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hile shining starship corridors and crisp
Starfleet uniforms often serve to define
the Star Trek universe, they certainly don't
encompass it. Out on the frontiers and
in the less-than-perfect societies
scattered throughout the Alpha
and Beta Quadrants, shades of
gray predominate. Thieves
steal, using their consum-
mate technical skills or
abilities to deceive the
unwary to make a dishon-
est bar of latinum.
Gamblers obtain wealth by
a different route, one
fraught with pitfalls laid
down by Lady Luck. Pirates,
raiders, and privateers assault
ships in high space, stealing their
cargoes (and occasionally the ships
themselves). Their martial cousins,
mercenaries, hire themselves out as pro-
fessional warriors to anyone who can pay
their fees. Assassins whose merest touch spells death
take money to kill those who have endangered, offend-
ed, or harmed someone wealthy (or desperate) enough
to afford a hired killer. And bounty hunters pursue all of
these people when the regular authorities can’t capture
them.

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

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



hapters Two and Three, Pirates and Privateers
| Piracy and Plunder, examine the world of
irates and their prey. In regions where the likes of
irfleet don't patrol regularly, merchant ships and
ilar vessels become vulnerable to those who
Id waylay them, take their cargoes, and maybe
 kidnap their passengers. These chapters exam-
ine the lives and operations of pirates in the universe
Star Trek.
- On a somewhat less violent note, Chapter Four,
hieves and Gamblers, looks at these professions.
hieves make their ill-gotten latinum by taking it
‘om others through technical skills or trickery, or
ccasionally with strong-arm tactics. They range
m cat burglars who can sneak into the most heav-
ily guarded facility to suave con men who employ
ir considerable charms for illicit gain. Gamblers,
the other hand, win their money through skill at
es—or perhaps skill at cheating. This chapter
s you how they do it.
Chapter Five, Mercenaries, touches on the world
the soldier of fortune. Conflicts exist throughout
the Star Trek universe, and on the front lines of
ny you'll find mercenaries fighting. This chapter
ows you how they learn their trade, how they
1egotiate jobs, and what kind of contracts they take.
Chapter Six, Bounty Hunters and Assassins, exam-
es the strife-filled worlds of the assassin and his
unterpart on the opposite side of the law (at least
metimes), the bounty hunter. There are plenty of
ople who want other people dead, and assassins—
whether consummate freelance professionals or
utal thugs—exist to satisfy that need. Bounty
nters, on the other hand, make their livings cap-
uring most of the other characters described in this
book, though in some cases they're really not any
er or kinder than the criminals they pursue.
Chapter Seven, Technology and Equipment,
scribes the gear rogues use to do their jobs—
everything from new pistols and hand weapons
“(pirate disruptors, Varon-T disruptors, kut'luch dag-
rs, and the like) to exotic weapons like
croexplosives and remat detonators, to stealth and
iltration technology such as proximity detector
coys and dataports. Also included are rules for

ICON LINKS

poisons in the Icon System. Chapter Eigh
the technological theme by describing se
ent types of vessels used by pirates and
rogues. :

infamous DaiMon Fog to the swashbucl
Tamerlaine, you can use these scoundrel
ing cast characters, contacts, rivals, ors orn
enemies. :

All these rogues need a place to h.an th
disruptors, and EVA suits—not to mention |
when the authorities come looking for them.
Chapter Ten, Havens, discusses havens, pla
rogues can lay low when necessary, and e
vides a couple of ready-made examples for
Narrator to use. ;

Chapter Eleven, Character Creation, detai
character creation. It includes new Templates
Overlays, and Background History stages for
scoundrels of every stripe, following the .

“civilian" characters used in the Star Tre_-k _

Space Nine Roleplaying Game core ruleboc
reviews skills, advantages, and disadva
an eye toward rogue characters, and desc
al new traits unique to rogues.

of the galaxy—everything from using standard
Trek characters in rogue-oriented sett:rrgs to
an entire series centered on rogue characte

Whether you're a Narrator looking for v
a standard series or you want to run -a"sé"rie
any you've run before, or you're a player
information on creating rogue characters
Raiders, Renegades, and Rogues has 50
youl!
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he United Federation of Planets takes justi-

fiable pride in its tradition of respect for the
rule of law. Since its inception, the
Federation has devoted itself to the

~ promotion of law and justice among
“its diverse member worlds and to
eliminating the root causes of
criminal behavior and lawless-
ness. On the worlds of its
founders, such as Earth,
Vulcan, and Andoria, the
Federation has largely suc-
ceeded; these worlds are
free from crime, conflict,
hunger, and want.
Advanced Federation tech-
nology largely eliminates even
the need for criminal activity,
since it provides for all the daily
needs of the populace.

Out on the edges of Federation
space, however, tradition often takes sec-
ond place to the practicalities of daily survival.
Conditions on the frontier remain more primitive, lead-
ing to greater needs among colonies and other worlds
distant from the prosperous Federation core. The fron-
tiers of Federation space are also often near areas of
conflict or tension, such as the Romulan Neutral Zone or
the Demilitarized Zone established with the Cardassians. In
these regions social pressures and individual needs often
blossom into criminal activities. Federation authorities do
what they can to deal with these criminal elements, but
their resources are often stretched so thin that they cannot
enforce the law effectively throughout the frontier. In any
event, until society addresses all the reasons for its existence,
it does not seem likely that crime will ever disappear entirely.

FeDeRATION LAw

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

The most important thing to understand about Federation law
is that it technically applies only outside a Federation member
world’s sphere of influence—in Federation-controlled space and on



eration charter does stipulate certain requirements
r membership, but otherwise member worlds
Main free to create and enforce their own laws.

re planets like Earth, Vulcan, Betazed, and Andoria,
ut each world retains its own unique laws and cus-
oms. Something perfectly legal on Andoria—such as
illing someone in a duel—might land the perpetrator
prison on Trill. Worf's killing of Duras in “Reunion"”
rovides another example; while acceptable in
ngon society, his action would run contrary to
fi‘etgl_eration law.
- Crimes committed on a planet's surface—or on
oard stations or vessels controlled by that world—
Il under the jurisdiction of that world's legal
thorities, unless the crime involved Federation
roperty or personnel. Crimes committed in
ederation-controlled space, on board Federation
essels and stations, and on Federation-protected
onies fall under the jurisdiction of the Federation.
In general, Federation law respects and upholds
rights of the individual. This includes serious
enses such as murder, assault, rape, and kidnap-
8. Federation law also recognizes and respects the
dividual ownership of property, treating it as an
ension of the individual, so acts like theft, arson,
1d vandalism are also considered crimes. Federation
*mber worlds must uphold this code of conduct: a
ciety that considers the murder of outsiders, or
2ven members of its own culture, an acceptable
activity would likely not achieve Federation member-

duels). The same applies to cultures th
slavery, such as the Breen.

The Federation also regulates the
use of certain items and materials. Thes
things like illegal pharmaceuticals, tech

as genetic resequencing, many types _
dangerous lifeforms, and certain types i

smugglers who attempt to transport or sell pri
ed materials in Federation space, but the she
vastness of UFP territory, and the scope of §
duties as a whole, make this mission difficu
practice, regional planetary and port autho

Federation—though in most instances thi
the outskirts of Federation space. =

prosperous and peaceful, and those qualit
limit the economic and social needs for ¢ri
activity. With replicators able to produce _
al goods one might need, criminals often find

space at all. Still, Federation society does
criminals from time to time.




n criminals generally possess motivations
‘mere greed. Some of these motivations
cal , ideological, or philosophical beliefs,
speration, or even mental illness.

advanced state of medical science.
nes an illness goes undetected and
ading to criminal behavior on the part

_ a._:;fnedical facility capable of treating
-h as the facility on Elba Il. Once cured of

should be considered “mentally ill.” For
the Federation does not consider
ill, just misguided. These people

:ér considerations—money, property, or other
personal gain—remain secondary.
small minority of criminals has popularized

oppressive society, and may even consider
:superior to other beings because they
from societal or moral constraints. The

_: iief éystems, but it also expects citizens to
ithin the dictates of the law. Most political

lists Movement has many law-abiding

ONE Lﬁ_i'r-fé ON THE EDGE

CRIMINALS FROM OUTSIDE THE
FEDERATION

adherents throughout the Federation, working to
restore what they see as the moral core of Federatic
society. A small group of extremist Essentialists sat
taged Risa's weather-control system to make a
political statement about the complacency of
Federation society. A major political faction known
for its illegal conduct—the Maquis—seeks to push
the Cardassians off several planets in the ;
Demilitarized Zone. _
Although profit and personal gain do not moti
vate most politically minded groups, these groups
may engage in theft or smuggling to further their
goals. For example, the Maquis occasionally eng
in piracy against Cardassian targets, seizing ships a
cargoes to sell on the black market, or using cap-
tured vessels and weapons against the Cardassian
The needs of such renegade groups in the
Federation also provide business for non-Federatior
smugglers, pirates, mercenaries, and other rogues.:

Most of the criminal activity in the Federation
originates outside Federation space. The Federation
maintains a policy of external noninterference; how




other powers choose to govern themselves is entirely their bus

IER :
the Federatlon does expect other cultures to respect its Iaws an

frontier mentality”
o manifests in _
arflest officers who
serve for any Iength csf_

ime in frontier regions. L unaligned species in and outside Federation space also respe

Officers serving on board - - . B
Gktnle In LhS Festt oEthe.- - of the Federation, either because they have hopes of Federati

ederation remain in con- bership at some point (Bajor, for example), because they fear
tact with Federation i
- society, regularly avi

and rely on Starfleet
and regulations to guide
‘them. Even officers serving
- on board exploration ves-
- sels rarEIg face the
EITﬁ:IELlItIES of dealing with
; ier life. Their vessels

tions. The Cardassian shipments of weapons and military- grad_e -'
planets in the Demilitarized Zone provide only one example.

ments to carry out therr operations. For example, a spy may hi
“mercenaries for extra muscle, or deal with a smuggler to ac
ed technology or obtain valuable information from UFP installat

THE FRONTIER

The vast majority of criminal activity in the UFP takes plac
~outskirts of Federation space, particularly along frontiers that
‘areas of conflict. Frontier regions often remain wild and unsettle
from the peace and prosperity of the UFP core worlds, and o
from the technology, legal constraints, and organizations that
Jaw- abidmg Federatlon somety

~ harsh realities of survival. New colonies and settlements f_a
lenges, especially during their first few years. Even on Class |
single natural disaster or similar incident can spell doom for a

10 RAIDERS, RENEGAD#,_S



weather, and stellar disasters—the whims of
can destroy a colony in moments. A colony
see a visiting starship, much less a Starfleet
for months or even years. Thus, colonies
emain highly independent and self-sufficient,
ists are usually cut from stern stuff.
iculties of life on the outskirts of UFP
ds to both a hardening and a softening of
gal and cultural restrictions. On one hand, the sur-
of a colony depends on the cooperation of the
ists. Most colonies take a very dim view of
r personal gain, especially those which hurt
's chance of survival. Living on their own,

the box" used on Orellius—upon them.
_the other hand, the harsh realities of life on
er often lead to a softening of some of the
tricter UFP moral codes. “You do what you have

0" is.a common saying among colonists and folk
on the frontier. Away from some of the advan-
Federation technology and a stable
hf-i‘-astructure, colonists sometimes cut cor-
ignore legal niceties in the name of

or example, a colony might purchase
eeded supplies from a Ferengi trader without
o} many questions about the|r 0r|g|n

in the Federation. When one tosses regular
act with non-Federation cultures and individuals,
ften tense border situations, into the mix, it
_e:_s;:-ﬂc_léar why the frontier regions play home to
ority of the Federation's criminal element.

OM€ TO THE LiFe

especially those operating within

n space, often refer to being “in the life.”
criminals primarily enter the life for the
r-c:\ri'd'es or for a cause, making the idea of
utside the law appear romantic and exciting.
m outside the Federation often adopt this
s well. There is an unspoken assumption
rogues that they all exist in a kind of shad-
rld apart from normal society. For the most

this assumption holds true.

riminals adhere to a small core of funda-
ncepts that serve to define and clarify their
on in the life—these form a kind of

.-_.'f._;IFE ON THE EDGE 1

“rogues' code” that most Lifers respect. The first
embodies the concept of “honor among thieves”
rogues do not betray each other to those outside
life under any circumstances. A criminal who aids
authorities immediately becomes an outsider; he wil
very likely meet his doom soon after his transgres-
sion. Some rogues manage to cut deals with the
authorities that leave their reputations intact, but
those who play both sides of the fence truly walk
razor's edge of deception.

Rogues often have tremendous egos and behev
they are superior to their marks and victims. M
rogues think society owes them something—eithe
“repayment" for the hardships they've suffered, or
the “spoils” rightly due someone of their strength
cleverness. Obviously, rogues have little respect fe
the property, rights, and even lives of others.

Most rogues do respect certain boundaries, hov
ever. For example, experienced or veteran rogues' :
rarely operate in the “territory" of another withou
permission. Not doing so can result in conflicts ran
ing from a personal vendetta to wars between en
guilds or gangs, so most rogues maintain a healthy
respect for each other's territories.

PIRATES AND PRIVATEERS

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

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

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




ps engaged in piracy along the Federation border
in fact secretly supported by the Cardassian gov-
ernment, which outwardly denies allegations of
porting privateers. Likewise, the Romulans and
‘Ferengi have been known to provide covert aid
{ support to pirates operating on the outskirts of
eration space (though the Ferengi view such

j’here’s a fine line between a "raider” and a
rate," and many fail to see the distinction.
‘Organization and motivation constitute the primary
ifferences. Pirate bands normally form around a

ng leader or leaders, are motivated strictly by

fit and personal gain, and stay together for
xtended periods of time. Raiders, by contrast, tend
o be loosely organized bands brought together by
_cl__r_c"umstance and individual need. They raid for prof-
nd gain, but usually because of other outside
Srces, such as economic or social pressures.
“Examples of this include the Ackamarian

therers, who operated in small, nomadic raiding
ands in order to secure the materials and wealth
eeded to maintain their nomadic lifestyle, and the
iradorn raiders, who usually operate in small bands
ng a single ship owned by one pair of them. The
n'a also fit this description in some respects. A
aiding band usually lasts only as long as a strong
der or motivating force holds it together. Without
hese factors, raiding bands break up and drift apart,
embers forming or joining other bands as needed.

EVES AND CON ARTISTS

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

ue often relies entirely on perception and luxury,
Ithough in certain outlying and replicator-poor fron-
egions many basic goods retain considerable
ue. Many thieves steal strictly for profit, either to
their booty on the black market or to acquire

s for particular clients. Some thieves steal more
‘the challenge and thrill of outwitting the authori-
es and sophisticated security systems that protect
heir targets. Such thieves tend to be highly skilled,
ut their own egos usually cause them to make mis-
akes sooner or later. In the 24th century, most
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thieves must contend with advanced sec
tems, including retinal and voice print id
scan-locks, force fields, magnetic locks, i
ty detectors. Skilled thieves are nearl
technologically adept, although there i
call for old-fashioned sleight-of-hand .

anything worth stealing is generally valu
well protected. Replicators provide C'oifn'm_
like food and clothing, eliminating the nee
them. This doesn't always hold true or
where replicator technology is less com
even Federation citizens use materials like
trade with foreign merchants. On some
isolated planets and colonies, thievery.
a way of life, such as with the gangs
A human named P. T. Barnum once sai
a sucker born every minute." Con artists.
believe in this maxim and use it to their antag:
They steal property from others using guile and
ery rather than outright theft. They range fror
small-time hucksters of useless trinkets ai
facts,” to those ambitious enough to
out of things like starships or asteroid r
to master criminals like the woman wh
under the name “Ardra.” In 2367._’556_
technology to convince the population o
that she was the Ventax version of the d _
the inhabitants would surrender their entire wo
her. Con artists rely on personal charm and/or
summate skill in acting, often coupled with co
illusions, lies, and technological trickery.

GAMBLERS

Games of chance and skill remain pop
throughout the Federation. The prim
between a gambler and someone who
as a hobby is the desire for profit an
costs. Roguish gamblers in and aroun:
Federation tend to break down into ts
types: those motivated by profit and t
ed simply by the thrill of the game.

gamble in order to win money or ot_h_e_}_
and for many gambling becomes their sol



is makes skilled professional gamblers not
artists who specialize in convincing vic-
lay “innocent” games of chance with them,
y taking them for all they're worth. Some
8 b'eyond games played by small groups
ering bets placed on things like sporting
h can be rigged to go whichever way
mbler wishes in order to maximize profit.
her gamblers, the danger and thrills inher-
ames of chance supply the motivation. For
amblers, profit simply provides a means of
~score and demonstrating their success.
makes the game “interesting,” since there’s
thrill when there’s nothing to lose. This type
r becomes a criminal largely through his
bigger and bigger thrills—this need eventu-
ds to illegal betting activities or high-risk
‘Gamblers who live the life simply for the
usually end up broke or deeply indebted to
vinals When their luck inevitably runs out. This
ay drive them to become professional gamblers,
iting to win back enough to pay off their debts.
: !s':ci_'prompt a gambler to enter other areas of
ctwrty, particularly smuggling, thievery, or
es, as a way to earn enough profit to con-
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SMUGGLERS

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

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

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

SLAVERS

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



etimes varies from world to world. For example,
‘Cardassians used Bajorans as slave laborers dur-
g their occupation of Bajor, although the
dassians would no doubt object to the term

e." Likewise, the Breen have been known to
slave laborers from other species for mining
dilithium and for other dangerous or labor-intensive
activities, and the Klingons use political prisoners as
borers at facilities like Rura Penthe.
Some slavers operate independently like pirates,
capturing people on raids, then selling them to slave
arkets in, among other locations, Orion space.
wever, the vast majority of slavers work for an
ganization—either a government which sanctions
enslavement of certain species or groups, or a
inal group with sufficient power and influence to
n a slavery ring, such as the Orion Syndicate.

ERCENARIES

The galaxy is a dangerous place, and conflict is a
“ommon occurrence, especially in frontier regions
where different interstellar powers meet and mingle,
‘among societies given to civil war or other inter-
strife. Sometimes a government or group
nvolved in such a conflict cannot, or will not, field
ough of its own soldiers to win the day. Perhaps
opulation problems or lack of political willpower
imit the number of troops it can commit, or maybe
t simply isn't as technologically sophisticated or
powerful as its opponent. In such situations, merce-
aries—professional soldiers working for pay, rather
an out of political loyalty—often provide the addi-
ional muscle or firepower.
Although working as a mercenary is not technically
egal in the Federation—particularly when one oper-
tes under the guise of “freelance security
rative”"—much of the work mercenaries perform is
ighly illegal (although, depending on the circum-
tances, a mercenary force's actions may fall under
he jurisdiction of planetary, rather than Federation,
iw). This includes working for criminal organizations
freelance pirates or enforcers, carrying out missions
aggression against peaceful worlds and individuals,
ssination missions, and so forth. The Federation
es a dim view of mercenaries operating either
thin its space or on its frontiers, where they often
e tense diplomatic situations even more difficult.
‘Some species are infamous for their tendency to
rk as mercenaries. Nausicaans, Miradorn, and Breen
Il like to get paid to fight (something they seem to
njoy even when no money is involved), and dishon-
red Klingons or Cardassians often find outlets for
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ASSASSINS

their military talents and proclivities on th
ket. Even members of some Federation spe
as humans and Andorians, form mercenar /

BOUNTY HUNTERS

Bounty hunters are individuals licen:
ernment or governments to track and ¢
criminals in exchange for financial rewar
technically illegal in the Federation, bount
may practice their trade in Federation space
they obey the laws regarding reasonable

may cause them to lose their "pré'y"--a_
ment. Even bounty hunters who prefe

illegal practice in the Federation. Bdl._m'.-
rarely receive any help from Federation pe
and sometimes must turn to underworld
and contacts to complete their tasks.

The “art” of assassination remains alive
in the Alpha Quadrant, despite the Federa
efforts to eradicate it. Assassins continue
employment dealing with targets rangi
nal informants to major political figures
organizations such as the Orion Syndic:
gence agencies like the Tal Shiar an
Order, and rogue political or fringe gr
the majority of assassins both within an
Federation space. Freelance assassih_" ._a.-'r
endangered breed, and usually quite'-'.'skilf
craft. Reasons for operating as an assassin
political allegiance to a pure desire for prof
most assassins are characterized, at som
disdain for life and an enjoyment of kililng t
beings.

RAIDERS, RENEGA



~ DURANIUM SHIPS
~_ AND IRON Men

n Earth's 17th century, the might of a nation
was measured, in part, by its ships. Proud

navies clashed with each other over the

right to the New World, while empires
rose and fell among the waves. But
-while the colors of Europe flew

from one end of the Atlantic to

the other, there were those
- who recognized no flag: out-
_laws, murderers, and

assorted bloodthirsty crimi-

nals willing to kill their own

mothers for the promise of

a few doubloons. These

dogs hunted clipper ships

and merchantmen with ruth-

less efficiency, sending those

who crossed them to the bot-

tom of the sea. When naval

vessels sailed to stop them, they

hid amid islands and archipelagos, or
fought their way free with cutlasses and
cannon. They were buccaneers, and legends of
their deeds lived on long after their ships and booty dis-
appeared into the mists of history. Citizens of Tellar,
Betazed, and many other Federation worlds can recount
similar episodes from their own histories, proud traditions
celebrating the antiheroes of high seas, icy wastes, or ver-
dant jungle.

Today, in the cold recesses of space, buccaneers have
again risen to terrify those unlucky enough to encounter
them among the spacelanes. Only now, the stakes span entire
sectors—and the ocean stretches into infinity. The buccaneers
of the 24th century have replaced their cutters and flintlocks
with starships and disruptors. Where they once rode the open
waves, they now ride subspace currents, searching for targets in
the dark between the stars. But their methods haven‘t changed,
and their fearsome reputation has only grown in the intervening
centuries.

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



i

fferent threat and security protocols for dealing
with each group. Unlike the ships comprising the
Heets of organized powers, each pirate vessel is
unique. Thousands of pirate crews exist in the Alpha
nd Beta Quadrants, and an entire legion of Starfleet
telligence analysts couldn't identify them all.
Consider what follows a partial overview of 24th-
entury raiders and their practices, not an exhaustive
udy.

Organized groups of buccaneers who raid ship-
ing lanes for money, cargo, and even slaves, pirates
ypically attack poorly defended merchant ships or

fleets lacking the benefit of military protection. Profit
erves as their principal motive and driving force,
although some pirate crews raid purely for the thrill
gives them. Still others enter the life to pursue
ome political or ideological agenda. Merchants and
raders alike can smell trouble when such a ship
\ppears on their sensors.

Among the core worlds of the Federation, the
Jews services often paint pirates as lone wolves: hit-
nd-miss robbers who rarely plague the cautious or

e sensible. Starfleet knows better, however.

sciplined and well outfitted , many pirate bands
trike with military precision. The more organized

oups have plagued Federation colonies and outly-
ng sectors for years, and a few even consider
" themselves political powers in their own right.

- Organized pirate bands employ sophisticated mis-
ion plans and strategies, strike from hidden

outposts or abandoned planetary bases, and in some

on a regular basis. While they shun the: w H
patrolled cores of the great stellar powers

scattered colonies or a few shaky border tri
all that stand between them and their tar

Mobus OPERANDI

Pirates normally move in bands con5|s

single ship or several ships. They rarely spllt up
except as a diversion or for other tactical ccm_

tions. They usually remain in a particula
space, raiding and plundering ships traveli

area (though they may need to Ieave from -tm'l

eral distinctive characteristics that make_'

lucrative territories. .
They tend to be remote, existing bet

colonies or on the frontier. At the same_

voys or trader flights. Finally, preserves
near stellar phenomena which facilitate
covert operations: asteroid belts, neb

like the Badlands, even subspace fields

RAIDERS, RENEGAD



ship's weapons and engines, aiming
disable the target's critical systems

s, the I_e'lt"her'- board it and seize the vessel's cargo,
imply beam any plunder out of the ship’s holds.

whlch among other things, tend to
‘potential booty and should be avoided if
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Starfleet officers have lost pirate bands by assuming i
they could run them to ground...only to find them 7
selves outfoxed by a clever helmsman and a few
stray asteroids. Those experienced at hunting pira
learn never to underestimate the opposition.
Pirates prey on a staggering variety of cargo.
Dilithium, weapons, precious metals, and comput
equipment form the core of preferred booty, iterﬁ'-$' a
band can dispose of quickly and profitably. How
rich marks are often few and far between, so most:
pirate crews will take almost anything if they beliew
they can unload it for a profit (no matter how sm;
Regional preferences and scarcity normally deter_-_
mine targets in a particular area.
Information also constitutes a valuable commo:
ty in most circles; unscrupulous Ferengi and shady
Orion Syndicate representatives often trade in suc
less tangible goods. Pirates seeking information typi
cally behave less ruthlessly than their fellows,
allowing captured ships to continue on their way
after extracting what they need from a vessel's com
puter banks.

InNFamous PiraTeEs ofF Recent Times

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

Other pirates evoke less notoriety, but enjoy
prominent and fearsome reputations nonetheless.
The brother and sister team of Margaret and Finea
O'Sullivan have come to embody the epitome of
swashbuckling derring-do, leading some of the wil
est raids in recent history. They try to avoid loss
life if they can help it, and always leave a wild Iri
rose as “p:ayment" for the goods they steal.

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



ates since the recent war between the two pow-
s, and sporadic attacks continue to occur
roughout the Empire. While individual Klingons
expressed respect for the daring acts of certain
tes, the High Council has no tolerance of them
‘ruthlessly hunts them down wherever they

bands. These exiles lurk on the fringes of the Empire
nd target their old enemies for revenge strikes. The
arsome Vochar of the disbanded House of Khatvan
resents the best known of these; he's used his

1all fleet of cruisers to harass Klingon shipping for

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

th the Klingons. The alliance with the Dominion
ought such activity to an abrupt halt, since even
he best-equipped pirate crews proved no match for
he Jem'Hadar hunter-seeker teams dispatched to
rminate them. Following the end of the

ninion War and the resulting devastation of
rdassia, piracy is once again on the upswing.

