and violence, and the crew of the S.S. (i

Ship) Enterprise advanced through deception and assassin

Before returning to his own world, Captain Kirk planted th
social reform with the Mirror Universe’s Spock. Spock led a reform
ment in the Terran Empire, bringing about disarmament and soci
change. Unfortunately, this only made the Terrans easy prey for _
Klingon-Cardassian Alliance, which quickly conguered the Terfan_
including Earth. Humans became a slave race of the Alliance,
work in mining facilities like Terok Nor in orbit around Bajor, ai
member of the Alliance.

In 2370, over one hundred years after first contact with the Min
Universe, personnel from Deep Space 9 accidentally ended up th

to a warp accident in the Bajoran wormhole. They likewise plante
seeds of social change, encouraging a rebellion among humah_
Terok Nor. Starfleet officers from our universe have since interven
(mostly against their will) to assist the human rebellion in the Mir

Universe. Individuals from the Mirror Universe have also visited
least three occasions. It remains to be seen if the rebellion agai
Alliance will be ultimately successful, and what effects (if any
on contact between the two universes. (For more details on th
Universe, see Last Un|c0rn Games sourcebook Through A Glass Da
The Mirror Unnferse ) ' :

BORG VICTOP\Y

tion of new ships, whlch spread out toward other Federatlon
attacking and assimilating tj]em in turn. Feéerat_lpn ships and
proved tiseless against the Borg’s superior techﬁology Altho
personnel were able to win Some minor victories, they cou!d
Borg’s advance. With each pIanet they assmﬁated the Borg
stronger, while the Federation weakened.
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-1345: The'ﬁiga; e : hey assimilated the
Starvation begins 0 St ‘ efore the discovery of the
Cardassia; Second. <+« ° 50 it remains

e

ough some alliance sur-
Bajjqra_n legends of a

1370: Ro;ng_ ‘ : ew desperate
warsend. =

1372: The Kiingons, ; ies against the
. . enjoyingthe e_a.rl\‘; SR ight also encouraged the Romulans.to reveal the existence of the Taurhai Unity to the rest of the
SR : hoping to petition the Taurhai for aid. (For more information on the Taurhai, see the Way of D'era
S -from Last Unicom Games.)

i_nv_adled by the . -

e

-
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- $ - RATION-KLINGON WAR

ml.l:_ lion;lu‘lan's' iﬁ‘ven‘t_ )
ligmagncenutle 1e U.S.S. Enterprise-C fought four Romulan warbirds attacking the Klingon outpost Narendra Il
: hterprise-c was heavily outmatched and did not prevent the destruction of the outpost, the
2 19k alyoiStatoss s e ade a strong impression on the Klingon Empire.
Lo G s e Enterprise-C seemingly fled from the assault of the Romulans and abandoned the Klingons to
‘4“._°,=.T'Vfa“ ofVulean == Its involvement was barely noticed by the Klingon Empire, and then only to accuse the Federation of
 déVelops warpidive,; e attack. Diplomatic relations between the Federation and the Klingon Empire continued to weaken,

Vulcans begj"-_ x B it not long after the Narendra Il incident. Many Federation allies sat out the war, feeling that there
observingiother ~ » o

diive®

=

‘the Enterprise-C had appeared when the attack began but offered no help, a reason that cast
light

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

planets: .
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and outer worlds before Starfleet could rally for a counteroffensive.
Although Starfleet crews fought bravely against the Klingons, they were no
match for their enemies’ superior numbers and warships. The Federation
has lost more than half of Starfleet’s vessels and persannel to the war in
the past twenty years. Even the new Sovereign- and Defiant-class battle-
ships are unable to turn the tide. Starfleet Command believes defeat is
inevitable within six to ten months.

Although the Federation has made overtures of an alliance to the
Romulan Empire, there has been no response. The Romulans, in fact,
remain embroiled in their own conflict with the Taurhai Unity, which is
going badly for the Empire. Some elements of the Romulan Senate favor
an alliance with the Federation, but opponents of the proposal point to
the problems of fighting a two-front war against a pair of powerful adver-
saries.

THE TWIN EMPIRES

In 1270, early in its space flight era, Vulcan was attacked by a fleet of
unknown vessels emerging from a wormhole in its star system. For a
century the Vulcans repelled attacks from this fleet, eventually driving
* them from their system altogether. The Vulcans did not learn until much
later that the attacking fleet was made up of Romulans, a faction of
exiled Vulcans (see The Way of Kolinahr sourcebook for more informa-
tion).

In this timeline, the first Romulan-Vulcan war resulted in victory for
the Romulans, who retook their homewaorld and instituted a new military-
controlled government there. When the wormhole connecting the Vulcan
and Romulan star systems closed, the Romulans already held Vulcan in a
tight grip. The Vulcans opposed the Romulans through passive resistance,
which failed to move the conquerors. The teachings of Surak were out-
lawed, and its followers were forced underground. Over time, Vulcan
culture became more and more Romulan in character, reverting back to
- its warrior roots, but more unified than before.

Cut off from contact with Romulus because of the lack of warp tech-
nology and subspace radio, Vulcan continued on its own for centuries.
When they developed warp drive, the Vulcans (who no longer called
themselves Romulans) began to expand out into space. They conquered
several nearby star systems and sent envoys to make contact with their
cousins on Romulus, At first, the future of the Vulcan race looked bright,
but trouble quickly developed.

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

In the meanwhile, a Vulcan scout vessel encountered a wo
ture in the Sol system and made first contact with Earth. Vulca
easily conquered the war-torn Earth, followed not long thereaft

Centauri, itself recovering from a deadly plague. The Vulcans fori
alliance with the warlike Andorians, bringing them into the Empir
allies against the Romulans. The Romulans, in turn, have made o
to the Klingon Empire and established a shaky alliance with them
military commanders like Sarek won brilliant victories over t'hef
Empire before the Romulans developed cloaking technology. T
two powers to declare a truce and create the Vulcan Neutral Zon
between them. Now twin empires sit on either side of the Zon:
watching each other as they rebuild their fleets. .

KEELER LIVES! -

Rather than dre in'a meanmgless traffic acodent Edlth
vived to found a wrdespread movement devoted to: peace
social reform resrdent Roosevelt appomted Keeler Secreier\}? €
1937, and erernﬂuence and, that of her movement prevent
States Sfrorn entermg World War II. Hitler's screntrsB had tim
jets, rockets, and the atomic bomb, usmg these ¢ superweapons
off Russsa and Britain. By the time America awakened to rts da
too Iate and Germany won the Third World War in 1993 destr
United States in a rain of atomic fire. -

After a brief struggle against the * "genetic supermen"- creat
Japanese Empire, the Third Reich ruled the world. Nazi interest
only grew as probe'; detected signals from other planetsi""Le

ical General Griin, humans conquered Alpha Centauri using slee_
and ecological warfare to disrupt that scarred world s dellcat
Blendm Centauran and human technology gave the Nazi

e warp drive, and the Erdenreich struck hard at neai
Capella, Tau Ceti, and other{ pnmltwe worlds, buﬂdlng an int
human empire. In 2084, human ships entered the Andor
for another easy conquest. The Andorians fought back gn_
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i of genetically enhanced humans seized control of the governments of some forty nations on

BRI art of the Eugenics Wars, which lasted until 1996 and ended with the overthrow of the tyrant

genics Wars ended differently, with the genetic supermen still in positions of power around
oonien Singh, established as the supreme ruler of most of Asia. The order imposed by
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Earth's genetic overlords created a caste system, where the genetically
enhanced rule over the “normal” masses. Khan was elected Supreme
Chancellor of Earth a few years later.

The new United Earth avoided the chaos of World War 11l and devel-
oped warp-drive technology in 2032. Humans made first contact with the
humanoid inhabitants of the Alpha Centauri system the following year.
The Centauri gratefully accepted advanced human medical and genetic
technology to assist in the eradication of a deadly plague on their planet.
Eventually, the rule of genetic supremacy spread to Alpha Centauri as
well, following a short, one-sided war. Earth began a long period of explo-
ration and colonization, using genetic engineering to create "superior”
beings to govern and adapting human colonists to a myriad of different
environments, permitting the settlement of Mars in the mid-21st century,
alang with many other planets.

In 2067, at the age of 100, Khan Noonien Singh dedared himself
Khan of the Terran Empire, which spanned some twenty worlds near Earth
and Alpha Centauri. The Empire’s vessels continued outward into space.
They encountered the fierce Andorians, who agreed to join the Empire
and became renowned as soldiers. The Tellarites were pressed into join-
ing the Empire as well, although they became a second-class race, valued
only for their technical skills.

First contact between Terran explorers and Vulcan resulted in the first
race that refuses to join the Empire. Khan immediately declared war on
the Vulcans, and a Terran fleet invaded the system. The Vulcans fought
long and hard, but the Empire’s superior numbers, their enhanced sol-
diers, and the brilliant tactical minds of Khan and his genetic brethren
outmatched them. Vulcan was decimated, and the Vulcans became a
slave race of the Empire, which uses them to perform genetic experiments
to further enhance the human genome.

THE ENTERPRISE INCIDENT

In 2268, the U.S.5. Enterprise, commanded by Captain James Kirk,

crossed the Romulan Neutral Zone and was captured by three Romulan

- battle cruisers. The Romulans took Kirk and his first officer Commander
Spock into custody and accused them of espionage. After their executions,
the Enterprise was seized and taken to Romulus. Federation protests fell
on deaf ears in the Romulan Senate, and the Romulans produced several
“confessions” from Kirk and his crew that they were on a mission of espi-
onage in direct violation of the Federation’s treaty with the Romulan

Empire. Not lang thereafter, the Romulan Senate declared

and void, and the Romulan-Klingon Alliance launched its
Federation space.

Federation Starfleet fought bravely for more than twenty y
2293, the Federation Council was forced to surrender. Represer
the Federation met with Romulan and Klingon ambassadors or
to discuss the terms of surrender. Romulan Senator Pardek hel
mer out an agreement which abolished Starfleet and placed .
worlds under the protection of the Romulan Star Navy. Variaus
and colonies were ceded to the Klingon Empire, although man
felt the Romulans gained far more than they.

Over the years of joint Romulan-Klingon rule of the Federa i
strong underground movement developed. Calling themselve;
Maquis, they sought liberation and the restoration of the UF
Romulan Tal Shiar ruthlessly hunts down suspected Maguis me
although they have not vet captured the rebellion’s more famo
alities, like Jean-Luc Picard, Tuvok of Vulcan, or Chakotay of Do

Recently, relations between the Romulans and the Kl.i:n 1
en to an all-time low. The Romulans secretly plan an invas
Klingon Empire. Members of the Maquis have caught wini
and hope to bring them to the attention of the Klingon H|gh
hopes that Chancellor Worf will end the alliance with the Ro
help in the restoration of the Federation. -

NO SPOCK

A Kayiar battleaxe is a heartbeat faster, and Starfleet lose
most: promlsmg officers. In this timeline Lt. Spock dies on ngel
2254 with Captain Pike's yeoman and two other crew members
Spack’s decision to join Starfleet, in defiance of Vulcan tradition
remained uninvolved in Starfleet matters. An Andorian name
became First Officer of the U.S.S. Fnterprise under Captains Pik
Although he served admirably, Commander Thaalen mréihﬁta:!,
martial posture than Spock, leading to the failure of SomeiE'r}terp._r
sions (notably a failed first contact with the Horta of Janus 1\
killed by Starfleet security officers before commun:catlon cou
lished). :

The most significant change happened in 2293, when th
moon Praxis exploded, causing severe damage to Qo'noS.
efforts toward a peace initiative with the Klingons were"thi)\.{a_
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To investigate fully the history of time travel in the Star Trek universe, we would have to
start more than fifteen billion years in the past, with visits that renegade members of the Q
Continuum made to the infinitesimal moment after the Big Bang itself. But to do such a
thing would require a massive tome with little space left for game information. (We've pro-
vided the next best thing in the timeline that runs throughout this book.) We will therefore
start not with the earliest time visited, but rather with the first known human time travelers:
Captain James Kirk and the crew of the U/.S.S. Enterprise.

The First Travels

Following a brief shift backward in time at Psi2000 in 2266 (see page 10), a near miss
with a black hole the following year sent the Enterprise back in time nearly three hundred
years, to a point in mid-July of 1969. While in 1969, the Enterprise’s crew nearly created a
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advertently abducting an officer of the old United States Air Force. The crew of the Enterprise was
ihﬁhlyr'minor changes; the starship then used a variation on the maneuver that had sent it back-
orward fo its home era. Later that year, it encountered the relic construct known as the Guardian
Sy he Enterprise and the Federation itself were wiped from history's slate. Commander Spock and
1750: The Preseivers: = erprise were shielded from this effect, however, and traveled back in time to repair damage
- Visit Earthyand frans: actions in the past restored the Federation, the Enterprise, and their familiar history.

- plantagroupof Federation space, his reports were met with shock and disbelief at Starfleet Command. No
ordings on the black hole reached the Fleet Admiral’s desk than a second report, even more
coded subspace transmission. Starships had traveled near strange anomalies in deep space for
ce the days of the U.S.5. Daedalus and its dlass. None had returned with concrete evidence
oved through time, and here Enterprise’s crew had time-traveled twice in a year? Such a thing was
dangerous. According to Kirk's logs, the Federation itself had ceased to exist after Dr. Leonard
the Guardian of Forever.

American: Indians to-

1181 Cnnsmutlon of

*the Urfited Statos af. o MPORAL PRIME DIRECTIVE

é\merica drafted.on -

Gt tentially, the greatest threat in Starfleet’s experience. In 2268, Fleet Admiral Davis Fisher introduced
arth. :

. Directive to a meeting of Starfleet Command. After a few days of heated argument, it was accept-
1104: Kem il la”"c -including the following text: “No member of Starfleet will interfere with the natural
& 1heL o n past eras, or allow such interference to take place by action or inaction. Starfleet officers shall
! ?:;ZZZSOE;I 'ﬁtidns to minimize any participation in historical events.” The new regulation was a source of
o Command for years to come, however. Flag officers did not know for certain whether to

- spdcetraft, . . i .
SR the fleet at large; a rather large contingent was sure that releasing the Directive would prompt

18222 Andosien scien- 2 i .
Bz L time searching for ways to travel info the past.

fists perfecta .
gri?nitiye vé_x_'s';oﬁ of

- = the c;yo'nic:_sieep- ;
; "capsule,‘layinglhe
foundation fbr_thE'

sleeptr ship"' pro-* >

g et vari o full effect in early

. = =sbeginsimmediate; 'ou'ncil was able to

“produetion quleep-

i vessels,
1830: The firstofa” -

= handful of ! sEeéper :

shiipst are laum:hed

by the_’Andonans, _"'

establishingthe™
. Thalaséa; Quardis,




v i

A

other time-travel episodes on record resulted from serious galaxy-
threatening emergencies, or from accidental exposure to temporal rifts
or time-travel artifacts such as the atavachron on Sarpeidon.

THE BOUNTY AND THE NeXus

A prime case of the former was the Probe Incursion of 2286, wherein
a hugely powerful interstellar probe drove toward Earth, the heart of the
Federation, in what seemed to be a pointless swath of destruction.
Starfleet Captain Spock correctly deduced the probe’s motivation, and
Admiral Kirk and the surviving crew of the Enterprise took a captured
Klingon vessel they had rechristened the Bounty back roughly three hun-
dred years to rescue a pair of humpback whales in order to communicate
with the probe. Kirk freed the whales into Earth’s waters, and the probe
left harmlessly. The Bounty also carried Dr. Gillian Taylor, the first
anachronism brought to the 23rd century from a past time. Taylor later

became a consultant for the Department of Temporal Investigations':
entific advisory board on the period immediately prior to the Eugenics
Wars. 3
Poetically, it was a temporal phenomenon—an anomaly known as the
Nexus—that killed Captain James Kirk in 2293; in response, Starfleet
Command fitted a few small, older science vessels with tachyon, dekyol
and chroniton particle sensors in the hopes of identifying and catalogui
such anomalies. Some of these science vessels would later become u
ficially associated with DTI. However, since most temporal anomalies
restricted to a relatively small part of the space-time continuum (1hat_
say they are small and short-lived), most remained (and remain) undis-
covered. :

THE DARVASH CRISIS

In 2298, the Conn of the U.S.S. Chesapeake, Lieutenant Tessa Niles
turned a simple diplomatic mission into a temporal crisis of the highest
order and precipitated the formation of the Department of Temporal
Investigations. The race assumed to be the only native sapient species
the Theta Eridani system, the Darvash, had achieved warp technology a
petitioned the Federation for membership; Captain Derek Fisk and his
crew were at Theta Eridani 'V to begin those negotiations. Fisk and an
away team beamed directly into a tense stand-off between the Darva
and another spécies native to Theta Eridani V, the Talokar Hdhtgs.
Neither Starfleet Command nor the crew of the Chesapeake had had ai
clue that there were other sentients in the Theta Eridani system,,;ng Fisk's
team was startled to find the Darvash suppressing a Talokar insﬁ?re@on.—g
Neither of the Eridani races had transporter technology, and both sides
were stunned when Fisk’s team beamed in. Driven to frenzy, they ;
attacked the away team with their relatively primitive weapons. Cap_'téin
Fisk and seven others in the away team were killed, while the four su
vivors beamed back to the Chesapeake in bad shape, reporting that
several of the attackers were killed during the confrontation.

Overwhelmed by these events, Lieutenant Niles took command—an ;
the worst possible course of action. Having read Starfleet logs of Kirk's -
voyages back in time, she directed her crew to plunge the Chesapeak
into a near death-dive at Theta Eridani at maximum anainabié’ﬁsﬂt{.
and the Chesapeake returned to Theta Eridani V a few weeks befo _'
confrontation that had led to Captain Fisk’s death. Records get spot';-y'
this point, but it appears that Niles was able to divert the Chesapea;
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fe days by sending a falsified distress call out, masquerading as a disabled freighter in Theta
- , the Chesapeake had left her original route, Niles was satisfied that Captain Fisk would not
Y deranon personnel ceuld approach the crisis between the Talokar Hunters and the Darvash sensi-
185 End of National : in time, incorrectly expecting to be swept into the revised future. Of course, Niles' starship
- Wars resulsin Uf‘i‘ s Theta Eridani V with a duplicate—the diverted Chesapeake—just making its way toward the
fied Kiarian world s jlo'c:_:l'ls hadn't killed Fisk, since he wasn't there, but it did seem to be intensifying into
_3""‘“-’”’_“_6“" : : Convinced she had to stop the conflict before the natives destroyed each other, Niles took
Relea Pplanet's surface in a shuttle, roughly ten hours before the “real” Chesapeake was due to
meet_w:th both sides of the war in an attempt to convince them to put down their arms and

following 75 years.
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crew's morale at an all-time low, the Talokar Hunters used the
Chesapeake to attack several key Darvash locations from orbit. This led to
the nuclear holocaust Niles had feared and, when the “real” Chesapeake

arrived at Theta Eridani V, it was farced to engage and destroy its time-
traveling duplicate.

The Department of Temporal
Investigations

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

48 for more information.) DTl would have the authority |
time-travel events and, where necessary, bring charges agz
or Starfleet personnel who violated Regulation 157, the Ter
Directive.

EARLY YEARS

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

DTI went through numerous directors in its first sixty yea.rs'-:t
is agreed that its second director, the Vulcan Imok, had the g_{é
ence on its development and direction. Imok applied Surak’s_"i
principles to the moral and ethical prablems of time travel; L_J:l’ide
direction, DTl extended and refined the Temporal Prime Dire {
sensible limits. Throughout this time, starship captains used
to deal with simple, localized temporal anomalies witho_ut- )
DTl did, and still does, analyze ships' logs and formal repord
and periodically issues warh; g5 ?lgpug _rec;grr:i;'l'g:phendm'eﬁ
Nexus. Aty

Ly

THE NEXT CRISES, .

iy

Ignoring occasional collisions with causal loop events an

strings, the Federation faced a number of time-travel dilemmas and o

teriesgjurﬁg the early 24th century, with causes lyi'rfg in the p@st e
present, and the future. Among the many DTI cases, the three following
stand gf;_at as typical and important.

-' it
THe |ABBO INCURSION

Following exposure to mutagenic dekyon rays, the 22nd
Betazoid Maltanar labbo gained the a_tiility to project his con
into his own “future self” and, as hisz power increased, even

=

descendants”minds. He wa§ always able to rettjjrn to his ow i
22nd century, and the Betafgid histofic_al recoﬁd shows that
several fortuitous investments.and political moves using info
gained in these psychic jumps. labbo’s family on Betazed was there
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from the future. Although they could find no sign that she was lying, they
also discovered no way to stop further cascades. Certainly if she were to
reappear within the previous few decades, DTl would be able to find a
recard of her in the historical files at Memory Alpha, but the only thing to
turn up were a few vague comments about a miraculous female visitor
seen by starship captains during the days of the Daedalus, warning of
dangers in the future.

THE ANDORIAN AFFAIR

Agent Wyannis played an important role in the Federation's next tem-
poral crisis; she had the good fortune to be aboard the Federation science
vessel U.S.S. Thorne near the Vulcan homeweorld in 2332 when a
Romulan warbird dropped into that sun’s gravity well and vanished from
the present day. The Thorne’s crew immediately began receiving transmis-
sions in native Vulcan, as well as the Andorians’ native tongue; to the
Starfleet craft's shock, the Vulcans and Andorians seemed to be at war.
Her El-Aurian heritage telling her instinctively that time had come unstuck,
Wyannis asked Sarnok, the Thorne’s captain, to take the ship back in time.
When Sarnok balked, citing the Temporal Prime Directive, Wyannis point-
ed out that as far as could be told there was no Temporal Prime Directive;
indeed, as far as could be told, the Thorne was all that remained of the
Federation. Finding herself to be effectively the Director of DTI, Wyannis
gave Sarnok permission to travel back in time.