- Romulan pirates often assume the roles of priva-
ers who serve as senatorial or political pawns,

ght in the Machiavellian webs of treachery and
ceit that characterize the Imperial political
re-—common assignments include image assassi-
n, industrial sabotage, ambush, and all manner
nterstellar trickery.

Those operating outside the Byzantine political
b—and without political sanction—find them-

es hunted down with ruthless, methodical
ciency. The renegade half-Vulcan, half-Romulan
Mok, who uses his uncanny intellect to predict
weakest Imperial marks, remains the most
_roﬁninent pirate in Romulan space.

the appropriate nagi and subnagi get their ¢
Ferengi will pay the current value for wha €\
vage" a pirate produces.

In Orion space, of course, pirates ha
become accepted parts of the community.
Merchants traveling in Orion space Ie;:i
their ships to the teeth. :

MoTivarions

Not everyone who travels the spacelanes wish
to do so under the strict rules of Starfleet or t
tedious patterns of merchant fleets. Some ta
piracy out of a need for adventure or a des
profit—and the power that these can brin
enjoy the sense of freedom their deed:s
few simply enjoy stealing, or possess a atural te
dency toward criminal and violent behavior.

Pirates hail from all walks of life and are drive
into the life by countless motivations and circun
stances. A common desire to live on ones own.
terms and a willingness to prey on others__ give
pirates of every stripe a common fraternal bor
few of the more common pirate motwat;on :
include:




on) take care to protect the rights of their
many do not, and even in the best of
n unfortunate few always slip between
cks. Sometimes a headstrong or charismat-
al—say, a former soldier treated
rson whose patriotism became a
political reality, or a high-minded per-
th access to military hardware—fights back
litting acts of piracy. Such raiders aren't
ebels and espouse no set political agenda;
ply feel wronged by their governments
Lt to piracy as a means of getting even

ps even adopting "Robin Hood" -like prac-
'iiria_ting most of their loot to the
dden).

s motivated by revenge usually have
left to live for. They're former traders or

ast adrift, they turn to piracy as a means
g alive; it becomes a way to fill the void

t whomever wronged them. After
-simply becomes second nature.

ually he may abandon pretense alto-
ecome an ordinary rogue.

nments and strike back as means of
ng their rage or trying to foment revolu-
ex-patriots, however, they usually

ve the numbers and equipment to effect some
f political change. They use piracy to fund
ies, to damage the government they
ttract the attention of a larger

as the UFP) which might aid them.
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Not all such rebels fight noble battles, however;
some use rebellion as a cover story to excuse
their piracy or to justify their actions in their oy
minds by claiming some larger purpose.

Bummers: Every conflict has scavengers following i
its wake, and the dogs of war don't always
remain planet-bound. “Bummers,” as they're
versally known, take advantage of a diverted
military to go after easy pickings, travel in nor-
mally restricted areas, or attack targets they'd.
otherwise avoid. They prey on damaged starshi
raid military convoys, and even seize supply
depots if they can manage it. Some of them ac
out of patriotism, seeking to support one side
the other through their actions. Others do it
because they can, and because crimes are oft
forgotten in the fog of war. Their activities diffe
from those of privateers in that they don't wor
at the behest of one side or the other; they take:
the initiative themselves and seize opportunities .
without the benefit of sanction.

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

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

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



eeking vengeance against their government, or oth-
ers forced into their positions by circumstances and
situations beyond their control. Raiders may be des-
picable or noble, depending upon their goals,
background, and intentions. Good-hearted raiders,
hrown together by happenstance and acting out of
good intentions, are much more prevalent than
-_good-hearted pirates, who spend years planning
heir criminal missions.

Because many raiders enter the life through cir-
mstances beyond their control, their activities end
hen those circumstances change or when they
meet whatever nebulous goals they set for them-
selves. Depending on the individual, these goals
uld range from freedom for a particular planet to
mply amassing enough money to retire.

_Raiders act with much less tact and organization
Jithan pirate bands. They strike targets of opportunity,
abbing what they can and escaping before rein-
r@:ements arrive. Because they lack the permanence
pirate bands, they tend to be harder to predict
and can operate with more freedom ... at least ini-
jally. The downside, of course, is that they lack the
security of their more organized cousins and tend to
go down hard when the authorities finally catch up
with them.

Raiders usually target undefended colc
shipping lanes on the frontier. They usuall
afford to trade body blows with heavily:
opponents and will flee rather than face a s
protracted fight.

Starfleet applies a policy of intimida
strength to stifle raider activities. When
raids on a particular region appears, Star
increases patrols in the area, relying on starsh
tains to ferret out the offenders. Such a dis
force usually results in quick captures, or els
vinces the raiders to move on. S

With politically motivated raiders, thi_:n' s

can alert the UFP to the situation and .
find a solution.

CurrenT RAIDER ACTIVITIES

Raiders don't enjoy the lifespans of bett
pirate bands, so there aren’t as many know
currently. Within the UFP, the Magquis represe:
most famous (or infamous, depending
of view) raiders of recent years, their op
focusing on the Cardassian border regions. Ar
at the loss of their homes to a border'-tfé'a-" y an
unwilling to submit to Cardassian rule, the
launched a brilliant series of raids again’s-t:"fh_ei i
oppressors; these operations were des-_ig:hed.ta
Cardassia away from their worlds. : :

With the help of sympathetic locals and a¢
the sensor-confounding “Badlands” reg'it_i_n '
the Maquis played havoc with Starfleet an
Cardassian fleets alike, straining relations |
both powers. They were wiped out, how
the Cardassians joined the Dominion—they
not stand against the dreaded Jem’Hadar. .

Other raiders in the UFP enjoy less g
reputations, but constitute no less of a
Recent attacks by Antarean partisans o
shipyards have resulted in the loss of numer
materials, and hit-and-run missions by unkn
ties have plagued the Klingon border for ye

In one daring instance, an Andorian raid
Tarev Vetna stole a shipment of dilithium 1
of the most highly guarded supply depots
quadrant. Distracting nearby starships with an
ious fleet of holographically created -"s_hi"'
beamed the dilithium directly from the ware
storing it, then used a tractor beam to tov
the system. By the time Starfleet had fin

RAIDERS, RENEGADES, AND



istent fleet, he was safely hidden in a near-
Warrants for his arrest have been stymied

J |gh level of distrust between the Klingons
tulans, have allowed the No'char to remain

hﬁe-the collapse of the Cardassian Union and
d many of its worlds with virtual impunity,

: va_r;é.& as the raiders themselves. Political
ions tend to figure more prominently, and

loc ms iarge in a raider's mind. The key difference
We_en ptrate motivations and raider motivations

h destroy all they hold dear. Because of
- often act out of feelings of persecution, or
e to survive (it's easy to justify criminal behav-
yo'ur belly’s empty). The more noble or
ders usually come from these ranks: Forced
fe by oppression or persecution, they strike
est they know how and try to maintain a
thical code even when committing criminal
egal'acts

e raiders who act primarily for the money, or
rill their actions provide, don't last very
combine raiding with other activities such
ing and try to wait a long time between

_ ities). They commonly follow criminal
ast mercenary) motivations, and possess far
‘than their politically motivated coun-

WO: PIRATES AND PRIVATEERS
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PRIVATEERS

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

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

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

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

MeTHODS

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

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



m anyone unless it's absolutely necessary, and
n then try to keep casualties to a minimum. Most
ims fare better against privateers than against
ir unsponsored, and often more violent, brethren.
" Privateers employ standard tactics when engaging
their targets; many possess formal military training
and can match wits with any Starfleet captain. Since
their equipment is usually superior to that of their
ate and raider cousins, they carry the resources to
toe to toe with heavily armed vessels of all vari-
ies; the technology salvageable from a military
ship can fetch a handsome price.
Privateers run only if outnumbered and put up a
staunch fight if cornered; canny captains never
nderestimate the skills of a known privateer. Once
ey have achieved their objectives, they usually tow
hat remains of their mark back to a safe port,
here the wrecks are disassembled and sold off,
ece by piece. During wartime, privateers often
eave their victims burning in space rather than claim
lvage; they get paid to hurt the enemy, not scav-
nge their remains.
Because of their sanctioned status, privateers
tand as the strongest and best-equipped buccaneers
the galaxy. Recent conflicts, from the Klingon civil
ar to the struggle between the Federation and the
;;bminion, have provided tremendous opportunities
for privateer fleets, and their presence grows with
ach new battle. In fact, during a war, infamous
ipirate bands sometimes join the ranks of privateers
:exchange for pardons from the governments they
formerly preyed upon. With all this activity, priva-
ers are likely to remain part of the political
landscape for some time to come.

How Do THey Do It AND
(e Away wiTH ITP

Privateers have the potential to cause great

avoc. While technically operating outside galactic

. they receive sanction from great powers and

an act as instruments of covert warfare if properly
ployed. How do they do it? What keeps a priva-

's raids from turning into an all-out war between

ers?

Among the major powers, letters of marque and

prisal do the trick. These are essentially contracts

h the privateers' sponsors, granting them legal

ratus to attack “pirates,” “criminals,” and other

nemies of the state. They also grant salvage rights

y empty or derelict vessels. These rights allow for a

large amount of political leeway when dealing with

bandoned or wrecked vessels—such broad interpre-
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tations allow privateer crews to take what e
from these ships while simultaneously keeping
sponsor’s nose clean.

If an enemy captures a privateer, the
simply declare that his charge acted “with
authorization,"” thus abandoning him to his f:
revoking official authorization, the sponsor avo
responsibility and thus any diplométi_él =2pel
Privateers—especially those working for

profession. ;

The luxury of good equipment and
of operation comes with a hefty pric
who cross the wrong lines may find thi

where they are, how much equipment th
and the most opportune times to strike.
employer decides to renege on a contract
betrayed by a privateer for some reason, thing:
could quickly become untenable. Denied resa
and hiding places, privateers soon bec
fugitives more concerned with stayin
with wreaking any damage. :

RAIDERS, RENE



ddition, victims of privateers practice their
brand of justice—a particularly nasty brand. If a
d-be target turns the tables on his attacker, he
deal out punishment more or less with impunity.
ers aren't protected by the Seldonis IV con-
regarding prisoners of war, and as such can
treated in whatever brutal fashion their captors
fit. The UFP treats its prisoners ethically, regard-
of crime's or affiliation, but woe to the privateer
o falls into Romulan or Klingon hands.

ISSIBLE SPONSORS

. Any number of people and organizations could
enceivably sponsor a privateer. Reasons for hiring
range from mercantile interests to political
osition to flat-out terrorism. All someone needs
2 motive and enough money to meet a privateer's
ice. In the Star Trek universe, sponsors fall into
pur general groups, each with its own reasons for
eding privateers.

Governments: Governing bodies possess consider-

-~ able resources and can fund large numbers of

privateer fleets if they wish. Few claim to engage

in such business, at least in public. With an exist-

- ing legitimate military and the funds to defend

- their interests publicly, the need for private free-
lance forces disappears. Or so they say.

~ However, in the cutthroat realm of interstellar

 politics, tasks need accomplishing which govern-
ments do not wish to claim responsibility for.
Rival powers must be checked, new technology
'destroyed or disposed of, and dangerous individ-
uals eliminated, all without drawing suspicion to
the pdlitical organs responsible. While intelligence
dmsmns and black ops groups can perform some

of these operations, privateers provide an

admirable alternative to the cloak and dagger

tine. Privateers give governments the freedom

ict without revealing their true motivations.

* Because of this, most large governments in the

Alpha Quadrant other than the UFP make use of

privateers from time to time.

ed tribes competing for resources. The conflicts
between such groups usually remain civilized, lim-
ited o_heated arguments or intense propaganda
ampaigns. Sometimes, however, more direct
‘measures must be used. Enter the privateer.

' CHAPTER TWO: PIRATES AND PRIVATEERS

Privateers employed by a political group usuall
work toward a set goal defined by that group's
philosophy. It could be patrolling a border the .
group feels is underdefended or attacking ship:
political undesirables. Such operations often las
until the group can elicit a formal shift in policy
from the government as a whole—as short as a
few days or as long as decades, depending up
the issue. Political privateers can act openly o
clandestinely, depending upon the society.

Romulan senators, for example, shroud all of the
dealings in mystery, and don't want their politi
rivals knowing the forces at their disposal.

Rebellion/Guerrilla Movements: On occasion, priva:
teers have served as the de facto military for
armed insurrection, lending their forces to an [0}
erwise outgunned resistance. Such privateers ca
often make the difference in a guerrilla move-
ment's survival. They rarely work for money, s
most sponsors of this nature have little to give,
and rely instead on salvage rights for their pay-
ments.

Corporation/Mercantile Concerns: Large companies
sometimes have interests or goals that don't
always coincide with the governing powers abo
them. Less scrupulous concerns use privateers to
attack rival companies, taking care to hide their :
connections. Entire corporate wars have been
fought in this manner under the guise of inde
pendent pirate raids. Privateers unable to find
government or political employers can become
rich by playing rival merchant groups off agains
each other—a practice far more in vogue in the
wild reaches of space than the Federation woul
care to admit.

WHo Uses PRIVATEERS AND WHYP

Except for the UFP, the various Alpha Quadrant
powers have all used privateers at one time or
another. Each one has different reasons for hiring
them, and the circumstances under which they op
ate differ from one power to the next. A brief
discussion of the privateers employed by each maji
power follows:

Cardassians: The Cardassian social structure emph
sizes the state over the individual and encourage
its citizens to contribute to the Union's defense..
Those who fail the military's stringent entrance
requirement can still serve as privateers, perform



g missions outside of the standard command
structure. While not afforded the respect of the
formal military, Cardassian privateers still receive
anction from the government, which outfits
hem with surplus materials and instills in them a
sense of “serving greater Cardassia." They con-
fuct assaults on lesser foes and will occasionally
aid Romulan or Federation interests if they can.
heir ranks have swollen with the recent Klingon
war and alliance with the Dominion.

rengi: The Ferengi maintain no formal navy, only
individual ships with a rough sense of loyalty.
Essentially, all Ferengi are privateers, sanctioned
to act in any manner they wish in order to secure
profit. The Ferengi Alliance charges a fee to
“commission" an official ship and admonishes
the captain and crew to adhere to the Laws of
Acquisition, then sets them loose to acquire prof-
it as they see fit. Ferengi privateers have a
tendency to bully their targets into submission
rather than fight; a live potential customer is
always preferable to a dead one. If pressed, how-
ever, they can blast away with the finest
weapons latinum can buy. And big guns always
make bargaining easier.

Klingon cruiser, your starboard warp 1
and arrogantly telling its crew to low:
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Orions: The Orion syndicates make extensive
privateers for a variety of illicit activiti
generally sell commissions to the highes
granting jobs to those who offer t
In exchange for winning a bid, the p
acquires total salvage rights, the pro
syndicate in question, and an imme
for any seized booty. The glut of n
Orion systems seems to consider tha
and Orion-sponsored privateers c_aih'
throughout known space. i

Romulans: Few outside species are privy t
Byzantine world of Romulan polit_i-;ﬁ:s;-
tors use every dirty trick in the book
power over their rivals. Privateers p
these endless games, giving politica
opportunity to strike without revealing
intentions. Romulan privateers aftac_k'
resources or shipping lanes (to promote a shi
policy), or enemies which the Sena.-t__' a v
does not wish to engage (the UFP and K|
Empire among them). Discovery and exp«
the greatest sins these privateers ca
Romulans accept their depredatid_ns
they remain hidden from view. Plau
ty rules the day. ;

Others: A few other races employ private

the Dominion War, but the decentralized:Bi
government makes incidents hard to av
privateers have plagued the UFP: since
tact was made. The Nausicaans -a-!.so_i-wm‘k a
privateers, since their quasifeudal go
does not allow them to compete wit
erful navies. Nausicaan privateers are
limited to Romulan and Klingon spac
make occasional use of privateers. !
for medical supplies to continue th
life-prolonging techniques.
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have its planetary surveys and diplo-
ys. Pirates have the life.

€S’ CODEe

f a pirate can be fraught with peril and
here's nothing like coming about a

r, your starboard warp nacelle aflame,
ly telling its crew to lower the shields.
have its planetary surveys and diplo-
Pirates have the life.

neers in the Star Trek universe follow
ets of the life. They refuse to live by
trading the comfort and security of
governments in exchange for the free-
ke their own way in the galaxy. They
1selves part of a loose-knit brotherhood
s, who bend no knee and claim no

5f ethics, a “pirates’ code.” This code
ist in permanent form, being passed on

ng on the sector of space in which
id the particular buccaneers espousing
roken down, however, into three basic

of creature comforts over freedom.
to be broken; law-abiding people
i_ct_irns or opponents.

e nothers territory. It's a big galaxy and
nough fat, unguarded merchant fleets
1e. If a pirate band has staked out an
space to hunt in, other bands should find
e else to practice their trade. This is a
10mic truism, as a given shipping lane
L only so much piracy before it dries
someone installs a permanent military pres-
Canny pirates know better than to make
here they don't have to, and can eke
territory if a fellow buccaneer has
ey want. Those who don't often find
‘es ostracized by other criminals, unable
ir booty, receive reliable intelligence, or
lace to hide. Those who insist on
er “turf” might even be hunted down
y pirates, or turned over to the

r reward money.

RATES AND PRIVATEERS

Never prey on a fellow pirate. Going hand in han
with the above stipulation, buccaneers know
ter than to attack their own kind. It's
counterproductive, and it creates tensions th
may take years to ease. There are easier marks
out there, and no one in the life benefits wheh_ :
fellow Lifers target each other's throats. Dispute
between pirate bands are usually settled by duels
(see below) or by a neutral third party—the O
Syndicate, for example, or a powerful fence
employed by both. Only when two bands are
politically opposed (on different sides during a.
war, for instance) or otherwise at direct odds w
each other is fighting considered acceptable.

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

Pirates vary among species as well, since each .
species brings its own particular perspectives to th
life. A Klingon pirate obsessed with vengeance won’
follow the same rules as a flashy human who lives
for thrills. Generally speaking, interspecies bands
function well only if their races are predisposed
toward similar goals. Ferengi pirates rarely appear.
Klingon vessels unless the Ferengi in question is pa
ticularly bloodthirsty. The watchword of the life is
freedom; the wide degree of ethics and unique
codes of conduct among each group of buccaneers
ultimately reflects that.

CULTURAL PERSPECTIVES

Almost every major species has spawned bucc.
neering or pirating sometime in its past, and each
harbors its own particular thoughts on the matter. -
These days, all major starfaring powers condemn:
piracy in at least some respects, but room remain:
for broad variations. A brief list of thoughts and -
opinion3 follows.

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



~century humans still read swashbuckling
holonovels of Captain Blood and his spacefaring
_descendants. Because of these romantic notions,
the majority of pirates in the Federation tend to
be human. Clever pirates play up the charming
swashbuckler image to curry favor among UFP

- citizens; of course, swashbuckling or not,

_ Starfleet does its utmost to hunt these lawbreak-
ers down.

Andorians: The violent Andorian culture embraced

_ piracy early in its development. Buccaneers were
rampant during the Age of Lament, when loose-
knit groups would prey upon each other for food
and supplies. Most Andorians today see bucca-
neers as a throwback to those times and treat
contemporary pirates with faint distaste. Those
who don't feel that way embrace the freewheel-
ing passions of the life, and see pirates as an
expression of those passions. Andorian pirates
tend to solve things through challenges and duels
rather than extended conflicts.

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

rengi: Of all the species in the Alpha Quadrant,
the Ferengi are perhaps most inclined toward
piracy. To them, violent deeds committed in the
name of profit are entirely justifiable; piracy just
represents commerce without all the red tape.

- Since every ship in the Ferengi “navy" is essen-
tially a privateer, their entire fleet depends upon
‘buccaneers. Publicly, they claim to discourage
piracy, since it drives away plenty of paying cus-
tomers. Privately, buccaneers form a vital part of
their society.

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

Orions: The Orion Syndicate has used a
pirates and raiders of every type for
sees pirates as a means to an end ar
them as the price of doing busines
pirate is no more exciting than
but just as useful. E

Romulans: Piracy stains every era of
ry. Romulans view pirates as barbari
disorganized, but also as useful t
and manipulated properly.

Vulcans: Vulcans have almost no hist
either on their native planet or amoi
The sense of adventure and derr
attracts most races to piracy conflict
tenets of logic, and they spurn alt

neering as frivolous and destructiv

history.

ENTERING THE LIFE

themselves thrown into the life throu.
luck.

shameful past may lead him to an anany
amid a band of raiders. Some enter the life

sporting a brand-new neural agonizer
stay in line. These sorts of pirates te'n'

effective criminals than enthusiasr"h..:'
Then there are those who are néithe

into it. Perhaps a legitimate operat; on
trading) goes sour, or a crew realizes t
the onboard phasers for more than j
Whatever the reason, it usually doesn't sta
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reer—they tell themselves that they'll only
1siness improves, or until a particular
nger threatens their company. Like any
t ecomes easier and easier as time goes

'rs vary widely between individual crews,
simple or complex as the pirates

..se_ves after the military, they lack the large
and logistical difficulties facing a wide-
arship fleet, and thus do not need to

iera'rchy to maintain control, or else their
n splinters and falls apart.

chér_ism.atic individual with a knack for
‘an understanding of the pirates beneath

their own commands. They take orders from the
captain’s flagship, but generally receive the authority
to run their vessels as they see fit. In buccaneer

bands with a single ship, they form the command
staff and hold important positions such as Flight

Control and Tactical. Mates often vie for the leader
ship position if the captain dies.

Beneath the mates come junior officers, fulﬁllin':g- :
a variety of roles based on their skills and disposi-
tions. They serve at Tactical, Engineering, Medical,
and all of the other positions necessary to run a s
ship. “Officers" is a nominal term: The positions ar
earned through competence and rotate often among
the crew. The staff beneath each of these positions :
normally remains small and loosely organized, usu:
ly numbering no more than two or three. All
crewmembers are expected to obey the mate abo
them and bring any problems they have to him.
Beyond that, organization tends to be rough and
facto at best.

One position that is very different for buccane
is that of quartermaster. Quartermasters in Starflee
and its counterparts tend to remain at bases and"
supply depots, away from the front lines. Pirates
don't have that luxury. They need to procure sup
plies without stopping at a central location, and




en depend on on-the-spot negotiating for dilithi-
crystals, replicators, and other vital materials.
hile a few pirate quartermasters remain at some
ntralized base, most travel with their crews,
‘ounging supplies and bartering for the crews’
eeds. They are often accomplished bargainers, and
an procure supplies from the most unlikély places.
Quartermasters also take charge of making supplies
t, a crucial responsibility along the frontier—the
uartermaster rations out food and other materials

s appropriate. Most double as weapons officers as
vell, issuing phasers and other hand-held weapons
0 crewmembers as necessary.

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

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

Newly formed pirate bands often elect their cap-
1ins democratically. This gives the crew a say in
hom they follow and tends to increase camaraderie
ong the rank and file. Older pirate crews tend to
ollow an established captain, proven through time
nd blood as their leader. The more ruthless bucca-
er bands often form a cult of personality around

ir captain, who leads through sheer force of will,
Murdering one's captain is abhorred among maost
ates, but has happened in the past. Mutinies
ainst brutal captains or power plays among the
ates for leadership simply become hazards of the
rofession—rare but inevitable among the criminal

Day 1N THE LiFe

Life aboard a pirate vessel isn't dissimilar to life

ormality to stifle their time. The bridge crew navi-
ates and scans for threats and potential victims,

while Engineering keeps the warp core running and
eapons crews man the phaser banks and torpedo
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bays. Shift changes must be reported to
but little formality exists beyond that.
Several crewmen normally live toge
to sparse and minimal crew stateroom ._L;arg'
caneer ships sport a central recreation room
off-duty pirates can meet and relax.
make do with a cramped cafeteria. Holod
other luxury entertainment almost neve
buccaneer ship; these are criminal raiders,
ships. Crewmembers entertain themselves w
cards, tongo, and an occasional dabo table
bigger ships. A rest stop at a clandestine re
planet is common for pirates foflowmg a su -'
raid. :
Sensor watch stands out as far and away

Staying alert and keeping a close eye on :
space are often all that keeps them alive. .

trader ripe for the plucking. Command b
tlght and all eyes turn to the captam fo

their men into doing what's best fDr shlp
mates. :

SHIRP'S ARTICLES



rticles vary from band to band and may
wide variety of edicts and stipulations.

crew shall restrict its incursions to
n and Ferengi ships only. At no time will

the standing members of the crew. The
héﬂfseﬁrve for a period of three years, upon

‘the vote must pass by a two-thirds major-
ce effect. Such votes may be called only
very sty months

disputes arise within buccaneer bands, the
il exists for great chaos. Pirates don't follow
codes of conduct like Starfleet officers and

Two: PIRATES AND PRIVATEERS

_apfain' shall be elected by democratic vote

can't settle their differences through chain of co
mand. In such cases, ship’s articles usually provid
for a “civilized" way of correcting the problem,
which over the years has become a time-honored
buccaneer tradition: the duel. :

Pirates use duels to settle disputes between two
crewmen without destroying the entire crew. They
stem from the long history of one-on-one due!ing;_.__
from numerous species, particularly Andorians and
humans.