Sarnok's science staff discovered that the Thorne remained within the
chronal wake of the warbird; with little time to spare, the starship set off
into the past to stop the Romulans. The U.5.S. Thorne emerged almost
740 years in the past. There was no sign of the warbird; the Thorne’s crew
immediately assumed that it had cloaked or warped out of the system.
Frantic retooling of the sensors led Captain Sarnok’s crew to discover that
the warbird was not cloaked, but had warped out, on a heading that
would take it to Andoria. The Thorne pursued at maximum warp while
Wyannis consulted the ship's historical database for precise information
about this time period.

A few days of pursuit and stealthy investigation led the crew of the
Thorne to realize that the warbird had brought warp technology to
Andoria well before the Andorians would develop it on their own. At this
point the Thorne’s crew was startled to discover another time-lost ship in
a hidden orbit around one of the gas giants on the outskirts of Andoria’s

star system. That ship seemed to recognize that the Thorne wa
another time as well, and after some voice messages in tﬁe
guage, the two crews met on an inhabitable moon. Sarno'kfé_nr
were startled to see that the other crew was Romulan. That sh:i
Z'rok—had come from roughly one hundred years in this timeline
and its crew described a brutal series of wars of conquest, in whi
Andorians had rapidly expanded throughout the Alpha and'Be-_
Quadrants, enslaving all who stood in their way. The Romulaﬁs
conquered years earlier, but the Zrok’s crew was part of a resf _
movement that had gone back in time to kill the Andorian resear
who had developed warp drive.

When the Z'rok’s crew learned that the Andorians had game
technology from their own people they became enraged and i
set out in pursuit of the warbird. This left the Thorne’s crew téf
warp-drive data from the surface of Andoria itself. The Zrok w
how able to contact the warbird and convince its crew to leave th
humans and Vulcans to their own devices, and the Thome’s crew
the help of jury-rigged gene-masking technology, was able t
to Andoria covertly and destroy the warp-drive data. The-,Tﬁ:_
returned to the present day, to find that reality as we know'-;:
returned.

Tiae RbM’L’iiAN ’RAPPROCHEMENT I/

thhm a. few weeks of thls event a cell of the Tal Shiar
DTI qmet[y, well outside of the normal dlplomanc channels
purported-to speak for the Romulan Star Empire on the niatte
travel- Wlthout consulting Starfleet Intelligence, representatlves f
and the Tal Shiar met on Peresylva V, a world within the: Romul
Neutral Zone. Neither group had the authority to speak on bgha
government, but both were more than a little concerned about
they called “The Andorian Affair.":The Romulans, it turned ou
directive in place similar to the Temporal Prime_Directive-,'_E}_'utf th
Romulan directive was more specific than the Federation \fe[Slon
Romulan Temporal Analysi_é Group didn't see é’ny harm in going
time to interfere with othei races' histories, as i_l'ong as the R
were-unharmed. The Andorian Affair had madé it clear to t
Analysis Group that altermg “history could have unforesee
the galaxy.
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El-Aurians and the space-time continuum. Eventually, Centauran
researcher Tosonal Undavra recreated a cybernetic equivalent of the El-

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

Around the same time that DTl deployed SADA, Starfleet historians
got a special treat, in the form of the 23rd-century starship U.S.5.

Bozeman and its crew. The Bozeman, a Soyuz-class vessel under Captain
Morgan Bateman, had run into a temporal loop some eighty years earlier
and had finally emerged into modern reality. After returning to a nearby
starbase with the Enterprise, the Bozeman's crew went through debriefing
and a few months of R&R leave. The bored crew soon reunited for a
return to active duty aboard the Bozeman, refitted and serving with dis-
tinction to this day.

— W RETURN OF THE WHITE THENDRA
(3 *\'{

! In 2369, the crew of the Federation Science vessel U._S.i G

A?‘_—i\-‘“\“‘.’ﬁﬁl tioned DTI for permission to return to the past to harvest DN

N

from extinct organisms. The Crick’s commanding officer, Capta

Gwendolyn Schmidt, put forth a persuasive a'rghmeng-— that su

could be done.without harm to the timeline; plants and 'a'r}i_ma'

transported to a starship and either have waste cells extracted for

or, if thgy*{}'ve;e simple enough, be channeled-over to the sh

and regr%atea that way. In either event, the organism could be retu
its pré;éiseliocation in less than five seconds. Such a geneﬁﬁ;rééﬁf could
serve-to diversify depleted ecosystems throughout the galaxy, é's?ve
providé_ a hedge against events such as the Probe incident of 228

DTl leadership resisted Schmidt's proposal at first, calling it th

step on a slippery slope into violating the Temporal Prime Difg__ !
Eventually, however, the crew of the Crick drafted a detailed proje
line with a second-by-second (in some cases) scheduie,'as'v'\i_éll

number of emergency measures to be taken in the event of a seric
temporal disturbance. Schmidt also pulled in some contacts on
Federation Science Counciland drafted a number of white paper

Uncertainty Principle and it;_l_ir'eﬁeds over the long run. Eventual

received permission to go back in time and “rescue” the DNA ¢

Centauran white thendra, a wormlike bird that proved vulnel
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at the beginning of the Centauran industrial age. SADA noted no serious temporal instabilities as a
nd within a few rf%rj__lhs'the Alpha Centauri system saw its first white thendra in more than three
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"he Department of
emporal Investigations

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

History

Shortly after the Federation first encountered positive proof of the existence of time
travel in the 23rd century, it appointed an organization to study the possible effects time
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- . 2 3 -
1911-'|nitiai tosts of the, - the timeline.:DTI began as the Chronal Assessment Committee (CAC) of the Federation Science

252-.

space shutlle ; ed to ‘study.theor es of time travel and their possible consequences and report its findings to the
Enterprise; ‘h‘-‘ st S nail. CAC worked closely with the Anomalous Physics Group (APG) of the Science Coundil in develop-

-Earih spaccratto e vel technologies for Federation use. After the Darvash Crisis of 2298 (see page 39), the Council
bear the name:

1986: Dr. Jules Nichols
of Flexicorp invents
‘transparent alu-
« minum;
1992: The. Fugenics.
: Wars*begiﬁ'on'Eanh'.
1995: Last Unicom
Games:founded:
1996: The Eugenics
" Wars end; Kham®
'NnoniE'f‘_?Si_ngh 5
8SCJpes Farth
aboard the 5.5.
* Botany-Bay.
" 1999: Uyager 6 probe *
launched _f;'bm Earth. - develop into a larger and even more comprehensive agency as time-travel technology con-
2002:Jason Rofkirk - - ters with time travelers from the future suggest that DTl may be an early "ancestor” of the
* launches the Nomad S mefleet, possibly an “offspring” of Starfleet and DTI, with combined responsibilities in bath
E probe from Eagth: Tes 3
Hﬁstm;ed by'?nas-
swe quakes and .
; "U'Cﬂ"'c E‘UP“D"S - ' ent of Temporal Investigations is organized as a department of the Federation Science Council, at
2099: Ch&ts[opher miss ; cial records. In truth, DTI works well outside the normal Science Council purview, in liaison with
sion o Satuf. e | planetary governments. The Federation Council considers the protection of the timeline a mat-

» *2024: The Bell Riots . i e, 5o they give DTl all the latitude possible to do its job.

|, 2041: First Romulan-
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“wrackthe United

States on Earth. 2
2035: Tellarite Space = -

" Elevatay comipléted. = our assistant directors, who report to the Chief Science Advisor, the Starfleet Chief-in-Command,
 of the Federation, head the Department. The current director of DTl is Reginald Hartwell, a human

A $-
2037: NASA launches :
or. Hartwell runs the Department with a crisp efficiency, but allows his agents enough leeway

the spacecraft

Charybdss. = : thout excessive red tape tying their hands.
e * 'i_e]d agent for DTI himself and understands the challenges agents face in the field first-

Klingon War begins. articular mission where he traveled through the Guardian of Forever to stop a Romulan




A

Command (Leadership) 3 (4)
Computer (Programming) 3 (4)
Culture (Federation) 3 (4)

(Human) (4)
Diplomacy (Federation Council) 2 (4)

spy from altering the out-
come of the Earth-Romulan
War. Unfortunately, he is the
only person who even
remembers the mission, and

the existence of the Disguise 2

Guardian of Forever is kept Dodge 3

secret from all but the direc- Energy Weapon (Phaser) 2 (4)
tors and assistant directors Espionage (Temporal) 2 (5)

of DTI. Hartwell refers to his First Aid 2

History (Earth) 3 (5)
(Federation) (6)

agents as “the secret heroes
of the Federation.” He’s well

aware of the fact that Languages
Starfleet garners the fame Federation Standard 4
and adulation of the Romulan 2
Federation’s populace, and he Vulcan 3
claims he prefers it that way. "We simply couldn't do our jobs if everyone Law (Federation) 1 (3)
in the galaxy was looking over our shoulders every moment.” (DTI Regulations) (5)

Hartwell lives in his native London, not far from DTl headquarters. An Personal Equipment (Temporal Tricorder) 2 (4)
unrepentant workaholic, Hartwell remains a bachelor at the age of 52, Persuasion (Debate) 2 (3)
although he does have a healthy interest in companionship. His neatly Physical Sciences (Temporal Phy51cs) 1 (4)
trimmed dark hair and mustache are always in perfect order, and his Planetside Survwal (Urban) 2 (3) a
dlothing is always neat and presentable. Agents say Director Hartwell Pro;ecttIeWeapon (Gunpowder P|sto|) 1 (3)
could weather a complete collapse of space-time and still somehow man- Search?
age to keep his uniform crisp and spotless. Shlpboard Systems (Sensors) ] (2)

Sooal Sciences (Socro[ogy) 2(3)-
S ateglc Operations (Temporal) 2 (4)

ReGINALD HarTWELL, DiReCTOR, DTI

Attributes S eetwise (Romulan-occupied Planets) 2 (3)
Fitness 2 Unarmed Combat (Judo) 2 (3)
Vitality +2 Vehrcle Operation (Aircar).2 (3)
Coordination 3 World Knowledge (Earth) 3 (4)
Intellect 4 Advantages/Disadvantages '
Logic +1 Bold, Eidetic Memory, Promotion (Head of DTl)
Presence 4 Code of Honor (Temporai Prrme Dlrectlve) Obsessr\r
Willpower +1 “Tendencies (Workahol:c) z =
Psi 0 Courage 9 = : ‘:’
Skills Renown 18 y : “
Administration (Civilian) 4 (5) Aggression 0 Discipline 6 Skil15
Athletics (Climbing) 2 (3) Initiative 5 Openn'é'ss T

Charm (Influence) 2 (3)
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arters is locate ina bullding in London on Earth. The Director makes regular visits to
raldent in Pans and the headquarters of Starﬂeet Command in San Francisco. Director

dqui‘i&érs"appéaré'qu'ite'humble a Victorian-era mock-Tudor building in London'’s
een hea\rily renovated with 24th century bmldmg matenals but retains its quaint histori-

cience Council work, prepare reports, and handle other routine operations. The real work of

i ge;l etic;liy' ¢ I};ﬁadquarters‘ ten underground levels, cut deep into the bedrock using phaser torches and
2ot ng techniques. These levels are restricted to only DTI personnel and others cleared by the

r Starfleet Command.

d levels hold the building's primary and secondary fusion reactors (located on the lowermost lev-

“*engineers Napeanss

intoempaths.”
s

2053: Li Kuan conquers . : : : :
g el core and back-up systems, and offices for DT personnel, including the Director’s office. The

ve laboratory facilities for studying and testing different temporal theories, its own trans-
ome highly experimental subspace and quantum tunneling transporter technology),
training and historical modeling), and a massive historical database compiled by the finest

: 2063:,Se§:ak'ini{iates : = g ] )
much of it from first-hand observation.
Vulcan human first™ =

ch offices on the core worlds of the Federation, such as Yulcan, Andoria, Tellar, Bolarus [X,
5 ttmtact When Zefram

o Phtfemx i of these facilities are small, nondescript, and as well equipped as a small starship in terms
Sl o P |d agents operate out of these facilities while studying temporal phenomena, and can rely
- 'human bmlmssd - s lipment and assistance when needed.
.,to LISe Warp dn_ve. T :
v 2064:55 Valiant:
: _lauﬁr.ﬁe_d orl_d,éép- *
space exploralory. = . the Department of Temporal Investigations keeps the majority of its operations secret, so it does
L. 'mislsi{;n by Eurapean s tarfleet does. Instead, DT recruits from the ranks of civilian services, such as the Federation
“Hegemony. ety i y security forces, the Daystrom Institute, and similar organizations. Recruits are preferably
_m;s; Firct mmad e : hysically fit, and adaptable. They must also pass Federation security checks before being
between Farthand classified information.
5 e patential recruits fitting DTI's criteria end up joining Starfleet instead, the Department often
affed or having to “make do” with what recruits it can get. That is not the say DTI's personnel are of
of peace, and |m,e . S highest caliber, only that the Department has a greater difficulty finding the right people than
- Argenus e uggested (only somewhat jokingly) that DTl should try recruiting agents from the past or
s - : annot officially consider this, of course, because of the Temporal Prime Directive,
s of Gillian Taylor there have been quiet exceptions.
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Fortunately, the Department's staff is nowhere near the size of
Starfleet's, although technically they cover far more “territory.” This means
DTl can afford to train elite agents to handle the most dangerous field
assignments that crop up. In times of need, the Department turns to
Starfleet Command, particularly Starfleet Intelligence, for additional per-
sonnel, although it prefers nat to whenever possible.

DTl personnel have a certain reputation in Starfleet as heavy-handed,
always ready to pounce on a violation of the temporal directives. On the
other hand, Starfleet officers have a reputation in DTl for being mavericks
and loose cannons who don't really understand the nature of time, but
are still allowed to blunder around in it. Both stereotypes are exaggera-
tions, to be sure, but there is some truth in both of them.

The Department approaches potential recruits carefully. DT handles
extremely sensitive information regarding the nature of time and time-
travel techniques, so it cannot trust just anyone. The Department's work
also requires a certain “mental flexibility" (to use Director Hartwell's
term); not everyone is cut out to deal with time travel. Once a field agent
feels out a potential recruit and determines his suitability, the request is
passed on to the Director for approval and the training process begins.

TRAINING

DTl trains its personnel in much the same way as Starfleet Academy
does, but with less emphasis on tactical skills and a greater focus on sci-
entific and technical skills, along with the skills needed by agents in the
field. Most of the Department's recruits have considerable education by
the time they sign up. Many are graduates of some of the finest universi-
ties in the Federation, holding advanced degrees in history, sociology,
physics, and engineering.

The Department’s training program focuses on bringing recruits “up
to speed” on the latest theories regarding time travel, temporal physics,
and tempaoral mechanics. This information is doled out based on the
agent's security clearance. Higher-ranking agents of the Department are
better educated about the true nature of time, as the Federation under-
stands it, and about the state of the Federation's time-travel technology.

RANRKS

The Department of Temporal Investigations is a civilian organization,
so it has a less formal system of ranks than does Starfleet. At the lowest

level is the support staff of the organization, which has little day:
contact with sensitive information. These personnel handle reports
in the regulatory bureaucracy, provide information and research supy
for field agents, and run the Department’s offices. The technical Suppaj
personnel work directly with the Department's technology. Their clea
must be higher to deal with some of DTI's more advanced technol
and many of the Department’s most brilliant minds work in the tec
support field. :
The main ranks of the Department are filled with agents. Fiel
handle various assignments for the Department, mostly involving
research into temporal phenomena and anomalies throughout
Federation and frontier space, interviewing Starfleet personnel invols
in temporal incidents, and so forth. Special agents, the highest agen
rank, are involved in the most sensitive operations of the Departmet
including missions involving actual time travel for research or countera
teration purposes. For more on the activities of DTI agents, see
“Operations” below (page 55).
Above the agent level come the various regional branch dir
who administer DTI facilities on different Federation worlds. The
Department maintains facilities on the core worlds of the Federatio
well as on planets of technological, or scientific interest. The Departm
also has secret facilities, such as SADA or the research and monl |
station located.on the Guardian of Forever's p!anet.__The [ggiona
tors answer to one of the assistant directors of the Dei')érthér!b
Earth. ‘ : 2, s
The four assistant directors handle much of the day-to-day bJJSlg
of running DTI, dividing Federation space between them. They }ﬁnd_'p_
assignmeﬁfs, read and approve reports, oversee administrative sﬁﬂ,:gnq
present information to Director Hartwell in regular meetings. Braﬁdeir C
tors and assistant directors are chosen primarily for their admlmstra'ﬂv
abilities, creating something of a gap between the agents in the fielc
the “paper pushers” back at headquarters. :
The Director of DTl and his assistants report directly to the head
the Federation Science Council and the President of the United Fede
of Planets. The Department also gives regular reports to Starfleet's.
in-Command, keeping Starfleet abreast of any new developments

investigations and giving recommendations on directives involvi

ral phenomena. DTl is not under Starfleet’s authority, however, a-
agents are quick to point out when dealing with uncooperativi
bearing Starfleet officers.
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et

od clothing for agents going on a mission into the past; DTI's main fash-
ion database on Alpha Centauri is one of the most complete in existence.

[Requlations

Just like Starfleet, DTI's regulations define the purpose, and limits, of
the organization. They began as a loose set of guidelines involving
research into time-related phenomena and developed into a complete set
of directives defining the Department's mission, objectives, and restric-
tions, popularly known as “the book” among agents. All Department
personnel receive a complete course in DTI's r;agulations and are expect-
ed to adhere to them. The Department does not expect slavish devotion
to doing things “by the book,” but senior agents and directors regularly
remind raw recruits that “the book” was written for a reason, and the
Department’s regulations work, at least most of the time.

Also like Starfleet, DTI's regulations are divided into different broad
categories. True regulations cover specific operations within the bureau
and how they should be carried out. Everything from the proper way to
recalibrate a temporal tricorder to the format and language used in
reports is described in “the book.” General Orders are the most important
directives of the Department, including the Temporal Prime Directive.
Directives are short-term orders from a director or higher up, even the
Chief Science Advisor or the Federation President. Directives apply to a
particular mission or situation. Lastly, guidelines are the codes of conduct
expected of DTI agents, but are not as strictly enforced as true regulations.

THE TEMPORAL PRIME DIRECTIVE

The most important regulation of the Department of Temporal
Investigations is without a doubt General Order 157, the Temporal Prime
Directive, which states that no interference in the proper and natural
development of time and history is allowed. As far as DTl and the
Federation are concerned, the “proper and natural development” of histo-
ry is the timeline currently known to the Department and the Federation’s
scientists. The Temporal Prime Directive also applies to all Starfleet and
other Federation personnel but, much to the annoyance of field agents,
there it is honared more in the breach.

The most basic result of the Temporal Prime Directive is DTl's "hands
off” attitude toward history. The Department's stated policy is to avoid
any change or disruption to the timeline. In truth, it's a bit more difficult,

since DTI knows full well how easily the timeline can and has
changed. Still, the Department does its best to limit the chang:- :
as possible. This means no use of time travel to alter the past, ev
appears such alterations might be for the better: no going back and killi
Hitler, Khan Noonien Singh, or Colonel Green as infants.

The key reason for this directive is the sheer unpredictability
It is nearly impossible to calculate the effects any given change will
on the timeline, so the Federation prefers not to take the risk anc
any such changes. For example, during the Dominion War, there
Starfleet proposal to use Federation time technology to travel back
take action to avert the war, or at least change circumstances in fav
the Federation Alliance. Director Hartwell immediately rejected it. Pt '
aside the tremendous risks it posed to the timeline, DTI, and the
Federation, could not condone what amounted to an attack on beij
that had, at their point in the timeline, done no harm to the Federatio
its citizens, even if they would do so in the future.

REGULATIONS

DTl regulations cover specific jobs and operations within the orga
tion. Regulations cover the most routine, day-to-day aspects of
Department business—how" {0 dress, how to p‘féﬁaré‘a report
duct an mvestlgation whom to inform in the event of. an unexp :
development; and so forth. Expenenced DT field agenls are Wi
for being : ahle to quote the regulatlons chapter and verse, usualf;"
benefit: of [OOI(IE agents or to intimidate reluctant Starfleet offlce

Th"_"’ Department’s regulations are extensive, but they can largel\fb
boiled- down to different versions of Federation and Starfleet rules oﬁo
duct and extensions of the Temporal Prime Directive. They state tha%DT
personnel should conduct themselves in a professional manner at all
times, do whatever is necessary to prevent any deliberate alterati
the timéline, not engage in unnecessary time travel, and respe '
authority of their superiors and Federation law. ~

The Assistant Directors or Director discipline violators of regula
they see fit. Minor violations, like improper filing of reports, may ré§
additional “grunt work” or Gt':her punishment. Mor_é serious violatio
resultin formal reprimands (limiting an agent's chances of promoti
demotion to a lower position (including assignment to a desk jot
or long-term basis). Only violations resulting in serious conseque;
as death or injury, result in the dismissal of the agent from the )
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GUIDELINES

Rather than trap agents with endless rules, the Department prefers to
trust in the judgment of its agents to handle the many different situations
they run into. The Department’s guidelines are established to give agents
a reference point for their decisions, showing them what is expected of
them in various situations. They may then take the guidelines and extrap-
olate from them as needed. The key guidelines of DTI are outlined below:

» Agents should avoid vialence whenever possible. In the pres-
ent, agents can use violence only in self-defense and only as
a last resort. Agents operating in the past should avoid lethal
violence at alf costs save the existence of the timeline or the
Federation itself.

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

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

= Agents should likewise endeavor to prevent any and all alter-
ations to the existing timeline. Barring that, agents should try
to limit contamination of the timeline as much as possible.
This guideline in particular prohibits agents from “playing
tricks” with temporal technology, including such things as try-

ing to visit themselves at some point in the past or future.

The potential repercussions for the timeline are too gre

ignore.
» Agents should bring nothing back with them from other fi
or other timelines. They should likewise leave nothing behin
in other times or timelines, particularly items that may cal.i,sé
contamination of the timeline.

Operations

The Department of Temporal Investigations covers a very large
tory": the whole of the timeline and, technically, the potential inﬁni_'
parallel timelines, although these rarely impinge in DTI's normal aff
The Department conducts four primary types of operations: researc
history, time, and temporal technology; investigation of time trav
temporal phenomena; rescue of persons affected by temporal phenor
na; and defending the timeline against alteration or invasion.

RESEARCH

The bulk of DTI's work involves research. As a department of th
Federation Science Council, its main:charte;r is research into time an
time-related phenomena. The Departhieht-'s:r'eséarth breaks doWn-
two main categones historical research and temporal research

Htstencal research studies events in the past, both’ to increas
Federahon s.store of historical knowledge and.to understand betfs
flow of history and causation. Historical research is strongly affected
the Temporal Prime Directive; historians are studying the past, no
attemptlng to influence it in any way. This generally limits histoncal
researchers to analyzing logs of field agents or accompanying fi eld m|
sions. DTl researchers can occasionally reconstruct an accurate “enei
picture“'of a past event by interpreting quantum field data in a fach
matrix. These models can locate power plants in the past, powerf
sions of energy such as explosions or phaser blasts, and (at 'é)-(tr_e
levels of uncertainty) individual beings by RNA resonance. The
displayed by the Guardian of Forever (page 21) are considerably
but often more cryptic, flashing past at an incredible rate. Researche
continte to make recordings of the Guardian's images, but the arti
off-limits for most historical research, since scientists are not e

whether or not the act of observing an event via the Guardian
bly change it. (The Guardian’s only response to the question is
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possible threat to the timeline. In this case, the DTl agents are instructed
to neutralize the disturbance in any way possible to ensure the continued
safety of the timeline.

The Department has a few of its own starships for transporting agents
and investigating temporal phenomena in space (see page 96), but DTl
agents often travel on board a Starfleet vessel to make use of its superior
speed and defensive capabilities, especially if the mission may become
dangerous. In such cases, Starfleet designates the agents senior mission
specialists; the captain retains command of his vessel, but the agents are
in command of the mission.

DTl agents conduct routine checks on all reports of temporal activity
filed by Starfleet officers, even after the fact. The reason for the investiga-
tion is twofold. First, they wish to ensure no damage was done to the
timeline, since the individuals involved in the change are the only ones
likely to remember the “original” history. If the agents do find evidence of
temporal alterations, they can investigate options for repairing the dam-
age. DTl also conducts investigations to learn more about the method of

time travel used and whether or not any regulations were viola
process. If a Starfleet vessel encounters a new form of time trave
Department wants to know about it.

RESCUE

On occasion, DTI has to assist ships or individuals involved in a
poral shift of some kind. This may be a case of Federation personr_i-
stranded in the past by a temporal rift or other phenomenon, or a fail
DTI mission requiring agents to assist in getting their associates out of
trouble. .

Finding out that a rescue mission is needed is often the most diffi
part. The Department has a record of one case in the 24th century',w_
the U.S.S. Prometheus and its crew, badly damaged in a Tholian attac
slipped through some sort of “temporal instability” and found thérﬁ_se_v
stranded in the distant past. The crew of the Prometheus was able to:

a message to DTI thousands of years in the future by planting dueSa
archeological site on Medinnia IIl. After finding the ship's “time cap
the Department dispatched agents into the past to locate the Prometh

and return it to the present.

DEFENSE -

The Department of Temporal Investigations’ final, and: m55t vital,
function is protecting the t|me|lne against accndental or lntentlonafalt"
ation, or potential invasion from other time periods or parallel tlme
This is also the Department's most difficult task, since temporal altef” atio
can so-often be unpredictable. -

Not long after its first experiences with time travel, the Federation _
developed quantum-resonance detection technology. When an ob]ect ;
travels through time, it sends a “ripple” along the quantum signaﬁir
the timeline, much like plucking a violin'string. The quantum-resb'r{
detector (see page 58, below) can pick up these “ripples” ana{de'te
from them an object's destination (but not or:gm unfortunately) in s
time, based on a series of comp[ex calculations.

SADA (and other spemalrzed quantum detectcrs such as the'on
orbit around Earth, Vulcan, and other key Federation worlds) picks
indication of other time travelers operating in the timeline. When t
detected, the Department 1mmed|ately dlspatches a team of agent
investigate the penetration of the timeline and to prevent any alter

——
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ri_standbytwenty-four hﬁu'rs a day for emergency missions into the past. Provided the agents are
rations in ' the tlme!me are - made (measured in absolute time from the moment the penetra-
there is a chance they can prevent any contamination. DTI agents have protected the timeline from
ous occasions, with the general pop_ulace_ of the Federation completely unaware of their actions.
tion system is not-éntireiy‘fdolprdof There d'o appear to be means of time travel it cannot

Témﬁdral'!h\.restigations uses a wide range of cutting-edge Federation equipment and technol-
Starfleet technology described in the Star Trek: The Next Generation Roleplaying Game and

b nent from The First Line: The Starfleet Intelligence Handbook. DTI can acquire nearly any technol-
: T ‘Federation, and has access to some unique technology of its own. These items involve affecting
2181; Due Vit oral fields, and are generally restricted to DT! only. Starfleet characters may be assigned them on a

v when assisting the Department on a mission.

"RANSPORTER

::i;:io‘;z:g e porters are used primarily for rescue and reconnaissance missions into parallel timelines,

antum flux transporter places matter in an energized state similarly to a standard transporter,

ream through a special matrix to shift it into a different state of quantum flux, moving the
befwcenhtmams eline matching its new quantum state and rematerializing it. The QF transporter can beam

= ;nd'A;dé-'riaﬁé_” o ines with a known quantum signature. (See "Quantum Mechanics,” page 26.)

' yretically possible to explore other timelines simply by choosing different quantum signatures at

tion considers this far too risky and prefers to avoid contact with other timelines out of concern

nted attention. Even making the inhabitants aware of the existence of other quantum realities
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TemMPORAL
STABILIZERS

These devices are simi-
lar to transporter pattern
enhancers and work in a
similar fashion. Set up
around an area or object,
they create a zone of tem-
poral stability by generating
focused dekyons to “ground
out” any chronal energies.
This is useful for containing

objects in a state of tempo-
ral or quantum flux, keeping
them “anchored” in space-
time. Temporal stabilizers can also contain limited temporal disruptions,
although more powerful disruptions overload their phase coils and render
them useless. Temporal stabilizers are part of the design of the quantum
flux transporter (above).

Size: Upright cylinders 2 m tall and 10 cm in diameter, with a

tripod base and a bulge halfway up
Mass: 10 kg each
Duration: 500 hours

TemPORAL
TRICORDER

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

object's quantum signature

at close range (25 meters), allowing the user to detect whe
object is from another time period or timeline. Finally, tempo
have an extensive historical database to assist agents in_'ﬁerfa
ical research in the field (reduce the difficulty of any Social Scie
(History) test by ane level). '

Like all items of advanced technology, temporal tricorjde_'fs
be allowed to fall into the hands of people in the past. This is
true because of the tricorder’s historical database, which couls
found repercussions on the future if someone from the pa'f gal
access to it. .

Size: 8.5 cmx 12 cmx3cm

Mass: 0.35 kg

Duration: 1,000 hours + induction recharging

The Federation Timefleat

One organization of particular interest to the Departqf,_én_t
Investigations is not from the past but from the future. On se
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temporal exdlusion » ; DT personnel have encountered ships and individuals claiming to be from a 29th-century organi-
device * ¢ e Timefleet, undér%he Temporal Integrity Commission of the Federation. Their vessels apparently

. 2154: Earth, Regulus . i : ace-time through the creation of artificial temporal rifts using a graviton matrix, a technology far
*plant colonies in . £ tion's current capabilities (although Professor Manheim's experiments predicted that a graviton grid
Vega system.” ' control an artificial time rift).
2156: The beginning. of ; '_ : echnology appears, for the most part, to be mature and advanced versions of current DI tech-
the war beiween e its transporter systems can beam objects through space-time and reintegrate the structures of
"’Eadh”an:d the - duplicated in space-time. Its technology also includes a broader understanding of quantum prin-
* Homilan Star _ i e Timefleet's weapons is a subatomic disruptor that breaks down matter at the quantum level. The
Empire. = > ' ntly makes use of advanced quantum computers, and has the capability to create free-willed holo-
. 2160 The‘Bai ) TS ts using mobile em[tters “
Cheron s the f : siderable speculation that the Timefleet is a 29th-century fusion of Starfleet and DTl following great
Conf“f.t_ inthe = R poiql technology, making distinctions between space and time virtually meaningless. The Timefleet
R".”?_“'a'“ Wars, - res all of space-time, much like Starfleet explores space in the present. Its regulations include its own
; _'ewmng ina 4 Directive, forbidding it from interfering in the normal course of history. Like DTI, however, the
il dRiiE parently does not include time travel and certain temporal phenomena in the “normal course of history.”
d in the past to prevent certain temporal changes. It is also extremely reluctant to provide any informa-
er, since it might affect the past in some unforeseen way.

peace treatyis
signed establishing 2
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are advised to use extreme caution in dealing with anyone from the Federation Timefleet (or any
Neutral Zone. ?erran : . X . . . - :
i 5 from the future). For the time being, the Federation believes the Timefleet's purpose is benign,
Conventlons draft,

the AﬁlCIS of re its personnel to obey Timefleet personnel’s orders or even to cooperate with them if it does

to do so. The Timefleet's unwillingness to discuss its purpase or reason for intervening in cer-
an unknown quantity.
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This chapter contains information on creating characters for a time-travel series, with a
focus on characters working for the Department of Temporal Investigations. It includes char-
acter overlays, backgrounds, skills, advantages, and disadvantages.

OVERLAYS

AGENT

Agents of DTI operate in the field, gathering information, investigating temporal distur-
bances and anomalies, and even traveling through time to protect the timeline from
tampering. Agents require a broad range of skills to handle whatever challenges might
come up, and they are trained in a variety of conflict resolution techniques, focused on
subtlety.
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Planetside Survival (choose Specialization) 1 (2)

Social Science (Archaeology OR Anthropology) 2 (3)
(Historical Engineering) (4)

Science, Any Other (choose Specialization) 1 (2)

TECHNICIAN

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

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

TEMPORAL PHYSICIST

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

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

BACKGROUND HISTORY PACKAGES

The character receives 8 Development Points to spend on
Background History.

Advanced Historit.:i EEI’}éining" Hlstory (choose two
Spec1al|zat|ons) 1'(2) and (2), Social Saencas Archeolo'
and (Anthropology) 1(2) and (2)

Advanced Temporal. Engmeenng Propulsion Engi
(Temporal Drive) 1 (2), Systems Engineering (Temp

Systems) 1 (2), +1 to Intellect

Physrcs) 1(2), Cunous (+1), Innovative (+l) +1 fo lntel['
+1 to Logic Edge ,
Advanced Survival Course: Planetary Survival (choos two
Specializations) 1 (2) and (2), Athletic Ability (+2), +1
Fitness :
Intelligence Training: Espionage (Counterinteiligenc
one additional Specrallzatlon) 1(2)and (2) Langua
Romulan 1,+1t0 Perceptlon Edge -

e
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FIS Liaison: Espionage (choose Specialization) 1 (2), Law
(Federation Law) 1 (2), Security (Security Systems) 1 (2),
Contact +1 (FIS Agent)

Field Research: Personal Equipment (Temporal Tricorder) 1
(2), Physical Sciences (Temporal Physics) 1 (2), Shipboard
Systems (Sensors) 1 (2), Curious +1.

Historical Research: History (choose two Specializations) 1
(2) and (2), Social Sciences (Historical Engineering) 1 (2),
World Knowledge (choose Specialization) 1 (2)

Laboratory Research: Physical Sciences (Temporal Physics)
1 (2), Propulsion Engineering (Temporal Drive) 1 (2),
Systems Engineering (Temporal) 1 (2), Innovative (+1)

Remote Field Agent: Any Engineering (choose two Tech
Levels as Specializations) 1 (2) and (2), Primitive Weapaonry
OR Projectile Weapon (choose Specialization) 1 (2),
Language: choose Language 1

Starfleet Liaison: Command (Starfleet) 1 (2), Law (Starfleet
Regulations) 1 (2), Strategic Operations (Starfleet) 1 (2), +2
Renown

Temporal Investigations: Fspionage (choose Specialization)
1 (2), Shipboard Systems (Temporal) 1 (2), Bold (+1),
Promotion (+1), +2 Renown

AppitioNAL PosTiNGs (5 DEVELOPMENT POINTS)

Department Branch Assignment: Administration
(Department) 1 (2), one additional World Knowledge
Specialization 1 (2), Contact (+1)

FIS Liaison: Law (Federation Law) 1 (2), +2 Renown

Field Research: Personal Equipment (Temporal Tricorder) 1
(2), one additional World Knowledge Specialization 1 (2),
Contact (+1)

Historical Research: History (choose Specialization) 1 (2),
plus two additional World Knowledge Specializations 1 (2)
and (2)

Laboratory Research: Physical Sciences (Temporal Physics)
1 (2) OR Systerns Engineering (Temporal) 1 (2), plus two
additional Science Specializations 1 (2) and (2)

Remote Field Agent: Primitive Weaponry OR Projectile
Weaponry (choose Specialization) 1 (2), Language Talent (+2)

Starfleet Liaison: Command (Starfleet) 1 (2), +2 Renown

Temporal Investigations: Espionage (choose Spé
1 (2), +2 Renown

SKILLS

This section describes the various skills as they apply to DT
nel, including new skills and difficulties faced by using skills in |

and future.

USING SKILLS IN OTHER PERIODS

The established Star Trek Rofeplaying Game skills assume the
ter is dealing with relatively familiar conditions. Less familiarjcq
raise the difficulty for using the skill. Time travelers are often
with very unfamiliar conditions. DTl and Starfleet personnel
acquainted with the history of their various disciplines. Howeﬁé
great difference between knowing the historical developmen
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ESPIONAGE

Technically, DTI conducts only counterespionage; preventing rogue
time travelers from altering the timeline, Still, this skill is quite valuable to
an agent of DTI or any similar organization. It provides the abilities neces-
sary to operate covertly, without alerting the local inhabitants or
authorities of another time period. Narrators interested in an expansion of
the Espionage skill and its Specializations should consult The First Line:
The Starfleet Intelligence Handbook for more information.

DTl agents commonly specialize in the Counterintelligence aspects of
Espionage. Other Specializations available in a time-travel series include
Specific Period (Cold War Earth, Pre-Awakening Vulcan, Tribal Romulus,
and so forth), Temporal Sabotage, and Historical Cryptography.

HisToRry

History is an essential skill for time travelers, especially those look-
ing either to change or preserve existing history. It's impartant to know
the historical context of any given action to understand the potential
effects of altering it. History also allows a character to “blend in" in a
given historical setting more easily, knowing something about the local
customs, current events, and so forth (see also Culture and World
Knowledge).

Although intentional time travelers (like agents of DTI) generally have
access to an extensive database of historical information, it pays to have
first-hand knowledge of this skill, since databases are not always accessi-
ble. Oftentimes, the only thing that can prevent the nonexistence of the
entire Federation is an agent's knowledge of history. DTI agents often
learn multiple History Specializations.

LANGUAGES

As described under “The Language Barrier,"” above, language is often
an issue for those traveling through time. Federation translation technolo-
gy can handle virtually any known language, and historical languages are
usually known unless they have been “dead” long enough to have
become lost (such as a language belonging to a lost or dead civilization).
Failure of an agent's universal translator can leave him stuck in a foreign
culture with no understanding of the language. For this very reason, DTI
agents often pick up at least the basics of some languages, including

archaic forms of various modern languages, such as Old Engli h

Romulan, and High Klingon dialets.

PLANETARY TACTICS

A common specialization for this skill among time travelers i :
tics of a particular culture or time period, such as the Roman Em
Medieval Europe, or ancient Qo'noS. A character with Planetary -
can predict the outcome of battles, particularly battles that are m
tory to the character.

More importantly, the character can make a skill test to deterrn
how to change the outcome of a particular historical battle. The dif
of the test is based on how great a change that character wants |
and within what parameters. For example, it doesn't take any tes
ize that giving the Persians 24th-century weapons will allow them
decimate Alexander's forces. But ensuring a Persian victory witho
anachronistic technology or techniques may require a Difficult
while overcoming such changes to Persian tactics (allowing Al
win as he should) requires a similar test (and probably some
vention on the part of the characters). '

PRIMIT]VG WEAF’ONRY

Since DTI agenls are often dispatched into the past f
tion of tt_gngs_hke phasers and stun-sticks, they must rely ondo
weapqgiir;y:]h';conﬂicts. Many DTI agents learn to use a sword beca
simpl_é effective, and found in ancient cultures throughout th
Quad'r"ant”i'n one form or another. Some agents also learn fnore o
weapons like the Indian katar, the Klingon bat'eth, or the Vul n lirp
but these weapons have only limited utility on most missions, unle
agent spends a great deal of time in a particular world’s pa

Similarly, some DTI agents often pick up some skill in usi
weapons, such as the gunpowder weapons of Earth’s past This skil
common, since it is limited to relatively narrow per:ods of history,
gunpowder weapons are notonously dangerous and often deadl
the user and the target). Covert use of phasers set on stun is vas
able in most situations where a gun is called for and a melee weapa
bare fists) won't do. Remember—the Tempora[ ane Directive
killing anyone in the past, for any reason short of preserving the
timeline.
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NEW SKILLS AND SPECIALIZATIONS

PHYsIcAL ScieNces (TEMPORAL PHYSICS)

This Specialization of Physical Sciences covers the information on the
nature of space-time given in Chapter One, representing a character’s
training and expertise in temporal physics. Characters can use this skill to
identify and understand different temporal phenomena and to develop
theories and solutions to the problems they may pose.

PROPULSION ENGINEERING (TeMPORAL DRIVE)

This Specialization of Propulsion Engineering represents a character's
training and expertise with various types of temporal drive technology;
systemns designed to move a vessel through time as well as space. This
includes timeships like those described in Chapter Seven. This specializa-
tion is extremely rare in the Federation in the 24th century, since
temporal-drive ships are likewise quite rare. It is apparently much more
common in the 29th-century Federation Timefleet, where vessels travel
through time as easily as space.

SHIPBOARD SYSTEMS (TEMPORAL SYSTEMS)

This Specialization covers the use of various pieces of temporal equip-
ment described in Chapter Four, as well as the temporal equipment of the
ships described in Chapter Seven. Qperating temporal equipment requires
some skill; characters without this Specialization suffer a one-level
increase in difficulty when attempting to operate a piece of temporal
equipment. Running a simple chroniton scan or adjusting a temporal tri-
corder is Routine. Setting a time machine for an exact date and location is
Moderate. Doing so under stressful conditions is Challenging. Setting a
time machine for a complex shift through space-time or compensating for
the effects of a powerful temporal anomaly is Difficult, while using a piece
of temporal technology in a new or completely different way is Nearly
Impossible.

Social Sciences (HISTORICAL ENGINEERING)

This Specialization of Social Sciences focuses on thearies of history
and how events shape the history of the timeline. In particular, it focuses

on altering historical events to produce desired changes in th
For most scientists in the 23rd and 24th centuries, this specia
theoretical. For agents of DTI, it is a highly practical skill. DTI perso
use Historical Engineering to understand where different nexus

(see page 11) lie in the timeline and how to prevent or undo p
changes to events in history.

SYSTEMS ENGINEERING (TEMPORAL SYST

The character is familiar with the design, construction, and
nance of temporal equipment like that described in Chapter Fé_ur
character with this skill can maintain and repair existing temporal
ment and even modify existing equipment to provide temporé!f'f
such as modifying a transporter to make it a quantum transpol
tem. Most tasks involving maintenance or repairs are Routine o
Moderate. Repairing a system under difficult conditions is Ch
is modifying a pre-existing system to function as a tempor. I d
Building an entirely new temporal system in a short perig’ﬂ '
Difficult, while doing so using limited resources or techno
Impossible.

PSIONIC SKILLS "

Psionic skﬂls are extremely valuable tools to a t|m :
eqmpment’ which is ulnmate!y portable and: dlfhcult to take’awa’y, Skl
like Receptwe Telepathy and Empathy are useful in better undegtandmg
natives in-other time penods and overcoming !anguage barriers;Pro;gctw
psi skllls can serve to confuse or influence others, useful for a[tenngxw
events in subtle, nearly undetectable ways. Unfortunately, mdtscnmu;\atef
use of psionic abilities can also get you imprisoned or executed as awn
or deman in many time periods, and some species have form:dabi'
psionic abilities of their own.