The specifics of duels are outlined in the particu

lar ship’s articles, describing the rules and

circumstances under which one can occur. They
almost always involve combat, and can last until first
blood, to unconsciousness, or to the death, depe
ing upon the crew and combatants. :

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

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

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

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



nterspecies duels allow the participants a choice
eapons, provided they belong to the same basic
ss (knives, longer blades, beam weapons, and so

'n place under these circumstances. In 2289,
1an captain Takashi Sukai defeated his Klingon
lenant Gar'reth in a battle for leadership of their

nd. Other apocryphal dueling tales similar to this
e circulated in the buccaneer community for gen-
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nce a captain has obtained a ship and
Oassemb!ed a pirate or raider crew, all that
remains is to attack targets and acquire
loot—"plunder”, in the old pirate ver-
nacular. How a pirate crew locates
its “marks” or “prizes”, plans and
conducts its missions, and
obtains and disposes of its
loot does as much to define
it as any ship's articles or
- term applied by Starfleet
Intelligence.

DAMN THe
TORPEDOES:
PIRATE
Missions

Raiders and their ilk typically
refer to an attack on a target, or
“mark,” as a "mission" in a sort of
grotesque satire on Starfleet and similar organ-
izations. Before the actual attack can commence,
though, a raider must find a mark. Then they subdue it,
board it, and take whatever strikes their fancy.

FINDING THE MARK

Although tales of piracy from time immemorial have
focused on the fight between raider and target and what
happens after, missions of piracy actually begin with careful
planning—at least for the most professional and successful
raiders. Few raiders have enjoyed any lasting success by sim-
ply flying around hoping to find a rich prize. Planning a
mission consists of two things: first, finding a mark; second,
deciding how to subdue the mark with minimal damage to
ship and cargo (not to mention to the pirates themselves). Of
these two, most pirates will tell you that finding a good mark
is the more difficult. Any good ship’s captain can figure out
ways to attack a mark, but finding the richest marks demands a
certain subtle effort.

Information gathering and analysis becomes the key to locat-
ing rich prizes. Pirates must constantly keep their “ears to the
ground,” listening for word of ships carrying valuable cargoes.
Several tried and true methods for doing this exist.



First, pirate crews try to frequent places that also
ost merchants and traders. Like members of most
rofessions, merchants often enjoy the company of

their fellows in bars, hotels, vacation resorts, and

imilar places. When together, they talk shop, and in
oing so may let slip details which a pirate crew can
se. A casual, innocent remark about some other
rchant's new contract, when a comrade plans to
eave a space station, or how the rising price of
Spican flame gems in the Boradas Sector has attract-

d many free traders is all a clever pirate needs to

n a profitable mission.

Second, pirates with the appropriate bureaucratic
kills often gather valuable information by reviewing
he flight plans, cargo manifests, and other docu-

ents which most merchants must file. The 24th
entury is an information society, and someone who

knows how to exploit that information can get
ead—Ilegitimately or illegitimately. Of course, this
oesn't help pirates find marks who are smuggling
or not filing flight plans, but underworld contacts
sually help a pirate track down those types of

izes. Furthermore, since such marks engage in ille-
al activities themselves, they're not likely to run to
he authorities to file charges in the wake of a pirate
aid.

% Uncovering and analyzing manifests and planned
ade routes usually requires a little bit of computer
ill, since many mercantile firms and free traders try

0 keep those sorts of records confidential (to pre-
ent competitors as well as pirates from analyzing

them). A criminal with good data mining skills can

easily earn his place on a pirate crew by doing this
sort of work.

to plan the perfect raid. While Federation persa
remain above such squalid practices, people
parts of the quadrant often welcome a. go' '
An operations clerk, cargo bay worker, ot lo
ing security officer may want to supplement
salary by telling pirates which ships are heay
laden, or who just contracted to carry. Aruora' bio
mimetic gel to Casperia Prime. Gty
Among many pirate crews, including the mos
professional and competent bands, the crewm
who locates a mark earns a bonus of some sort.
may take the form of a payment from the
treasury, or the right to a greater share of Ioot :
the mark once it's taken. Whatever the re'
existence of such incentives helps motivate pi
work hard to gather information on potentia}'

SUBDUING THE MARK

Once raiders select a target, they mu
how to capture it without damaging it Si:gn
Every disruptor blast or explosion reduces
of the booty, so most pirates prefer a swift; t
capture (and thus often prefer to target shie
erators and weapon systems, rather t_h-_én_'
general damage). Of course, circumstance
vent them from achieving this goal. Some:
subdual and capture techniques inclt;‘de:'-::'-

Ambush: A favorite of many pirates, ambu
requires some sort of “stellar cov
flage to hide in or behind: an asteroi
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ere of a gas giant, a nebula, or an area
adiation which interferes with the mark's
d communications systems. Knowing
ark will pass through or near this sort
‘pirate ship conceals itself there and
ps down by surprise to capture the
fore it can fire a shot.

'hy be subtle? Some pirates rely on a
htforward one-on-one attack to subdue a

>t firepower to carry the day before they

' too much of the loot. Others prefer
using a group of ships to over-
single target (or take on multiple targets,

A group of pirate crews, or a single crew
bugh to use several ships, may establish a

¢ pirates are more powerful than the
nforcement or military organizations,

|r;:.g it undetected until they find the
ent to strike. Typically they use ships,

PTER THREE: PIRACY AND PLUNDER
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TAKING THE MARK:
BOARDING ACTIONS

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

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

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

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

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

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

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



1aneuver or use of a transporter or shuttle. Aside
rom transporting inside a mark, EVA boarding is
less likely to cause damage to the mark and its
argo than any other method.

huttle boarding: Similar to clamping, this method
nvolves flying a shuttlecraft close' enough to the
nark either to enter the mark's shuttlebay (if pos-
ible) or attach it to the mark’s hull and cut into
he interior of the vessel. It's less likely to damage
the mark’s ship than clamping, but also requires
the boarding party to cut itself off from the help
of its crewmates.

nsporter: The easiest, and often safest, way to
oard a mark is to transport aboard her. Of
course, this requires the mark’s shields to be
down, but that's usually not a problem. However,
ome merchants use transporter scramblers to
‘prevent pirates from boarding their ships this
way.

OARDING PARTIES

- Different pirate crews assemble their boarding
arties in different ways. The harshest, most brutal
irates simply send over several raiders armed to

e teeth, with instructions to phaser down anyone
vho fights back or offers any resistance. Pirate
rews who want to take hostages or do as little
mage to the mark as possible put together dif-
ferent boarding parties. They use not only pirates
ho have good aim, but also those skilled at
anipulating computers and ships’ systems to
assist with subduing the ship. A free trader who's
iding out in his well armored cargo hold won't

t very long if the boarding party shuts off the
support to that area. Some pirate crews even
arry members skilled at inventory control and
argo evaluation, so that they can locate and iden-
ify valuable loot as quickly as possible and get it

f the ship easily.

CeS OF EIGHT AND GOLD

its cargo holds and computer banks—and perhaps
ven the ship itself!

TYPICAL PIRATE LOOT

Although the days of wooden chest:
coins and precious gems exist now only as
memory, pirates still look for certain {ypes
gories of plunder. These include:

Collectibles: Unique, original items su
and certain craft items often possess
value. Many a wealthy collector has rar
treasures back from a group of raiders fo
much as he paid for them in the first place
more. :

Currency and latinum: Raw currgnc-y'at
ons. Since so many transactions occt
electronically, it takes a skilled hacker to

load credits or other “data currency” frot

logical advances not yet released t
public, and strange alien devices a
erable price tags. Some boarding

34

RAIDERS, RENEG,



experienced at stripping a mark of virtually every
Jimportant piece of equipment it has, leaving it to
drift helplessly.

ages and slaves: Last but not least, there's the
possibility of living loot—taking the mark’s crew
or passehgers.for ransom or slavery. This isn't a
common practice—it's inconvenient, difficult, and
dangerous for the pirate crew. But if one of the

s passengers happens to be, say, the child of
_ political figure or merchant, many
pirates will be hard-pressed to resist the opportu-
ity to earn a few more ill-gotten bricks of

Finding the loot is one thing. Actually getting it
the mark's ship is another thing entirely. Many
chant cargoes are big, bulky items which pirates
trouble moving. Since merchant ships typically
larger cargo holds than pirate vessels, pirates

3 hard decisions about what to take.
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e What's more valuable or useful?

e \What's easiest to move?

¢ Do we need special equipment or planning to take
or keep this item? -

¢ How quickly can we dispose of this loot?
e How easily can security personnel trace this loot?.

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

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

Prizes: CAPTURED SHIPS

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

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



to take such a ship off a pirate band's hands
won't ask too many questions about the phaser
5ring along some of the ship's corridors. Last but

t least, a pirate crew with the right technical skills,
which knows someone who has them, can break
ship apart and sell the pieces.

APPORTIONMENT: DIVIDING
€ LOOT

Having taken a mark and deprived it of its cargo,
pirate crew must confront another dilemma: how
livide the loot among themselves. To prevent
jarrels, duels, and brawls over this issue, most

ews write into their ship's articles a method of
ortionment. The standard division is two to five
ares for the captain, one and a half to three shares
r each officer, and one to two shares per crewman
ending upon seniority and other factors). The
btain usually has the right to allot additional

hares to crewmen who accomplished notable deeds,
uch as finding the mark or locating a cache of lat-
um which the mark had hidden.

Other pirate crews aren't quite so formal about

e matter. The least professional crews sometimes
mploy the simple method of “you keep what you
ke,” which results in frenzied boarding parties
aring the mark apart, taking every last trinket. If
ecessary, crewmen fight duels or play games of

chance or skill to determine who's entitled
puted item. If a pirate ship is run by a h
tyrannical captain, he often decides wh
and shoots anyone who argues with hil

DISPOSING OF THE LOOT

Unless plunder from a particula’r_f
entirely of currency and items they can
selves, pirates must convert their loot
Pirates with extensive commercial con
many Ferengi raiders, often sell directly
tomer themselves. In effect, they're conduc
distribution business—they simply happ
very unorthodox source of supply. This als
the preferred method when the loot
something that only a few people cons
(such as a hostage, a rare art object, of
data encompassing a researcher’s life's
also likely to earn the pirates more moi
using a fence. Of course, making the
the customer often poses a danger for th
buyer may have called in security force
planning to pull a disruptor and a doubl
get away with the loot and the latir

A better option for large amoun
items in wide demand, is to emplpy
buyer, or “fence." See page 43 for mo
on fences.
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ealth. Possessions. Excitement. These
things which drive thieves and gamblers,
rogues concerned with the acquisition of
wealth and material goods, sometimes
for personal gain, sometimes merely
-for the thrill of the game. These
rogues often view their involve-
ment in the life as nothing
more than a game—one
where they compete with
the law and Lady Luck in a
test of skill and confidence.

THIEVES IN
THE NIGHT

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

ENTERING THE LIFE

In the Federation, modern technology such as replica-
tors has largely eliminated material needs. Most Federation
citizens don't even use money in their daily lives. Many
other interstellar civilizations enjoy similar advantages,
although they are usually more restrictive than the
Federation. Even in the Ferengi Alliance, there's little need
to steal for mere survival; an individual's most basic needs
are supplied entirely by technology. The concept of “petty
theft” is nearly nonexistent in the Federation and its neigh-
bors. It is found only on isolated colonies and other places
where infrastructure has broken down (or was not even built
in the first place). On these worlds, people still steal in order to
survive. Elsewhere, thieves possess other motivations.

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




For THE CHALLENGE

The last reason remains the most common in the
Federation itself. Thieves steal for the excitement
and the challenge of planning and executing a theft.
e actual material gain becomes almost irrelevant
(although many skilled thieves do become quite
ealthy); it is the thrill, the rush of successfully
pung off a job, that really matters. Such thieves
often think of themselves as romantic figures and
may rationalize their behavior behind a cause of
same sort. In the end, however, they steal for the
sake of stealing.

" Thrill-seeking thieves often engage in complex
games” with the legal authorities. In fact, many
thieves refer to their profession as “the game,” a
ompetition between their skill and cleverness
and the skills of those who would keep them

m their quarry. Possessed of tremendous egos,
these thieves often leave some sort of “signa-
ture” proclaiming their accomplishments for
others to see.

This may involve leaving some kind of “trade-
ark" item at the scene of a crime (a flower, for
example, or a personal symbol), or it may prompt
?ﬂéem to send clues, riddles, or taunts to authorities
‘of victims so they know who committed the crime.
Authorities rely on such behavior to help them
wcapture thieves. Sooner or later, even the most
skilled thief makes mistakes, and a master thief's
ego often won't allow him to carry out “the per-

| " if no one else is going to know who
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For THe Cause

and even Federation equipment, supphes_
to aid their cause, while at the same tlme d p
the|r Cardassian enemies of valuable mate

they are technically illegal. :

Thieves driven by a cause tend to'k
skilled but also the most daring, becau
gives them courage to attempt things mor
thieves would avoid. Those who sur\?ivé" 0 0
their profession tend to gain skill quickly. Some:
as the thief becomes more and more capab
his idealism wanes, the challenge bf'sté_ai-i
becomes more important than the 'ca__h'ée*.itsé Ll
thieves, once their cause has been won, find then
selves unable to return to “normal” so‘ciety
because they have no other skills br'b_é u
have become too acclimated to a life o
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-MONEgY

Man.y._' hieves from frontier areas of the Federation fall
“the life" because they lack any other marketable
11:5 the oniy way they've ever made a imng These

a commun' outlet or survival necessity, or else were
eves for a cause and are left with no purpose once their
e is won. For example, a thief may hail from a failed
miony or a primitive society lacking in basic technology.
ed to steal in order to survive, the thief eventually
nages to find a way off-world, but lacks a means of
pport. If they remain in the life, such thieves usually
their w-ay into the employ of organizations like the

on Syndlcate local organized crime groups, or some-

- intelligence organizations. Some manage to

e a success of themselves as independent operators,

= most end their operations caught by the authorities
choose to reeducate themselves and find another way

! W life. A lucky few, once captured, have the chance to

____ their talents toward defeating their former brethren

... becoming security officers and consultants.

A PATRON

A powerful patron—an individual or an organization—
make life easier for a thief. Independent “freelance”
=ves do exist, but they tend to be rare. They're usually
er skilled master thieves good enough to operate on
own, or small-timers who haven't managed to

ire a patron or get caught yet. The rest work for

trons like the Orion Syndicate, local crime lords, or even
entric and wealthy individuals (such as obsessed collec-
The patron provides the thief with resources, material
ort, a means of disposing of booty, and often legal

threats from other criminals. For example, a criminal
ate may exercise control over all major thefts on a
Thieves working for the syndicate enjoy its protec-
when dealing with fellow rogues, while freelance

=5 are fair targets for other criminals. In return, the
provides the patron with skilled services. Such
sements invariably favor the patron, and thieves
find it difficult to leave a patron’s service. Some
mzations kill members who attempt to leave out of
that they will inform the authorities.

THEMSELVES

., some thieves steal in order to possess restricted,
we, or difficult to obtain items they desire. This may
simple as a thief addicted to a particular drug or
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Hon of some kind. The patron also protects the thief

Broadiy speaking: o
thieves into several categories
based or their preﬂ';arred methods of
npe__rat_lmn ThEg include:

Cat Burglars: The tupe of thie
Federation citizens think of MTE

T they hear the word, cat hurglars._
£ are highly skilled professianals. wi
g vse their athletic and technical ;
fo prowess to-penetrate secured. oo
areas, defeat antitheft systerms,
steal valuable objects, and escape.
without being detected. Cat burglars
typically specialize in items of great
value. such as artwork. archaeologi-
cal treasures. gems c-ﬂrlrj jewelry. or
restricted data files.

Con Artisl:s Alsg known as ‘grifters.”
teal through treachery
ior. They masguerade as:
ualty. people down on :

;hl:lll::gu:ai f_—c:it:tDr'
al'-'j_d Ea!al_.j--'tn trick




rtl_facts, forbidden technology, rare lifeforms, or
\even baseball cards. Wealthy or influential collectors

Skilled thieves aren't born—they're made, usually
1 rials by fire. Thieves who don’t learn their craft
ell end up arrested, imprisoned, or dead. Those

o survive go on to learn more and become better
ves.

The vast majority of thieves are self-taught, at
east at first. They become involved in the life for
hatever reason and begin learning how to steal.
The successful ones learn what works and what
doesn't, refining their skills through practice. They
ay pick up some things from fellow thieves willing
o share their secrets, but most learn by trial and

ror. On a rare occasion, a skilled thief may take a
yvice on as an apprentice, teaching him the skills of
e craft, but most thieves prefer to avoid such
anglements since they make capture more likely.
yme thieves take advantage of time spent in prison
o learn tricks of the trade from incarcerated veteran
ieves—"prison education,” as it's calied.
Eventually, most capable thieves come to the
attention of an organization. It may be a member of
cause who demonstrates a talent for thievery, cho-
__n":by the cause's leaders to train further, or it may
a petty thief on the frontier who draws the inter-
t of the local crime lord, who wants the thief in his
mploy. A few rare individuals avoid joining organi-
ions, preferring instead to continue on their own.
rest join up and further refine their skills under
guidance of their new “patrons.” How much
sistance a patron provides varies greatly.

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

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

Training regimens and methods vz
depending upon a thief's natural tal
ferred modus operandi and targets,

and other abilities which help him dece
game terms, skills like Charm, Disguise
and Persuasion), the latter on athletic
circumventing security (Acrobatics:-_,_-A
Security, Systems Engineering).

However, a few skills serve as com
for most thieves. First, they learn how
right targets. For most jobs, regard{é'
theft is actually accomplished, this re
ability to research the target, typically
Computer skill to troll through relevan
(and perhaps access records not ava
general public). Thieves who specializ
ular item (art objects, for example) u
relevant Knowledge skill or two. Sec
learn how to judge the value of w
stolen and dispose of it properly. In
this usually requires Streetwise (Locate
Contraband) to find the black market :
Merchant (Appraising/Selling Stolen ¢
the actual business of selling. &

Thanks to holosuites, training to be a
difficult. The thief-in-training simply has
access to the proper holoprogran'is-;an.d_{th
to run them. Naturally, thief training prog
available only on the black market, a
dinarily expensive. :

TARGETS

Thieves steal items of value. The e
of “value" varies from place to place
thief to another. Thieves understand
most that an item's value depends largel

fulness, and significance.

LINIQUENESS

In an era when nearly anything ¢
seconds using a replicator, truly uni
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é-m is unique either because it is an origi-
some particular significance (see below),
it cannot be replicated.
such as many organic compounds,
d require quantum-level replication) pos-
- too complex to replicate. Thus,
“many advanced biotechnology drugs
Is, are valuable, particularly if they are
are or restricted. Examples include rare or
¢t animals (laplings, Corvan gilvos, and so
terials like biomimetic gel, and DNA sam-
T particular individuals which can be used

g or other medical experiments.
bstances and items don't work properly if
thus making them valuable. For example,
ystals must be mined and processed in

r reactions. Since replicated dilithium
rm thls function, dlhthlum remains valu-

ome items defy conventional replication
altogether. This includes many items of
ced alien technology, such as the Bajoran Orbs
most [é_"__r_]_-i'an technology. These items are truly
gue, since they cannot be reproduced, and gener-
have major value because of what they can do
ddition to their uniqueness.

Note that “items" are not always physical

=cts. Information is a particularly valuable com-
in the 24th century. Unique information

a '-:ail secret data, from government

y files to restricted replication patterns, per-
logs and journals, and cutting-edge research

LNESS

that can be put to use, either by the thief
erested buyer, tend to be more valuable
that merely serve “decorative” purpos-
example, a Varon-T disruptor is valuable

it is rare (it is banned in the Federation,

¢ five were ever manufactured), but it also
= because it's an effective and vicious
Dilithium is valued primarily for its use in
‘engines and warp-drive systems. A simi-
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TECHNIQUES

lar amount of latinum is worth less because, whil
latinum is rare, it has no use other than as a mea
of exchange. ;

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

SIGNIFICANCE

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

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

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

.

PHysicaL THeFT

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



ient art of picking pockets, still practiced by

any thieves. A simple combination of misdirection
sleight of hand allows a thief to seize the item
hout its bearer being any the wiser.

For larger or better-protected items, the theft
generally must rely on breaking into the place where
the owner keeps the item and physically removing it.
He can most easily accomplish this with a trans-
arter, and some thieves are quite adept at
jury-rigging transporter systems, or even related sys-
tems like replicators or holosuites, to beam into (or
ut of) a secure location. Since people can foil trans-
“ porters with force fields and transport inhibitors,
more traditional intrusion methods still remain in
mmon use. In fact, in some thieves' view of “the
ame," using a transporter constitutes a form of
heating.”

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

ks and security systems. Antigravity fields or trac-
or beams can overcome walls, fences, and pressure
plates. The right equipment (proximity detector
decoys, for example) can overload or block sensors
or force fields. A thief can go even further with

cess codes gleaned from the victim's data files, or
a little help from the inside.

The careful preparation and planning needed for
a successful theft usually requires the thief to thief's brain. Using one is usually referre
esearch and examine the target location carefully, a “porting." 2 SR
actice referred to as "casing” by many thieves. A Data thieves are always finding néw"'.w-a o
p or first-hand knowledge of the location’s lay- accessing computer systems illegally, ué@fally_ g
out becomes vital, as does information about the secondary terminals and junction points or
security measures the thief will likely encounter. A they're less likely to be noticed. Large, in
killed thief may pose as someone else, particularly ed computer systems—Iike most of those fc
as a security operative, in order to acquire this throughout the Federation—are the most
nformation. to porting because thieves have many diff
access points to choose from. = :

ATA THEFT

Physical objects constitute only a portion of Tricwemy

hat thieves steal in the 24th century. In many Sometimes it's simply impossible fo

ses data is more valuable, more portable, and reach a target. Either the target is too

ore vulnerable than physical property. or it's simply impossible to steal phy's{cgl-_

1acking" involves breaking into a computer sys- include the mineral rights to a valuable aste
em to extract data. Many of the most successful or some forms of title to property. In these
ata thieves have dataport implants installed, thieves rely less on stealth and technolog
Hlowing their brains to interface with computers on charm and the art of deception—the

rectly. Dataports help a thief avoid security pro- game.” @
rams, hack into systems, and sift through data Using trickery, the thief tries to get

th extreme efficiency and speed, but are also “mark," to turn over possession of th
: ry dangerous, since computer security programs ingly. For example, a thief might appr
re sometimes powerful enough to damage the owner of a deed to asteroid mining rigl
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‘entrepreneur. He knows the asteroids

h pergium deposits, which the victim

e the resources to mine. The thief offers
funding and equipment, in exchange for a
)" in the mining rights. All the victim has
aver control of the rights. Then the
ears and arranges to mine out as much
possible before the victim alerts the

""-t-Hewoman who posed as the mythical
ntax II. She nearly convinced an entire

fence must maximize his own prof-
round 10- 20% of the market value

tremeiy hot |tem may not be able to sell
he risk to a fence would be too great—

THIEVES AND GAMBLERS

AVOIDING THE LAW

Often the greatest challenge a thief faces is no
dealing with security systems or guards, but avoi
the authorities after carrying out a theft. The tech:
nology available to law enforcement personnel in th
24th century allows them to pick up minute DN
traces, transporter signatures, energy readings,
molecular displacement traces, and more-all of
which adds up to the ability to reconstruct a crime
scene in exacting detail. Thieves must remain
exceedingly clever and careful to avoid detection
the law.

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

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

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

CouRrTING LADY Luck

Spéc'les throughout the galaxy believe in the €
sive quality known as luck, chance, or fortune. So
believe they are especially favored (or cursed), whil
others think they have found the means to beat th
whims of chance. Most people in the 24th century
looking to tempt fate find their challenges in caree



Cambling and games of chance exist in nearly

5 culture in the Alpha and Beta Quadrants, and
 ‘many beyond them. There seems to be something
erent in humanoid lifeforms that makes them

nt to challenge the odds.

Many humanoids play games of chance and

ill for fun and recreation. This is considered a
rmless pastime in the Federation, where various
kinds of games, from Earth poker to tongo, are
layed on a regular basis. Wagers constitute the
e Key difference between playing a game and gam-
ing. In games throughout the Federation (such
“poker), betting simply becomes a means of
reping score and betting tokens do not represent
1y particular monetary value.

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

MBLING IN THE GALAXY

Different species regard gambling in different
ways. Humans are generally quite fond of games of
ance. They make some of the best (and worst)
imblers in the galaxy. Tellarites and Bolians both
enjoy gambling, although Tellarites are notorious for
guing about their losses, much like everything else.
oth Vulcans and Andorians are well known for hav-
ng “poker faces,” making them difficult to read.
rtunately, they are also less interested in gambling.
lepathic species like Betazoids rarely gamble with
telepaths, since their abilities give them an unfair
vantage. A game played among a group of
elepaths, however, often contains many unseen lay-
s of strategy.

Outside the Federation, the Ferengi are naturals
-anything involving money, but they generally pre-
r to be on the "house"” side of gambling. When

y play, Ferengi prefer games with at least some
gree of skill and cunning, like tongo or poker.
“Ferengi are also well known for their skill at cheat-
many people assume a Ferengi is cheating

less they can prove otherwise. With their militaris-
“societies, Klingons, Cardassians, and Romulans do
t make great gamblers. Of the three, Cardassians
enjoy gambling the most; among other events, they

like to bet on “blood sports” such as vole
Klingons tend to prefer games of physical

the hunt or battle in something as foolis|
Romulans tend to prefer games of skill t
Romulan would generally prefer ches
poker.

PROFESSIONAL GAMBLERg'

While most of the patrons of a gamblin
lishment are merely enjoying a recreational a
there are some for whom gambling iS___é Wa
These “true” gamblers, often known as “pl

Professional gamblers fall into two main cat
The first believes he can actually win a fortui

ond gambles for the excitement and ch
game itself. Betting merely serves to heigh
excitement. :
Gamblers in the first group are d:
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money in the 24th century. Anyone in the

tion can make a living at far easier pursuits, with-
ver needing money or personal wealth. Even

de the Federation there are opportunities for peo-
colon)}fworlds, space stations, and all manner of
. Gamblers usually prefer to avoid “honest"”
_they claim their gambling activities will eventually
off” and allow them to avoid meaningful work
ether. They ignore the fact that, even if they were
a vast fortune, they would likely end up gam-

it away sooner or later. Whatever rationalization
use, they actually gamble for the excitement and

& opportunity to ignore the less pleasant aspects of

Some gamblers realize this and even revel in it. To

, the game is everything. They are interested in

b only insofar as it allows them to continue gam-
and as a way of "keeping score.” Playing—and,

e importantly, winning—the game is all that matters.

e gamblers are often quite skilled at “fleecing” novice
sers, either through skill or by cheating, in order to win
2y from them. This allows them to continue gam-

. Some, however, scorn all forms of cheating,

ding it as unnecessary for one of their skill and

Many gamblers can sustain this kind of lifestyle for
—but, sooner or later, luck tends to run out.
fessional gamblers generally end up either broke or
eply in debt to powerful criminals who loaned them
ney. Others become involved in increasingly danger-
betting activities, even risking their own lives to
hten the thrill. Either path can lead to injury or

* the life of a professional gambler is often a short

RE}_THE ACTION IS

el, esther on duty or on board Starfleet vessels and
ies {though they re certainly free to play games of

; al'ly':-ré: _fricted throughout the Federation to various

asure planets” like Risa, or to specific zones on vari-
planets. On the frontier, gambling restrictions are very
sly enforced (if they're enforced at all). Many colony
rids allow gambling and even have casinos where
nized gambling takes place. Gambling establishments
ar on board space stations and in ports visited by
hips. Of course, gambling can become addictive; if
happens to a Federation citizen, treatment for the
blem is ""_é.dlly available.

FTER FOUR’.‘I THIEVES AND GAMBLERS 45

GAMES 'w'l-i‘iiim GAMES

anty partlr:ular game with t g e.-,
skill. . Each. player makes a Gar
test, and the highest test res
wins the game [see page 77 0 :
Star Trek: Deep Space Nine :
Roleplaying Game core rulebook]. This
method is sufficient for most gémes 5
of chance snd skill duririg the cotrse
of a normal episode. ; ;
In & rogue series. however, the
Narrator may wish ta use g maore -
detailed resolution sustem for games.
and gambling. In this case. have each
of the involved parties make Gaming
tests as normal, bhut allow factors
such as cheating and the length of
time a character has been garnblin[__; to
modify the tests. The Narratar may.
wish to have:plagerE make & Enarnrng :
test far: each round [hand, piay or the ;




(EASURE PLANETS

- There are worlds in the Federation which permit
ganized gambling and casinos. “Pleasure planets"”
ke Risa and New Manhattan, where Federation citi-
:zens vacation and enjoy themselves, serve as
spopular tourist destinations. The castos and gam-
_bling parlors on these worlds support high-class play,
refully run under the watchful eye of the local
withorities; their sanctioned status keeps them free
f crime and criminal influence. Betting limits on
ndividual games prevent abuse, and the staff keeps
ye out for patrons who seem to be hitting the
1ing table a bit too hard. Hard-core gamblers

d to “graduate" from the Federation pleasure
inets to more “serious"—and seedy—gambling
ablishments along the frontier or beyond the

tes of Federation space.

.oLony WoRrLDSs

Some Federation colony worlds along the frontier
play host to gambling establishments and casinos.

nese range from small, rough frontier places, similar
o the saloons and gambling parlors of the American
ncient West of Earth, to full-fledged casinos cater-

THE GREEN FELT JUNGLE

ing to the needs of hundreds of patrons.
enforcement tends to be looser on these
worlds, allowing gamblers to play as long a:
luck (and money) holds out. Gamblers alsc
lack of marks to fleece among the touris
ing starship crews, although a gambler.
wear out his welcome in a small colony
gets out.

OuUTSIDE THE FEDERATION

space. Many worlds in the Ferengi -AI'I'i'a-
lavish casinos featuring nearly every ty

proclivity play to their hearts’ delight. T
encourage tourism, since tourists 'mean'}:'
Likewise, many Orion worlds and colonies fe,
elaborate pleasure palaces which offer gamblin

ny from p.'é.
pating; the Romulans conversely, seem to forbid

Some alien cultures greatly value gambl '8
Wadi from the Gamma Quadrant apparen
many of their social rituals around games
chance. The Providers of Triskelion é_xiste
years solely for the purpose of condu i
al games between their champions. S
forms of gambling are bizarre and dan
citizens of the Federation. They may ir
sports or other risky activities. '

“house"). (Establishments which take
winnings from games played on the pi
which they do not run themselves, a
known as “cardhouses" or “gaming

RaIDERS, RENEGAD



y exist as part of a larger recreational busi-
‘a hotel, bar, holosuite parlor, or
ome casinos include all these facilities

g-aj._rn'e': generally occur between a player
_the casino. The house covers the

nd takes their losses as profits. It also
rs their winnings, if any. Since the

t games of chance ultimately favor the
asino’s losses usually remain small com-
"'gai'n's. Many casinos help ensure this by
ed or fixed games which favor the

ore. Fixed games are illegal in the

/en where gambling is permitted), and
her societies as well.

deal with large amounts of money,

Ity ‘support some sort of private securi-
o protect their interests. This may involve
ds "Surve_illance equipment, the coopera-
al authorities, or some combination of

10s serve as common hangouts for
mblers, and other rogues—since most
caonstant surveillance, they rarely play host
al activities.

€ GAMES BEGIN

1 and played throughout the Alpha
early every civilization plays and follows

n a tabletop.
ngi game exported to casinos and
s-throughout the galaxy. Similar to

. with various possible betting combinations
g how much they win. Winnings can increase

ect bet. Some gamblers believe they can
dabo with mathematical strategy, but most
r that merely a hopeful fantasy.

jot is a table game that developed from a
f an Earth game known as billiards. It fea-
irregularly shaped table with various

ers.” Pl-é;y__'eis use sticks (“cues") to knock
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small balls around the table, trying to place them
into particular pockets or locations, depending on
the variation. Dom-Jot is widely considered a ga

of skill rather than luck, and it is popular at many
Starfleet recreation facilities. It is also popular with'
hustlers who play games for money or other stakes

Poker is the quintessential human card game,
found in hundreds of variations throughout the
Federation. The general purpose of the game is t
collect a highly valued hand of cards. Betting takes
place before the players' hands are revealed, and a
significant element of poker is one's skill at bluffing
an opponent into withdrawing or “folding” rather
than betting against you. Many have claimed that
poker sharpens the interpersonal skills needed by a
Starfleet officer.

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

Strategema is a complex holographic game of 5
and strategy. Two players control icons on a three-
dimensional grid to gain control of an opponent's
territory while protecting their own. Fast-paced ang
requiring high intelligence to play or observe, it is |
not a game for the faint of heart to bet on. It is pop:
ular with species like Vulcans and Zakdorn, who ar
given to logical and tactical thinking. '

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

SPORTING EVENTS

The other games popular with gamblers are pri-
marily sporting events, contests of athletic ability
between players or teams. Gamblers often bet on -
the outcome of these events, either legally on world
where gambling is permitted, or in illegal or informal
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participants (whether sentients or an
ular. The combat may be to first bloo
similar, or actually to the death. Klingon
Cardassians consider blood sports legit
tainment. Although some effort is usual
limit the lethality of the contest whe
involved, “accidents" do happen.




ou'll find the same story in the early histo-
Yry of almost every species with a tradition
of warfare: Not long after the first farmers
filled jars and baskets with the food
they'd gained by learning to culti-
vate the land, the first raiders
appeared to take it from them
by force. Sometimes the farm-
ers lost out to these violent
former hunters and were
conquered; raider chieftains
became the first kings.
Sometimes, though, the
farmers were clever and
offered to share their food
with other hunters, provided

- they would fight the raiders.

In so doing, they created the
earliest mercenaries and became
the first in a long line of clients
willing to pay specialist warriors to
engage in violent action.

Although these beginnings now belong to
the distant pasts of the 24th century's starfaring civiliza-
tions, the mercenary remains very much a fixture of the
present. Especially active in the lawless border zones
between civilizations, mercenaries fight not for their
homelands, their honor, or their ideals. They pick up their
phasers and pilot their battle cruisers for cold, hard lat-
inum. Not that they're picky—Cardassian leks or Klingon
darseks will do just fine. For that matter, the Gorn tokbar is
a strong currency these days, and eminently untraceable.
When the money is right, arrangements can always be
made.

" THe DoGgs oF WAR

No one chooses to become a mercenary on a whim. Most
cultures look down on mercenaries. The average mercenary
career lasts no longer than five years; the leading cause for
abandonment of the profession is death. The typical mercenary
assignment subjects team members to long periods of discom-
fort, deprivation, and mind-numbing boredom, punctuated by
brief episodes of terrifying violence. In general, mercenaries share
a fatalistic tolerance of risk, a high degree of professionalism, and
a disdain for conventional morality. They believe in themselves, in
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ne who's going to beat the odds. Mercenaries act
5r their own reasons and follow no one's rules but
1eir own. They declare themselves masters of their

n destinies—even if those destinies point, more
ften than not, to an early grave.

NTERING THE LIFE

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

'HE FEDERATION PERsPECTIVE

‘Ask a Federation citizen what he thinks about
srcenaries and he'll probably tell you that they're
horrent quasicriminals who coldly exploit and
Jame situations of conflict for their own gain.

r all, most Federation residents view the profit
otive in and of itself as a relic of the unenlightened
st. Although they resist the urge to judge other

ures which sanction mercenary activities, they
sume that anyone raised on a Federation world

who becomes a mercenary must suffer from some
rrible psychosocial disorder.
However, there are plenty of well respected,
upstanding Federation citizens who make a voca-

izations, from trading concerns to frater
societies, employ private security teams.

specialist and a mercenary become:
Starfleet resources are stretched thi

rity teams may, instead of waiting for
them, launch proactive raids against pi
threats. They may engage in intelligen
operations against these threats or tar
sabotage. Two crucial distinctions separate.
ian security specialist from his mercen: ry

material reward. S
That said, it must be noted that a
within the Federation take a differen
mercenary tradition. Andoria represent
most notable example. =

TrHe ANDORIAN PERSPECTIVE

Andoria‘s proud warriors view the |
stated loathing of violence with a mixture o
ment and amused tolerance. To therﬁff.‘ the
life remains an almost holy vocation. They
ing wrong with hiring out their hard-won
third parties, as long as their assignmen
patible with Andorian and UFP values. A
serves as home base to a variety of civilia
nary companies. Most members of the
known as pra thal, are Andorian; af
other Federation species. Renowned
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- BaJoRaN PeRSPECTIVE

Questions concerning the ethics of mercenary
arause conflicting passions among Bajorans.
iters for he Bajoran resistance occasionally relied
.:a_rcenaries during the late stages of
struggle with Cardassia, when they'd captured
ugh resources to pay fighters-for-hire. Some
stance leaders accepted the practice of hiring
'“,«- =naries because it worked; the mercenaries may
‘have cared a whit about the cause, but they got
s nonetheless However, some idealists found it
il to fight side by side with soldiers who reduced
nghteous war of independence to a business
3 ion."-_'_._-_
er the resistance had won, a few guerrillas
d it difficult to return to civilian life. Hooked on
; adrenalme and camaraderie of a combatant's
. they left Bajor in search of new fights, eventu-
W drifting into mercenary work. Again, Bajoran
son to their activities is mixed. Some believe
these heroes of the resistance can do no wrong
i look up to them as a new breed of swashbuck-
g Beroes, answerable to no one. Others consider
@ current actions as a cheapening of every ideal
istance stood for, and fear that their sons
ughters will grow up wanting to be like

ReEN PerspecTive

enigmatic Breen stand forever ready to
conflict for their own gain. If they can't
high-powered weaponry, they'll offer their
as mercenaries, Breen share a utilitarian

if an action benefits the group, it is good.
stenary contract pays well relative to its risks,
Wod. Breen usually display utter indifference to
der consequences of their war profiteering,
their recent alliance with the Dominion may
2 move on the part of the Breen to become
sctopolitical power in their own right. How this
et their traditional attitude toward mercenary
s remains to be seen.
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THe CArRDASSIAN PERSPECTIVE

No Cardassian mother wants her child to grow
to become a mercenary. Proper Cardassians with
itary ambitions dream of becoming guls. Only
outcasts and exiles become mercenaries. Cardassians
see mercenaries as lawless, untrustworthy ne’er-do :
wells unable to submit to the discipline requlred of a
Cardassian soldier.

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

THe FerenGl PeRsPeCTIVE

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

THe KunGoN PeRrsPecTIvEe

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

Honorable Klingons refuse to associate with th-e*_-'
dishonored, lest they be dishonored themselves. T
Klingon code of honor forbids the hiring of merce
naries of any species; to hire a Klingon would be -
doubly shameful.



wulan intelligence organization, the Tal Shiar, fre-
ntly hires mercenaries to act as proxies in its
Itifarious Machiavellian schemes. Numerous
mulan mercenaries, operating either with others
their own kind or with warriors of other species,

b the frontiers in search of interesting conflicts in
ich to involve themselves. Knowing the Tal Shiar,
e wise observer must assume that a certain per-
ntage of these Romulan mercenaries aren't in fact
rcenaries at all, but deep-cover operatives acting
nder the umbrella of plausible deniability. However,
‘order to provide this cover to their operatives, the
Shiar must tolerate—or maybe even encourage—
he existence of a certain number of genuine
Romulan mercenaries. Few Romulan warriors may
aspire to the mercenary life, but a surprising number
“them find their way into it regardless.

OTIVATION

Federation sociologist Ryma N'ci interviewed
undreds of self-proclaimed mercenaries during his
ground-breaking 2367 study of the phenomenon

d discovered certain common answers to the
question "Why did you become a mercenary?"
5.1% of respondents who could articulate an
swer to the question said that they'd fallen into it
ore or less by chance. They met other mercenaries,
became personally attached to some of them, either
friends or lovers, and ended up fighting alongside

7.3% claimed to have a death wish; they'd done
;omething terrible and sought to punish themselves
by continually placing themselves in harm's way.

'ci points out that some of his respondents

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

2.4% explained that they'd been trained as sol-
s or security officers in their cultures of origin,
for various reasons were unable to continue in

r careers. They'd become mercenaries because
was “nothing else to do"” with the only useful
ills they had. (N'ci notes that a much higher per-
centage of his respondents had military or security
training, but most of them claimed to have become
mercenaries for material reasons.)
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16.8% professed a love of excitement,
and adrenaline. These types compulsivel
danger as a substance addict hunts for hi:
choice. Military organizations weed out |
who pursue risk for its own sake; me
offer them the freedom they seek, "é,-s.
constant action. N'ci included in this ¢
bers of cultures, like the Andorians, who be
participation in warfare is inherently noble
or otherwise worthwhile. e

19.9% identified themselves as reb
subject themselves to the constraints ¢
They liked thinking of themselves as
answerable to no authority but their ; e
been exiled or ostracized by their goveri
were escapees from various justice syste
of them able to return home claimed
doing so.

However, the biggest segment of the ampl
38.5%, said they were in it for matenal--_reasqn
Almost invariably they claimed that one big :
was just around the corner, that their ne
ments would yield them all the latin
ever spend. They dreamt of retireme
exotic locations, knee-deep in luxury it
gorging on fine food and drink, surro
pliant representatives of the preferrec

tion to the rule.

TRAINING

Once an individual decides to be
nary, he must train himself for life as
soldier. Poorly trained persons pose.
themselves and to their comrades;
mercenary companies accept untraine

The most common training derive
legitimate experience in a military or quasin
organization, which might be anything fron
to the Tal Shiar, depending on the individi
ground. Alternatively, he may have b
civilian security officer. Thoroughness ar
characterize these sorts of training prog
However, their graduates must learn to f
tain assumptions about fair tactics an
behavior while serving on mercenary

Small, rag-tag mercenary teams ca
recruit the best. They must resort to
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’ ex;ﬁgr_ienéed team members take greenhorns and
ry to build them into halfway reliable warriors, often
ile en route to their next engagement. While cer-
ly haphazard, this method does offer a major
mpensating advantage: it molds the neophyte so
he owes his continued survival, and thus his
alty, to the efforts of his trainers, members of that
scific mercenary company. Where most mercenar-
. as peripatetic freelancers, switch allegiances at

] z__jrop"qf-at_j darsek, individuals trained in this way

| to stick with their benefactors until the bitter

\ self-motivated individual with access to a holo-
 can avail himself of several holographic

g programs designed to simulate various

of combat, from the use of primitive

ponry to advanced starship tactics. The most

ar program set, produced and distributed by a
ngi named Vope, allows students one-on-one
time with holographic equivalents of the
drant's finest nonaligned warriors. They learn to
a bat'leth alongside Klingon mercenary T'kar,
er the fine points of starship evasive maneu-
ile renegade Zakdorn Eerba Kavlastin stands
correct their errors, and practice bomb place-
% at the behest of a masked Bajoran known only
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as K. Vope's program is illegal in the Federation a
some other societies.

MeRceNARY TRAINING CAMPS AND SCHOOLS

Seasoned mercenaries distrust new applicants
whose training consists entirely of holosuite exercis-".
es. No computer program laden with fail-safe
mechanisms can teach the necessary instinctive rea
tions which mark the difference between life and
death in a combat situation. Serious prospective
mercenaries who can't train in real-life contexts w
legitimate organizations must tap into the system o
underground trainers which has sprung up to serve
their needs. 3

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

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

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

batants as tutors and in the purchase of the latest in



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

Tutelage at a mercenary camp costs anywhere
om ten bars to a brick of gold-pressed latinum,
depending on the reputation of the proprietor and
ange of facilities he offers. This price does not
de a trainee's supplies, equipment, upkeep

ts, and the like, which he must also pay for out

f his own pocket. It generally takes about six
months to turn a fit, eager applicant into a prepared,
ofessional soldier. Refresher courses, sought out by
(perienced mercenaries interested in brushing up
their techniques or acquainting themselves with
weapons, take one or two weeks and cost just
r or two of latinum.

ion, enter into indenture arrangements in order
ay off their debts. The applicant agrees to per-

operators sometimes sell these service contracts to
brokers or other third parties at a handsome profit.

ophyte can expect to face his most dangerous
issions during the terms of his indenture. About
é__r'ty percent of mercenaries who enter into these
igreements die still indebted to their tutors. These
tremely exploitative arrangements serve in fact as

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

‘-
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such as Andoria or Ferenginar. Th'eir_'\?vé
sparkling campuses proclaim the legitim

future employees. Students who maki
tions their gateway to the mercené'ry_'
lower tuition fees, but must sign longe
tracts. The average contract duration is t
On the other hand, they're less likely to
during their initial missions. Corporéi:te:‘_b
bers see a trained warrior as a valuable
resource in whom considerable compat
time has been invested, as opposed to
a long line of expendable rubes.

MERCENARY GROUPS

terterrorist units to government-sanctioned inse
teams, mercenaries of every stripe ply t
spacelanes and dusty starports on the fringes
Federation space. The following secti
structure, motivations, and support e
latter-day soldiers of fortune.

OWNERSHIP

ments: independent, corporate, or cooperativ

Approximately 65% of mercenaries serve
pendent units. A single, charismatic captai
and operates his own mercenary unit, usual
sisting of the crew of a single ship. He hire:
fires, decides which assignments to accept.
makes all policy aboard his own ship. He
owns the ship, although it may be
nacelles. L

30% of mercenaries find themselves
employ of corporations. These business ente
own and operate fleets of ships, paying
not only on ships and soldiers but on
offices staffed by legions of managers
trators. i
Cooperatives comprise the smallest ov
sector; only about 5% of mercenaries be
them. Cooperatives grant equal ownership
all crewmembers aboard a mercenary ve
decisions, large and small, are made by cor
democratic vote. While working for indeg
corporations, many mercenaries idea
of getting out and starting a cooperat
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ides. However, when actually given a shot
a ship, these same individuals generally
stant autocrats, preferring to bark orders
te erence from squabbling fellow soldiers.

st mercenary groups likewise fall into one of
structural categories: quasimilitary, commercial,
_'gang.'-_.__ :

Quasimilitary groups model themselves on one of
.__bon.a.ﬁ'd:.e; naval forces of the Alpha Quadrant.
ndirig_;o_t_‘l the values, backgrounds, and goals of
group-_._'.%h_ey may emulate Starfleet or the military
the Cardés_sian, Klingon, or Romulan empire. Their
s and ships may be different, but their oper-
al m&rﬁ_u_als borrow almost without modification
the chosen model. Incentives for good per-

ce include commendation, promotion, and
ation. Punishments include demotion, formal
and, and court-martial.

mercial groups style themselves as civilian
ses. Instead of a captain, a ship is command-
& manager. Reporting to him are an array of

: ent heads, each of whom oversees the
is of a pool of employees. Employees seek

PAERCENARIES 55

bonuses and promotions and fear pay cuts and pi
slips. While commercially structured groups are
almost always owned by corporations, only a min
ty of corporations use this structure. Most still pre:
the discipline and pomp of the quasimilitary model:

Mercenary groups structured as gangs operate in
the lawless, dog-eat-dog environment of organized'
crime. The captain, referred to by one of a number
of local criminal slang terms that mean the "Big .
Man," rules over an ever-shifting band of lieu-
tenants. The lieutenants fear the violence and powe
of the Big Man at the same time as they enforce
reign of terror on the gang members below him, .
Beatings solve minor discipline problems; death
awaits the truly disobedient. Despite the ruthlessn
of the environment, gang members identify strongl;
with one another, regarding loyalty to the group a
the highest (and only) virtue. Though engaged in_
continual power struggles with one another, they:-'
band together when outside forces threaten.

Some gang leaders exercise control over their sol
diers through sheer coercion. In order for this to
work over the long term, the leader must have
access to some extraordinary means of control o
his crew, such as the neural servos used by merce
nary captain Arctus Baran on his crew. The servos
delivered a powerful, painful shock when Baran acti
vated a remote device; his crewmembers followed
his orders in fear of being hurt.

The average mercenary company consists of a
dozen crewmembers. An unusually large mercenary:
group would be composed of 40-50 members. The:
biggest corporations employ thousands of soldiers
and boast double-digit fleet sizes, though none of
them flies ships as big as, say, a Starfleet Nebula-
class vessel.

A Day IN THe LiFe

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




sinesses to earn extra money during lean times.
as, the basic mercenary isn't the clearest dilithium
stal in the engine. He's most likely to spend his
it time in the seediest corner of whatever planet
r base he's stuck on, gambling, getting into fights,
illing brain cells, and seeking out fleeting compan-
ionship. :
. When a contract is signed and a mission flown,
\ercenaries glug down some raktajino, drag their
rcasses to the launch site, and report for duty.
‘While en route to the fight, they distract themselves
m the inevitability of conflict—clients rarely hire
nercenaries just to "look tough”—by applying vary-
ng degrees of enthusiasm to maintenance and other
itine duties. They gamble, engage in relaxation
cises, or simply shoot the breeze with comrades.
)n an ill-disciplined ship, prebattle tensions can in a
it second convert comradely banter into brawls
etween crewmates. These incidents range from
ood-natured dust-ups to murder attempts, again
epending on the standards of control exercised by
e ship's captain.
_ The trip to the fight always lasts much longer
han the fight itself. During a battle, the merce-
ary fights to accomplish the mission goals, but
empers this necessity with a higher priority: keep-
1g his own hide intact. A sensible mercenary
never fights to the death (at least, not his own
death). He cares about getting paid, not about the
nd results of any particular mission. And a merce-

 The above portrait reflects realities for most mer-
cenaries; the elite few who belong to respectable
utfits with solid morale enjoy lives of fulfillment
d leisure, interrupted by the occasional dangerous,
emotionally satisfying, mission.
On the other end of the spectrum one finds the
down-and-outers, manning rust-bucket ships,
ushed by debt, and passed over by clients. Failing
iercenary groups “drum up business,” a euphe-
ism for more sinister activity. A well known Ferengi
ddle puts it best:
Q: “What do you call an out-of-work merce-
ary?"

A: "A pirate."”

~ As far as species composition is concerned, mer-
cenary groups may be homogeneous or
heterogeneous. Homogeneous groups include mem-

bers of only one species or culture. Hetero.
groups welcome members of several-'_'spf:_
tures. (A mercenary would laugh at you
these sociological terms in his presenci

included representatives of various spe
Homogeneous groups tend to di'_sp

which may cost them clients or get the
than their share of barroom brawls. °
much harder to recruit, since the poo
applicants shrinks dramatically wh'_e'n__ni
other species are ruled out from the ju
drawback has crippled more than one s
sive mercenary company. Only member
cultures that regularly turn out significa
of aspiring mercenaries, like the Andori
Breen, can sustain homogeneous groups
long haul. On the other hand, most me
their crews as temporary association
most of them think they're only one n
from striking it rich.

exists—several, in fact—but they're |
the breach than in the observance,

The two best-known codes of beh.
Pra Thal Code and the ethical guidelin
Association of Professional Combaf___n"

THe PraA THAL Cobpe

The Pra Thal Code defines the rules by
Andorian mercenaries (and other Federatfe
operating as mercenaries under the ove
Andorian government) reconcile their pro
with Federation policy. Its major tenets-- r
lows:

= Clients may be drawn only from
nonaligned worlds which have al_r_
contact with the Federation.
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perational targets may not include citizens of
deration worlds, its allies, or prewarp civiliza-

IS may not include aggressors against other
ers.

=ver possible, the mercenary must use non-
means of defeating his enemies.

. enary must make reasonable efforts to
2 to the Prime Directive.

nents of the pra thal movement within the
point out that the last clause has a hole
2= enough to pilot a runabout through.
tes reply that pra thal operations are private
while Starfleet, as an official arm of the
may indeed be correct in bending over
o interpret the Prime Directive in the
possible fashion, private groups and indi-
2 Id be held to a more relaxed standard.
¥ other mercenary companies, especially
¢ current or former citizens of the
ofess to follow the Pra Thal Code.