Some psionic skills relate specifically to time and time tra\rel Th
Narrator is free to allow or ban any of the skills in this section if they
too powerful or simply not suited for the campaign. Some psionic abil
related to time travel are si:;nply beyond the abﬁitie; of any of the m
ber species of the Federatmn they lie in the reeﬂm of advanced
like the Q and the Bajoran Prophets. 3
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Difficult: Foreseeing events years in the future
Nearly Impossible: Foreseeing events decades or centuries
in the future

TeMPORAL PROJECTION

The character can project his consciousness through time to inhabit
another physical body in a different time period. Conscious, deliberate
control of this ability is unknown amang the races of the Federation, but
DTl has recorded incidents of beings apparently able to use it.

Apparently, the intruder’s consciousness completely submerges that of
the host, and the intruder is able to use the host's body and any of its
physical abilities while using its own skills and knowledge. It is possible the
Prophets (and their opposite numbers, the Pah-wraiths), as beings existing
outside linear time, use Temporal Projection to possess humanoid hosts.

The difficulty of the Temporal Projection test is based on the distance
in time the character wishes to project.

Routine: Hours

Moderate: Days

Challenging: Years

Difficult: Centuries

Nearly Impossible: Millennia or more

TEMPORAL SENSE

“This isn't right. It's changed.”
— Guinan, Star Trek: The Next Generation, “Yesterday's
Enterprise”

The character has the ability to sense shifts in temporal flux, including
those that change the existing timeline. The character has the benefit of
Absolute Sense of Time (page 73). By making a Routine Temporal Sense
test the character can “feel” the temporal signature of his location in
space-time, pinpointing the correct time down to the nearest second.
Additionally, the character can sense the quantum signature of the time-
line with a Moderate test. This allows the character to know whether or
not he is on his original timeline or a parallel, and to identify the parallel
if he's ever sensed its signature before.

More importantly, characters with Temporal Sense can know when

alterations are made to the timeline they are in. Unlike others who are
futureward of a temporal shift, they can recall the "original” timeline’s

: CLI&TON
HI= SURRENDERS
US TO KHAN

pieces. of information. The most useful is the ability to know wheret
tlmeime dwerged from the original. '
The DTl greatly values personnel with this ability, but it is qmte?rar
being most!y found in El-Aurians. These agents provide a limited abi
for DTI to respond to an alteration in the timeline after history has
changed, provided some kind of time-travel ability still exists. The
Department records one case where an agent with Temporal Sens
recruited a team of agents in an altered timeline ruled by the Rom
Empire and traveled back to thwart the Romulan plot.
Routine: Sense temporal signature
‘Moderate: Sense quantum signature. Sense timeline shif
Challenging: Know where the timeline shifted. Recall vague
facts from a previous timeline. (“This is not a ship of wa
This is a ship of peace.”)
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ESTABLISHED ADVANTAGES

CONTACT

It is possible, although rare, for a DTI agent to have a Contact in a
past time period. Field agents who perform research or other work in the
past do their best to avoid contact with local people, but sometimes find it
advantageous to cultivate a relationship with a local to enhance their
“cover.” Knowing a local can be quite valuable when agents need infor-
mation or assistance in a particular time period.

EIDETIC MEMORY

Characters with this advantage can recall vast amounts of historical
information, but the Narrator should keep in mind that this information is
only as accurate as the historical records the character reviewed. There
may be gaps in the character's knowledge, and some information may be
inaccurate or erroneous. Of course, if history is altered or the character is
in a different timeline, then any historical knowledge is up for grabs in
terms of accuracy.

LANGUAGE ABILITY

This advantage is quite useful for DTl agents, allowing them to pick
up a few ancient languages for some of the time periods they visit, so
they do not have to rely entirely on universal translators, which can fail at

the most inopportune moments.

PROMOTION

The Department of Temporal Investigations does not have ran
the same manner as Starfleet or most paramilitary organizations;'_lhst
the character’s level or promotion determines position and seniori
in the organization, as shown aon the table below. '

SEeNse oF TIME

The “internal clock” this advantage grants is accurate only in te
personal “subjective” time; it can be fooled by time travel. For exam
a character leaves the present at 22:14:04 and arrives ten years in
at 04:42:15, the character's "internal clock” shows only the arnoUri':
time that has passed. Once the character learns the local time, :
“adjust” his sense of time accordingly, but until he does he won
what time it is, only how much personal time has passed for him.

NEW ADVANTAGES

ABSOLUTE SENSE oF Time (+2)

i ’i‘l éii H Ij Fi
The character has an enhanced sense of trme This inclu

tage Sense of qure bugrt functrons more eﬁrcrenrly The _
knows’ wheré‘*he @«aiong the timeline wrthln a mrmrte ortwi
with thtsghvantage is moved: throuéh time 112, hours and 7 mi
knows: rt, even if he was unconscrous at the moment of th
character does not mmed;ately know the local time when

frgurgit o_ur quite easrlm.(vgrth a Routine (3) Mathematics fest).

HISTORICAL Ar-‘:r_jrjrubé (+£2)

The.ch‘aracter has a talent for understanding history. He
additional die on any Historical skill test, including tests tou
changes or possible alterahons in hlstory, such as  Social Scien
(Historical Engineering).

QUANTUM SENS

+2)

LR TRTRTT S

“A T

\l

The character has an |nnaie ablhty to sense the quantu
of anything he is touching (including himself). The chara
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knows immediately if he is no longer in his own timeline. This ability functions automatically unless
uising or distorting the quantum signature. No roll is required.
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using a quantum-resonance scan to detect the duplicate’s different reso-
nance.

The character's duplicate exists in his timeline and cannot return
“home” for some reason. Otherwise this disadvantage does not apply.
(Technically everyene has temporal duplicates; it's only the ones hang-
ing around in the character's own timeline who count as
disadvantages.)

The duplicate can cause trouble for the original character, since peo-
ple will tend to believe he is the ariginal character. Commander Riker's
duplicate once used his identity to steal the U.S.S. Defiant, for example.
The duplicate automatically has the No Past disadvantage (see below) and
may resent the “original” character. A duplicate can cause its original no
end of problems with friends and loved ones by pretending to be the
original character. The Department of Temporal Investigations uses quan-
tum-resonance scans to prevent duplicates of its agents from breaching
their security.

This disadvantage is worth 2 points if the duplicate is relatively
benign, looking only to make the character’s life difficult. If the duplicate is
out to kill the character or otherwise destroy him (an “evil duplicate”), the
disadvantage is worth 3 points.

No PasT (-2)

For some reason or another, the character has no personal history.
Maost often this is due to the character coming from an isolated waorld
away from computerized civilization, or deliberate deletion of any and all
records about the character. It may also be a result of time travel altering
the timeline and erasing the character’s personal history, or because the
- character is from an alternate timeline. The character has memories of his
own past, but those events never “actually” occurred; there is no record
of the character in various databases, no birth records, and no trace of his
existence in any way.

In some ways this is an advantage: The character is difficult to track
since he doesn't really exist as far as things like historical databases are
concerned. Such rare individuals are valuable to espionage organizations
like Starfleet Intelligence, since they are true ciphers with no background to
investigate. On the other hand, the character has no legal existence; gov-
ernment institutions don't recognize him, and he has no claims to property
or possessions in a civilization like the Federation. As far as most legal
mechanisms are concerned, the character doesn't exist; he's a nonentity.

If the disadvantage resulted from time or dimensional travel, th
acter may have other complications to deal with. There may be a
Duplicate of the character (see above) in the present timeline, in which
case it is the duplicate who is considered the “original.” The character ma
suffer confusion and isolation as a result of his lack of a past, or may b
confused with the past of his duplicate in some way. :

Characters with the No Past disadvantage begin with 0 Renown poi
and cannot have any Contacts, Rivals, Allies, Patrons, etc. without exp B
Narrator approval unless they earn them in later play. ;

PrimiTivE (-] TO =5)

The character comes from a culture less developed than that of the
Federation. This may be a primitive planet with little or no contact with
advanced cultures. In a time-travel game, it can also mean the character

from the past, before much advanced technology was even invented. The
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2248;'Klingon§ and . e p with a reason for the character's lack of education and why the character is involved with a
Eederation negotiate : Ilture, subject to the Narrator's approval.
the Seldonis IV '_ character a penalty in dealing with more advanced technology (see “Using Skills In Other Time
jConsoT onthe - for more information). For each point the disadvantage is worth, the character's “native”
treatment of prison- - e lower than the standard for the campaign (Level Six in most Star Trek games). So a character

ST alstevery m a Tech Level 2 culture, roughly Bronze Age in development. The character suffers a four-

[alorspaceafng culty when dealing with Tech Level 6 equipment and ideas.

he character cannot start out with a'ny skills involving high technology, the character can learn
cal skills (skills based on Fitness or Coordination) without any difficulty. A primitive character can learn
ot just as well as anyone, once he overcomes his initial awe and fear of the device. However, the charac-
2249: |nan'aftempt to» : s !

e . N ' fand a phaser as an'yihing other than “magic” (even if he knows that his new friends call magic
: counteract Orion _

-spower’in:the.region
becomes signatoty
e >
to it.

e thes ut first buying off the Primitive disadvantage.

Federation annexes
AR INTOLERANCE (~1)
_colony. . :
“e

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

t, modified by Vitality, to avoid becoming physically ill as a result of the time shift. Characters

e generally make poor DTI field agents, although it is found among a number of researchers and
onnel (who are often willing to deal with a little timesickness in order to get the job done).
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The United Federation of Planets is far from the only civilization with the capability for
time travel. In addition to the various species that left time-travel artifacts, such as the cre-
ators of the Guardian of Forever, and which may still be active somewhere (or somewhen)
in the timeline, many modern races possess the secret of time travel. Some of these races
prefer to ignore the possibilities (and the dangers) of travel through time, while other
species embrace time travel as a useful tool for exploration or conquest.

Bajorans

While the Bajorans never developed temporal technology, they do have access to some
extremely advanced technalogy in the form of the Orbs, artifacts sent into the Bajor system
by the Prophets, the lifeforms living in the Bajoran wormhole. The ten Orbs are hourglass-
shaped constructs of an unknown form of energy, apparently created by the Prophets. They

7| ALL OUR YESTERDAYS
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l state of temporal flux, partially outside normal space-time, which makes them virtually invulnera-
ifficult to study. The Bajoran monks have studted the Orbs for millennia but have learned nothing
ature or technology. '
S ot the ablltty to grant visions to certain people. These visions often transcend linear time, appearing
o Eiptain G1ristopher the past or, more importantly, visions of the future The visions granted by the Orbs are the

> 1K€,

3 e ',ropheqes holy texts of the Ba]oran people that descr:be the destlny of Bajor Enough of the
v 1y H Spock becomes

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

2253: The Axanar =
: outcome of the interventions (if any). Federation scientists study Bajoran prophecies and information

;Rebelliun oceurs; =
many melnber pace 9 to learn more about the Prophets and their technology.
secede from the s ;
3 Federa‘t‘ior_t;’F]eet 2 :
Captain Gartfiof lzar = : ak g, the Bajorans aren't regular time travelers; the Orb of Time is their only access to time-travel
: ?Eféﬂfﬁ thé Axanari -. 'r, the Bajorans are closely associated with the time-transcendent Prophets, so they are likely to
.- mtheUSS: o : e 'story where the Prophets do. Narrators can use the Orbs as plot devices to provide a quick, easy (and
o T : ble) means of time travel for the Crew, good for an episode or two. The Bajoran Prophecies also
: 225'4 Cﬂptﬂlﬂ Plﬁe and ; ot hooks to build episodes around; can the Crew prevent a dire Bajoran prophecy from coming true?
Lhe aew of the sy
4 EnfEfPﬂSE EI'ICUUl'IfEI' X
the mhahltantsoi s
Talos IV; resuting in

Federation d e o
et ed their temporal abilities in 2373 when a Borg cube launched an assault on Earth. Although

sful in repelling the Borg attack, the Borg launched a small sphere ship into an artificially created
U.S.S. Enterprise-E followed the Borg into the 21st century, where the Borg attempted to prevent
ne’s first warp flight and first contact between humans and Vulcans. The crew of the Enterprise ensured
ight took place on schedule and preserved the original timeline.

!hat the worldds off-
dimits: Dura Ma
leads the Social =
‘Awakening on. :
"Axanal'., P
; L8
2255: The Neshilev
Settlement Project'is

org cubes contain temporal transmitters capable of communicating with Borg in the past, and the Borg
 ability to create temporal rifts through the applied projection of chroniton particles.

ﬁattment of Temporal Investigations remains alert for any signs of Borg incursion, either into
other points in the timeline. The Borg apparently have the ability to create temporal rifts through
roniton particles. (Borg implants can detect chroniton radiation at resofutions comparable to

: -ccinstrgcted on
Andoria, at the edge
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those of the 29th century Timefleet.) Borg control over these rifts appears
similar to their use of subspace conduits. Although it is possible the Borg
were drawn to 2063 by a temporal nexus, or chose it completely at random,
this seems unlikely (since the Borg do nothing at random).

Federation scientists speculate the Borg's use of temporal technology
is a fairly recent development, since the Borg have never used it before.
Most likely, the Borg developed the technology after other means of
attacking the Federation proved unsuccessful. They adapted to the new
crcumstances and created a new means of attacking the Federation,
through time. It is also possible that the Borg acquired temporal technolo-
gy by assimilating a race that possessed it, possibly the Krenim, although
the Federation is not yet aware of the existence of the Krenim Imperium.

As to why the Borg have not used their temporal technology more
often, or made a more concerted attack on Federation history, the most
popular theory is that the Borg are cautious in the wake of their last
defeat. The attempted intervention in 2063 resulted in the death of the
Borg Queen, the coordinating force of the Collective. This was a serious
blow to the Borg and may have made them wary of future attempts to
tamper with time. It is also likely the Borg have many of the same difficul-
ties in predicting the outcome of certain temporal changes as the
Federation, so they are unwilling to attempt some interventions because
of their possible repercussions.

STORY NOTES

One of the ultimate time-traveling enemies, the Borg can easily show
up in a time-travel series. Even an individual drone (or a pair of them)
traveling through time could be a formidable adversary for the Crew. With
their adaptability and advanced technology, the Borg can easily deal with
just about anything the past has to throw at them. Only the timely inter-
vention of DTl agents can stop them from carrying out whatever plan they
have for the past.

One interesting limit on the Borg's time-travel abilities for Narrators to
keep in mind is their new “dependence” on humanity. In 2374, the crew of
the U.S.S. Voyager provided the Borg with the key to winning their war
against Species 8472. If the Borg assimilate humanity before this key event,
and do not ensure that the information is passed on to the new timeline, it
is entirely likely that Species 8472 will destroy the Borg Collective and
much of the galaxy! Therefore, the Borg must proceed carefully when it

comes to altering history, at least as much as anyone else does.

Cardassians

The Federation is fortunate in that the Cardassian Union appare
has little or no understanding of temparal technology. Cardassian scient
ic resources have been devoted so strongly toward military research and
applications that temporal theory is quite underdeveloped in Cardassian
science. The Cardassians are aware of the existence of chroniton parﬁ
and similar temporal phenomena, and are capable of detecting ther'_n;
have only a limited understanding of their nature. This is fortunate, sir
the militaristic Cardassian government would have likely viewed time
el as a potential weapon and would have been more likely than the
Romulans to use it, in Starfleet's view.

Cardassian scientists studying the Bajoran Orbs gathered the Iarge&i;;
amount of information the Union has on temporal phenomena, most -
associated with the Orbs’ status as artifacts existing at least partially out-
side normal space-time. Among other things, this rendered the Orbs
invulnerable to any damage the Cardassians attempted to inflict on the_m
Overall, the Cardassian researchers learned very little from the_'OrEi{._'
Although they possessed the Orb of Time (see page 22) for_fs’e\ke_{é! ¥
the Cardassians were never able to get it to work or discover anﬁhin’g"

useful about it before it was retumed to.the custody of the Bajoran gov-
ernment.

STORY NOTES

Although the Cardassians do not possess time-travel techn
themselves, it is still possible for them to show up in time—ﬁév adver
tures. Before and during the Dominion War, the Cardassian Union had a
strong interest in anything of potential military value. This mc!uded the ,
Bajoran wormhole, so the Cardassians are likely to investigate any sim
space-time phenomena, including temporal rifts and unusua,l_s_p-,
anomalies in and near their own space. The Cardassians would ¢
interest in ancient artifacts (like the Bajoran Orbs) that m:ght ha\re’ﬂ
travel properties.

An accident or experiment involving any of these things caul
group of Cardassians thmugh time. Depending on whether o
could return, the Cardassians might attempt to alter the cou
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events in recent Federation history—
from the discovery of the Bajoran
wormhole to the Dominion War—it is
likely that any change in Cardassian his-
tory would have tremendous
repercussions throughout the Alpha and
Gamma Quadrants.

Dominion

The Federation is fortunate in that
the Dominion appears either to have no
time travel capabilities, or prefers not to
use them if they do have any. With the
exception of warp drive, most Dominion
technology is oriented away from areas
that might lead to the development of
time travel, focused more on genetics,
biology, and similar sciences, which led
to the development of the Jem’Hadar
and the Vorta. The Department of
Temporal Investigations has encoun-
tered no temporal incursions linked to
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Other episades can involve time travel into the Dominion’s past in
the Gamma Quadrant. This can result from a warp accident while passing
through the Bajoran Wormhale or from deliberate time travel. Agents of
Section 31 (see The First Line, page 17) might try to travel back in time to
sabotage the Dominion or otherwise hinder the Founders, preventing the
Dominion from threatening the Federation in the future. Agents from the
Tal Shiar or the Obsidian Qrder might aid them, although both organiza-
tions remain leery of the Dominion since the Omarion Nebula incident
that nearly wiped them both out. Wouldn't it be ironic if the efforts of
such a handful of rogue operatives resulted in the changelings’ distrust of
“solids” in the first place? Such an intervention might lead to the creation
of the Dominion rather than its destruction!

Ferengi

Strangely enough, the other major Alpha Quadrant species with
knowledge of time travel other than the Federation and the Romulans is
the Ferengi. With the Ferengi it is the future, not the past, that is of inter-
est. Ferengi scientists and researchers have worked for centuries studying
means to foresee and predict the future. The potential business applica-
tions of such foresight would be almost endless. A Ferengi with the ability
to know the future could make unlimited profit from the Trade Exchange
alone, much less the selling of commodities and other goods at the right
places and times.

Officially, Ferengi scientists abandoned all research into temporal
technology because it proved fruitless and unprofitable. In truth, the
Ferengi developed temporal viewing technology in the late 23rd cen-
tury. The first uses of the technology appeared to live up to all
expectations; it made those who controlled it fabulously wealthy,
able to predict and manipulate the chaotic shift of the market to
their advantage. Unfortunately, the technology did not remain a
secret. Other Ferengi businessmen and DaiMons learned about it.
Some bought or licensed the technology, while others stole it. As the
technology spread through the upper echelons of the Ferengi
Alliance, more and more DaiMons used it to make their business
decisions.

In effect the Ferengi were looking into the future, then altering it. The
number of alternations being made started to snowball, and Ferenginar
suffered a terrible economic crash when the actions of too many greedy
DaiMons led to a shift in temporal flux. Temporal viewers became virtually

useless because the future was in such a state of flux. The Ferengi
my staggered on the brink of ruin. Finally, the Grand Nagus sec'ré,y
gathered the businessmen involved in the disaster and negotiatea
agreement to ban temporal technalogy in the Alliance. All temporal tec
nology was dismantled and destroyed and all research into it was
abandoned, although Ferengi scientists and engineers keep up with:
opments in temporal physics.

For the most part, the Ferengi have maintained their ban on ter
technology, considering it a serious threat to the mercantile values u
which their society rests. This is fortunate, since if the Ferengi actual
gained the ability to travel into the past (instead of simply seeing the -
future), Starfleet has little doubt they would have no qualms about ch?
ing history if they thought it would profit them. The Department of
Temporal Investigations keeps a close eye on Ferengi space in case
Ferengi decide to pursue temporal technology again (or if the\,r end up
buying it from someone else).

STORY NOTES

The Ferengi aren't really time travelers, although théré'

warp 'technology and phasers to humans in the 20th century (o

Klingons

The Klingon Empire understands the potential of t_hé-éimgs
(page 15) in time travel, although the field of temporal scie_r;':
ignored within the Empire. To the Klingons the very con
with history is foolish and pomtless what has happened,
The idea of altering the futu;e is even more bothersome. A Klingorris i
control of his own destiny, not bound by prognostications
of the future. Thus the K[ingéns prefer to pretend time tra
exist.
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Ua'ShES‘ffﬁ_f_ﬂanél it 4o Klmgon Federataon Alllance and as an addendum to the Khitomer Accords, the Empire permits the
- 892-V ds a resut of it o ment of Temporal Investigations to operate i in Klingon space when necessary, and alerts DTl to any
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EmanLskeuins ' Arne Darvin, when he used the Bajoran orb of Time to travel into the past in an attempt to
Captam James Kirk.
eir g, the Klmgons are content to allow the Federatmn to deal with the rather sticky issues sur-
avel and protecting the timeline. The Departmenl has discussed the possibility of recruiting Klingon

ctance on the part of the Klingons, and the potent_:al ‘damage an angry Klingon could do to the time-
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ol ghelnoz_d life. : _ :
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commissioned as an
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: Psychotricorder -
iavented. Romm'ab; : g ravelers are a rarity, although the occasional rogue Klingon warrior looking to change history for the
cnemi;é’cemam_ e ; the Empire makes an interesting antagonist for a group of DTI agents or Starfleet officers. It's more
: i Crew to visit Qo'noS or the Empire at some point in the past. Perhaps they take part in one of the great

f 3
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_ el cdlonyis ‘;_' e lingon history, or even meet Kahless himself, in order to prevent a plot by Romulans or other time travel-

g{abhshed byElias. * "+ al or btherwise) to change Klingon history.
Santloval and 150 iiE ] I8 can have some fun playing around with the history of the Empire, much of which is wide open for

; others—froﬁ‘? Bath.© ¢ lfi‘gnture_. Perhaps the characters spend some time researching Klingon history and legends, then go
The Enterpride e tnes - some of them first-hand. Of course, when they arrive, an accident alters history, forcing the

* embarks on s Sk : e th trai role in a Klingon legend in order to restore the timeline. Imagine if some ancient Klingon
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Yolean ity of Klan the great predestination paradoxes of history), there is nothing conclusive to indicate the Romulans

The EMurian hh}?'e_- | to guide the destiny of their empire.

' ' n does know the Romulans have used time travel in attempts to alter Federation and Klingon histo-
d at least eleven attempts by special agents of the Romulan Tal Shiar Temporal Assessment
usually focused on issues of importance to the Romulans, such as the Earth-Romulan War

but also including more subtle subversions of human, Vulcan, and Klingon culture. In all
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known cases, the quick intervention of DTI agents or Starfleet thwarted
the Romulan plans. There is speculation about the possibility of unknown
Romulan interventions altering the timeline, but this appears unlikely in
view of the current state of Romulan affairs. If any successful interventions
have taken place, their effects on the timeline appear minimal.

Like the Federation, the Romulans take an extremely conservative
view toward time travel. Their temporal missions are rare and are meticu-
lously planned down to the last detail. For about three decades, a tenuous
temporal truce held between TAG and DTI, but the recent stresses on
Romulan-Federation relations may have led the Ta/ Shiar to resume very
careful temporal sabotage. DTI experts believe the Romulans consider
their own history sacrosanct and carefully avoid temporal interventions
that might alter the existence of the Empire. For example, the Romulans
have never made any known attempt to interfere with Vulcan prehistory
before the Romulan exodus, since such an intervention might prevent the
settlement of Romulus and Remus in the first place. At the very least, it
appears the Romulans aren't willing to take the risk of wiping out their
own civilization.

In fact, the greatest temporal danger posed by the Romulans is not
their direct intervention in the timeline, but temporal accidents caused by
their technology. The Federation has considerable evidence that Romulan
quantum-singularity technology can cause temporal disruptions when dam-
aged or affected by certain other energy fields. Damaged Romulan warbirds
have been known to create unusual temporal anomalies, such as when a
warbird and the U.S.S. Enterprise-D became trapped in a region of slowed
time due to a power feedback from the warbird’s singularity drive. The
chroniton emissions generated by Romulan cloaking devices seem only to
exacerbate the potential danger. Unfortunately, all Federation attempts to
learn more about Romulan technology and any potential danger it might
pose have been met with cold disdain from the Romulan Empire.

STORY NOTES

The Romulans are useful antagonists in a time-travel series; their tech-
nology is roughly equal to the Federation’s, and their goals are opposed.
Romulan time agents operate in much the same way as DTl's, subtly and
covertly, but they also work to change time as much as they do to pre-
serve it. A struggle between Federation and Romulan time agents is a
complex game of cat-and-mouse, an espionage story played out in some

of the most important points in history. For more information
on running an espionage series involving the Romulans, see .
Line: The Starfleet Intelligence Handbook and The Way of D'
boxed set, also from Last Unicorn Games. : _

Of course, the Romulans do not always have to be adver'sé‘r

Imagine two teams of time agents, Romulan and Federation, t}_ij_a
the involvement of a third faction at a particular point in histo
enemies might be forced to unite against a common foe in Q'rdi
serve both their futures. This enemy could be the Borg, the Ta
Devidians, or an entirely new species altogether. :

The Romulans also serve as a useful time-travel hook becau
potentially unstable technology. Damage to a Romulan warbird car
a temporal event for DTI agents to look into. For example, a dar
warbird might tear a rift open in the fabric of space-time, sendin
into the past or future. What if a Romulan vessel from the futu
up in the 24th century? How does DTI deal with it (and the in
Federation Timefleet officers who follow it into the past)?

Although the Romulan government and the Ta/ Shr'drq
servative when it comes to altering the timeline, a Romulafﬁ_ offic
commander displaced in time might not be so careful. ?e’jrﬁa_p
to take action to alter the future for: the betterment of the | 'm
just himself, or both). DTI agents can find ihémSel\fe‘s_;;w'c:Jfkip_
Romulan Empire; with o without the assistance of Rgm’il]'lé'

from the present. "

Taurhai

The fgurhai, an advanced civilization located in the Be;té'_ﬁu
the galaxy, has technology generally in advance of most A_ipha Qu an
civilizations. (For more information on the Taurhai, consult the
D'era boxed set.) Time travel is one area where the Taurhai.a:
lacking, fortunately for the rest of the galaxy. Taurhai techn_cﬂo’
heavily on the use of subspace, including their starships, whid
space funnels to travel at faster-than-light speeds, shifting acro

light-years in the blink of an eye. This lack of w_érp techno!qu
the Taurhai from discovering the slingshot effect, one of the first
time travel discovered by other civilizations, incjuding the Federa

The Taurhai have developed sophisticated theories rega
nature of space-time, but have not yet tested them in terms
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across the Neutral ; :
- Zone I n use Romulan concern over the Taurhai as a source of tension in time-travel adventures. The

Nesh,lev Seniemem ; =2 a strong interest in keeping temporal technology out of Taurhai hands, and so will the Federation
Project B Andoriat B more about the Taurhai and their goals. Keeping such technology a secret can occupy agents of DTI
Shutdowninthe .~ - hrar If Taurhai research into space-time seems to be leading to the development of time travel, Romulan
wake of beufal mur- = * | "' lke_l_y to attempt sabotage, which could trigger massive temporal distortions or other phenomena calling
" ders. histopher ~ F L on of DTl and Starfleet.
Pikebadly burned  ©
- by radioacie leak®
age, confinedto a :
> f‘thE|Fha'iE : IS Thql_ians have a relationship with time best described as “unusual.” Regions of Tholian space
2267: JamesiKirk o = E L ;—._itial=interphase" quality similar to a nascent temporal rift, where two or more dimensional planes
becomes fist ontact. These “Sargassos of space” interfere with normal navigation and shipboard systems, making

_HES capain o sly hazardous to space vessels. The U.S.S. Defiant disappeared into a spatial interphase in Tholian space

" undetgo a court

: Enterprise Captain James Kirk briefly became trapped in the interphase during a rescue attempt. Like

= martial. Khan' * E - _— . )

e ' . | phenomena, spatial interphase has a debilitating effect on the humanoid nervous system, leading to

*Noonien Singmn, = = y : &
1 ations, paranoia, and other psychological disorders (see “Temporal Narcosis,” page 13, for more

_éfféct caused the crew of the Defiant to behave erratically, eventually killing one another.
e Tholians are immune to the effects of the spatial interphases, able to navigate through them with-
affgected by temporal narcosis. This may be due to differences in Tholian physiology and

-exiled "gerietic
superman’ dictator
" from Earth's

-'EugenTG Wars, is :
revitedwhenthes = luding their natural aptitude for mathematics and spatial geometry. They have remained reluctant to

$.5. Botany Bay is : ' ture_of their immunity with Federation scientists, most likely because the Tholians consider the inter-
'foundgdnf: in* : buffer” between their space and outsiders. The Science Council and some astrophysicists
Space. First conta& ERE t;,the Tholians may have deliberately created or enhanced the interphases in some way, but this is
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force-field and graviton technology. The Federation believes Tholian
knowledge extends into the manipulation of other exotic energy fields,
including tachyons and chronitons. If so, it is likely the Tholians possess
temporal drive technology, either utilizing gravitons to “stress” space-time
and create temporal rifts, or direct manipulation of chronitons to change
temporal flux, or both.

Although DT has reported not direct contact with Tholian time travel-
ers to date, there have been several sightings of timeships that may be
Tholian in design, bearing a resemblance to Tholian space vessels. The
Federation has chosen not to press the Tholians for more information, but
does maintain a close eye on Tholian space.

STORY NOTES

Mysterious and alien, the Tholians make a good “mystery villain” for
Star Trek Roleplaying Game time-travel episodes. There are many ques-
tions surrounding the Tholians and their temporal abilities. Do they have
time-travel technology? If so, how do they use it? The Narrator should use
the Tholians as background characters and the source of mysteries for the
most part. Perhaps aver time the Crew can encounter Tholian time travel-
ers and learn more about their technology.

Tholian space also presents opportunities for a time-travel episode or
two. Ships can become trapped inside a spatial interphase and need res-
cue, provided the rescuers can deal with potentially hostile Tholian vessels
looking to escort them out of their space. A spatial interphase can also
erupt into a full-fledged temporal rift of some kind, sending a vessel
through time, possibly with some Tholians for company. Can the two
crews overcome their differences and work together in order to get back
home?

Temporal [Renegades

The Department of Temporal Investigations uses this classifica-
tion for various unaligned time- and dimension-travelers. Renegades
travel through time pursuing their own individual goals, which may
be anything from looting the treasures of the past to altering history
to suit their particular designs. Fortunately for DTI and the timeline,
renegades are rare. The technology required for time travel doesn't
often fall into criminal hands. When it does, it's up to DTl to track

down the renegades and see to the removal of their time-tra\
capabilities. :

One example of a temporal renegade is Professor Berlinghoff
Rasmussen, a 22nd-century con artist who stole a time pod from a 26
century researcher. Rasmussen used the pod to travel into the 24th:
century, where he attempted to gather samples of advanced techr
(including phasers and isolinear chips) which he could take baek
to the 22nd century and claim to invent. The crew of the U.S.S.
D uncovered Rasmussen's scheme and detained him, causing h
pod to make the return trip without him. Rasmussen was taken ini
tody, and subsequent investigation by DTl turned up no evidence
time pod in 22nd-century New Jersey. The Department believes
was reclaimed by authorities from its original time period, or pe h
agents of the Federation Timefleet, but DTI remains alert for an
its return.

A less benign example of temporal renegades is Klaus Miiller,
the “genetic supermen” from Earth’s late 20th century. Mdlle
ber of his followers fled into space on board a “sleeper shi
later found by a band of Pakleds. The Pakleds managed to re

.

and his crew, who commandeered their ship.
Miiller faked a distress call and lured in the US.S. Vali
that sector. He managed to gain control of the Vahant and d
existence of the shngshot effect. Miller took the Va{;gnfl
the intention of altering the history of the Eugenics War.The
crew 1hwarted Miller's p[ans with the assnstance of a team of
They returned to the present with the criminal and his crew, wk

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

STORY NOTES

Renegades serve as useful “wild cards” for the Narrato
travel episodes around. Anyone who gains unauthorized acce
time traveI technology can become a renegade _This can ran
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Devidians are
humanoid, slightly taller
than humans, with a thinner
build.

TRAITS
COMMON TO
THE SPECIES

In their natural form,
Devidians are almost invisi-

ble to the naked eye,

existing in a different state

of temporal flux from normal
matter. A chroniton or tachyon scan will reveal Devidians as tall, glowing
humanoids, with elongated limbs and facial features. The Devidians are
likewise largely unaware of other beings in their natural form, and are vir-
tually immune to the effects of the physical world.

DESCRIPTION

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

The Devidians have advanced technology, much of it apparently
organic in nature. Among other things, they have the ability to travel
through space-time using an “ophidian,” a snakelike lifeform with extradi-
mensional properties similar to their own (see page 93, below). When
irradiated with the proper energy, the ophidian opens a temporal rift,
allowing the Devidians to travel wherever and whenever they wish. The
only ophidian ever analyzed by Starfleet opened a rift between two specif-
ic places in time (Devidia Il in 2368 and Earth's San Francisco in 1893). It
is possible the ophidians can be "programmed" with different destinations
using Devidian technology.

The Devidians also have the ability to assume different forms and to
bring themselves into phase with normal space-time. These abilities are

most likely technological, although they could be psionic in nat '

Devidians use them to disguise themselves when they travel through
time, appearing as normal members of the species from the planet the
are visiting. The impersonation is perfect from a physical standpoint, but
Devidian emotions and psychology are different enough from most
humanoids that an extended conversation gives them away. Disguis
Devidians appear aloof and emotionless. .

The Devidians feed on the neural energy of other lifeforms.
their advanced technology to drain off this neural energy and sto
return to their home world. The process quickly kills the lifeform it i
on, but the Devidians have little or no regard for other sentient beir
fact, they may not even recognize beings from normal space-time é_s
tient by their standards. '

Using their ability to travel in time, the Devidians “harvest” n
energy from other lifeforms. They visit times of great upheaval in a ple
et's history, such as the Black Plague or cholera epidemics on Ea h
Rigelian fever plagues of the 22nd and 23rd centuries, or the Plag
on Alpha Centauri. This allows the Devidians to gather neural '
a minimal chance of detection. The additional people turning u
usually considered victims of plague or accident by local auﬂio’riti

has likely been @ considerable period of time. Federation autho
not even l;__g‘gih to speculate about the possible chan=ge's-t=h_e eg’i
may have introduced into the timeline. There:is considerable‘debat
whethg_;f?o,r__;ltJt Devidian victims are “supposed” to die.
All"atiempts to make peaceful contact with the Devidians have failed
They are either unable or unwilling to communicate with other s
In geﬁgral, the Federation considers the Devidians hostile, and [fffl 5 'e.n_
have standing orders to stop any Devidian “harvesting” operaﬁonsﬁey{
discover. Disguised Devidians are fortunately vulnerable to norm:
weapons like phasers, although Devidians in their natural state may

impossible to harm using conventional weaponry.

STORY NOTES -

The Devidians make a good “mysterious alien menace” fora
travel episode. Their methods and their abilitie._; are only barely
understood by the Federation, and they are ruthless in pursUiﬁg'i_th
need for neural energy. Time travelers can encounter the Devidia
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od where there is sufficient upheaval to cover their operations, and history has no lack of such
ention might even cross over into another mission the Crewmembers are carrying out,
h the Devidians as a red herring while following up on their actual mission as well.
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spanning thousands of light-years and hundreds of worlds. At their apex,
the Krenim possessed early Level Seven technology, advanced beyond
the Federation's current level of development. The Krenim Imperium was
powerful enough to exist in fairly close proximity to Borg space for gener-
ations without major conflicts, although the Borg did assimilate some
Krenim and their technology.

Several centuries ago, a Krenim scientist named Annorax developed a
device for manipulating the temporal charge of events in the timeline.
This “temporal exclusion device” allowed the Krenim to reorder the time-
line at will, changing events to simply wipe enemies out of existence. The
Imperium allowed Annorax to build his weapon as part of a massive time-
ship and to use it against the enemies of the Imperium.

For a time, the weapon made the Krenim the supreme force in their
region of the Delta Quadrant, virtually unchallenged by any other power.
Any civilization foolish enough to go against the Imperium found itself
wiped from history, as if it had never existed. Ironically, this very effect of
the Krenim weapon caused many species to question its effectiveness.
Since they could not recall the ather civilizations destroyed by it, the
assumption spread that the Krenim were bluffing about their ultimate
weapon.

This led the Krenim to use their weapon more often until, finally,
Annorax made a fatal error. In wiping out an enemy race known as the
Relnar, Annorax eliminated a vital antibody the Relnar had introduced into
the Krenim genome over years of contact. Without the antibody, huge
portions of the Krenim population succumbed to a deadly plague, includ-
ing Annorax’s wife. Annorax and his crew devoted their lives to undoing
the damage to the timeline, but the number of minute changes necessary

to restore the Imperium as it was before was staggering. The Krenim
Imperium slowly decayed and collapsed over a period of several genera-
tions, becoming a mere shadow of its former self, while Annorax’s
timeship wandered across space, attempting to alter the timeline again
and again.

Each change in the timeline produced a new alternate reality.
Sometimes the changes were small, barely noticeable, but factored
together grew into larger and larger alterations. Annarax managed to suc-
ceed in restoring the Imperium on several occasions, but even his greatest
successes were no better than a 98% restoration of the original timeline.
Small elements were always different or missing, including the Krenim
colony of Kiana Prime, where Annorax and his wife had once lived.

Unable to accept anything less than complete success and the

of his family, Annorax kept trying, over and over, to untangle
timelines he had created.
The unexpected presence of the Federation starship Vaydyé n the

Delta Quadrant, a random element Annorax had failed to accou
interfered with his plans. The Krenim did their best to eliminate Vo
as a problem, attacking the ship and using their temporal exclus
ties to continue altering the timeline. Voyager’s crew developeo'—_tg
shielding to protect them from the effects of the Krenim weapon
attempted to escape the continuous Krenim assaults. Finally, Ca
Kathryn Janeway crashed Voyager into the Krenim timeship, as An
own second-in-command sabotaged its temparal core. The dESt!'L_].
the temporal core caused the timeship to cease to exist and rest
timeline to its original state.

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

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

STORY NOTES

Although they are from a cwrllzanon tens of thousandg of light:
from Earth, the Krenim can easily put in an appearance in-a time
series. Even adistance of 57,000 light-years is- no barrier to a- “civilizati
with the abll:ty to travel through time. The Krenim make suitat
nists tor a-single time-travel episode or for an ongoing series invol

“t'imei')'i'\.-arij; between the Krenim and the forces of the Alpha Qua ran:
The Krenim Imperium is a conquering, expansionistic 'cultuf'e,_, le
with self-assurance and knowledge of its place in the universe.
Unfortunately, the hard Iessons learned by Annorax and his crew
their centuries of wandering were undone when the original tlm
restored. The Krenim still consider their Imperium righteous and
and they are mare than w1[I|ng to use their temporal technology o

enforce their will on other speoes

It is quite possible Krenim tlmetampenng in ihe dlstant Delta
Quadranrcould have unforeseen effects on the history of there
galaxy, including the Alpha Quadrant. For example, if the Kre_n;_m

history of the Borg (intentionally or otherwise), they might aff
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wﬂh e Federation, w1th grave repercussnons DTl agents may find themselves operating in the past
t pfevent the' Krenlm |ncur510n

he Krenim may dsscouer that evems in Ihe Alpha Quadrant are vitally linked to events in their
Kre rn may decide it is better forthem if the Borg do succeed in assimilating Earth, there-
ital technology the Borgac_qmre .from_ Voyager-ffo_ protect them from Species 8472. Once the

.ip’hai uadrant history, it's unlikely they’ Il stop with just one temporal intervention. The

* defeat by Kors

Klingon forces.

~ Following further

i in the Star Trek: Deep Space Nine Roleplaying Game core rulebook and supple-
ien lifeforms who exist outside linear time. They created the Bajoran wormhole and sent
§ : =rbs into the Bajoran system, which became the basis for the Bajoran religion. The Bajorans
"Stﬂﬁﬂﬂ- Qriginally” e ts as gods while Starfleet and the Federation considers them extremely powerful and alien
intendE?tq be . -
placcdidenthed o s gives the Prophets a unique view of time. To them all events happen simultaneously, without a
command ok Will
= Decker, the

. Enfeiprise s

s them to foretell the future in human terms, an ability they used to create the prophecies
e Bajorans and their human emissary, Captain Benjamin Sisko. The Prophets often express
Es T he linear point of view, even after Captain Sisko explained it to them to the best of his ability. The

- assigned i tem-= : " " v ; -
: ; es of the Prophets’ temporal engineering abilities, devices capable of granting visions of the
ng through time.

e Prophets apparently want only to be left alone. They communicate occasionally in visions

po;ariTy reinstated
Adrmral James Kirks

: Decker IS repurted 2
e ke s people from that individual's life. They have an interest in Bajor and the Bajoran peo-

the'%-}elmzfoﬂ b ins unclear exactly what their interest is. They have on occasion assisted Bajor and the
7 ﬁ*:,&‘,-,'e;r rﬁié';{on S ; ; ,. - téfbly by destroying a Dominion invasion fleet coming through the wormhole.

‘ _the E;vrerp.'ige HE e are apparently vulnerable to high levels of chroniton radiation, which affects their transtemporal
aew mcludes Spock | s -once took control of Chief O'Brien’s wife Keiko in order to direct a chroniton beam into the
and MeCoy, bcih ob  * wﬁh the intention of killing the Prophets. The Pah-wraith succumbed to its own weapon in the
whom relufiedto : ah-wraith were likewise chased off the Promenade of Deep Space 9 by a chroniton field

_senviceto dealwith ] T dusl between them.
ithe Viger emergency. : :

722'_}2: Bolian diplorats
Vaxx completes =
2 né'gﬂiigliOﬂS'Ue_a_'ﬁ”S. i e mysterious alien beings capable of affecting time and space in ways beyond the understanding
 the Bolian-Wogld'$ ‘
Gountil.= -

ce time is a continuous whole to the Prophets, rather than a series of interconnected moments,
volved in some time travel inadvertently. For example, the Prophets once returned a Bajoran
centuries after he left Bajor. It was only after Captain Sisko convinced them of their error
ned the Bajoran to his proper time, subtly altering the timeline in so doing.
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An accident involving the Bajoran wormhole could send the Crew to a
different point in the past or future. They might chalk it up to a warp-drive
accident, but can the Crew really say for sure that it was not the will of the
Prophets?