-
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by mercenary operations registered in Andoria, bu
has neither the means nor inclination to pursue ou
siders who falsely claim to uphold it.

APC ETHicaL ProTocous

In addition to following their own code, pra thal
mercenaries also adhere to the ethical guidelines of
the Association of Professional Combatants, a trade
organization for mercenary companies. A consortiu
of corporate mercenary companies created the APC
about seven years ago as a means of distancing -
themselves from the more unsavory elements of the
profession. The APC guidelines protect clients from
exploitation and betrayal, serving as an effective sel
ing point for mercenary companies which adopt
The APC provides information on its members to
prospective clients, carrying out investigations whe
guideline violations are alleged. This practice gives
members who follow the guidelines a competitive
advantage against those who do not. Today many
independents who are not members of the APC
claim to abide by the guidelines; this is not to say
that all of them in fact do so when the chips are
down. 5

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

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

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

* All confidential information provided by the clien
must remain so in perpetuity.

* The mercenary will not commit war crimes on the
client’s behalf.

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

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



inesses to earn extra money during lean times.
las, the basic mercenary isn't the clearest dilithium
rystal in the engine. He's most likely to spend his
wait time in the seediest corner of whatever planet
or base he's stuck on, gambling, getting into fights,
killing brain cells, and seeking out fleeting compan-
fonship. £
When a contract is signed and a mission flown,
mercenaries glug down some raktajino, drag their
carcasses to the launch site, and report for duty.
While en route to the fight, they distract themselves
ym the inevitability of conflict—clients rarely hire
ercenaries just to "look tough"—by applying vary-
g degrees of enthusiasm to maintenance and other
utine duties. They gamble, engage in relaxation
rcises, or simply shoot the breeze with comrades.
n an ill-disciplined ship, prebattle tensions can in a
slit second convert comradely banter into brawls
between crewmates. These incidents range from
od-natured dust-ups to murder attempts, again
depending on the standards of control exercised by
he ship's captain.
 The trip to the fight always lasts much longer
than the fight itself. During a battle, the merce-
ary fights to accomplish the mission goals, but
tempers this necessity with a higher priority: keep-
1g his own hide intact. A sensible mercenary
never fights to the death (at least, not his own
death). He cares about getting paid, not about the
d results of any particular mission. And a merce-
yary can't get paid if his lifeless corpse is floating
around the vacuum of space in a dented, naval-
surplus coffin.
The above portrait reflects realities for most mer-
cenaries; the elite few who belong to respectable
outfits with solid morale enjoy lives of fulfillment
and leisure, interrupted by the occasional dangerous,
ret emotionally satisfying, mission.
On the other end of the spectrum one finds the
own-and-outers, manning rust-bucket ships,
ushed by debt, and passed over by clients. Failing
ercenary groups “drum up business,” a euphe-
ism for more sinister activity. A well known Ferengi
ddle puts it best:
Q: "What do you call an out-of-work merce-
vary?”

“A: “A pirate."

As far as species composition is concerned, mer-
cenary groups may be homogeneous or
eterogeneous. Homogeneous groups include mem-
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bers of only one species or culture. Heterc
groups welcome members of several spe
tures. (A mercenary would laugh at yo
these sociological terms in his presenc
his crew “pure” if he insisted on fightin
only his own compatriots, or a “mixed |
included representatives of various speci

Homogeneous groups tend to displa
morale and group cohesion than heteroy
ones; they identify with one another an
putes arising from clashes of culture. Howe:

than their share of barroom brawls. T
much harder to recruit, since the poel
applicants shrmks dramatically when

cultures that regularly turn out significar
of aspiring mercenaries, like the Andor;i
Breen, can sustain homogeneous groups
long haul. On the other hand, most mei
their crews as temporary associati
most of them think they're only one
from striking it rich. :

A CODE OF PROFESSIONAL 1SM

mixture of self-interest and nobility. Althoug
idea may intrigue holoprogrammers,'reéili_ﬁy
somewhat different story. A real mercenary
exists—several, in fact—but they're hono
the breach than in the observance.

The two best-known codes of beha
Pra Thal Code and the ethical guideli
Association of Professional Combata

THe Pra THAaL Cobpe

The Pra Thal Code defines the"rij_l'es___-h.'

with Federation policy. Its major tenets-
lows:

contact with the Federation.
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Op at _.ﬁ “targets may not include citizens of
- ion worlds, its allies, or prewarp civiliza-

y not include aggressors against other

r pOSSFbIe, the mercenary must use non-
ans of defeating his enemies.

i é.ry"must make reasonable efforts to
0 the Prime Directive.

of the pra thal movement within the
int out that the last clause has a hole
ough to pilot a runabout through.

ates reply that pra thal operations are private
ns; while Starfleet, as an official arm of the
on, may indeed be correct in bending over
rard to interpret the Prime Directive in the
iterﬂl..:'po_ssib!e fashion, private groups and indi-
als should be held to a more relaxed standard.
yme of f ier. mercenary companies, especially

run b urrent or former citizens of the

i ofess to follow the Pra Thal Code.
iminalizes offenses against the code

R FIVE: MERCENARIES

by mercenary operations registered in Andoria, bu
has neither the means nor inclination to pursue o
siders who falsely claim to uphold it.

APC ETHICcAL ProToCOLS

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

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

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

* All information provided by the client to the mer-
cenary company during an offer of employment
must be held confidential, even if that offer is no
accepted. The mercenary may not approach the
target of the requested operation in search of a
competing bid.

* All confidential information provided by the clien
must remain so in perpetuity.

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

* The mercenary company absolves the client of
legal and moral responsibility for any war crimes
committed by errant employees.

* Mercenaries will not commit crimes in jurisdiction
in which APC member companies are incorporat
ed. (Because Andorian companies belong to the
APC, this includes the entire Federation.)
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While most mercenary companies tell their clients
they abide strictly by the APC code, three out
four of them in fact follow the Golden Rule: “Do
nto to others, then put up your shields and go to
" Most switch their loyalties when faced with a
sufficiently juicy competing bid. A rule of thumb: If
want a mercenary to stop hunting you, pay him
twice what the original client offered. If you want
1im to turn around and go after the original client,
ake it quadruple the initial asking price.

- Mercenaries who pretend to possess functioning
onsciences generally try to justify such betrayals by
inting to supposedly poor treatment or bad faith
he part of the client. Mercenaries keep their ears
_ rked for slights that may come in handy if they

er need to create a rationalization for betrayal.

nts experienced in the hiring of mercenaries
uickly learn to treat these touchy contractors with
erbal kid gloves.

Seasoned clients understand that it's hard to do
anything about breach of contract when it occurs.
risdiction poses the first hurdle to any sort of legal
emedy against mercenaries: Corruption runs ram-
ant in the few governments which permit
nercenary activity. (Andoria operates a legitimate
ourt system, but pra thal companies are honest to
egin with.) If a client does somehow manage to
ecure a legal judgment against a mercenary crew,
aces problem number two: enforcement. Even
the most stubborn client soon realizes how difficult it
s to collect damages from a band of heavily armed,
ighly mobile, essentially lawless warriors. Clients
ertainly can't rely on Starfleet, or its counterparts
rom the various empires, to chase down defaulters
‘against civil court rulings. They can hire a second

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

ight decide to turn coat as well.

The only real protection afforded to a client arises
m the mercenary company's reputation. The inter-
llar grapevine of arms merchants, smugglers, and
oldiers of fortune gossips energetically about mer-
“tenary activities, and word of betrayal gets around.
e more colorful the treachery, the quicker the

tory travels. It only takes a couple of well known
trayals to earn a bad reputation. A mercenary
ompany known for burning its clients finds quality
ontracts hard to come by. A vicious spiral ensues:
he company must settle for ever less trustworthy
lients, each one of which it is increasingly likely to
ave to betray.
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Mercenary companies face a couple
when effectively blackballed for disloyal
clients. They can disband, or head off to
corners of space in search of clients
heard of them. Both choices pose dis
backs. Reputations cling not just to:
to individual mercenaries—captains e
the further into unexplored space a
travel in search of willing clients, the |
is to find itself out of its depth, far fr
lizations its members are familiar with
conflicts it understands how to expl
less frontier makes itself far less welco
hard-luck mercenary fighters than to
diplomats.

DoING THE JoB

mercenary Aria Thir, “Most mercena_;r"y' :
won and lost before a single shot is fi
negotiating table, when terms are set
tractor and contractee.”

EMPLOYERS

include governments, private |nd|V|duaI
ventures pohtical parties, insurgents reli

prove insufficient. Mercenary ships m

irregulars in the government's own fle
in small-scale, independent operati'b_n
not at war may hire mercenaries to p
ders or suppress piracy—although so )
would compare this latter choice to hl. 7 a
guard the henhouse ot

isn't always the case: Mercenaries may:
to find missing persons who disappea

hostages.



nts hire mercenaries to protect their goods
nel from the hostile actions of commercial
ites, and enemy regimes. Mercenary ships
convoy duty, guarding interstellar car-
ing unprotected trade routes. Some

irms specialize entirely in this sort of

issions: Their mercenaries may attack rival
‘or sabotage factories, warehouses, and

. .:.;*l|5_, These groups hire mercenaries to carry
“of terror or to fight the national govern-

.n_s'y:hﬁpathetic their employers may be.
a tiny minority of religious believers or
hers would ever dream of furthering their

inanced, the fanatical faithful may seek
to attack their real or imagined ene-
es sponsor violence not so much to
and fast objective as to make a point.
these missions may therefore be sym-
ature: Mercenaries may be asked to destroy
ii:b_raq'cy, or monument. Some fanatics fer-

naries into preexisting conflicts, equlp—
h the latest in high-tech killing gear.
promote their products by showing how
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much damage they can do in a genuine war, whe_-
handled by trained professionals. They may arran
the demonstration for the benefit of one of the si
in the conflict, or may be selling to a buyer com- .
pletely uninvolved in the skirmish at hand.
Mercenaries like these deals because they usually get
free training from the arms dealers, and often get to.
keep the demonstration models of the weapons
they've been hired to show off.

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

Lies EMPLOYERS TeLL

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

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

THE CONTRACT

Although each contract between a mercenary and
a client differs from all others, certain standard claus:
es and arrangements save time around the
negotiating table. The most common of these are a
follows.

RuULES OF ENGAGEMENT

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



ission. The rules of engagement must be clearly
aid out, so that at the end of the mission no dispute
emains as to whether the mercenaries have fulfilled
 victory conditions necessary to collect their fee.

“ontact Protocols: This subset of the rules of
engagement specifies exactly how, when, and

- where the mercenaries may contact the client.
They may be required, or forbidden to, contact
him during the actual operation.

igning Bonus: Specifies what portion, if any, of the
- fee is to be paid to the mercenary upon signing
of the contract. A standard signing bonus equals
5% of the final fee. It may or may not be refund-
‘able if the mission fails.

\dvance Structure: Specifies what portion, if any, of
‘the fee is to be paid to the mercenary before
undertaking the mission, and when that fee is to
be paid. Advances are highly negotiable but sel-
om exceed 50% of the base fee. They may or
‘may not be refundable if the mission fails. The
client’s insistence on refundability increases in
direct proportion to the size of the advance.

Full Med (Medical): The client agrees t

the provision of complete medical care
member of the mercenary team who
kind of injury or infection in direct purst
mission goals. The client is not req
the event that team members suffer
actions which do not arise from tt
engagement. For example, if the merc
attacked by pirates en route to their targs
clause kicks in. However, if merc-eh'.jér
pirates on the way to the target and chox
attack them in hopes of doing a little
the side, the client is not obligated tx

Half Med: As per the above, except tha
agrees to pay only 50% of medical

Material Provided: The client agrees t_dsupgl
mercenary company with weaponry
personal equipment needed for completion
mission. The contract generally stipulates t
exact gear to be provided. Related cla
which equipment, if any, the mercena
keep after the mission.

Material Liability: The mercenary comy
use its own equipment, but extrac
from the client that he will repair or
items lost or damaged during the co
mission. This clause generally places a spec
on reimbursement. S

Ship Provided: The client agrees to secure .
the use of the mercenaries on their miss
client in his right mind lets the mercen
the ship afterward. i

Ship Liability: The client agrees to pa
the mercenary company's ship, up
point. Clients are generally relucta
serious repairs, which can be very

Legal Liability: The client agrees to pay a
expenses incurred by the mercenaries
of their performance of the mission, p
they acted within the bounds of the rul
engagement. LR

Spoils: Specifies the split of any valuables loot
the mercenaries in the course of their m -
Sometimes the mercenaries get everyth
other cases they must split the pro
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‘the company in the event that they
enemy fire or face the direct threat

: |th rank, so that the captain earns a
gge hazard bonus than a junior officer.

nus".Specifies bonuses to be paid to merce-
injured or otherwise harmed in the course
" ission, broken down into category of

1d scaled to rank.

nus: Specifies bonuses to be paid to merce-

. ny.w'il.l be paid in full should the client
t' cancel the mission before its goals can

n’d.'over-to the client. The client invariably
he person or object delivered in good con-

or just those of a specified government or corpw '
ration.

Counterinsurgency: The mercenaries hunt down
apprehend or destroy guerrilla units fighting
overturn a political regime.

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

Guard: The mercenaries protect the safety of a pe
son, place, or thing. They may act as security
officers at an installation or bodyguards protec
ing an individual, or pilot armed vessels
protecting other ships in the course of a journey.

Insurgency: The mercenaries participate in a guerril
strike against a political regime, either on a one:
time or extended basis.

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

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

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

Training: Mercenaries train other soldiers under t
client's command.

Transfaort: In what is sometimes known as an
“armed taxi" mission, the mercenary ship tran:
ports a person or object to a specific destinati_ﬁn_
Clients do not hire mercenaries to perform this
duty unless they are worried that other armed
individuals might try to prevent the person or
object from reaching its destination. '



irfare: The mercenary ship takes part in a full-
scale military engagement against opposing
military units.

LOOD MONEY

Pay for mercenary services varies widely depend-
ing on the nature of the mission. Simple guard duty
5.a low-echelon security officer at a base or installa-
tion can net the mercenary as little as 50 latinum

ips per week. Training detail pays anywhere from 1
2 strips per week, depending on the mercenary's
vel of expertise.

For other missions, clients are likely to pay a lump
m to the company, which the captain or an
inistrative officer disburses to the various soldiers
nder his command. A simple convoy mission can

st a client 50 to 150 strips, or more, per merce-

y per week, depending on the size of the ship

1d crew deployed. Any mission in which the merce-
naries reliably expect to come under fire costs 10 to
20 bars per week if the forces they'll face are inferior
to their own, 20 to 30 if they'll face an equal threat,
30 to 100 bars against superior forces. The more
fficult the mission, the more leverage the merce-
naries enjoy in negotiating extra benefits as outlined
| the “Contract” section, above.

Certain variables can alter these fees considerably.
experienced mercenaries get jobs only by under-
dding more reliable competitors. Famous ones can
ymmand double these rates but price themselves
out of the market for routine duties. Supply of serv-
es affects demand. Some sectors of space veritably
crawl with out-of-work mercenaries, decreasing base

prices. Most of the frontiers of Federati
were glutted with mercenaries a few ye
demand also affects supply: During thi
War, many far-flung Federation colo
rely on an overtaxed Starfleet to act a
protectors, swallowed their misgiving
mercenaries to provide minimal defen
enemy attacks. Vicious warfare thinne
the quadrant's mercenaries, just as lth
Starfleet personnel rolls. Prices are or
upswing as good mercenaries beco_"hfl_ef hai

The final factor in determining price
ceived reliability of the client. Mercen
bigger risks when they work with unprove
and thus demand better contracts fror
client known to pay promptly and to
tiously the med clauses of his contrac
position to strike favorable bargains fo

As mentioned above, only foolish m
take everything their clients say at fac
mercenary worthy of the name careful

because the crew must accept inf-errhatl
the success or failure of the mission pur
the client says so. Depending on the
ifiable information and its centrality to
the say-so bonus can add anywhere -
200% to the base price of the contract.
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U nfortunately, not all societies enjoy the
crime-free environment of the Federation.
Criminals ranging from petty thieves to the
most VICIOUS muraérers piaguec iairy -

states. Inevitably the existence of a

substantial criminal population
leads to a list of "wanted"
criminals whom the authorities
have not yet captured, or
who have escaped from cus-
tody. A select group of
professionals, bounty

hunters, makes money by
pursuing wanted felons and
turning them in for offered
rewards.

- WANTeD DeAD

OR ALUIVE

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

They need a steady supply of criminals, first of all.
secondly, they require an equally significant number of
clients seeking the apprehension of said criminals. Thirdly,
those criminals must be sufficiently difficult to catch that
clients offer rewards for their capture.

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

impunity for wrongdoers.

BECOMING A BOUNTY HUNTER

Few children grow up wanting to be bounty hunters. Most
kids with cops and robbers dreams fantasize about becoming offi-
cers of their cultures' legitimate law enforcement or security




organizations. As these prospective constables and out the ranks of the quadrants’ bount’y._
curity officers grow up, the majority of them learn tingent.
hat the real point of police work is to protect people
ind uphold the rule of law. The wise-cracking,
hority-bucking maverick officer of popular
olonovels isn't actually welcome in a well run force.

The officer who talks back to the head of his squad, more than present a basic overview
or gets caught bending the rules in the furtherance its tricks. Seasoned professmnals laug
of his own brand of justice, quickly finds himself
“ashiered.
“Bounty hunting provides an ideal calling for those
_paradoxical individuals who believe in the law only if
tﬁt—.‘y get to make it or mold it themselves. Despite
heir belief in justice and morality, they themselves
feel a speck of attraction to the outlaw’s life. They T
an't help but sympathize a tiny bit with the restless- young up-and-comers into the famous
ness and contempt for authority which drives the hunters of tomorrow. :
iminal mind. This sympathy helps lead them to _
eir prey and is what makes them better at finding THE BOUNTY HUNTER'S JO
crooks than some of their more righteous colleagues
n the official side of the fence. To perform his job well and profita
- Most bounty hunters get into the trade as a sec- hunter must be aware of his role in th
d career, transferring skills gained in other eties he operates in and understand t ;
srofessions to the apprehension of fugitives. The authority. He needs to know how to dea W
ority once served as legitimate law enforcement and other reward-givers, and must choo
icers. Others claim ex-military credentials, often as of assignment he’s willing to undertake
ecurity or intelligence officers. Mercenaries and The bounty hunter's role in society and
rates sometimes try their hand at bounty hunting system varies from one civilization to the:
when pickings are slim in their own fields, or when Support for bounty hunting ranges fro
opportunity knocks in the form of information on a to grudging. No major jurisdiction outl:
arby fugitive with a particularly seductive price on fession altogether, but most regulate
is head. A small cadre of reformed criminals rounds degree or another.
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Bajcrans provide an example of the attitude
nonallgned worlds to the bounty

to rely on bounty hunters for the
- of criminals who have fled Bajoran
on. Bajor can't afford to equip and finance
ive-apprehension force of its own. By offer-

cases. .
nty hunters seeking suspects facing charges

erating on Bajor. They need a license

'fi;igitive hunters on Bajoran soil and

a form indicating an intent to pur-

_ ct in question. If their documentation

 order, they wield the same authority as law
eement officers. A suspect who chooses to flee

3 justice forfeits many basic rights; bounty

Piers and-'_'_fs-ecurity officers alike may forcibly break

p any dwelling where they credibly believe the

et may be hiding. However, if a bounty hunter

kenly enters the wrong home or arrests the

g person, he may be liable to that person for

n the people by using the brutal
sian jus_t-'-f'_jtié system to bring a reassuring sense
us power to the masses. Any fugitive from
poses a threat to the leadership’s image of
and control. Justice officials thereby find it
o extract large reward funds from the treasury,
g C&rdassra the quadrant’s most avid consumer
unty -hunting services.
more enlightened regimes assume power,

e take solace in things other than the fre-
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quency of public executions, and thus the deman__&
for fugitive apprehension decreases. The acts of p
ticularly notorious criminals, however, require actic
from even the most liberal administrations. :

The Cardassian love for swift and unforgiving j
tice makes heroes of its most successful bounty
hunters. However, because of their oft-brutal meth
ods, Cardassian bounty hunters face prejudice
outside their own territory, despite their collectiv
record of success and any efforts individuals may
make to distance themselves from the paolicies of
their government or wanton acts of their brother
bounty hunters. _

As clients, Cardassians aren’t picky; anyone who
bring in a wanted criminal has done them a favo
worthy of cheerful repayment. Non-Cardassian
bounty hunters working for the Cardassians outsid
the Union avoid naming their clients. No matter
what he might have done, a shackled fugitive be
taken back to face Cardassia's stacked court system
elicits considerable sympathy in most sectors of the -
Alpha Quadrant.

Outside bounty hunters pursuing suspects want-
ed by the Cardassian authorities face certain :
limitations on Cardassian soil. Cardassian security
forces bitterly resent any intrusion onto their turf by
private individuals, no matter how celebrated their
exploits as bounty hunters. Foreign bounty hunter:
may operate only in space or on regions of :
Cardassian planets designated as underpoliced by
the central authorities. In these areas, however, a
properly licensed bounty hunter may legally do just
about anything to his quarry and those abetting his
escape. However, Cardassian courts, ever anxious fo
a show trial, pay more for live prisoners than for
corpses.

THe FEDERATION

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



ounty hunters operating on behalf of other
wernments receive no more leeway. They have as
uch right to travel in Federation space as any for-
2n citizen, but may not apprehend suspects, even
their clients have signed extradition agreements
with the Federation. Again, procedure calls for
ederation authorities to make the arrest, conduct
the extradition hearing, and only then—assuming
€ judge rules against the prisoner—transport the
uspect back to the client homeworld for trial

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

Most Ferengi would sooner hire a bounty hunter
n be one. Certain Ferengi companies prosper as
tiddlemen in the justice industry, connecting bounty
unters to clients, offering information services to
p hunters track their prey, and even operating pri-
atized prison facilities for worlds too resource-poor
run their own high-security penal colonies.
Liquidators, employed to enforce the laws of the
engi Commerce Authority, hire bounty hunters if
the price is right, but are notoriously hard bargain-
rs. They may use bounty hunters to fill out their
n teams with menacing combatants or leave the
pprehension of a fugitive entirely in the hands of
a foreign team. Some liquidators go private-sector
and become bounty hunters themselves, counting
on their former colleagues for preferential con-
acts.
Bounty hunters wishing to pursue suspects,
rengi or otherwise, in Ferengi territory may file a
quest with the Office of Fugitive Affairs, a wholly
ned subsidiary of the Ferengi Commerce
hority. The hunter chooses which civil rights he
uld like to be able to suspend in the course of his
suit of the target and submits a bid to OFA offi-
als. The hunter must meet a minimum bid, which

-violate. The right to perform summary executions
sts much more than a modification to banking
secrecy laws, for example.

The bounty hunter then faces a ten-day moratori-
um during which he can't pursue the suspect even if
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he accidentally bumps into him at the tongo t
During this time, the OFA advertises the

the suspect. The target may then contact the O
with a counteroffer. Depending on the size.

lesser rights, or permitted to pay the "f_uil__am L
exchange for the termination of all requ
The suspect is forbidden to leave the
the moratorium period, but, if unwillin
lodge a competing bid, can otherwise us
days to hide as best he can from his pt
OFA does not discriminate between Fe
non-Ferengi citizens—just between ric
poor ones. ;

KunGoN

Klingons have little use for bounty hu
a Klingon commits a shameful, criminal ac
members of his house track him down and
to prevent the stain of his dishonor fr
nating the whole house. (Depending
the stain may be too great to remo
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use is still obligated to deal with the law-
the members of a house need assistance,
not from paid help but from loyal friends

irsuing a family wrongdoer, or a
1sulted them or their house, in Klingon
-}f'_ho special legal privileges, except that
wed to kill him when they catch him.

- with impunity just because they think
y hides within, but if they explain the situ-

encuuntermg a family on a blood hunt
self standing in their boots.

crime of no consequence, the hunters
er legal recourse while the suspect
ingon soil. The Empire typically does

ve punishment; less scrupulous ones

enders with the biggest rewards on

_iole t feudal culture barely recognizes the
ot of crfmmallty-—many become bounty

- sestigators. They perform impressively,
ne, pecialists in rough tactics on a mixed
¥
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EMPLOYERS

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

RomuLan

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

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

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

GOVERNMENTS

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

Bajoran MINISTRY OF JusTice

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



ials might approach a team with esoteric expert-
uitable for a particular, unusual mission. For
ample, a group with a record of success in the
mma Quadrant might be engaged to search for a
sitive known to have fled there.

~ Many nonaligned powers that use bounty hunters
ecause they lack the resources td chase their own
fqgitives follow a similar pattern when they dole out

CARDASSIAN MINISTRY OF JUSTICE

Cardassian Justice Ministry officials regularly
ounce rewards for fugitives but directly hire
ounty hunters to pursue them only when the fugi-
e's crimes resound with political or strategic
gnificance. The Ministry of Justice doesn’t care

o brings in a much-wanted fugitive, as long as
meone does so. It will happily pay the full reward
a team other than the one it hired, if need be.

EDERATION STARFLEET INTELLIGENCE

Officially, Starfleet Intelligence does not hire
bounty hunters. Unofficially, it might arrange for a
ce to be placed on the head of an enemy particu-
y dangerous to Federation security. It would hire
ounty hunters only through agents or go-betweens,
that the arrangement appeared to be a private

erReENGI COMMERCE AUTHORITY, DEPARTMENT
LiauipaTioN

While some FCA liquidators grind their teeth in
elighted anticipation of an opportunity to hunt

wn and sadistically punish violators of Ferengi
ommercial law, others profit by subcontracting their
uties out to third parties. The Chief Financial

ve, then assigns the case to a particular liquidator.
hat liquidator may in turn hire bounty hunters to
pture the errant Ferengi and deliver him to a pre-

fference between the budget and the amount dis-
ursed to the bounty hunters. He does so with full

‘RomuLan TAL SHIAR

Although the Star Empire forbids bounty hunting,
omulans may covertly hire bounty hunters to
arass enemies from other societies. This trick, a
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favorite of the Tal Shiar, involves the ¢r
sified records implicating the target in :
committed in a third party's jurisdictio
operatives have used it on more tha
against troublesome Starfleet personr
non-Romulan agents to approach bou
that their involvement in the subterfuge
unprovable. Bounty hunters, now ws
duped in this way, have forced Tal Shia
adopt ever more sophisticated decepti
them,

OTHER EMPLOYERS

Private individuals or organization
to time offer rewards for the capture of f
use their own resources to increase an
offered reward. If they must call on bo
frequently, they might keep espegi_afly'.-_
hunters on retainer, giving the hunters
tive to pursue a given target. !