The Q

The noncorporeal beings known as the Q exist in a continuum out-
side normal space-time, possibly outside six dimensional space-time
altogether. The Q apparently have the ability to alter the flow of time, and
to travel in time, at will. Like most of their godlike abilities, the Q seem to
use their ahility to time-travel for little more than their own amusement.
Their understanding of linear time is better than that of the Prophets, or at
|east their ability to interact with linear beings is more developed.

The abilities of the Q make them very dangerous to the space-time
continuum. Whether or not a Q’s intervention could disrupt the fabric of
space-time altogether is a matter of some debate among Federation sci-
entists, but there is no question that the Q could totally alter the course of
history if they so desired. Fortunately, even the Q seem to have a certain
regard for the integrity of the timeline, and only rarely tamper with history
(at least, as far as we know).

STORY NOTES

The Q can transport a Crew to nearly any point in space or time,
including realms that exist only in the imagination. Q once transported
the crew of the Enterprise to Sherwood Forest, complete with the Sheriff
of Nottingham and Sir Guy of Gisbourne. The Q could likewise send a
Crew to anywhere in history. Whether or not it's the “real” history of the
timeline or that of a parallel timeline (or entirely a construct of the Q) is
up to the Narrator, depending on whether or not you want to deal with
the possible repercussions of altering history.

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

and showed him how his future would be different. See pag

more notes on using the Q in time travel episades.

Travelers

HOMEWORLD

Tau Alpha C, a distant world outside known Federation s a

HOME REGION OR SOVEREIGN
TERRITORY

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

SUGGESTED ATTRIBUTE AND
EDGE RANGES

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

Psi 3 [6]

size »°

Approximately the same size and mass as humans.

TRAITS COMMON TO THE SPECIES

Tréii?e[ers are humanoid, with gray skin and enlarged :bro_w_r
They have two fingers and a thumb on each hand. Some Tray
able to alter their appearance at will. 11

DESCRIPTION

The species known only as the “Travelers” (ﬁ.ﬁnmetimes_ calt

Alphans; their true name is unpronounceable by humans) hail
distant planet of Tau Alpha C Little is known ab_éut this mysteri

ather than what they have told Federation repr'ésentatives. F
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\ the Travelers are a peaceful, isolationist species with little interest in galac-
_':'tic:aifhirs'. Théir'first contacts with the Federation were cordial, but the
3 Tra'véieﬁ{s_howed only limited interest in the Federation and preferred to
be left aloﬁe;;Sdeﬁ_ﬁs_ts paid little attention to the species for many years.
That qhénged whé_n a Traveler (also known by that name as personal

- Moo oo fit[e) accompanied'Starﬂéet propulsion expert Kosinski on board a number

tent viola?ion ofithe: = 8 = : ; i : 5 :
Egey of Starfleet vessels to perform experiments in improving engine efficiency.
Appa_rently}fif '.:Mas,ihe'TraveIer’s efforts, rather than Kosinski's work, that
,r_és_l_il.ted_'i_ﬁ t'heﬁimp';ovemems to the engines of the starships Ajax and
7 -Fearfeéé’i. A distraction caused the Traveler to catapult the U.S.S. Enterprise-
D accidentally to Galaxy M-33, then to an immeasurably greater distance
“outside the known universe altogether. The Traveler revealed that his
species possesses an understanding of the interrelationship between space,
/ time, and thought, allowing them to "travel” apparently at will. When asked

why his species had nat used their abilities to visit Earth or other Alpha

a training vesseb S .
under thecommand - * efore, the Traveler only replied “Because you have been ... uninteresting. It is only now that your

&f Captain Spock. i i "qs_att_ention." While returning the Enterprise to its original location, the Traveler disappeared.

= eappeared on the Enterprise several years later when an experiment involving a static warp
erly Crusher in an alternate reality. The Traveler assisted Crusher's son, Wesley, in rescuing her
it collapsed. The Traveler also revealed to Wesley his own potential for affecting space-time

; ears later, the Traveler appeared to Wesley Crusher and offered to guide him to a higher
ISalhs o re of space-time.

on has attempted to learn more about the Travelers as a species, they have politely declined

2278: The 35 -
5 - Bozemarlis trapped ,_‘_' i 1er about their unique abilities or their understanding of the nature of space-time.
* inthedyplion
Bxpanse teﬁpﬂr‘al
s '!00,0.’ -
= '2;':'9’ Death °f_'T"?a”5, e ake a useful deus ex machina species for a Star Trek series concerned with time and dimension
Tlar becomesiHigh, = w llow the Travelers to go anywhere in space (and, presumably, time) at will, and to affect the

Priestess of eleya. Very primitive analogs of their abilities can be duplicated using warp technology, such as the

. 2281; Sarek becomes: rp experiment trapped his mother in an alternate reality of her own making. Similar experi-
Vulcan Ambassador - cket" realities, drawing the attention of DTI and the Travelers. DTl agents can also encounter a
i FEderaﬁcn; . : ere in space and time, although they might not know it unless the Traveler chooses to reveal
2282: Admiral Kirk~ " kes Travelers useful as “mysterious strangers” who can show up and offer the Crew a helpful
“refires from « Lot then vanish before answering any other questions.

Starfleet. = &+

2153:'Briéf'Fedéra£ion-' :
Breen d_ash. : _

ide variety of strange, alien lifeforms in the Star Trek universe. Opening up the infinity of

ions vastly increases the number of lifeforms a Crew can encounter, not all of them sen-
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tient. Creatures from other dimensions and planes of existence have
shown up in Star Trek episodes before, and can appear in your stories as
well.

Any and all of the uses for creatures in a story—comic relief,
MacGuffin, monster, or red herring—apply to extratemporal creatures as
well. The Crew can encounter unusual lifeforms that live outside normal
linear time (like the Devidians or the Prophets) or even beings able to
travel through time or alternate dimensions on their own.

OPHIDIAN

Type: Scavenger

Size: 1 m long

Form: White, hooded serpent

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

Base Movement: 10

Resistance: 1 (8)

Special Abilities/Unusual Skills: See below

Weapons: Fangs 2

Difficulty: Moderate (6)

Damage: 1 + 1d6 damage

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

move
through
time. The
destination
of the rift
is appar-
ently
controlled

QUANTUM HUNTER

- different alternate dimensions. They can also track c

using the exact wavelengths of energy the ophidia
exposed to, along with some type of “preprogra
instructions. '

An ophidian in stasis is extremely resistant to harm,
a Resistance of 8. Their natural resistance is only 1. An acti
ophidian handled by someone other than its designaté_d
dler (or any non-Devidian) may attack using its sharp fa
(ophidians are not poisonous). =

Type: Chasing hunter
Size: 1 m high at shoulder
Form: Large, multilimbed insectoid
Attributes: Fitness 3 (Strength +3, Vitality +2), Coordina
3, Presence 2, Instinct 2 (Feracity +1) '
Base Movement: 15
Resistance: 6 (16)
Special Abilities/Unusual Skills: See below.
Weapons: Mandibles 3
Difficulty: Moderate (6) BT HE 15 s,
Damage: 1 +2d6 damage
Description and Additional
Notes: Quantum
hunters are rare life-*
_;,fkérm's
_occasionally
: encountered by \
=Starfleet crews.
“They apparently
have a natural
ability to
alter their
quantum
resonance,
shifting between 2

energy emissions across different quantum realities.
are apparently attracted to certain types of energy,
they feed upon. They seem to favor chroniton anc
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are sometimes attracted to poorly shielded or damaged warp drive systems, particular-
ring out nowhere, Their energy-absorbing nature
theRezula l Space' ; esi : 16 against such weapons). They tend to
- -Iaboratory Admlral
. Kirk fefuiras o’
Starfleet ds an”
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Timeships

For most sentient species, time travel isn't possible without highly advanced technology.
Many species build such technology into starships, for a wide variety of engineering and
convenience reasons. They refer to such ships as “timeships.” This chapter details several
such vessels.

Timeship [Rules and Technology

For the most part, the normal rules for starships and starship combat (as described in
the Star Trek Roleplaying Game core rulebook, pages 127-162) apply to timeships. They
typically include equipment such as transporters, replicators, and the like, which Starfleet
characters will readily recognize. In many cases timeships come equipped with the maost
advanced technology available to a particular species, so characters may go through a brief
“adjustment period” getting used to anything new and/or different.
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1_Thé'U_5-'5- ; : s future may present characters with technology far more advanced than any they've encountered.
geliant, while sor: S class ﬁmahip":'"fffc)mffﬁé'zsm century will look somewhat familiar to 23rd-century Starfleet crew-
 systems will be dsf.i'nf_:omprehensible to them as a warp drive would be to a 20th-century
and, they may find it easfer to use and u_ﬁ_derstand some of this technology simply because it
ays, the Narrator should take the most d'rah'iati'_c'ally appropriate approach—if it furthers the story

o Ao ork flawlessly for the characters, do that; if having the characters stumble along trying to figure

uses the ship to take : - - : g s
: o orks contributes to the narrative, then that's the way to go. Just remember that, with timeships,

ay have consequences for eans to comé..'(See page 65 for other guidelines for out-of-time

steal the Genesis
- device. Adn%irqlrkir:k' : e T
~ and the Enterprise : ; i’on T[mQShlPS
thwart !{han, the : e
batfleresultingin = = ss TIMESHIP
 the destruction of = [ype: Thucydides-class Timeship
"~ the Reliant and the e i‘lillg Date: 2370
~transf0'r‘mat‘ion of - : : :
el e 7529 x 153.21 x 45.7 m; 395,000 metric tons; 5 decks)
Nebulaiintoxhe tems. < =
* & porary Genesis t: . - o i
planetCaptain. =
® ' Spockis kiled and
Kirk d'e.styoys dhe
_ Enterprise jn'an ille
! ‘ga'lmissic-_m to
e _' r.ecover Sp_ock,-" 5
reforninthe - . : on and Power Characteristics
it 5enesfs-p|ag§i's for ' o System: 6.0/8.0/9.0 (8 hours) [2/warp factor]
- 'ﬁwalio'n.. R ) System: .75 ¢/.9 c [7/9 Power/round]
_« mss:Earthisthreats ¥ - avel System: [40 Power]

_ened By 'a powerful®
spage‘pfobé-ihat :
« does not relent until G ors: +2/17 light-years [6 Power/round]
it communice_]t'es g : ;2'11 light-year [4 Power/round]
. Wwith two humpback = nsors: +2 [5 Power/round]
Vi R nometric Sensors: +2 [10 Power/round]
* EdHi's own pasts
Thediss. - &+

Enterpise-Aenters

sefvice. Gaptain

" NamesiT. Kifk, recent-
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Damage: 14
Power: [14]
Chronal Jammer
Range: 300,000 km radius around ship
Arc: All (720 degrees)
Acauracy: N/A
Damage: See text
Power: [10]
Weapons Skill: 4
Defensive Systems
Starfleet Deflector Shield
Protection: 35/35 (50) [35 Power/shield/round]
Description and Notes
Fleet data: Commissioned by the Department of Temporal
Investigations in 2370, the Thucydides-class timeship, the first
Federation ship of its kind, was a joint creation of DTl and
Starfleet's Utopia Planitia engineering corps. The project began
in 2365 as an effort to design what amounted to a “temporal
search and rescue vessel.” DTI was becoming increasingly con-
cerned with the rise in time-travel incidents over the past
century or so, with the resulting possibility that a persen from
the present day could become trapped in a past time with no
way to return home. The latter scenario created an unaccept-
ably high risk of alteration of the timeline. DTI's response to

this threat was to develop a way to rescue the hapless travelers.

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

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

following the ship through time. When activated, th
jammer creates a field of tachyons and chronitons with
300,000 kilometer-wide radius around the ship itself. An
ship within that field will find its sensors completely in
ble (particularly any chronometric sensors, which rnay_ r
1 on 1d6] be completely fused by exposure to the fiel
Other chronal technology should suffer similar problé'
While the chronal jammer is active, the crew cannot u:
ship’s other weapons, but can activate shields. Some_t
er testing models indicate a slight (0.001%) chance that
activation of a chronal jammer will cause a tempofal'in\{
sion which transports the ship and anything inside the ﬁel,_
normal radius to an alternate point in time. :
Thucydides-class vessels do not belong to Starfleet. Th
are the property of the Department of Temporal -
Investigations, which maintains an extremely tight contro
over their use.
Noteworthy vessels/service records/encounters: D.T.
Thucydides (prototype); D.T.[. Durant, completed 2
Herodotus, currently being constructed to replace D,
D.TL. Livy, lost and presumed destr di '
century 23173-._'.; ki

EPOCH-CLASS TIM£SHIP
Class and Type: Epoch class T|meshlp
memlssmnmg Date: 2825

nﬂl Characteristics
Slze. 1(6.0x42x3. 5 m; 15 metric tons; l deck)
lles:stam:e' =
Structural Points: 20

Operations Characieristics !
Crew/Passengers/Evac: 1/0/0 [1:Power/round]
Computers: 2 [2 Power/round] .
Transporters: 1 personnei 1 temporal il Power/round
Tractor Beams: 1 fv[z Power/ratmg/round]

Propulsion and Power Characteristics
Warp System: 4.0/6.0/8.0 (6 hours) [ija{p factor]
Impulse System: .7 g9c [7/9 Power/round]

Chronal Travel System: [40 Power]
Power: 210
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_ _rs 4[5 Power/round].

' s: +4 [10 Power/_ro_und] P
commandsiit. e e

Klingon-Cardassian

= is refired fromi
: '*Starﬂeet‘sewlce. -
2 228?:AKIihgén’ arma-
_dadestroysithe

. Tiibble homeworld = . :
: o : ch-class timeship is a product of the 29th-century Federation’s Temporal Integrity

as part.of-a massive - Sy ) FeR
; ' igned the ship to help it investigate and prevent (or repair) temporal incursions, to

effort uh the bari’gf‘ = . ;s
o Er‘hplre e ding” by unethical persons or sacieties, and so forth. An extremely small, arrowhead-

_mte the ‘Spmes a crew of one. lis warp engines are correspondingly small, but thanks to 28th-century

2290. L Za! dans nly slightly less power than large 24th-century warp engines. lts chronal travel system
o ach;eve i flrght me-travel capability, but also includes a graviton-based temporal field generator which
o ther ships through time.
.7 it a'c.én'h-ﬂian. 2 t of trouble, the ship is equipped with a subatomic disruptor cannon. This weapon fires a
_ freighter e 6f nadions and chronitons which disrupts the target on the subatomic level, causing exten-
._ 2292:7Thé : 'urtherrnore this beam is so strong that it punches through and disables the defensive
Klingom/Romujan: = -periods (including those of the 23rd and 24th centuries) without any loss of energy. (In
alliance ?m";,ses. it - and 24th-century shields provide no protection against this weapon; apply the dam-
“the Klingon Emp;re target. Thereafter, shields are down until repaired; the Narrator determines how long it
“and the Romulan i ‘- airs, based on the extent of damage to the ship and other factors.)
Star Empireientera. : gy powering an Fpoch-class ship requires precise calibration. When preparing to travel
long:period of.open =0 e commander must carefully reset the temporal matrix (which requires a Moderate (6)
= hdstilities. - 2 ems (Time Field) or Systems Engineering (Temporal Sensors) test). If the character fails
2293: Qo'ﬁoS,}h'c. ke ; ' tﬁ_gn uses the ship, he will create a subspace chroniton explosion which rips open a hole in
Klingof homeworld, * iy vide as Earth's solar system.
is severely damdged erii _Vrecordsfencounters: U.S.S. Epoch (prototype); U.S.S. Aeon, crashed on Earth in 1967
- bythe’ explosionof ~ - / Captain Braxton, resulting in significant timeline alteration; U.5.S. Baktun; U.S.S. Century;

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

Damage: 30 (ignore conventional shielding)
Power: [5]
Weapons Skill: 6
Defensive Sysfeimns
Timefleet Deflector Shields
Protection: 100/100 (150) [100 Power/shleld/round];
Description and Notes

Fleet data: The Polarity-class vessel is a general purpo
ship used to study, prevent, and/or correct temporal
anomalies, alterations of history, and so forth. It cann
through time itself, but comes equipped with a tempora
transporter, chronal communications system, and chron
sensors which allow it to scan the timeline and transpor
ple to and from various points in time.

Polarity-class vessels are designed primarily to travel
given point in space so that they can monitor andjor pr
a temporal incursion or similar anomaly from occor""
that place at some point during the timeline. Usir
ral transporters, its crew members transport p_e__ré
from the incursion’s temporal point of origin, expla
purpose, and recruit the, transportee to help resolve
lem. If the transportee is sent to one of his. foresee
futures, the ship’s crew will resequence his memory
to prevent him from returnmg to his normal timefra
knowledge of the future if not, he is’ srmpiy glven a
warmng about the Temporal Prime D|rect|ve before

returned home.

fll'_ In addition to its time monitoring and transporter equi
"-;Ernent, a Polarity-class ship comes equipoed with a wid
“variety of other systems, including two holom_atri_ce:_ﬁ(wo
often come in useful when training its new “agents”
missions) and a low-powered phaser weapon (1ovr4;io
for the 29th century, that is). The ship is also armed
torpedo launchers and carries a small compleme’ntfiof.‘
ton torpedoes. ¢
Noteworthy vesseis/serwce recordg/encounters USS.
— (prototype); U.S.S. Charm; US.S. Re!atrwry, worked
crewmen of U.S.S. Vayager in 2375, co_mmanded-b

Braxton and later by Lieutenant Duquesne.
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* .

1h|? mn?n Praxis. . mes h iPS
Jhis serves as aprel- e :
ude to.aKlingon :
prece initative,” -~ 1d Type: Borg Timesphere
interrupted by the
assassination of *
chancelln} Gorkon
«by a canspiracyof
ihose opposed tor
Federatmn/[(llngon 4
peace. The Khitomer - -
e T : : Passengers/Eva(' ]0/0/0 3 Power/roundl
* however, and the = nputers: 4 [4 Power/round]
= Khitomer Accords G e bers: 1 personnel [1 Power/round]
 pave the way e v~ - Tra eams: None
" future talks of == : n and Power Characteristics
allance¥he Uss"  « . * Warp System: 1.0/2.0/4.0 (3 hours) [2/warp factor]
fepriseAls : Ise System: .75 ¢/.9 ¢ [7/9 Power/round]
retired from=service, « « -

= replaced by the - ¥
Enterpr!se—B under t
_ the commgxd of =
Captam John__

; Harriman. Gaptain

. damesT. .g(irk, on

; anrd forthe cﬁris

temr:g cerémnny, rs : - Lr=
kulled in7an explo T ex Generator (see text) [40 Power]

~ _sion resultmg from e ' Slllll N/A
the En!erpnse B S 2 - - : :
contag with a nb— : : Shield

‘bon of energy called .- 30/30 (45) [30 Power/shield/round]
. the Nexus, encoun- i Noies

.tered when the ship timesphere is, essentially, a temporal weapon the size of a ship. lts systems are designed
Tespondsto a dis- - power a massive time-vortex generator which allows the ship to travel back into time.

,,m.{ss (el o -shat effect; the ship cannot return back through time, but it could make one jump to the
. ERAurianrefugees. . .
SR cessary. The Borg do this so that they can conquer a troublesome species or state (such as
Kirk's modifications . : . o ] ] . o
ion) at an earlier point in time before it can possibly resist assimilation.

tothe ship'sdeflec-

: rew of a timesphere initiates a time vortex, it leaves a “temporal wake" behind it. Any ship
tor system saves, the

lves of all those on kilometers behind it will be sucked into this wake and travel back in time with the time-

" remaining on‘board. : p will also be rendered immune to the effects of its time shift. For example, in 2373, the
' esphere in an effort to conquer the Federation and were successful in assimilating Earth
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THOLIAN TIMESHIP

_KRENIM TEMPORAL WEAPON SHIP

CLASS (TIMEFLE

POLARITY-

CLASS (ROMULAN)

RTAI-

CLASS (T.LC)

\(EPOCH
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lstory, thus preventmg the creahon of the Federat:on However, the U.S.S. Enterpnse E was
~ becomes independ. .