Groups and individuals involve therm
bounty hunters when they have a speci
fugitive's apprehension. They may do
objects or information in the fugitive
out of revenge, or in an effort to de
of the same sort. A commercial vent
ante against an embezzler or betraye
secrets. Political parties may post rewa
tives whose capture and testimony at tria
torpedo the popularity of rival groups. Re gi
philosophical organizations might p'a'_" 0.av
crimes against their believers, churche:
relics.

Many bounty hunters never meet
until they have a prisoner ready to
inum. They merely scan the latest u
Database of Fugitives and Bounties
gle most essential information resol
targets. It serves as a compendium o
all fugitives known wanted by gover
individuals throughout the Alpha Quad
entries contain full briefings on targéfs"
only of the information supplied by th
also of additional research perform.éﬂ"b"
crack team of crime journalists. (Had
Ferengi resident of the Gorn-Federation coll
Cestus Ill, publishes an entire range of
specialty databases.) Hado's entries
bounty hunter where to drop off the
the time comes.

RAIDERS, RENE



This open system serves the interests of clients

fiing to see a certain amount of attention focused

their fugitives and the crimes they commit.
petition for lucrative rewards increases the

ances of a quick catch, as more than one bounty-

nting team scours the quadrant for information on
target’s whereabouts.

Some reward posters don't want to see groups of

An sd’th--'céses, an employer contacts a bounty-
! ﬁng'fifi'n ei'ther directly (where such

. the bounty -hunting firm typicaHy expects to
its expenSES usuaily in the 10-15 Iatmum bars

OnNe SHoT, ONe KiuL

however, the employer may pass them over when
the next lucrative contract comes around. Only firm
with impressive results records get hired directly o
regular basis. Even in a direct hire, the real mone
paid upon the capture of the fugitive.

Employers base the size of rewards on the follow«
ing factors: :

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

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

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

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

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

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



rdassian-Romulan alliance against the Dominion.

‘purification squad” dispatched to kill him by his
litical rival, General Nassuc.

\SSASSINS DEFINED ;

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

‘The following categories describe most types of
§5assin:

AMATEUR

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

~REELANCER

Freelancers make a living as professional killers,
serving a range of clients throughout the course of
heir careers. Usually highly trained, they kill for the
money and take pride in their work. Like mercenar-
des, they may or may not follow a strict code of
hics which protects their clients from being outbid

r their services. Flaxian assassins are classic free-
cers.

TSY

The patsy is an individual manipulated by others
nto committing an assassination—or merely kept on
hand so that the authorities can blame him for an
ssassination committed by another. The patsy may
loyal to an organization which considers him
2xpendable, or may cooperate with his manipulators
'_gr motives entirely unrelated to theirs (but which
sually involve deception by said manipulators).

he despotic Regent of Palamar died at the hands of
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SPECIALIST

A specialist trains to kill for an organization tc
whom he is bound in a relationship of mutual |
ty. He serves his superiors, and his superiors train
house, feed, and protect him. Specialists enji
privileges in their organizations, because their s
and training represents a resource not easil
replaced.

BECOMING AN ASSASSIN

The motivations which lead an indivi
become an assassin vary widely, both
culture and from one individual to the

Some societies respect and honor |



ent lives. While no Flaxian wants to be mur-
death of another arouses less sympathy

n than it would in most other societies.

n one sociologist has described this

as an elaborate psychosocial mechanism

e Flaxians to justify their murderous

‘respect grace under pressure and steely
nalism, and take pride in the fear that
sassins strike into the hearts of alien species
out the galaxy. Many Flaxians want to earn
ect which comes with being a successful

, although only a few aspirants turn out to
gh‘t mix of qualities to achieve that sta-
an society tends toward anarchism in
.and thus Flaxians view assassination
pursuit, not a tool of government
_-bugh, their government forbids itself

he :'giu_ltures view assassination as admirable

it serves important societal objectives.

' and Romulans, for example, share a

» primacy of the state over the individual.

gs that maintain the prerogatives and

er of the state as not only justifiable, but neces-

“Members of official assassin units embody the

some power of the state, arousing both fear and

sct. Although state-sponsored assassins must

cally conceal their identities, they enjoy their sta-

. and relish the thought that their acts protect and

ntain the all-important state.

ome civilizations accept assassination as a nec-

ry evil under dire circumstances. For example,

: '"s_i'stahce fighters employed assassinations

ardassians they identified as oppressors.

Bajoran policy states that the government

- out assassinations only in extreme circum-

'B_aj_oran government does not maintain

on squad, but could doubtless find a

otentially effective assassins in the ranks

ecurity forces if the need once more arose.
ngons Sco’rn cowardice and stealth; to kill by

k attack represents the height of dishonor. If a

nts someone dead, he challenges his tar-

(thus, Klingons rarely make successful

ins). As always, though, Klingon culture turns

ore than its share of rogues and renegades,

pecially calm and cold-blooded Klingons might

Likewise, Federation citizens abhor assassinat
no matter what the killer's motives. Only misfits _a::
oddballs grow up on Federation worlds dreaming .
becoming assassins. :

TRAINING METHODS

Despite the words of the infamous Flaxian assas-
sin Detora Danan, who said, “Killing is like fine ar
it can be learned but not taught,” numerous way
exist to mold inexperienced aspirants into efficient
killing instruments. 5

Assassin training varies little from instructor to
instructor. No matter who's doing the teaching, th
core skills of the trade remain the same: disguise,
infiltration, weaponry, unarmed lethal combat, int
ligence gathering, bribery, camouflage, and escap
techniques. ;

APPRENTICESHIP

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

ScHools

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



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

oLoGicaL GROUPS

- Groups of like-minded fanatics sometimes train
wpromising individuals to kill in the furtherance of
their agendas. While some groups may operate legit-
ately in societies that encourage or tolerate violent
alotry, most exist underground, conducting their
raining beneath the guise of some more benign

vity. The quality of training reflects this clandes-
ne existence: Underground cells typically must
make do with old and inferior equipment. What they
ck in state-of-the art gear and training, killers ema-
ng from these groups make up for in sheer
determination and unshakable faith in the righteous-
ss of their cause.

ecause many fanatics seek out martyrdom, ideo-
ical cells turn out a large number of amateurs
rained only for the completion of a specific mission.
"hese plans treat the successful escape of the assas-
in as an afterthought, if they address it at all.
Rumors of an extremist sect dedicated to bringing
ibout a return to the old caste system, by violent
means if necessary, persist in Bajoran religious circles.
is group exists, it's no doubt busy training assas-
ins at this very moment.

Sr1aTe AGENCIES

In societies which use government-sponsored
1ssassination as a policy tool, the state trains killers
rough its military and security apparatus. As mili-
ary and intelligence recruits go through basic
raining, recruiters from assassination squads keep an
eye out for promising students. They look for self-
trol, self-reliance, concentration, patience, and a
ack of empathy for others. The good state assassin
xists as a paradoxical creature: able to work on his
wn, but at the same time unquestioningly sub-
rvient to the demands of superiors. Recruiters
variably reject applicants openly professing a desire
r the job, considering them sadists or adolescent
antasists. The ideal candidate derives his satisfaction
t from the act of killing itself, but from the neces-
ry service he performs for the state.

HE METHODOLOGY OF DEATH

‘While assassins may differ widely in their motiva-
ions and cultural attitudes, they share the same
yasic methods. Standard relationships between free-

lancers and their employers likewise rem
tent throughout the quadrant. .

Many assassins, following the doctri
by the pioneering educators of the fir
assassination colleges, break down: thei
into four phases: target research, on-si
tion, execution, and departure. Oth
casually: They learn of a target, head f
whereabouts, and improvise, usually atta
soon as they can and then clearing o
get caught far more often than their pla
ented counterparts. :

TaraeT ReESEARCH

In the oft-quoted words of Detora Da
is no weapon deadlier than effective:

During the target research phase, th
gathers and studies information on the
learns how well protected the target i
what places he typically frequents, and
defined his routine is. The assassin researche
target's associates and companions, no
any capabilities they might have w
fere with the completion of the assignr
assassin acquires maps and holographi
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s usual haunts, scouring them for the best
ints, hiding places, and routes of escape.

ely sites of attack. He attempts to acquire
ccess codes or other means of defeating

ach one until he can choose the scenario

{8 sm_'luiatlons that enable him to rehearse the
intil he has perfectly honed his timing and
himself for surprise occurrences. He then

1y weaponry or other equipment he may

sin readles himself for the big moment. He typi-
Y estabhshes a false identity (if he has not already
e so) then secures a physical space where he

uring ha‘c the facts he’s relied upon to create his

remain valid. He places the target and his asso-

tes under surveillance. If possible, he tests the

by which he plans to deactivate any security

tems. If"_his plan relies upon confederates, the

sin prepares those accomplices to do their jobs.

s might entail anything from pep talks to inten-

e training in required skills. If the plan calls for

dupes or patsies, the assassin finds likely candi-

and slowly insinuates himself into their lives,
that they'll perform as needed when the time

pime Most plans require the assassin to stash gear

¥arious convenient hiding places; he does this as

8 in the process as possible, to lessen the chances

meone will accidentally stumble across his

e of crucial materiel.

ing the prep phase, the assassin must always

€ two competing risks: The more preparation

, the greater his chance of attracting

vanted attention—but if he doesn't do enough

tion, he's leaving himself open to unwelcome

tle!ed that his plan will work, the assassin
until the arrival of the ideal moment to spring
- If his scouting reveals flaws in the plan, the
in eliminates them, changing either the situa-
his scheme.

FTER Six: BOUNTY HUNTERS AND ASSASSING

EXECUTION

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

Poisons

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

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

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

The 24th century offers the assassin a copious
array of exotic poisons. Biogenic substances are ris
to handle, but kill quickly, lack antidotes, and insti

terror in survivors. They are favored by ideological
assassins, who seek not only to kill certain victims
but to frighten anyone else who opposes them.

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



a family, or all members of a single species
xposed to the substance.

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

LOSIVES

Explosives represent another long-distance killing
ethod. An assassin who places a bomb in a place
frequented by the victim can set it to detonate and
sappear before the blast goes off. Problems include
erification and collateral damage.
To be sure that his bomb claims the desired vic-
tim, the killer must remain within visual range and
igger the detonator at the right moment. He can
end his visual range with surveillance equipment,
ut transmissions from the bug or camera to the
ssassin’s hiding place add the risk of signal intercep-
on to his list of worries.
24th-century explosives can be extraordinarily
structive: an error of a few microns when measur-
ing the active ingredient during bomb construction
can result in a device which might destroy an entire
ship or starbase. Some clients don't care about col-
lateral victims—if they're waging a terror campaign,
they may actively encourage mass murder—but
most of them want to avoid complicity in a mas-
sacre. The assassin must rule out explosives in
ations which demand subtlety.
When terror is the aim, certain exotic explosives
prove their usefulness. Shrapnel bombs injure large
numbers of bystanders as they kill the actual target.
cendiary bombs cause severe burns; if a crowd is
ffected, medical and emergency services personnel
ill be overwhelmed by the number of victims. The
ttendant confusion gives the assassin perfect cover
der which to make his escape.
Radiation bombs, which do little damage to inani-
te objects but cause all organic lifeforms in the
last radius to sicken and die, leave an empty instal-
lation open for looting or occupation when the
iation dissipates. Insurgents and pirates use this
‘weapon more often than assassins, but especially
thless killers may on occasion want their acts to
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look like they were committed by terrori
dits. Rogues normally employ such tacti
the Federation core, where 24th-centu
can quickly treat radiation poisoning.

DirecT ATTACK

Some assassins prefer the direct ap
direct attack, whether made with a 'be
a blade, or even while unarmed, poses n
verification problems of long-distance mef
killer squeezes the trigger, stabs his vu:t"
his neck and completes the job. Direct
the risks of exposing themselves to co
identification, and/or capture, although t
best to minimize such dangers by atta
surprise, hitting the target on the firs
ing a ready means of escape. In the'ca
attack, they may have patsies in placé-
investigators off their own trails.

SABOTAGE

Many clients want the killings they ord
like accidents. They stand to gain from
deaths and would face immediate susp
wake of an obvious murder. Sabotag
key to disguising a murder as death |
ture. Assassins who kill through sabotag
extensive knowledge of engineering ant
ized control systems. They know how to
everything from vehicles to airlocks in orde
voke lethal, finely timed system failures
The saboteur needs to know not only 'h'_
such failures, but how to eliminate any: trac
tampering, so that investigators rule th.a h
were indeed accidental. '

Psionics

Assassins born with psionic attack
such as the Letheans, enjoy a speci
Their weapons are their minds, so t
where fully armed and are ready to
moment. Societies unfamiliar with psm

preservation instincts; in such cases t
assassin influences the victim into dr



esn't take psionic powers to disguise a mur-
ide. As part of his preparations for an

n of this type, the assassin manufactures

he victim's motives for suicide. He com-
lling by a means the victim would credibly
s disposal. He may use a beam weapon or
.dru_g lethal in large quantities; he might

e victim or push him from a height. Then he
he crime scene to conform to the suicide sce-
is'modus operandi appeals both to

rs who'd be logical suspects in a murder
tion and to ideological conspirators wishing
ralize a group by making an influential

an a_l_rt"férh, prefer to use the most exotic possible
ethods of killing in order to build up their reputa-

postire 1o he staggering variety of alien parasntes
4 deadly spatial anomalies found in the frontier's

b‘PARfURE

Zeaiaus authorltles and bystanders can mar even

ready o depart at a moment's notice.
- The relatwe dtf'flcutty of escape plays a big role in
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cers are unlikely to care about a killing or can be
bribed into indifference, the killer may not need to
leave at all. He can linger to buy a round for the
house in the nearest dive and raise a glass in toast
his victim. He should, however, take care that his
victim has no heavily armed friends to avenge hIS
death. ;

EMPLOYERS

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

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

Common users of freelance assassination servic
include governments, private individuals, corpora
tions, and criminals.

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

The motivations of private individuals vary widely
They ‘may seek revenge for real or perceived past_:-'
wrongdoing on the part of the target. They may :
wish to remove obstacles to their professional
progress. Clients may fear for their safety and want.
those who threaten it rubbed out. Grudges and
feuds within families and social groups inspire many
murder contracts. The time-honored motive of mur=




t for inheritance remains popular in many 24th-
tury societies.
Commercial enterprises order murders to elimi-
e opposition to their policy goals. Discovery of a
urder contract can be even more damaging to a
orporation than to a government; many people
who accept that the state has a limited right to kill
da not extend the same right to private companies.
r"f;art businessmen hire only the most discreet assas-
ins, those who specialize in faked suicides and
accidents and whose professional lack of willingness
to expose their employers is well known..

Criminal organizations routinely murd
ants, possible informants, witnesses, and
Their members also engage in intermi
against one another, bumping each o
order to rise in the hierarchy. Groups
Syndicate take out more contracts in
year than all the other types of clien
long as such organizations remain in b
assassins of the Alpha Quadrant can co
tinued demand for their services.
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ractitioners of piracy, robbery, assassina-
tion, and similar "trades”, like members of
every other skilled profession, use special-
ized equipment to make their work
easier. Having the right piece of
gear for the job at hand can
mean the difference between
success and failure—or, on the
seamy side of society,
between life and death.
Sometimes rogues, like car-
penters, perform only as
well as their tools.
Rogues' equipment
ranges from ordinary items
used in creative or illegal
ways (such as using standard
ropes and climbing gear to rob
an office in a tall building) to bla-
tantly illegal equipment designed
specifically for illegal purposes (such
as the Varon-T disruptor or magnetic seal
bypassers). This chapter of Raiders, Renegades,
and Rogues describes many different items of equipment
which fall into the latter category.

ILLegaL ltems

Each item's description includes a discussion of its legal-
ity in the major galactopolitical societies, such as the
Federation, Klingon Empire, and Cardassian Union. While
some pieces of equipment favored by rogues have legiti-
mate uses, most of the ones detailed here remain illegal in
some or all societies.

Having contraband equipment in the series presents many
episode possibilities for enterprising Narrators. In a rogues'
campaign (see Chapter Twelve, page 119), characters will
have to obtain such items. That may involve making purchases
on the black market, commissioning an underworld armorer to
construct the item from scratch, stealing it from another rogue
(or the military, an espionage agency, or similar group), or
building it themselves (assuming they have the requisite skills
and equipment). This may require them to steal the money or
equipment needed to get what they're ultimately after, kidnap a
noted scientist who has the skills to build the weapon they need,
and so forth. Just trying to acquire a single piece of gear to pull a
major job may provide material for two or three episodes!



‘Of course, possessing an illegal item doesn't

1ean a character gets to keep it. If it's valuable or
e, maybe other rogues will try to steal it from

. If he stole it from someone, that person may
yme looking for it—with a few Nausicaan thugs in
ow to “teach the character a lesson." If he's caught
y the authorities, they'll confiscate the item (in fact,
ju$'t possessing it may constitute a major criminal
ffense). Or he may have to leave it behind when
e’s surprised in the middle of some criminal caper.
ettmg the object back could fuel an episode or two

If the device is a one-of-a-kind gadget or a highly
dvanced piece of equipment, it may have a tenden-
to break or malfunction. Not only can this give
e to additional episodes (the character has to have
1e device repaired somehow), but it can add a spe-
ial element of tension—or humor—when it happens

RATE DISRUPTOR

"Pirate disruptor” is a slang term referring to the
cobbled-together weapons used by many raiders,
specially out on the fringes where more technologi-
ally advanced weapons, and the parts to repair
em, may not always be available. Thus, pirate
rews work with what's available, jury-rigging parts
from Klingon disruptors, Federation phasers,
omulan disruptors, and other weapons to create

functioning, if ineffi-
cient and
odd-looking, energy
pistols. Pirate disruptors
tend to be larger than stan-
dard disruptors, but also more
powerful—piracy is not, after all, a pro-
fession that relies on subtlety.

Pirate disruptors can fire in continuous
mode, but not pulse-fire or wide-beam:

Legality: Much like the “zip guns” of 20:
ry Earth, pirate disruptors are outlawed in
jurisdictions since the presumption is that an
who would carry a homemade gun h
cious and/or criminal reason for doing
clever space corsairs have built pirate.
which they can break down into several se
innocent objects in just a few seconds tim

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

RomuLan Sniper DISRUPTOR

among
assassins.
Unlike most energy
weapons, which are ;
effective only over a relatively short = =
range, this weapon uses special magnetic
focusing lenses to compact its plasma b‘e__ﬁm-'--

(if a character rolls a Dramatic Failur
Weapons test when firing an RSD in
mode, the weapon explodes, with thi
effects for such an explosion)}.

PiraTtE DisrUuPTOR DAMAGE

Setting Damage Charge
S5tun (3 + 2d6] 3
Heavy Thermal 14 + 4db [ B
Light Disrupt 25 + bdb 45
Heawvy Disrupt 170 + 14dB 150

Notes

S5tun a human for 5 minutes, ar a K!Ingnn
minute or two

Cut a1 m haole in 12 cm of steel or rl:lfik ire:
onds: cut a 1 m hole in a durariurm. buﬁ{h
B minutes

Vaporize almost anuthing

Explode 600 cubic meters of rock Ir'|t€J
rubble
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t rumors among the underworld say that
is trying to develop a way to jacket the
eam in an annular confinement beam
apon even greater range. If so, this
cement has not yet appeared on the

/ning this weapon, a military-grade
egitimate civilian purpose, is illegal in

N!PEE RiFLe (RSD)

thce most snipers prefer a “one shot, one
methnd of attack, they typically tune the
5 a high setting (4-6).

et and can now be found throughout the
} Beta Quadrants Fearsome rifles employ-

Killed by a scorcher blast nevertheless
I, debilitating wounds that leave horrid,

-use_._.st-andard, continuous, and wide-
Compared to most energy rifles they
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Light (9 + 4d6 damage; 10 charges); Medium (
+ 6d6 damage; 20 charges); Heavy (27 + 10d6
damage; 40 charges).

SiLeeve DISRUPTOR

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

Legality: Because of their concealability and
potentially lethal capabilities, sleeve disruptors are
illegal in the Federation, the Cardassian Union, and
the Romulan Star Empire. Although legal to carry i
the Klingon Empire, Klingons regard the sleeve dis-
ruptor as a coward's weapon.

SiLeeve DISRUPTOR

Settings: 1-2

Range: 5/10/20/30

Size: 8 cm long, .15 | in volume

Mass: .1 kg

Energy: 50 charges

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

STUNNER

Although it's possible to set most phaser and dis
ruptor weapons to “stun” a target, it's also possiblg
to cause injury accidental
with such weapons—by
missetting the device or
shooting someone at too clos
range, for example. Also, they're no
always dependable; some species, such
as Klingons, have a much greater resis
ance to such attacks than others.

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



nner. A stunner affects the neurophysical processes
wiof most humanoids, instantly rendering them uncon-

Legality: Stunners are legal in the Federation and
Romulan Star Empire if the owner has a license for
: weapon. They are legal without a license in the

ange: 5/15/30/80

nergy: 50 charges

amage: The stunner has only one setting, which
‘does 8 + 3d6 Stun damage and costs 5 charges
of energy. If the shooter wishes to conserve the
pistol's energy, he can reduce the charge cost by
up to 3 (to a minimum of 2), but each -1 charge
reduces the damage done by that shot by 1.

/ARON-T DISRUPTOR

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

- Despite its small size and light weight, the Varon-
packs a fearsome punch. Its beam disrupts the

dy from the inside out, causing a slow, agonizing-
y painful death (“slow" in this sense becomes a
elative term—death occurs mere seconds after the
last, but that's “slow” compared to the instanta-
ous death caused by the blast from a phaser or
gular disruptor). The weapon has no settings; it's
fended solely to kill, never to stun. Using a Varon-
sends a message to the shooter's other
emies—keep away, or you'll die writhing on the
loor in agony, too.

_Fortunately, Varon-T disruptors are extraordinarily
re. Sholest Varon only made five of them before
death, and never recorded any plans for the gun.
Of these five, four were owned by a Zibalian trader
nd collector named Kivas Fajo as of 2366, when he
was arrested for various crimes and turned over to
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Federation authorities. The four weapon
fiscated, but several months later an unkno
person or persons broke into the storage lo
where they were kept and stole them.
they have presumably fetched a king"
the black market, though no security f
received word of them. The whereabo
weapon have never been determined.

Legality: Ownership of this weapon
the Federation; anyone found in possessi
can receive a substantial prison sentence.

policy on them remains unknown.

VARON-T DISRUPTOR

Settings: None

Range: 5/15/30/75

Size: 15 cm long, .4 | in volume
Mass: .3 kg G
Energy: 10 chai
Damage: 24

PoIsONS

Sometimes guns and explosives just.
enough. Many assassins prefer quieter, si
ods for dispatching their victims. Poison pr
ideal solution. Poisons can do anything from kil
victim to make him violently ill just long enougt
a thief to get into a secured area while the v
can't see or stop him. If the poisoner can
enough to the victim to take a reading on him with
a tricorder or similar device, he can precisely ma
toxin's effects to the victim's metabolism,
ing that the victim remains unconscious «
long as the poisoner requires. W

The Icon System describes poisons
characteristics: Type, Onset Time, Effe
Compatibility. Type classifies poisons:
user introduces them into the victim's
include Ingested (poisons consumed ir
drink), Injected (poisons forcibly introduced
system via hypospray, a coated blade weapo
like), Gaseous (poisonous gases which th
breathes in), and Contact (the poison see;
the skin when the victim touches it).

Onset Time describes how long it takes bef
victim first feels the poison’s effects. Some |
work instantly, but most require anyw
minutes to an hour or more before t

Effect describes what the poison:

RAIDERS, RENEGA



g damage (usually rated as a certain
damage per time period during a set time
6 damage per minute for ten minutes),
ictim out or making him sick.
pular belief, not every poison is dead-
incapacitate a victim in some way.
tibility describes which humanoid species
affects. Some substances are poisonous
in species—for example, cobalt dise-
oisonous to Cardassians, but not to other
rrators are, of course, free to change a
Compatibility if doing so would improve a
listed Compatibilities are only guidelines.
'lsons and poisonous substances are ille-
vily regulated, in all societies; under

es, such as Romulan or Cardassian,
ssion of many poisons can constitute a
nse. Security organizations regularly
nformatlon about poisons so that they
p to date on the latest ones.

mg the Onset Time or Effect period. But
0 often makes poisons “instant death”

5In a game—weapons which can easily spoil
ftory, or prompt characters to carry around kits full
porsons“for every occasion (whlch completely vio-

h as that offered by armor or a per-
_!d doesn t affect porson damage once

|nt0 the victim in the first place).
lly it, wtal or hea!thy characters may be

racter is poisoned, have him make a
) Fitness test (modified by Vitality). If he
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age only once, not to every die roll made to deter
mine a poison’s Effect. For example, suppose that
victim with Resistance 3 is affected by anesthezing
gas. The first round he takes 8 + 5d6 damage; the
Narrator rolls a 23. The victim subtracts his
Resistance of 3 and takes 20 points of damage.
Since he's already applied his total Resistance to
poison, in later rounds he takes the full damage :
rolled. On the other hand, suppose he was poison:
with Keltara blue and takes 1 point of damage the
first round. He applies his Resistance and takes no
damage. That leaves him 2 points of Resistance -
which he has not yet applied to the poison. After !
poison does another 2 points of damage in succee
ing rounds, he will begin to take the damage in fi
Some characters are particularly resistant to a
given type of poison. This is reflected by the adva
tage Resistant (see page 78 of the Star Trek: The
Next Generation Players’ Guide). They have an e
er time making their Fitness tests to resist a poison
effects. If they succeed, their Resistance quadruple:
for purposes of decreasing poison damage; even if
they fail, their Resistance is double what it would
ordinarily be. :
Of course, the best way to resist damage from
poison is to take the antidote (if one exists). When a
character takes an antidote, he stops taking damage
(or suffering other effects) from the poison. Thus,
taking an antidote during the Onset Time period
prevents the poison from having any effect.