ErﬁTiire. -
2295:The Fg_deratio.n,
* Klingons, and =

o #Romulans agreeto -
- dbandon the failec

o '{jcaln'ath'severs. m_atel 1,;k-rn long, 3 km radius)

3ll ties with the
: 'VAr'xdu:ia-n‘govem- : ol
‘?ment. Son‘aand . - haracteristics

Ba'ku s} (i S ngers/Evac: 110/25/1,300 [6 Power/round]
229%1: Rigel Vapplies =% ‘ [G:PUWE"/ round]

for memBershipin w. &« ¥ pt;rsonne], 4 emergency [5 Power/round)
b edon or Be , 1 a [2 Power/rating/round]

", 2208 ﬁanrasia Cn‘sis‘l
leads to the fcrmu
mm of the % =] L 5.¢/.75 ¢ [5/7 Power/round]
Deparlment of ! 1
Temporal 3 s s
Investigations. . & al nso 2 +3/20 light-years [6 Power/round]

: =z;u’;: End uf.](]-i:;gon- 5 s -4:?3/3 light-years [4 Power/round]
S s War. Sl 1 Sensors: +3 [5 Power/round]

+ 2305: Grazerites join ic Sensors: +5 [10 Power/round]

_Federdtion: Starbasé®
200, aI_Jando.n-ed.
*Escape of Cmdr:
‘Michael Law;e.rlce

.‘and his Perfectionist

allies from D1«

'fL\'Stody_ S D

: oS .
2309: Ca{&assign*L!n‘l%h

establithes “f)eate- 2
flllpresence on

* . Bajor.”
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Damage: 20
Power: [20]
Chroniton Torpedoes

Number: 250

Launchers: 5 forward, 5 aft

Spread: 10

Arc: Forward or aft, but are self-guided

Range: 25/500,000/3,000,000/6,000,000

Accuracy: 3/3/5/8

Damage: 30 (ignore conventional shielding)

Power: [5]

Weapons Skill: 5
Defensive Systems
Deflector Field
Protection: 50/50 (75) [50 Power/shield/round]
Description and Notes
Fleet data: The Krenim temporal weapon ship is an enoermous
vessel designed as an instrument of war by the genius Krenim
scientist, Annorax, wha also captains it. Its purpase is to create
temporal incursions which erase threats to the Krenim
Imperium from the very fabric of time, as if they never exist-
ed. Unfortunately, when Annorax first used it, a miscalculation
caused an epidemic to arise which killed 50 million Krenim,
including his beloved wife. Since then—200 years ago, by
Annorax's timeframe—the temporal weapon ship has been
creating incursions in an effort to set things to rights.

The temporal weapon ship is powered by a temporal core
which keeps it out of phase with normal space-time. As such,
no one traveling on it ages, and vessels in normal space-
time, while they can see and sense it, cannot affect it with
any weapons. A ship would somehow have to recalibrate or
alter its weapons to place them similarly out of temporal
phase to affect the temporal weapon ship.

The ship’s primary weapon is an enormous temporal incur-
sion cannon which occupies over a third of the ship's length.
The ship is shaped roughly like a cylinder a kilometer long;
the cannon, formed of a series of “arms” which hold special
generators and focusing lenses, is on the forward end. The
cannon creates temporal incursions which erase the target
from time. The temporal shock wave from its use spreads

throughout the galaxy, causing whatever correspondmg
changes result from erasing the target.
The temporal weapon ship’s powerful computers and te

poral sensors can scan the changes their weapon causes.
They can also run powerful computer simulations which @
culate, and account for all variables figuring into, a tempor.
incursion. Preparing an incursion calculation takes a trairit_é
crewman from days to months. Despite the power of the
computer, the calculation is only as good as the person w
made it. If the crewman omits even a single temporal vari
able, the entire calculation will be faulty and the results of th
incursion nothing like what was predicted. Thus, the comput:
ers are not infallible, nor can they know all possible
outcomes of an incursion the ship creates before it creates
said incursion. .

In addition to the temporal incursion cannon, Annorax a[sb
equipped the temporal weapon ship with standard
weapons—chroniton torpedoes and powerful “pulse disruj
tors" located along the ship's outer circumference; they :
typically fire down the length of the ship at targets in front o
or behind it. Due to its mass the ship, can reach only Warp
maximum, and.its hull and shields are relatweiy weak for ¢
ship of its size, and power (without the shields, a. sm,g!e pr

e

ton, grenade could penetrate | the hull). iy ’

The ‘temporal weapon 5h|p is somethmg of a flying temﬁ
~raln wuseum. Captain Annorax maintains a collection of' =
artifacts and data from hundreds of species which he has-
completely erased from time.

=

VHoRrAI-cLASS ROMULAN TIMEBIRD
Class and Type: Vhortai-class Romulan Timebird
Commissioning Date: Mid-24th: century
Hull Characteristics :
Size: 5 (235.87 x 160.00 x 52.3 m; 485,000 metric tons; 9 -
decks) : :
Resistance: 4
Structural Points: 100
Operations Characteristics
Crew/Passengers/ E\iéc: 250/]00/2,50b (est) [7
Power/round]

hs
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g i }
2311: The Tomed : ._ & ters: 4 [4 Power/round]
Incident resuls in ; ] rters: 4 personnel, 2 cargo, 1 temporal [4 Power/round]
thousands of == Beams: | fv, 1 av [2 Power/rating/round]
« Federation dtizéns : Ision and Power Characteristics
dedd ot the hands o : 1: 6.0/8.0/9.2 (6 hours) (est.) [2/warp factor]
AT RS m: .7 ¢/.9 c [7/9 Power/round]

_ 'élSystem [40 Power]

followed IJY the
slreaty of Algeron,

2 reaﬁlrmmg -
Federanon/Romulan
peace and.establish; 2 5 é L
ing the Federation X | Sensors: +2/1 light-year [4 Power/round]
ban on the use of vigational Sensors: +2 [5 Power/round]
cloaking lechnolog‘,:_ : Ch ometric Sensors: +2 [10 Power/round]
The Romulan Star ) {4 power/point/round]

g _Empire enters afong ' Dr's §
penod dl‘ self- 5

imposed isolation:
2312: Starlest &stab- " Range: 10/30,000/100,000/300,000
* lishes*Qualor II ship = - ~ Arc All (720 degrees)
[ ; : : -

-

2313: Andbria.ﬁ Keth g
Kor sgccessfdﬂy
* pushes a'law into
; place thal requires B
kelh chleftalnhood _. : E Lz 1ad,1fv
to be provenm bal

LR rward or aft, but are self-guided

115/300,000/1,000/3,500,000

»

* of blood sticcession.
“The Taurhai attack b 3
‘e Romulags: °
Bolians evacliate the ™
" population of Uzor
"!V befdre its sun col-
lapses.
2319: The developn.'xem
: of the multip-ie;t pat-
tem buffer . * :
eliminates the risk of
“transporter psy-. _
i omulans recognize the strategic advantages of time-travel technology, they remain just as
dangers as the Federation, and thus refrain from using it as a routine weapon. If any-

e




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

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

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

Sensor Systems

Weapons Systems

Defensive Systems

Desmptmn and Notes -

 very few recorded appearances in Federation space sinc

Power: 380

Long-range Sensors: +5/45 light-years [6 Power/rounc
Lateral Sensors: +5/5 light-years [4 Power/round] - -
Navigational Sensors: +5 [5 Power/round]
Chronometric Sensors: +3 [10 Power/round]
Sensors Skill: 5

Chronal Web
Range: 25/500,000/3,000,000/6,000,000
Arc: All (720 degrees)

Accuracy: 3/3/5/8
Damage: See text
Power: [20]

Level Daleth Disruptor Emitter
Range: 40/40,000/90,000/250,000
Arc: Forward (180 degrees)
Accuracy: 4/5/7/10
Damage: 17
Power: [17]

Weapons Skill: 5 iy 4 1

Thollan Chronal Shlelds
Protectlon 150/150 (200) §150 Power/shieid/rou

Heet datcr The Federation knows relauve[y little about _
“called “Tholian timeship,” a class of vessel which has m

?—:,contact between the Tholian Assembly and the Federaﬁo_n
"2268. Even the appearance of the vessel is difficult to ;
describe; according'to_some'reporis, when observed fo
periods of time it seems to shift'shape subtly, g’ainihg
losing small sections of hull and varicus hull extr'dsidﬁ's
irregular intervals. Only the vessel’s general resemblanc
other Tholian vessels—its vaguely organocrystalllne stm=
and fat arrowhead shape—prowdes authorities with the:
entlfy it tentatweiy as a ship of the Assemb[y
No official records exist of any human (or any othe
species, for that mattér) visits to, or trips aboard, Tho
timeships. However, humans from several outlying
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/ were kidnapped and taken aboard vessels which may have been Tholian timeships.
: Myictims,” they went to Sleep in their residences, only to wake up in a strange facility or
a blobedhke structure or a chalr of some sort. Details differ, except in three respedts. First,
as dim and of reddish hue. Second, at intervals beings who appeared organocrystalline in
d into the victims' field of \:iew, though mbs_t_rep_ort that they experienced severe
ldoke_d'directly at these beings for too Io’ng)Thﬁd, all victims report that the floors,
nt in the facility or ship had a very strange appearance—"like human flesh with the
" according to one victim. HoWeVer"thos;e who had the ability and courage to touch a
oor found that its smkiy wet appearance was some trick of the light; to the touch the
hard, ny[eldlng, and rmid[y warm
ms state that the room(s) they were held in did not seem to share that solidity. They report-
: nocq{;_talllne beings literally walk through walls, and that the dimensions of the
Ird,f shift for no discernible reason—walls would disappear (making the room suddenly twice
s would appear and vanish, ceilings would recede. Whether this actually occurred or was
Jyears ofeffort’s .~ = e | _éult of faulty perception or mental strain brought on by the ordeal remains unknown.
Bmam;ﬁ( joinsthe -~ " = : ;'robes of the victims, who showed no physical injuries or abnormalities following their “returns,”
- Pederation: : s x nly a jumble of chaotic, untranslatable sensations.
- 2322: Da'yst;'on; e :
£ Institite Planetarys S ingon bird of prey near the borders of Tholian space. Burke claims that the Klingon
Anmex foundedion . - D eemed to have no effect on the timeship. It returned fire with a weapon which
" GaloraV, * i : : )n'd of prey in a web of coruscating blue-white energies. This attack seemed to paralyze
2323 Jeaniluchicard, - - As Burke watched, the bird of prey slowly began to disintegrate and fall apart, eventual-
":m'i'jis -ﬁrs‘; }éa'r at. : ) en minutes after the initial attack. Burke claims that his sensors registered this as a
; the Académy,- S nergy” which literally aged the Klingon vessel until it began to break down from metal
 besomes the e I | part eventually failed, causing the explosion. However, his sensor logs show no trace of
o ffeshmanii in i e '7
Academ\‘ h'sm?’ o S : ort" is a sheer fabrication.

"winthe AdemyS ation citizens who detect or see a Tholian timeship should immediately report it to the near-
‘marathon, :
- £ 3
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Narrating

Running a time-travel episode or series takes hard work and preparation. This isn't
something that should be done on the spur of the moment; internal consistency is impor-
tant for believable time-travel stories, and pléyers are natorious for picking up on
inconsistencies that the Narrator might have forgotten about.

Generally speaking, Star Trek series have had two types of time-travel stories: time
loops (in which the time-travel elements of the episode turn out to be the way history actu-
ally ran) and history-changing (or history-repairing) stories. Obviously, plenty of episodes
don't fit neatly into either category, but those two encompass the majority of time-travel
stories, and the following section will focus on them. Most Star Trek episodes involving time
travel contain a journey into the past by the cast, or a visit from the future; it is a rare thing
that the Enterprise itself is seen in the future (with the most notable exception being the
Star Trek: The Next Generation episcde "All Good Things"). The Narrator should not take
this as a requirement forhis own episodes (see “Flash Forwards,” below), and there are
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2327: Jean-LucPicard + : ; pisodes that do look
- greduatesfrom » S Narrator can use
Starfleet Academy as. : for such a tale. For
.c!as; vals:dido‘riﬁn - gh, forward-looking
and s assigned o o involve omens of a
' changed.

- A USAGE NOTE

e science ﬁd]on writer has pointed out, it is extremely dlf-. _ - j
ind of grammatical coherence when discussing time

service on Starbase
Earhart. A._Iesia ; ;
~wappliesifor - 7 =
 Federaton mermber: + 1sic Elements
ship: 255

e isza: CardasSians =~ = ;
e : = n Star Trek time-travel sto-

- occupy:Bajor; Vedek :
Narrator will take

Assembly-abolishes; : S ) . ]
hese themes when writing his own episodes. These themes can fail if you use them clumsily or

D'jarra caste system

*toellow 31l Bajorans remember that one of your goals has to be to write a good adventure for the characters, not to teach a

lo[[ght[he s i players in your group.

Cardasmans Bajoran

St v \KING OUT OF RUTS
2330: Napedhs join e, # '
Federation: ey ral Star Trek: The Next Generation episodes, the crew of the Enterprise is trapped in a time loop which it
: :

i
L

: 23315 Sare Ao only by jumping out of an established routine. As a Narrator's tool, this is a great way to bump your
& e o

 orbitiffg BeTau 1V
- —
-commissioned,

of standards of behavior. To solve a time-travel prablem in your game, make the Crew shake things up.
_pfayers to approach a problem in a way that they rarely do: Perhaps your group is unduly cautious, doing
epth sensor scan of every unusual object they come across on patrol. If the particles projected by a ship’s

2332: The Apdorian
' h a temporal flux pocket, they may throw the ship into a temporal loop. The only way to escape

W ;‘ffahf leads to fhe e : )
Pefbsylva thice G ) avoid the initial deep sensor scan. Similar tricks can be thrown at players who try to talk their way

i Betweer 1] ;'nd the .« : : é_ry' confrontation or who launch photon torpedoes at every problem they can't solve in under five min-
: Tl Shiar e rek roleplaying games should go through many kinds of episodes, and that's hard for you to arrange as a
S o k roleplaying g g g
« 2333 lear-luc Picardtis §
.promdted fo Caplai
and'given command- * : :
e MRS & DeS [E MEASURES
: ‘Stargozer. - :
.23;5: NriNoonien s nel are forbidden by the Temporal Prime Directive to interfere with the normal flow of the his-

the Crew tries to solve every problem the same way. Temporal loops can help you shake the Crew up a

and Juliana Soong _‘ 2 tor radical terms, this means that Starfleet crews will almost never choose to go back in time (and
successfuly erese r with Code of Honor: Starfleet will do anything he can to keep his shipmates from violating that

WO poﬁtrmﬁebgéed s ederation citizens, then, end up involved with time travel either through interaction with an

androids, Lﬂffi_ and * : there is literally no other choice—when the Borg Queen goes back in time to destray the

Data. First contact i nce, and there is no way to stop her but to give chase. The Narrator should be sure to empha-
: of time travel; unless you're running an all-DTI game, time travel should be a big deal, and
turn to the normal timeline exhausted and relieved. Return to the game's present day (or

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

FARADOX

Paradox has been part of time-travel stories for as long as they have
existed. For clarification, a paradox is a statement or event which is true
but which renders itself false. The classic example of this is the “grandfa-
ther paradox,” in which a character travels back in time and accidentally
kills his grandfather as a young boy. This would mean that the character
himself is never born, which would mean in turn that he could not go
back in time, which would mean he couldn't kill his grandfather ....

Although the quantum-physical and philosophical aspects of paradox
are discussed in Chapter One (pages 7-9), the Narrator must be ready to
handle the story aspects of paradoxes as they occur. A bitter, despairing,
or insane character—an ideal Supporting Cast villain, or even a player
character if you're not running a straight Starfleet game—might try to
invoke a paradox to fix mistakes in his past, or even commit retroactive
suicide by killing a distant ancestor. These things could also happen by
accident, of course, but “accident” is just another word for “Narrator fiat.”

- FOR THE SCIENCE GEEK IN ALL OF us

Doesn't faster-than-light travel jri_h_é;[entiy lead to impossible time;'t_.r;ave
paradoxes as it is? By modern Lhédﬁ_és’ Bf relé_tivity and the nature of the =
universe, yes, it does. Those Eheb_ri&, as we all know, are at |east three ?en» -
turies out of date; 20th-century equivalents to phlogiston or the =
luminiferous ther. On @ more personal level, Narrators, if a player thmws

modern physics in your face dunng a Star Trek: The Next Generation

- Roleplaying Game time-travel episode, gently remind him of all the othe’ﬁ
things that modern science c'on'sidé?é irhpossible that pop up in every

episode of Star Trek. Players and Narrators alike should remember that St

Trek isn't about the science, and | that people looking for the definitive “hard
science” RPG experience are beﬁ off looking elsewhere for it. =

If you deliberately insert such things into your game we assume y:
what you're getting into. Regardless of the reason, if a player charact
causes a paradox through his own actions, in all likelihood he will spaw
an alternate universe. This alternate will sweep forward in time instar
neously, so if the Crew returns to the “present day" they will return to
different universe than the one they left. But this is very drastic! As a
Narrator you may not be prepared to ad lib a new alternate universe
scrap all your previous plans for your Star Trek Roleplaying Game sel
In that case, either the Narrator or the players must prevent the parado
from taking place. It is preferable to do so without having the player
jump further back in time; this can damage the fabric of space-time, an
also makes players’ (and Narrators) heads hurt. :

Ways to lKeep Paradox from
Mangling Your Game's
Present

Time-travel episodes can sometimes write the Narrator intO'é'-_:cO
Here are some erasers. Some are easy to pull off elegantly, while oth

are blunt plot instruments. Use them all sparingly; playeré;hat':' having
e” outsid

made obvious when they're being manipulated by “metagam

CLose ONLY COUNTS IN SHOTGUN WED__

Rope them together in the basement for twelve hours an
decide to get married after all. If a character’s actions have '
an important historical social event—his parents’ wedding, h
to Starfleet Academy, or the like—he may still be able to set
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Figs ’

straight even:when
a bit off. What mat-

: he gets admitted to
 colony is destroyed : ier the wedding was
bythe ‘crystalline. - : Fempny or whether
: ndby group of his
33 - pisode could be
= breaks down, reduc: - - s; but it could just as
. ingTudenalV. ily serious, with the.
. colony toanatthy. * e eration and untold tril-
2339: C: _és; n Union 5 : :hanging on the.
formaly annees -Academy of one cadet.

~ Bajor.

2310: |ncreased difficul- -
ties wifl‘f‘)\qdoﬁan ; :
genegades atiractithe
lcaiyon i et Crew in your game makes a

e Conmandia joves while stranded in

: . arth, in April of 1962.

: provides afledisive’ - ' get Marina and Lee

end fothe » : o

* om3: B;rﬂe qf-ﬂwi’ta'n G

r espionage and sent
n camp. They are
'1_1he.Oswalds and prepare themselves for chaos and a major paradox when November of 1963 finally
shocked to find that President Kennedy is in fact killed by an unknown assailant on the grassy knoll

rd Hunt from the top of the

. + qudiénﬁaurhai
-+~ Conflict Admiral
¥ Kassus becomes * ]
;eaatb; K;a;égs. Kira
S Nerys borm.: :
« = Construction begins ~*~
.on Tenﬁk Ndr. g
2344 Romuldns attack
the Klingon Outpost
“at Narendra Il
"'.Starﬂe'et comes to
the aid ofithe = « *
«Klingons; and the
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Crew's immediate future. This may launch them backward in time to a
point before the paradox came about, or it may snap the timeline back
onto its proper course. The Narrator must be careful with this tool: Time-
travel stories are delicately crafted things, and the Mysterious Temporal
Anomaly looks a lot like the deadly “plot hammer” to most players.

THE ALTERNATIVE AITERNATIVE

The Crew isn't necessarily the only group monkeying with the
timeline. If the Romulans and the Federation are fighting (or have
fought, or will fight) a tense temporal cold war (see “Romulans” on
page 82), the Romulans may have a vested interest in undoing the
Crew's mistakes. Or perhaps another group's time travel in this alter-
nate future nudges the pendulum just enough that the state of the
universe is brought back to the Crew’s core reality, with perhaps one
or two minor changes.

Caucus Race Episodes

At the core of things, the “caucus race episode” (named for the race
that goes nowhere in Alice in Wonderland) is one in which apparently
paradoxical events turn out to be “the way things worked out anyway.”
(See "The Information Paradox,” page 9.) Characters who have their tri-
corders confiscated on a trip back to 2150 Bolarus IX remember (or later
learn) that it was a Bolian wha invented the tricorder in early 2151, for
instance. The Star Trek: Deep Space Nine episode “Little Green Men” is a
caucus-race episode (using The Wackos Were Right, Curse Them from
page 110 as its “eraser”) in which three temporal castaway Ferengi spark
the Roswell UFQ crash legend. It is easiest to write caucus-race episodes
that take place in a time and place distant from core Star Trek continuity.
It will be nearly impossible for time-traveling Crewmembers' activities at
the Khitomer Conference to go without notice, but a voyage to pretechno-
logical Betazed might get the Crew written into Betazoid mythology.

For a caucus-race RPG episode to work well, as the two-part Star Trek:
The Next Generation episode “Time's Arrow” does, Narrators should pres-
ent a mystery in both the present and the past. Data’s head is at the core
of the present-day mystery, but the Devidians are the core of the past
mystery. Only those who have seen both the present and the details of
the past can solve both problems. As with most time-travel plots, if a cau-

cus race is not handled carefully, players can get frustrated; most sensible

players want to find out that their activities had meaning, rather th
learning “Oh, that's how things turned out anyway." That's only slightl
more satisfying than “It was all a dream.” A present-day crisis that can
only be solved with information taken from the past is a good way aroun
this.