ANESTHEZINE/NEURAZINE

Type: Gaseous

Onset Time: Instantaneous :

Effect: Victim takes 8 + 5d6 Stun damage the first -
round of exposure, then 3d6 per round of breat
ing the gas until he falls unconscious. Until
removed from the affected area, he cannot wake
up.

Compatibility: All

Commonly used on Federation starships and ins
lations, including Deep Space 9, as a security meast
anesthezine is a sedative gas which renders anyone
who breathes it unconscious. Most starships can flo
all or selective parts of the ship with anesthezine i
the event of a boarding action by an enemy.

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

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



axian Multistage POISON

pe: See text.

1set Time: See text; typically 1d6 minutes.

‘ect: 3d6 damage per minute for 10 minutes
“ompatibility: Varies, but typically all

Well known throughout the Alpha Quadrant for
thelr skills as assassins, the Flaxians count a plethora
‘of poisons among their many sophisticated tools of
eath. This, the multistage poison, represents the
eight of the Flaxian poisoner’s art. It comes in two
three "parts,” no single piece dangerous by itself.
ombining the parts, or administering them to the
ictim separately, creates a lethal poison.

‘Flaxian multistage poisons come in a variety of
pes. For example, the Flaxian assassin Retaya,

ho tried to kill Elim Garak on Deep Space 9 in

71, posed as a perfume merchant. His “perfume
mples case" contained three perfumes which,

1en mixed together, made a deadly gaseous poi-
on. This poison would be Type: Gaseous and Onset
ime: Instant. A multistage poison designed to work
with food (one part in the appetizer, one in the

1ain course, and one in the wine) would be Type:
ngested and Onset Time: 1 Hour. The Flaxians can
ven tailor multistage poisons to specific species if
iecessary, so that all the humans and Cardassians at
he table could eat safely, but the Klingon would
ceel over and die after taking his first bite of

essert.

Ketrara Buue

ype: Injected

Onset Time: Instantaneous

ffect: 1d6 damage upon injection and 1/2 dé per
round thereafter for the next 20 rounds
mpatibility: All

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

ype: Gaseous

Onset Time: Instantaneous

ffect: 5d6 damage per round of breathing the gas
until victim dies or is removed from the affected
area.

Compatibility: All
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Not to be confused with the nonlethal:
gas, neurozine is a lethal gaseous poison
by the Cardassian Central Command fo
suppression. For example, the antiriot sy
Terok Nor were equipped with neurozin
Bajoran slave workers got out of cdn__t‘r

SOMNOZINE

Type: Injected or Ingested
Onset Time: 1d6 minutes
Effect: 2d6 Stun damage per round for 5 rou

then per minute for 10 minutes.
Compatibility: Human, Bajoran, Centaural
Romulan half effect agalnst all other sp

THALAZINE

Type: Ingested or Gaseous
Onset Time: Instantaneous :
Effect: Victim is incapacitated by retchmg- ind-
sea for 5 + 3d6 rounds.
Compatibility: All
A regurgitant poison developed by the Bajora
re5|stance from the seeds of a native Ba;ora pla

An affected character may make a Rm'jti:n-_\_

Fitness test (modified by Vitality) to act for o
round, but suffers a -2 test result penalt ;
tests attempted during that round.

Veraxa

Type: Ingested
Onset Time: 1 round
Effect: 2d6 damage per round for 20 roun
Compatibility: All but Vorta
A Cardassian poison, veraxa is extrem.e_ thal
and has worked perfectly on all species oh whi
has been used (except Vorta). Because of its stre
distinctive odor and taste, it can only be pu
larly strong food or drink (such as kanar) :
victim will easily detect it. '

RAIDERS, RENEGADES, AND RO



Series POISONS

:.Kiingon, Human, Cardassian

)y scientists in the Klingon Empire and
narily there, the veridium poisons (types
igh Eight) are long-term, slow-working
h;ch kill by gradual accumulation within
‘system. Veridiums One through Six have
equal to one hour per numerical desig-
o a number of points of damage equal
ay for a number of days per numerical
for example Veridium Five has a five-
‘Time and does one point of damage per
ive days). Thus, to accomplish their
sult, they must be placed in the victim's
nk day after day or week after week for
s of time, until eventually the victim col-
dies from the accumulated damage.

he presence of a veridium poison is diffi-

o determine if a person is suffering

poisoning is Challenging (10).
'even and Eight are a little different.
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Accuracy: 7
Block: +0
Damage: 3 + 2d6
The kut'fuch is the
Klingon assassin's dag-
ger. Its jagged and serrated
blade causes large, ragged
wounds which don't heal well
(increase the Difficulty of any
natural healing rolls the character
makes by 1). Any Klingon found possess-
ing or using one will be branded a coward and |
significant amounts of Honor.

SURVEILLANCE AND
INFILTRATION TECHNOLOGY

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

PERSONAL MASKING/JAMMING
TECHNOLOGY

These devices help a rogue defeat or trick senses
and sensors.

CAMOUFLAGE FIELD

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

Forensic JJLEANSER

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

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



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

ENSOR/TRICORDER Decoy

e: A cube typically about 15 ¢cm on an edge
Mass: Typically 2.5-3.75 kg
‘Duration: 2 hours

" This object is a cube-shaped
evice mounted on small antigrav
its allowing it to float and
.‘fly." The device itself con-
tains sophisticated

chnology that emits ener-
s mimicking those of any
type of humanoid, thus act-
ng as a decoy to lure
‘pursuit away. The user can
onfigure the unit to represent
ny type of humanoid—species, vari-

ables such as height, and the like can all be
hanged, depending on what the user wants the
nsors to perceive. Of course, the object remains
bvious to the naked eye and does nothing to

ide the user's own sensor profile. If the character
erating the sensors or tricorder thinks he's being
cked, he may make a Challenging (11)

ipboard Systems (Sensors) or Personal

uipment (Tricorder) test to determine that the

LTRATION TECHNOLOGY

hese items are used to bypass security systems
nd break into secured areas. They are illegal in all
ocieties.

MaGnesiTe DropPs

Size: Varies depending on size of bottle
the liquid
Mass: Varies
Duration: Special
Magnesite dro
;ﬁ'ﬁ concentrated liquid t
through duranium, trit

by
e

when committing the“ft-s._.

MaaneTIC Seal BYPASSER

Size: 10cm x 7 cm x 3 cm
Mass: .35 kg

boxes, and the I_
cancel such pow

time (say, long enough to steal someth_m
out again). If security sensors focus on the r
seal, they will detect the use of the bypassei

ProximiTy Detector Decoy

Size: 12 cm x 8 cm x 5 cm
Mass: 5 kg _
Duration: 30 minutes + recharge
Many alarms and other securtty 3%
gered by proximity '
detectors, which determine
that an unauthorized person
has approached the secured
area or item. A proximity
detector decoy, either worn on
the belt or placed in a particu-
lar location, cancels out the
“proximity signature" of cer-
tain persons so that the alarms
don't activate. The decoy must be

RAIDERS, RENEG,



'it'h the biosignatures of anyone whom it
(it can mask up to four persons at once,
persons must remain within 3 meters of

ce from security scanners; it must be dis-
sight and removed by hand.

uter, you control everything linked
r-and have full access to his data to

s: Negligible
A dataport is a device inserted into a humanoid's
d, with an opening in the back of the neck {and
ws hidden by most humanoids' hair if necessary)
o where it can be connected to a
computer system by a short
cable. This allows the person
to interface with the com-
puter directly and
manipulate it with his mind
instead of a control console
or similar device. To use a
dataport, a character must
know the Computer skill (any
: Specialization, though Data
© Alteration/Hacking is by far the most
evel 1 or higher. The dataport effectively
at level by 2, and allows any computer-
s to be performed much more quickly

1sing a dataport can pose dangers. By
ectly with a computer system, the user
If directly to computer security pro-
ograms can cause him pain (thus

"ECHNOLOGY AND EQUIPMENT 85

+1 Difficulty %
penalty to all lzfg
tests. wi
b
REMOTE 1
SENSORS

forcing him to “jack out” from the system) or pe
manent brain damage. Inexperienced users can als
suffer “information overload," preventing them fre
identifying the particular fact or data they desire.

IsOLINEAR INTERPHASE

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

A dataport isn't the only way to break into and
manipulate computers. Criminals can penetrate com
puters based on isolinear technology (such as thos
used by the Federation and Cardassian Union) witl
a device called an isolinear interphase. Consisting of
a small viewscreen, control panel, and data conneg
tion, the interphase plugs directly into an isolinea
computer console. Using the interphase's control
panel, the criminal overrides the security protocols
on the computer and can then do whatever he
wants. Operating an isolinear interphase requires
Personal Equipment (Isolinear
Interphase) skill, though charac-
ters with Computer (Data
Alteration/Hacking)
can use one at a

i

=

T

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

Ferengl EavesproprprING Device

Size: 3-4 cm long, 1.5 cm wide, 1-2 mm thick.
Mass: Negligible
Duration: 100 hours + recharge
This tiny, oval-shaped device functions as a so
receiver and transmitter. When placed in a area, it
picks up all sounds within 20 meters and relays th
to a reception device within 100 meters. It cannof
transmit thrbugh a shield or any form of jamming
technology; its signal is too weak. :
Ferengi eavesdropping devices are extremely
expensive. In most advanced societies, including
the Federation, Bajor, the Romulan Star Empire,
Klingon Empire, and Cardassian Union, they rema
illegal.



PHerROMONIC SeENSOR

Size:5cmx 3 cmx 1cm
Mass: .03 kg
Duration: 50 hours + recharge
This device detects the pres-
ence of a particdlar person or
species, based upon his/its
pheromonic signature.
Pheromonic sensors are most
often used to trigger transmitters or
veapons (such as bombs or poison gas containers)
en the intended quarry comes within range.

UNTER PROBE

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

‘Duration: 12 hours + recharge

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

ssassins and mercenaries.
It contains several use-
ful components,
cluding sensors (visu-
and other),
hypospraylike
attachments (for
jecting poison, a
microexplosive, or a similar
evice into a victim), and attach-

1ents for explosives. It can be remotely controlled
an operator using subspace signals, or pro-
rammed to perform a certain function or series of
nctions (such as to attach itself to a ship's hull,
letach when the ship reaches a certain destination,
n that destination for a particular victim, fly to
here the victim is, and then explode).

Hunter probes are illegal in all societies. A clever
“ogue can (usually) avoid this restriction by adapting
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any one of several different (and comple
industrial devices which serve similar fun
work as hunter probes.

NeuraL Servo

Size: Control unit is approximately 10'¢
cm; impfants are about ’I cm3.

or worn on the belt) and implants. Th_é_._i-
installed beneath a victim’s nuchal skin. \

the servo up high enough the \nctlm
3d6 damage per round until he dies.

Remar DeTONATOR

Size: 2 mm3
Mass: Negligible
Remat detonators are tiny devices whlch ki
altering transporter beams. When someone can
one rematerializes during transport, the re
nator scrambles the beam, causing the vic
suffer an agonizing, though mercifully quic

throughout the Alpha and Beta Quadra
of course, illegal in all societies). Transpe
typically set not to work on someone
remat detonator, but if the user knows
porter's security protocols, he can prog
detonator to avoid this effect.
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Imost by definition, pirates require vessels
to operate among the stars. A pirate band
needs at least one ship with which to prey
on marks and capture prizes; other-
wise, it constitutes little more than a
gang of frustrated criminals.
Similarly, many of the other
types of characters described
in this book, particularly mer-
cenaries and bounty hunters,
‘rely on ships to get their
jobs done. Many mercenary
bands use their ships, often
known as “corvettes” for
their speed and sleekness,
not only to fight battles, but
to travel from job to job.
Bounty hunters need their own
ships, typically small ones, to
pursue their quarry across the stars.

ACQUIRING A SHIP

Unfortunately, obtaining a ship can be difficult. Ships
cost a lot of money (even in the Federation, economic
considerations play a part in building and distributing
them), and those who own them guard them carefully.
Some of the ways pirates obtain ships include:

PuURCHASE

Unless a pirate happens to be wealthy, he normally can't
afford to purchase his own vessel. Several disreputable ship-
building companies do exist, their representatives willing to
sell to the underworld—for the right price, of course. Buying
a vessel is most common when a pirate crew borrows a ship
and makes enough money to buy the vessel outright.

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

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



ot surprisingly, most pirates obtain their vessels
ly by taking them. Those who use ships to steal
nerally have no compunctions about stealing the
p in the first place. All prizes kept by pirates for

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

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

ANS OR GIFTS

ome pirates or mercenary bands receive ships as
ans or gifts. Governments often supply their priva-
rs with appropriate vessels; the same applies to

tract. Some of these contracts include detailed
hnical specifications so the privateers or merce-

A pirate band sometimes builds its own ship from
rplus parts and cast-off ship systems. Such ships
-known in the vernacular as “rag-tags" (or
craps"). As long as these vessels use standard civil-
n ship parts, such as those found in merchant ships
d passenger transports, their construction remains
al. Most raiders, of course, would rather not limit
selves to civilian parts, and often raid military
ots (such as surplus ship depot Zed 15 at Qualor
for parts or buy restricted ship systems on the

ck market—obviously, such scraps are illegal.

HIP TECHNOLOGY

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

OFFENSIVE SYSTEMS

CLose-RANGE TRACTOR Beam

Power: See below

Used for clamping-style boardlng act
close-range tractor beam (CRTB) funct
to a standard tractor beam, except tha
more efficiently at close ranges and le
longer ranges. At distances up to 1 kil
Power cost for using the tractor is halv
from 1.1 to 10 kilometers, the Power
When used at ranges beyond 10 kilomet
Power cost doubles. :

Warpr DesTaBILIZER

Power: 15

Accuracy: 5/6/8/11
Pirates and bounty hunters use this

prevent their intended targets from runn

target from going to warp speeds (but
viding power to his ship's systems). The ff
for 1d6 x 10 minutes.

SENSORY AND STEALTH ¢

ENERGY SHEATH

Power: None

An “energy sheath,” more properi
sor dissipation sheath, is a type of r
can be attached to starship hulls. A s
ered with an energy sheath has the eq
Cloak 6 against long-range sensors. The
no effect on ordinary sight or any short-
sors (including lateral sensors).

Energy sheathing material is extremel ;
and classified by all known governments
for civilians even to own. Unlike a cloaki g d
costs a ship no Power, and thus is a go
for ships whose engines aren’t powerfu
support a standard cloak (or whose ¢
obtain a cloak).

RAIDERS, RENEGAD)



OPROJECTION SYSTEM

X ship's Size (minimum of 10)

werful, and illegal, device consists of special
s implanted in a ship's hull. When activat-
e the ship appear to be any other

ne Size or smaller. The holoemitters

the visual senses, but standard ship's
vell. While an SHS is active, the ship using
so use any weapons or shields, transport
the ship, or use a cloaking device.

RATE SHIP

gers/Evac: 10/15/200 [5 Power/round]
2 [2 Power/round]
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than about a dozen pirates. By increasing tl
vessel's warp speed capabilities slightly and
adding a torpedo launcher, you can conver
into a small mercenary corvette. Decrease
size slightly and it makes a good vessel for &
bounty hunter who prefers to operate solo.

Security and intelligence agencies typically *
refer to smaller pirate vessels like this one
Rendar-class ships, after a discontinued lin
small ships produced by the Rendar Shipyard
in the Rigel system. Rendar vessels eventually.
became a favorite of pirates, smugglers, an
other such persons, and many remain in op_e:
ation today. ;

MEDIUM PIRATE SHIP

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



Damage: 20

Power: 150

Power: [5] Sensor Systems
Weapons Skill: 3 Long-range Sensors: +1/15 Irght years
Defensive Systems Power/round] i
Deflector Shields Lateral Sensors: +1/1 light- year [4 Pow
Protection: 40/40 (60) [40 Power/shield/round] Navigational Sensors: +1 [5 Power/roun
Description and Notes Sensors Skill: 4
. Fleet data: Known throughout the Alpha Weapons Systems
Quadrant as a Reaver-class ship, this medium- Type Vil Phasers

sized pirate vessel presents a definite threat to
all but the largest merchant vessels. A group
of Reaver-class ships can take on even large
merchant convoys. With the addition of a bet-
ter torpedo launcher, and perhaps stronger
phasers, Reaver-class vessels make good per-
sonnel transports for mercenaries.

ARGE PIRATE SHIP

lass and Type: Large pirate ship (Mithras class)
ommissioning Date: Varies
ull Characteristics

Size: 5

Resistance: 3

Structural Points: 100

Range: 10/30,000/100,000/300;, OOO
Arc: All (720 degrees) s
Accuracy: 4/5/7/10

Damage: 14

Power: [14]

Torpedo Launcher

Number: 50

Launchers: 1 forward, 1 aft

Spread: 4

Arc: Forward or aft, but are se}_
Range: 15/300,000/1,000, 000/3

Accuracy: 4/5/7/10

Damage: 20

Power: [5]

Weapons Skill: 4

Defensive Systems
Deflector Shields
Protection: 50/50 (70) [50 Powe_ sh
Description and Notes
Fleet data: Named after a famous pirate:

)perations Characteristics
Crew/Passengers/Evac: 50/100/800 [6 Pwr/rnd]
Computers: 2 [2 Power/round]

Transporters: 2 personnel, 3 cargo [2 Power/round]

Tractor Beams: 1 av [2 Power/rating/round]
Propulmon and Power Characteristics
- Warp System: 6.0/7.0/8.0 (12 hours) [2/warp
factor]
Impulse System: .5 ¢/.75 ¢ [5/7 Power/round]

from about a hundred years ago, the
class ship represents the largest pirat
mercenary vessel commonly enc
course, larger pirate ships do exist,
consist of custom designs or pr
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by raiders. With its strong shields, arsenal of
'po'ns, and fast warp engines, the Mithras
class can stand up to all but the largest capital
with a reasonable chance of survival

I escape.

" PIRATE SHIP

nd Type: Rag-tag pirate ship
ssioning Date: Varies
aracteristics

S

assengers/Evac: 15/30/250 [5 Power/round]
2rs: 2 [2 Power/round]

orters: 2 personnel, 1 cargo [1 Power/round]

ctor Beams: 1 av [2 Power/rating/round]

pulsion and Power Characteristics

arp System: 4.0/4.0/6.0 (24 hours) [2/warp

; &éfar}

ulse System: .5 ¢/.75 ¢ [5/7 Power/round]

b n-ge Sensors: +0/14 light-years [6 Pwr/rnd]
ateral Sensors: +0/1 light-year [4 Power/round]
vigational Sensors: +0 [5 Power/round]

ensors Skill: 3

Range: 10/30,000/100,000/300,000
Are: All (720 degrees)
Accuracy: 5/6/8/11

Forward, but are self-guided

ang -:'15/300,000/1,000,000/3,000,000
ccuracy: 5/6/8/11

Deflector Shields

Protéction:-.30/30 (45) [30 Power/shield/round]

Description and Notes

Fleet data: This vessel represents a typical “scrap"
assembled from bits and pieces of other ships.
Like most rag-tags, it requires a good bit of

CsAPTER EIGHT: Vessels Q4

Romulan, its weapons stolen from a Starflee
weapons depot somewhere, its shields cobbled
together from components taken from half a.
dozen scrapped ships.
Although only a little larger than a typical
small pirate vessel, this rag-tag carries heavier
armaments. However, its torpedo launcher w
taken from a damaged Starfleet vesse| and
doesn’t work quite right. Whenever the crew
fires it, have the engineer make a Moderate ¢
Systems Engineering (Weapons Systems) test.

detonate or detonates prematurely, causing n
damage to the target. If he suffers a Dramatic
Failure, the torpedo explodes in the bay befaor
launch, causing full damage to the pirate shipi

ABRAXAS-CLASS MERCENARY
CORVETTE

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




Characteristics

Size: 4

Resistance: 4

tructural Points: 80
erations Characteristics

Computers: 4 [4 Power/round]
[3 Power/round]

ropulsion and Power Characteristics

Power: 160
nsor Systems

Power/round]

ensors Skill: 4
eapons Systems
- Type VIl Phasers

Arc: All (720 degrees)
Accuracy: 4/5/7/10
Damage: 16

Power: [16]

Torpedo Launchers

Number: 75

Launchers: 1 forward, 1 aft
Spread: 3

Accuracy: 4/5/7/10
Damage: 20

Power: [5]
Weapons Skill: 4
fensive Systems
Deflector Shields

Scription and Notes

Crew/Passengers/Evac: 4/50/450 [6 Power/round]
SPECTER-CLASS SHIP

Transporters: 2 personnel, 2 cargo, 2 emergency
ractor Beams: 1 av [2 Power/rating/round]

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

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

Lateral Sensors: +1/1 light-year [4 Power/round]
Navigational Sensors: +1 [5 Power/round]

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

Arc: Forward or aft, but are self-guided
Range: 15/300,000/1,000,000/3,000,000

Protection: 45/45 (65) [45 Power/shield/round]

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

have tried to equip the Abraxas cla
cloaking device, but the ship’s e
powerful for its size that a cloaking
generally can't compensate for.t
making it functionally useless.

Class and Type: Specter-class Ship
Commissioning Date: 2371
Hull Characteristics
Sizei s
Resistance: 3
Structural Points: 100
Operations Characteristics
Crew/Passengers/Evac: 25/75/375
Power/round]
Computers: 4 [4 Power/round]
Transporters: 3 personnel,1 cargo, 1
[3 Power/round]
Tractor Beams: 1 av [2 Power/ratin;
Propulsion and Power Characteristics
Warp System: 6.0/7.0/8.0 (6 hours
Impulse System: .5 ¢/.75 ¢ [6/7 Power
Power: 140 :
Sensor Systems
Long-range Sensors: +1/15 light- ye
Power/round] :
Lateral Sensors: +1/1 light-year [4 Po
Navigational Sensors: +1 [5 Powet/rou
Ship Holoprojection System [10 Powar]
Sensors Skill: 4
Weapons Systems
Type VIl Phasers
Range: 10/30,000/100,000/300,000
Arc: All (720 degrees)
Accuracy: 4/5/7/10
Damage: 14
Power: [14]
Defensive Systems
Deflector Shields
Protection: 40/40 (50) [45 Pwrf-_
Descnptron and Notes '.

before its crew reveals the Ship
opens fire.
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he fronti

Trek u
gerous cus
a few of the
of them.

edy taverns of the Star
L with some mighty dan-
; chapter introduces

DaiMoN FoG

DaiMon Fog, they call
him. No one's sure about the
legitimacy of the title; most
in the underworld have
learned to give him the ben-
efit of the doubt. He seems,
at first glance, like your typi-
cal Ferengi: short, scrawny,
with that look of simpering
greed mixed with a hesitancy
born of cowardice which so often
characterizes members of his species.
But lock more closely. His eyes gleam with
more than just unalloyed Ferengi greed; it's a
predatory gleam, like that of a piranha-worm right before
it lashes forward to snatch a bite of its prey. No cowardly
Ferengi, Fog is a tough, hard-bitten space pirate who's
more than willing to face down thugs and killers twice his
size. Even Nausicaans give him a wide berth.

According to underworld tales, Fog got started in life in
the typical Ferengi fashion, but soon learned that buying,
selling, and acquiring profit by legitimate channels wasn't
for him. His aggression scared off customers, leaving him
angrier still. He finally hopped a tramp freighter heading
toward Cardassia and soon fell in with the worst element of
the merchant trade. He eventually spiraled right down into
unabashed piracy.

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

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



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

mong his crew, DaiMon Fog relaxes by cleaning his
uarters (he's a notoriously fussy raider who
emands that his men keep the Starving Gree spic
d span), forcing his crew to lose games of tongo
him, or “playing” with his pet, Nooshak (a sort of
‘ross between a housecat and a wolverine, suppos-
y native to Qo'noS). "Playing"” often involves
urning the creature loose on some disobedient
crewman to teach him a “lesson”; more than a few
the Red Band carry scars from playing with
Mooshak. He maintains no set haven, preferring the
omfort of his ship, but allows his men frequent

Most members of the Red Band are extremely
loyal to Fog, despite the way he sometimes treats
hem, because he brings them a lot of latinum and
ther prizes. A few hate him bitterly and harbor

ret plans to do him in and take control of the Red

3and for themselves.