Changing History

By contrast with the caucus-race episode, the history-changing
episode can give players a chance to really cut loose and mess with thi
timeline, so long as it's over a relatively short span of time. To keep in
theme with the various Star Trek programs, Narrators may wish to kee
history-changing episodes restricted to a short period of time (see
Chapter One for more information about the physics of temporal chéﬁg 3
and its propagation), durations of no more than a day's work. But, as
Voyager's "Year of Hell” teaches us, changing time can take all the time i
the world.

of nigh-omnipotent power ih-_t_heiS!‘qr'??ék uni-
tants of the Q Continuum. Most uf:_ﬁgégei_tfeings
of sorts with reality, and can violate causality and

verse, including tr

have an understan

paradox “rules” without ering obvious consequences. They a'lmbst cer-

tainly exist in mumpie temate timehnes simultaneously. They an also
repair "damage don

e timeline, undoing the creathn_rof-"ite_n_:ate

universes in a r_r_mme

tends to triggef'pk_a r boredol r_eactlons in a hurry.
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F Trea.ty of Ailiafsg{_e."r"'_ _ threw away a
> 2347 War bg‘gvée_n t;e e timeline will
Feaer_ation and the fa ol omething as

» g:arda%siaﬁs'begifs- ) ; il taying at a
s . = 8 Cardassian forces % o es not have dangerous consequences for the future. It's when Crewmembers stray out of

launch E‘"Eitadit paEe of ordinary people—although, like Edith Keeler, many seemingly “ordinary” people may be
agains!»[i_m__ B o page 33)—and take decisive action that the timeline may suffer.
*  Fedefationicolony. = - =
A SeRlE A _
“Enlightenediind = & = ' UNIVERSES
“Movement begins o - o ) )
sgitate for Bétaroid where (Chapter Two, “Parallels,” pages 23-36), many things (including character actions) can

S hdrnel formihe ses. This can open up whole new vistas of roleplay for a Narrator and Crew who are tired of the
= en running; it can also be used to give clues about the way certain plot lines are running, or
n on Supporting Cast members that couldn't be gotten any other way. For instance, if the

1sman grew up on Romulus and is a deep-cover Tal Shiar agent within the Federation, there’s no

:Federétiun.
*2350: Benjamin Sisko.
erters Starfleet . L L .
: Aeadethy ndoran the players in without taking the story line right to a confrontation with the helmsman. But if players
=, S 3

Ui d an alternate universe, or create one, they may find themselves face to face with that helmsman

drama comes into ; mulan ship or in the obvious employ of the 7al Shiar. The helmsman might not even be in league with
. .ogue a’&qss the & wo 5 he “real” universe, but now the Crew may begin to suspect him.
2 ‘Fc_ade_ra'tion. i ok nbers often have nothing to do with the creation of the alternate universe; they may just have

at caused it and undo that event (see “Fixing History,” below). Or they could just feel the

-
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impact of a universe change without knowing the cause. As an interest-
ing in media res episode opening, have the Crewmembers wake up
and go about their duties on an alternate version of their starship, a

version that (as the Narrator explains) makes perfect sense to them.
This will require a fair amount of exposition by the Narrator ("You
make your way down to Engineering and flog the Klingons, just like
every morning, and then head up to the galley for a quick bite to
eat.”), but if the group roleplays well, they may settle into their bizarre
“alternate me" roles quickly and enjoyably. The trick then is to seed
this new apparent reality with in-character clues that not all is right
with the world. The players will know something's up right away, but
their characters may need a twinge of Vulcan precognition, bizarre
dreams, or a kindly El-Aurian bartender to trigger the realization that
All Is Not As It Should Be. Perhaps rogue DTI (or Imperial Time
Agency, or Tal Shiar TAG) types are snooping about the starship or
meddling in contemporary politics to achieve some goal. Perhaps the
Crew has been caught up in a perfectly legitimate DTI op that's gone
sour. In the end, of course, the Crew straightens things out and the
“normal” flow of history is restored.

FixiNg HISTORY

Characters, whether in a DTl series or an “ordinary” Starfleet serie
may find themselves forced to undo another force’s changes to the i
line (we will refer to the force in question as the Crew's “enemy” or ¢
"villain” even though it might be an anomaly or force of nature, ius’f}_f
clarity). They might be able to jump further back in time to prevent thei
enemy's changes from taking place, or they might have to deal with
changes after the fact. An absurd kind of competition can erupt if th
Narrator isn't careful here: The Crew timejumps back to beat the
Tholians, who timejump further back to beat the Crew, which timejump:
still further back. Pretty soon they're competing for that 10-43 second
after the Big Bang. Science officers will remember that the space-time
continuum is not impervious, engineers will know for certain that the
ship's engines can't keep doing such ridiculous things, and medical staff
will notice a mental strain on the Crew. It is best to timejump only once
when absolutely necessary, and to give the disruption one good shot .
repair. = .

While back in time, the characters likely face one of _two__d_il-e_'.mm
Either they must stop a villain from wrecking their past, c_is_f. they must fix
past that's already been wrecked in order to preserve a g@fisiéﬁgnt._presen
Whenever or wherever they are, characters should pmbablﬂd[hw :
Starfleet and Federatmn regs to solve their problems.. Even' ithey are,
strictly speakmg, outside of Federanon jUI’ISdlCtIOﬂ that's’ nct thewa
will see it at their board rewew ' = -

There are other ways to fit “fixing history” into a series, as. weﬁ)(for
more on alternate timeline gaming, see Chapter Two, "Paraileis")
Characters ‘could learn that their current course of action will [ead to an' i

alternate history” from a future perspective; future characters could\

appear and insist that the players take seemingly random achons or avoid
other actions that appear harmless. The Narrator has to take care he
keep the episode from sliding into farce (unless a one-off farce i
called for, in which case, p!ay it up!).

MEMORIES OF THE FUTURE

In"a DTl campaign, its possible that each character wil
experience a personal timé]ine. If several members of a
back in time and stay for a year, they will have an addi
memories, scars, and history that the rest of the Crew lacks
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CHANGING CONTINUITY

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

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

While doing this, though, keep in mind that you don't wani
to have too many negative effects. Players will want to return
the very next episode to undo a huge problem, or, worse, they
so carefully through future time-travel stories that no one will hav
fun. Use the ripple sparingly and for dramatic effect.

Crafting Good Time-trave
Episodes

In many Star Trek episodes, time travel happens by acciden
Enterprise is caught in a temporal loop or damaged by a spa
anomaly, for instance. The Star Trek: The Next Generatio,
and Effect” is a fine example of this: The Enierprise is 'caljg
loop” and must repeat the same. events a.dozen times b fors
crew discovers a way. out. o HE g :

But “Cause'and Effect" would be a terrible, ternble Star.Tre
Next Generatmn Roleplaying Game eplsode as written, No R
world i i gomg ‘o get a group of players to replay the same euen"'
dozen{_ﬁymgs and not start to “leak” information or react dn‘fe
replay{s':. More to the point, it would be incredibly _bonng.to ay.

evenSioVér and over again. A good Narrator might choose to
chardqers on the second-to-last or third-to-last iteration of-i‘h_e.;!_’uo
let them figure out what's going on from there. Be caréful, theref
when looking at episodes of Star Trek for inspiration for time ;
good roleplaying episode needs to give the players a certain an
free will, and some time-travel scenarios yank that free ,wﬂ[.ffo‘m
ers' hands. Below are some factors to consider when crafﬂn'g
time-travel episode. -

TIME LOOPS

In a time loop (see “Temporal Causality Loops,” page
undergoes the same series of actions over and aver until, s
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ent way to sig-

 Jean-Lic Picard.
- 4y = #
2364: First coptact,

- between the

ts off as you would any other day: trivial or chitchatty discussions between Crew and
and diagnostics reports, and the like. Keep careful note of precise Supporting Cast phras-
out a few unusual sentences or remarks to be reused. Quickly build the episode to a crisis

=t _I Eedgration‘and?‘ihe ;
(. Romulanssolation’ *

. ends .foliuwing Borg
: ,iﬁtursions along o he crisis appears to be resolved, “let the screen go black” and return the Crewmembers to their

Neutrdl Zone. First, ¢ - lain that the characters have no memories of what just took place, though they may begin to

;VV 3 = - - . . - . -
_contagk hetween the % ed again through the episode, letting characters recognize the time loop effects as you wish; if
Federation andihe . 5 be somewhat more drawn out, simply pass through all the events to the crisis point again,
_Ferén:c;i. ; '

: he starting point. If, on the other hand, you would like to let the Crew resolve the loop
* . 2365 First known e rs twig to what's going on right away, and let them figure out how to avoid the disaster
'insieg__nce of a self- - ks _ _'loop. For a variation on this, perhaps only one or two player characters (El-Aurians or
gware lifformbeing ~ * = cters?) are entirely aware of what's going on and must convince the rest of the Crew to lis-
“inidvertently Geated = be a real challenge for the rest of the Crew, as they will have to roleplay from the

2y a’h"k’de_d‘-p_m; e r ignorant characters. Or perhaps take the “time aware” characters aside at the very beginning
gram anenfity. . = ;
bqs_éd on the ficion-
s fal-tﬁa_:atter br. =
James Moriarty): The

plain what's going on to them, without telling the rest of the Crew or running them through

=
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CHOOSING THE RIGHT €RA TO VISIT

Narrators have a lot of choices to make when setting up a time-travel
episode or series. After setting up the basic theme and mood, the
Narrator has to figure out just where and when he'd like the Crew to visit.

Give careful consideration to the time period and place you want
your story to happen. Unless your group is awfully ignorant about history,
you might want to bypass some of the more clichéd time periods, like the
late Twentieth Century, the Second World War, the U.S. Civil War, and so
on. A couple of hours of research on, say, the Mongol invasion of Europe
would give players an interesting experience without limiting them to
events they've heard about a hundred times. With the right event you
might even surprise them. Also, Star Trek has about 250 years of
unmapped future history to play with, from the Eugenics Wars to the
founding of the Federation, and countless dozens of planets to choose
from. Star Trek: The Next Generation, Deep Space Nine, and Voyager add
at least another century onto that. That gives the Narrator a lot of room to
maneuver even without sending the characters to a time prior to
1999.There’s no reason the Crew has to enter our past when they enter
their past.

How much do you, as a Narrator, want to be constrained by histor-
ical fact or Star Trek canon? You may want plenty of freedom to move
and improvise facts as you go; you might prefer an important part of
Star Trek canonical history, or you might have an interest in a particu-
lar part of Earth's history, such as the American Revolution. If you like
having room to maneuver, either place your episode off of Earth alto-
gether, put it in a future time period not heavily detailed by the Star
Trek films and television series, or put it in a part of Earth history of
which there are few surviving records. The history of, say, Tellar is
detailed only broadly (in The Price of Freedom and Planets of the
UFP); you can choose nearly any point in Tellarite history and not
worry about contradicting existing material. There are broad points of
Star Trek’s future history that have not been heavily detailed. In the
late 20th and 21st centuries alone we have the Eugenics Wars (while
they were described and discussed, they were not seen), the time from
the Eugenics Wars through World War [I1 (detailed anly through Sisko's
time spent impersonating Gabriel Bell in “Past Tense"), and Earth’s
early days of interstellar exploration after first contact with the Vulcans
(described only sketchily). Or send your players to a time on Earth

with little recorded about it, such as North America before th_é
century, central Africa before European colonization, or Bronze A
Europe. -
If you are especially fond of part of Star Trek canonical history—suc
as Cochrane's flight in the Phoenix, or the Klingon Civil War—just grab
copy of the appropriate episode(s) or film, watch it, and go crazy.
mind the rest of the caveats from this chapter, but this can be fu
who have seen the episode or film in question will have an inter
of the story you're running, and it can resonate strongly with the
And there's nothing wrong with using an Earthly historical p'
either. Do some research first; an hour at the library can save you
feels like six hours of stammered “uh, | don't know"s. Tossing we
historical characters at your Crew can be a lot of fun (see below)
are plenty of sourcebooks available for historical roleplaying ga
other fine publishers, and these can help you come up with scen
ideas as well as giving you a quick-and-dirty overview of the time p
they cover.

YOUREIT

17 | ALL OUR YESTERDAYS



10V uld de%ide some other impartant elements which will affect
efore you begin writing it ' .

light-years awayfnto
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Se-tc_traVeI tﬁrough ti'mé dos accidentally, or find themselves in a situation that gives

5) assume one or many 1nv0Euntary time tnps If the players have bought in to such an
r ob!egn( is solved and any excuse will do. For a really good story, of course, even players in a
1 k'ryfngiCam'e series will willingly forgive being swallowed by a black hole with no chance to

-~ the Klingen Empire:
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.spate hertheories
i qre Iargely rE]ECted
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- The Borg destioy the _

s« New Providence

ope with the problem of alternate universes and managing timeline peculiarities, or do you just
e past? As a general rule, the more work you want the setting to do, the more complex you have
colany on Jouret ¥ oint of the episode is a taut struggle between the Crew and a fiendish Tholian ship, the time trip

~E o > ) ] - t f- - . -
2367 T Borg enter condary. If the episode centers on fixing a problem in the past or on understanding a strange

' the Diodor:Sector.on -
“Romulan fringe:

: '_Borg invasion ofithe 5
federation cimiy = el Episodes in a Starfleet Campaign
sndtesiin the Battle of = -

= Wolf 339. .deft.c'm' e nts seem to hit Starfleet vessels with alarming regularity, and even though DTl is not formalized
asstimes |Eq.d9'§ﬁﬁ>’ S |- to late 24th century, the most capable Starfleet officers still react quickly and competently to temporal

 ofithe X _gﬂﬁ High= = = vel episodes fall into several broad categories, described below.




WRONG TURN AT SOL

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

To SAVeE THE FUTURE

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

Rescue

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

ANOMALY

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

RIVALRY

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

The Ttrncz~fravc1.l Campa!g

T[ME TRAVCL ROLCS

Whlle timettaveler character generation is covered in Cha
the descrfptlons below give some common character roles ina
story, rather than character overlays.

THE AGENT

Agents are really the rank and fi ie of DTI The two DTI cha
in the Deep Space Nine episode "Trials and Tr|bble-at|on5 Agen
Dulmer and Lucsley, fit this mold. DTI agents are rnvestigators pa
lence with a side order of chronal physics and cultural histo!
Chapter Five for more detaris on the typrcal DTI agent and how
one in the lcon System. ”
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figures and ask them their true motivations ("Where are we going?”
“Coleridge’s house, 1 want to see if he's begun work on Kubla Khan."
Knock, knock, knock ....)

THE MASK

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

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

THe [AINGER

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

THE SURVIVALIST

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

sometimes a bit lax in the sociocultural department, but pri
ogy and survival training come first for these agents.

The DTI Campaign

Despite being an arm of the Federation government, the-
of Temporal Investigations is decidedly unlike Starfleet or St
Intelligence (see The First Line). Starfleet protects the Federati
alien intrusion; Sl searches out and neutralizes_E:ntelligence:_ihr:e'a
Federation's member worlfjs. DTl doesn't have :{he resource:
to patrol every star and temporal anomaly and wait for Tempo
Directive violations. Instead, DTl investigates t?jése violation:
or launches its own occasional expeditions into history. Thel
time-traveling Starfleet games, DTI campaigns revolve around
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iuch more than action DTl tharacters will probably be assigned to investigate rumors of time

' agents do have some 2 ity they can arrest Starfleet officers for violations of
me s:tuatmns even 'ommandeer a starshlp in pursuit of a violator. For more details on DTI

of Cha' er Four

and i%ol‘c']iléying Challenges

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

of the roleplaying challenges listed below work best with characters who have well developed
nd motivations. The happily married Ensign Gernet's meeting with her future self will res-
gly if she sees that the future version wears no wedding ring; Lieutenant (JG) Thaphar’s
nt will be a very memorable event if it happens inside a causal loop and repeats thirty or
vious Note: It is important to give experience rewards to the modern-day characters, regard-
ilic racter the players end up running.)
throws Central. :
= _Cerhrigand’ l’lLliiEl'Ship"""
o ;f Cardassianilinion _DS
‘ -K5i239"5:a§?‘k'b6“" g icorn, we can hear you, Narrators: “Look, | can't even predict what my Crew is going to do in the
e ow can | possibly be expected to plot their fates out far enough to give them accurate glimpses of
Wi Risng : E.z;tr_avel episcidie." Here are some tips that will make your job a lot easier, and maybe even get the
Withdfiliv.frﬂm- - up i_o start hitting you-up for lottery numi?ers; they should also prO\ie useful when you want to
o Wi passage through history for them to discaver before they travel into the past.
: Fe_de’raiihn._iIS.S. :
“Woyager hliriég_ int

.-Delia Quadrant.
‘on the ground, clutching at his chest. A hooded figure stands between you and the Captain,

_ 2373: Gul Dokat nedo- d ] )
: aws down the hood, revealing pointed ears and black hair. He—she?—levels a phaser at

"T;aa‘t;:sian;‘ ase in Vulcan, and fires, disintegrating the Captain. You charge at the figure, but he beams out
Doni iiin'ailia’née' LA " Characters see part of the future; they don’t see all of it. Black hair and pointed ears suggest a
Deep Space 9 takei i ler ight be a Romulan Tal Shiar agent, a gene-masked member of almost any race, or someone
by Dommmn— = : : ng the “real” future in this way gives you plenty of room to maich events to players’ later

senses might fool him, or another party might deceive him intentionally. Things can be hid-
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Lie

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

GQuess

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

CHEeAT

"You see it, right there in the computer records. Commander Leong
sold you out—will sell you out, in seven months—to the Obsidian Order.
But right now he's standing guard right outside the derelict timeship."
Sometimes you need a ringer. Find a trusted player who can keep his
mouth shut (roommates and spouses are great for this) and ask him to
agree to have his character do something dramatic—betray the rest of the
Crew, sacrifice himself to save the rest of the crew, break up another char-
acter's marriage—at a later date. In the mare drastic versions of this, the
collaborator’s character could end up dead. If that's going to be the case,
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don't go. Look, | saw the future, saw that we were going to break up, and I've tried so hard to
appen. Please stay.’ Diane fixes you with a glare. That's been the problem all along! Now that
it's all you can think about! You're constantly lying to me, covering up secrets that you didn't

m

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

etermined guest star, and sometimes the foreknowledge characters attain can accidentally

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

R oo e \TOR RUNS THE ALTERNATES
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Son‘a. e : ost straightforward way to do things. The Narrator runs the past or future selves, and the present-day
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sions of such characters and give players of older characters a chance for
a Starfleet Academy one-shot. Asking characters to run future versions of
themselves while the Narrator takes the modern-day characters can be
tricky, but not impossible. The important thing to keep in mind in this
case is that the future characters should be constrained by the Temporal
Prime Directive not to reveal future information to those in the “past”;
Narrators can use this to withhold information abaut the future from play-
ers. On the other hand, sneaking an oracular tidbit to the players by
mentioning things in their future versions’ pasts can excite the players
about events yet to come in the series.

Swar OuT

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

A LiITTLE OF BOTH

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

RUNNING ALTERNATE SELVES

In a game fraught with time travel and dimension-hopping,
likely that players will run into alternate versions of their chara?;t
diversion from week-to-week Star Trek roleplaying, you may wis
one of the alternate universes from Chapter Two (or, better st ,
your own devising) and run an episode in that universe, with th
taking their alternates’ roles. You may wish to generate “alternat
ters for your Crew an your own, or you may prefer to work out
through the alternate universe with each player; the former is a fu
to surprise players with an alternate “spin” on their characters, while
latter gives players more of a handle on those alternate characters
play begins. A word of caution: In some alternate universes (like
Terran Empire-era Mirror Universe) the alternate characters-a'r_é_
unethical, immoral, or downright wicked. Some players may nol
fortable running such characters. Choose your alternate universe
or if you do end up with a Nastyverse, make sure you give pl
chance to act more in accordance with the ideals of the Federat
they wish.

Alternate-universe characters may go through an entiré
out meeting their “real™universe counterparts, or the pomt 0
might be that collision:of reallt[es As Narrator, part of \,'OUT_]
players an outsider's perspective on their own charar;Iers. Player
see a Narrator’s send-up of their own characters’ foibleé-”whétﬁ
done senously or played up.for laughs. If your. players, as the alf
characters, do meet up with their real-universe characters, let the
characters save the day, fix the problem, or resolve the overlappm
verses Thls will remind players that their real characters don't alw;
to be the ones to save the day and at the same time show them ri-ha
their alternate-universe echoes have heroic qualities, much as th

HISTORICAL FIGURES

Characters on the various Star Trek television series and fi lfhs;
met dozens of historical ﬁgures from Abraham Lincoln (or a sin
at least) to Samuel Clemens, from Khan Noomen Singh to Ze
Cochrane; and even James T. Kirk. Giving your Crew a chance
torical figures can be an interesting look into history, but a co
caveats must apply. Characters must remember the Temporal
Directive: If they keep Lincoln from visiting Ford's Theater,
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ut from under: themselves At he_same time, the Narrator must keep the characters involved in a
roleplayin session wher all the plavers get to do is sit around and watch historical guest

2 lot like a roleplaying session spent watc”
ed or are pursuing others from he fut
bert E. Lee from getting to West Point-and they‘ve got to armange events to get their past back
tors w:ll want to watch “The City on the _Edge__qf'Forever" for a course in wreaking havoc on

g television, only less interesting. Perhaps the char-

f perhaps their arrival itself has changed

orcing them into d_ifﬁcult-’deci_s'ipnffin.the_iﬁfa'm'e*bf history.
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~ BACK TO THE FUTURE..
;- ~ ..AHEAD TO Tﬁ- PAST...

ol it e R

B v T

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

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

k- : < Fight episode seeds, three series seeds for Expanded Universe play, and nine parallel
histories accessible by subspace rift or Romulan treachery.

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

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

<2 Seven new ships and five new alien species descriptions (including the Krenim, the
Travelers, and an expanded Devidian description).

When time flies, you're having fun! Get started now with All Our Yesterdays: The Time Travel Sourcebook!
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Visit us at www.lastunicorngames.com to find out more!
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