DAIMon" FoG
ibutes
Fitness 3
Strength +1
Vitality +1
Coordination 3
“Intellect 4
Logic +1
Perception +1
‘Presence 3
Empathy -1
Willpower -1
Psi O
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Skills
Athletics (Lifting) 1 (2)
Bargain (Weapons) 2 (3)
Command (Pirate Crew) 3 (4)
Culture (Ferengi) 2 (3) b
Energy Weapon (Disruptor) 3 (4)
Fast Talk 2 :
Gaming (Tongo) 1 (2)
History (Ferengi) 1 (2)
Intimidation (Torture) 1 (2)
Language
Federation Standard 1
Ferengi 2
Merchant (Arms Market) 2 (3)
Personal Equipment (Communicator) *
Planetside Survival (Swamp) 1 (2)
Primitive Weaponry (Knife) 2 (3)
Security (Security Systems) 2 (3) '
Shipboard Systems (Flight Control) 2 (3
Tactical (3)
Streetwise (Locate Contraband) 2 (3
(Orion Syndicate) (3)
Unarmed Combat (Brawling) 2 (3)
World Knowledge (Ferenginar) 1 (2)

Advantages/Disadvantages
Excellent Hearing +2
Mathematical Ability +3
Telepathic Resistance +4 :
Vessel (the Starving Gree) +7 (large ship, su

resources) LT
Greedy ~1
Shady Background -5

Courage: 4

Renown: 40
Aggression: =3 Discipline: 9
Openness: —6 Skill: 22

Resistance: 4

Lopus KAFRIN

In a universe of thieves, one name consi
stands out when security officers talk about “thi
one that got away": Lodus Kafrin. A huma
followed his parents, Federation diplomat
out the galaxy for most of his childhood
somehow never learned the moral and ethical le
sons that most Federation citizens cheris

To the disappointment of his parent
apply to Starfleet Academy or embark
larly prestigious career. He simply drop



1aste thief par excellence. Grateful to the

man, Parkinson struck up a friendship with
sing a kindred soul, he offered to teach
the tricks of his trade—though he was too old
inymore, he could still show Kafrin the
at first intrigued and then genuinely
something for the first time in years,

he next few years in training. Although
been disciplined, he took to the task like
ater, soon surpassing even Parkinson him-
en he embarked on a career which today has
t the pinnacle of his profession. Thieves

en throughout the quadrant revere his
 way Klingons revere ancient warrior-

hey say there’s no job too difficult, no
 tight—Kafrin can steal anything.

th is, though, that Lodus Kafrin's talents
aling, but in self-promotion. The “Lodus
rworld legend is just that—a legend.
i-rate thief who uses his abilities
omputers, and deception to make
's an incredibly skilled cat burglar. He
‘the thrill of it, because they represent
o solve. He ends up donating much of his

N MALARE

95

Skills
Athletics (Climbing) 2 (3)
(Leaping) (3)
Computer (Data Alteration/Hacking) 3 (4)
(Research) (4)
Culture (Human) 2 (3)
Disguise (Human) 3 (4)
Dodge 1
Fast Talk 4
History (Human) 1 (2)
Knowledge (Art History) 3
Language
Federation Standard 3
Merchant (Appraising/Selling Stolen Goods) 2 (
Personal Equipment (Tricorder) 1 (2)
Physical Sciences (Holography) 3 (4)
Search 3
Security (Security Systems) 2 (3)
Sleight of Hand (Pick Pocket) 1 (2)
Stealth (choose Specialization) 2 (3)
Streetwise (Locate Fences/Black Market) 2 (3)
Systems Engineering (Burglar Equipment) 4 (5)
World Knowledge (Alpha Centauri) 1 (2) :
(Earth) (2)
(Risa) (2)

Advantages/Disadvantages
Dataport +1
Wealth +4
Shady Background —4
Thrill-seeker —1
Wanted —4

Courage: 5

Renown: 38
Aggression: -3
Openness: -6

Resistance: 2

Discipline: 9 Initiative: 8

Skill: 22

TAGHRON

Those who romanticize all Klingons as “honorat
warriors” would change that opinion if they ever
had the misfortune of meeting Taghron. Althoug'
average size and strength for a Klingon, he never
took to the bat'leth like other Klingon youth;
instead, it was the kut'fuch which seemed to fit hi
hand well. Where other Klingons value an aggressi
frontal approach and a willingness to challenge any
thing and anyone to fight, Taghron scorned such
tactics; to him, stealth and treachery came natural-
ly—"Like a Romulan," as his father, Vortog, sneered



Eventually
Taghron's dishonor-
able conduct
became too great
for even his family
to tolerate. Vortog
cast him out and
exiled him from the
Klingon Empire for-
ever. To this day
Taghron returns to
Klingon space only
by the stealthiest
means; to be
caught there would
mean his instant
death at the hands
"enraged Klingon warriors. But he has no qualms
ut taking jobs which mean killing his brothers;
deed, he seems to relish such bloody tasks.
Taghron drifted around the frontiers for many
years, honing his skills as a killer, mercenary, and
muggler, seeking only good pay and the chance to
ercise his bloodlust. He found both and soon
ecame a prized employee among certain under-
world circles for his ability to " get things done" and
ave no living witnesses.

Taghron owns a small vessel, the Taa'vehk, which
e uses to smuggle small, valuable cargoes (includ-
ng passengers). However, he prefers jobs that
wolve an element of violence and bloodshed: he
ecomes frustrated and angry if forced to hold his
Arrapex Loo \ong,.

“Recently rumors have begun circulating that

: aghron is not the real Taghron any longer. Some
eople say that the Dominion killed the genuine
aghron a couple of years ago and replaced him

h a shapeshifter. No one has gotten close enough
0 the feared killer to verify the truth of these per-
stent rumors.

Strength +1
- Vitality +2
Coordination 4

Empathy -2
Willpower +1
Psi O

GIDEON "LONGSHAN
TAMERLAINE

Skills
Assassination (Deadly Blows) 3 (4)

(Stealthy Attacks) (4)

(Traps and Snares) (4)
Athletics (Running) 1 (2)
Concealment (Weapons) 2 (3)
Culture (Klingon) 2 (3)
Demolitions (Booby Traps) 2 (3)
Dodge 3
Energy Weapon (Disruptor) 3 (4)
History (Klingon) 1 (2)
Language

Federation Standard 1

Klingon 2 B
Merchant (Smuggled Goods) 3 (4)
Personal Equipment (Hunter Probe) 1
Primitive Weaponry (Kut'luch) 4 (5)
Shipboard Systems (Flight Control) 3

(Tactical) (4)
Streetwise (Locate Contraband) 1 (2)
Unarmed Combat (Brawling) 3 (4)

(gel'Qa [Klingon Boxingl) (4) :
World Knowledge (Qo'noS) 1 (2)

Advantages/Disadvantages
High Pain Threshold +2
Organ Redundancy (brak’lul) +2
Vessel +4 (small ship, excellent resdurce
Bloodlust -2
Exile -2
Shady Background -5 :
Wanted (Klingon Empire; Federatlan] T :

Courage: 3

Renown: 19
Aggression: 8
Openness: -2

Resistance: 6

Discipline: =2 Ini at
Skill: 5 :

Spy. Lover. Traitor. Killer. Informatio
24th-century renaissance man, Gldeon T
embodies them all. =

In his youth, Tamerlaine, a native of A
Centauri, was a loyal Federation citize
fact, that he joined Starfleet after he finishet
ondary education. While there he displayed
aptitude for intelligence work, and was re
Starfleet Intelligence. After graduating fi
Intelligence Operations School with flyin
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: Pérhaps he simply decided that the
's principles were hollow platitudes
keep people like him servile and happy.

sued, with both agents reahzmg that they
ilowed ‘emotion to cloud their professional
.._When Shalara went for a concealed dis-

go back to Starfleet Intelligence, even if
possible. He decided he could put his

he valuable data and equipment he

nto th Federation-Tholian frontier and
again for years. Rumors indicate that
und a lot during that time, criss-cross-
ant in smugglers’ ships as he sold
1ation and established what would one day
his almost matchless web of informants.
did, he did it well—he ended up with
inum to his name that he was able to

all p!anetmd in the Gamma Regulasa sys-

i __krjown to the Federation, he makes his
Reports and data flow to him from across
and he makes a fortune selling that
nyone who can get in contact with
an employer wishes to know, con-

RoOGUEs GALLERY

a7

firm, or find, about anyone or anything, Tamerlai
can tell you—for a price, of course.

As his nickname indicates, “Longshanks” app:
as a tall, lanky man. His blond hair is now turnin;
slowly to gray, and his face remains clean-shaven
it has always been. Unless threatened in some way
he remains affable and polite at all times, and h A
enormous intelligence becomes apparent after even
short discussions with him. His passions include
Centauran history and philosophy, and his convers:
tion contains so many references and allusions to
these subjects that his train of thought can be diffi:
cult to follow. Only when someone threatens,
insults, or cheats him does his more vicious side
show through. :

Tamerlaine lives by himself on his planetoid
home, attended only by his loyal Hupyrian butle
Faroadep and a few other servants. Most transa
tions with him take place via encrypted subspace
communication channels; he dislikes hosting visi
tors. '

GIDEON "LONGSHANKS" TAMERLAINE

Attributes

Fitness 3
Vitality +1

Coordination 3
Dexterity +1
Reaction +1

Intellect 5
Logic +1
Perception +2

Presence 4
Empathy +1
Willpower +2

Psi O

Skills

Artistic Expression (Cooking) 2 (3)

Athletics (Running) 1 (2)

Behavior Modification (Resistance) 1 (2)

Computer (Data Alteration/Hacking) 3 (4)
(Programming) 4

Concealment (Weapons) 2 (3)

Culture (Centauran) 4 (5)

Disguise (Centauran) 1 (2)

Dodge 2

Energy Weapon (Phaser) 3 (4)

Espionage (Starfleet Intelligence Technlques) 4

History (Centauran) 4 (5)
(Federation) 5

Intimidation (Bluster) 1 (2)

Knowledge (Centauran Philosophy) 5



anguage Haven (very large; very luxurious accon

Centauran 4 tions) +8
 Federation Standard 3 Sexy +2
Personal Equipment (Tricorder) 1 (2) Arrogant -1
Search 3 Shady Background —4
Security (Security Systems) 2 (3) Wanted (Federation) -3
hipboard Systems (Flight Control) 2 (3)
Streetwise (Locate Contraband) 4 (5) Courage: 4
Unarmed Combat (Starfleet Martial Arts) 2 (3) Renown: 39
Vehicle Operations (Shuttlecraft) 1 (2) Aggression: 5 Discipline: 8 . Initiat
World Knowledge (Alpha Centauri) 3 (4) Openness: —4 Skill: 15 s

Resistance: 4
dvantages/Disadvantages

Contact (dozens, if not hundreds, of highly

~ placed contacts throughout known space) +20
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nvolvement in the life carries its own conse-
I quences. Sooner or later—probably
sooner—the authorities will come looking
for you if you're a pirate, thief, killer,
or other type of rogue. If you want

- to avoid the “heat” you need a
hideout—a place where you
can lie low, maybe even con-
duct a little business, without
Starfleet Intelligence,
Bajoran Security, or the
IKDF breathing down your
neck. In the parlance,
places like this are typically
known as havens.

-~ WHAT MaAkes
A Goobp
-~ HAven?

Any useful haven possesses several
characteristics. Pirates and rogues look for
these things when evaluating whether a particular port
or region of space would make a good place to hide out.

First and foremost, a haven must be secret. If every-
one and his brother knows where it is or can find it easily,
it becomes effectively useless to most underworld types.
Obviously some people have to know about it—like the
trusted fences, front men, and crime bosses who tell the
character about the place (and let him use it, if they own
it). But if its location or existence are widely known, no
smart rogue will go near it.

Second, good havens restrict access. Sometimes this
means the outpost is physically difficult to reach, but it can
also mean an extensive series of evaluations and checks by
other underworld types before they'll tell you where it is or let
you in. In some instances, a place truly difficult to get to does-
n't have to remain entirely secret. For example, the Badlands
makes a perfect haven for many rogues, ranging from the
Maquis to smuggler-merchants like Razka Karn. Everyone
knows not only the location of the Badlands, but that rogues
hide out there—the region is so large, and the natural environ-
ment makes it so difficult to find anything inside the area, that
hiding out there becomes feasible (assuming you can manage to
survive the environment yourself).




Third, a good haven needs to be defensible
and/or easy to escape from. No matter how well
idden a haven might be, there's always the chance
that the authorities—or some enemy the character
as made among his underworld cronies—will come
rashing through the door in an effort to apprehend
the character. When that happens, any rogue hiding
there must fight for his freedom or run. The
haven needs to help him do one or both of these
things. Most good havens, for example, possess at
st three entrances/exits; many rogues refuse to
stay in a place that doesn't offer them at least that
many options for flight.
_Fourth, the haven needs to provide the basic
amenities of life. Hiding out isn't usually the same as
taking a luxury vacation, but it shouldn't require
d-eprivation, either. Either the place itself must con-
 tain replicators, computers, communications
~.equipment, and the like, or someone else must pro-
«wvide food and the other necessities of survival. Only
n the most extreme situations will most rogues tol-

te sitting in a spartan environment for days on
id.

Pes OF HAVeENs

Broadly speaking, several types of haven exist on
e frontier.

Boltholes: Small, temporary havens, boltholes gener-
ally appear in law-abiding cities and regions.
Usually they're located in rundown buildings on
the bad side of town, the cellars or attics of
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inhabited buildings (often buildings"o-\:.?\n_'ied _
occupied by members of the underworld who
masquerade as legitimate citizens), or similar
places. The cellar in which Kira Ne_l_’y_si.*'El-l :
and Damar hid during the Cardassian
against the Dominion serves as an exa
bolthole.

Strange Locations: In some societies, such as th

societies, such as the Cardassian Unlon o
Romulan Star Empire, the authorities me
zens' movements much more closel :
method of hiding out unfea5|ble ;

Frontier Locations: Out on the fronﬁér o
space, where it's not always clear wh:
diction and life remains lawless, rog %
out in settlements and on space staf ions
attracting too much attention. As lon
arrival doesn't make trouble, the other
tants may not care where he comes fro
he's done in his life. On the other hand
tively low population in such settings t
newcomer stand out too much. Rogues
these sorts of havens as temporary hide
places to let things “cool off” for a
they move on to another place or go.
for good. Deep Space 9 itself fits into

RAIDERS, RENEGADES,



so many people passing through the sta-
ny given week, it's easy for a rogue on
unto show up, get quarters for a little while,

Q_uérk), or cause any sort of disturbance,
; ever likely to tumble to the fact that he's

eal authority there, so it makes a perfect
it. Rogues sometimes call these places
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LOCATING A HAVEN

When a character's desperate to escape whatey
trouble he's just gotten himself into, finding just the:
right haven can be an adventure in itself. Here ar
few suggestions.

CreaTe YOUR OwnN

The easiest way for a character to find a haven
simply to create one (either by purchasing the Haver
advantage or through roleplaying). But that begs th
question of where he'll create it. Good locations fo
havens don't just pop up on every street corner,
even in the most lawless societies—and in heavily -
enforced regimes (like Cardassia) or well settled,
crime-free planets (such as Earth), it can be down-
right impossible to find a place to hide out.

Streetwise becomes the most important skill fo
finding a place to establish a haven. A successful
Streetwise test tells a rogue what criminal elements :
control which parts of a given city or region, what
territory they claim, and how he can either find
unclaimed territory for himself or remain hidden
within someone else’s territory. With additional roll
he can make contact with people who'll keep him
supplied with food and equipment without arousing
suspicion.

Three other skills—Knowledge, Culture, and
World Knowledge—can also help characters find
places to set up havens. The Knowledge skill applie
when bought to reflect a character's knowledge of a
particular city or neighborhood, such as Knowledge:
Gorana Tevar for the Cardassian capital. A Routine
(4) test against that sort of Knowledge skill allows
the character to find a place suited to his hideout
needs (within reason, of course; few cities possess.
large supplies of abandoned luxury resort suites).
World Knowledge works similarly, but since it focu
es more on knowledge of a particular planet as a :
whole, it usually doesn't provide nearly as precise
information as an appropriate Knowledge skill.
World Knowledge will, however, help a rogue dete
mine which parts of the planet are the least traveled
or populated (in case he really wants to get away.
from jt all for a while). Culture may provide a cha
acter with information that will help him set up his
haven. For example, if members of a particular cul
ture tend to have a phobia about underground
places, a hideout established in a deep basement,
abandoned sewer tunnel, or similar place has a
greater chance of remaining undiscovered.




In many cases it's easier for a rogue to find an
jsting haven instead of trying to create one on his
vn (especially if someone's hot on his trail). Finding
-haven typically involves the Streetwise skill.
haracters can either use underworld contacts to
find a haven or find one on their own.

.For most rogues, underworld channels provide
he quickest and safest route to a good haven.
ences and other members of the criminal element
ilready have havens set up, and characters can use
hem (for a price, of course). The base Difficulty for
rogue trying to find a haven through underworld
ontacts is Routine (5); the Narrator should adjust
s Difficulty depending on the power of the local
nderworld, the diligence of police or security
orces, the nature of the locale or environment
avens are usually easier to find in large cities, for
mple), and so forth. Success on the Streetwise
est means that one of his contacts has a haven he
an use. The drawback to this is, of course, that at
east one person knows where the character is hid-

If a character prefers to find an acceptable haven
n his own, so that no one else knows where he

es, he must make a Routine (5) Streetwise test
applying the same modifiers as those described
bove). Success indicates that he's found a seedy
iotel room, abandoned building, cheap flophouse
ipartment, or similar location where he can lay low
or a while. (Of course, a rogue with enough latinum
might be able to go the opposite route and hide out
ina luxury apartment somewhere.) Whether he
attracts the attention of any local residents (some of
hom might be far more roguish than he), and what
appens if he does, is up to the Narrator.

ECURING A HAVEN

Some rogues will want to take steps to ensure

at their havens remain secure. This can range from
ysical security measures at the haven itself (multi-
le escape routes, elaborate alarm systems) to

ering computer records regarding the haven'’s
jcation, to “eliminating” anyone with knowledge of
he haven's whereabouts.

The nature of the location determines what secu-
ity measures are reasonable and appropriate. A
ogue hiding out at a camp on a planetoid in the
adlands will probably have to content himself with
setting up some sensors and keeping his disruptor

: andy. On the other hand, one at a bolthole in the
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SamMPLeE HAVENS

KARRON'S ROOMS TO LET

Bajoran capital can rig up elaborate physic
up to and including lethal security measure

The following sections illustrate a f
havens that Narrators can use in their episodes
necessary, change the locations and othe spe
to make them fit your series.

In the Cardassian Union, citizens often
necessary to travel to the capital of Goran
Many of them are too poor to afford la |
modations during their stay and must t
and similar facilities in the more run-down:
town. One such place is Karron's Rooms. td
which rents one- and two-bedroom “suites” f
or more weeks The rooms aren t comfortabie

cares nothing for the glory of Cardass _.
the IaW' he only wants to line his ow"n"

when he can, in case he ever gets the ¢ an
it. The Gorana Tevar underworld knows Karr
place as a good haven where no questi
asked. i

None of the suites in Rooms to Let
rity beyond a basic door lock. Karron
a guest sets up his own security measures,
that the guest compensates him for any da
done to his building. Each suite has a bas
and communications unit, but there's onl
50% chance that any given unit works p
(good luck trying to get Karron to repair i

Karron himself is an old, sour-faced Cardassi
with too great a fondness for kanar and wo
other than his wife. He's a coward, bu
comes to shove he keeps an old Card:
where he can reach it quickly. He'll figh
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"{:"apture; fortunately for him, the authori-
aware of his “side business"—yet.

ON'S RETREAT

d in the Draconis Outback (see the Star

eep Space Nine Roleplaying Game core rule-
age 20), Gorkon's Retreat rests in the shell of
Kimgon mrhtary base abandoned decades ago

take up residence
¥ pirate’s paradise.

; '5'_'_bound to come after them

COMING OF GORALES

~The Draconis situation today is much worse than
as seven years ago. Back then the Outback suf-

d from some piracy and raiding, but nothing too
ificant or frequent. That changed when Bardeck
orales, the feared Orion pirate, came to the region
367 looking for a place to hide out from
aderation and Klingon authorities.

Setting his course away from systems with
Ql'd'nies or other settlements, Gorales finally came to
te Altanis Idrilon system. He was looking for a
lanet where he could land, set up a basic shelter,
nd wait until things cooled down back in more civi-
zed sectors. What he found was something
rﬁ_pl_etely unexpected: an entire station, floating
bandoned in the space between the system’s third
net and one of its asteroid belts.

He hailed the station and received no response.
autiously approached it and finally connected

it at one of the few docking ports which still
'ned Equipped with an EVA suit and his dis-
he carefuily made his way onto the station.

n found that it wasn't much more than an

ba doned hulk: The weapons had been stripped

A aII,but the most basic computer systems had
een taken, and the power plant had been turned to
est possible setting (just enough to keep life
functioning). He reactivated the power plant
got the place lit and warm before he began
xploring further.

‘looking through the remaining computer
s.and examining the place, he soon learned
ta eri"s_'previous identity: a long-abandoned

on forward observation post and military stag-
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ing ground. Built approximately 70 years ago durir
the Betreka Nebula incident, the station was appar=
ently deserted by the Klingons following the
conclusion of that war, since it was neither financial
ly nor logistically feasible for the Empire to continue
its maintenance. :

Realizing that he'd been hit by an incredible
stroke of luck, Gorales claimed the station as his
own and set about making it livable. He didn't have
much to work with, but he got the remaining com-
puter systems functioning and made what repairs
could. When he was ready, he sent out word to a
few of his comrades, asking them to come join him
at what he christened “Gorkon's Retreat”—a clev
jibe aimed at his hated Klingon enemies.

It only took a few years for pirate wealth to mak
Gorkon's Retreat vibrant once again, and even in.
some senses powerful due to newly installed
weapons systems. Among those who live the life,
became known as a superb hideout, provided one -
could afford Gorales' fees. Eventually, less-than-h
est merchants, including many Ferengi, started =
docking there as a stopover while traveling through
the Qutback, to trade with the station's residents o
to help the residents smuggle contraband back to
settled worlds. The colonists in the area soon came



ear raids from the Retreat pirates, but lacking
egiance to any established government they had
one to call on for assistance.

oday, Gorkon's Retreat remains a classic “true
iven" and place where honest men dare not set

yot. Gorales rules it with an iron hand, killing anyone
ho questions his commands or cannot pay his bills.

- But the depredations of his “subjects”" have become
reat that, jurisdiction or no, the Federation,

ngon Empire, or Cardassian Union will undoubtedly
spose of him and his “kingdom" once and for all—
soon as they find out exactly where it is.

GORKON'S RETREAT

e: Miscellaneous (pirate haven)

ation: Altanis Idrilon system, Draconis Outback
ommissioning Date: 2291 (est.)

ull Characteristics

ize/Structure: 5/A thick cylindrical central col-
umn to which are attached at the top and
bottom a series of trapezohedral units; project-
ing out between these units are curved
docking arms (“buttresses”).

_Resistance: 5

Structural Points: 375

Docking: Docking facilities are available for up to
a dozen K'Vort-class cruisers or smaller ships.
ersonnel Characteristics

- Crew/Inhabitants/Capacity: 212/113/15,000 [8
Power/round]

ntertainment: 4 [12 Power/round]

ystems Characteristics

Computers: 2 [2 Power/round]

“Transporters: 4 personnel, 6 cargo, 4 emergency
[7 Power/round]

Tractor Beams: 6 spaced evenly around base’s
midsection [2 Power/rating/round]

Long-range Sensors: +0/14 light-years [6
Power/round]

ateral Sensors: +0/1 light-year [4 Power/round]
Sensors Skill: 3

Internal Security: 3 (this reflects how difficult it is
~ to get away with activities not sanctioned by
Gorales, not the existence of an organized

~ security force)

apons Systems

ype VI Phasers

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

Arc: 180 degrees each (see text)

Accuracy: 4/5/7/10

Damage: 12
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Power: [12]
Weapons Skill: 3
Defensive Systems
Phased Deflector Array
Protection: 60/60/60/60 (75)
Power: [60] :
Ships: None A
Notes/Description: Gorkon's Retreat sho
many ways. The systems, run-down a
malfunctions, lag years behind the

forces (most residents would ﬂeei 0
fight). In fact, the station mounts ju

BARDECK GORALES

Attributes
Fitness 3
Strength +1
Vitality +1
Coordination 4
Intellect 3
Perception +1
Presence 3
Willpower +1
Psi O
Skills

Athletics (Running) 1 (2)
Charm (Seduction) 1 (2)
Command (Pirates) 3 (4)
Computer (Data Alteration/Hacking)
Culture (Orion) 2 (3)
Dodge 2 i
Energy Weapon (Phaser) 3 (4)
History (Orion Syndicate) 2 (3)
Language

Federation Standard 1

Klingon 1

Rigelian 2 i
Personal Equipment (EVA Suit) 1 (2)
Planetside Survival (Forests) 1 (2) .
Shipboard Systems (Flight Control)

(Tactical) 4 o
Streetwise (Klingon Underworld) 3
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n Syndicate) 4
Combat (Brawling) 2 (3)

£ Discipline: 3 Initiative: 3
54 Skill: 3
RAPYARD

When most people think of havens, they think of
na : 'piaces—starbases, backroom hideouts in
caves on barren planetoids. But there's at least
ven that doesn't live up to this stereotype. It's
yus-assemblage of cast-off ship’s hulls and
known affectionately among the broth-

sters in the life as “the Scrapyard.”

he Scrapyard began well over a decade ago as
b‘_r’oject of an aggressive, clever Ferengi mer-
nt named Gurek. Never one to follow the strict
er f.the faw if he could make more profit doing
ise, he quickly tired of having authaorities on

n ugly, but func-

it beyond Ferengi

t group of “interest-
ing his career that he

rates, and smugglers with contraband to
and thieves and assassins from all over the
ctors, began arriving on his “doorstep."
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A
W i

Cardassian Central Command interference in their
deals and schemes.

Eventually the demand for Gurek's services out-
grew the size of his ship. He had to attach more hi
sections, making his ship even more ungainly-lookin
(not to mention harder for his engineers to work
with). The Scrapyard, as it was soon christened, now
includes parts from Ferengi, Bajoran, Federation, and
Klingon vessels and includes facilities ranging from
trading rooms to holosuites to just about anything
else Gurek's “guests” might desire. Its location at ¢
given time, and the safest approach and departure
vectors from it, remain carefully guarded secrets.

Although quite large and well suited for its intend-
ed role, the Scrapyard is neither very fast or
maneuverable, nor very well armed. Gurek normally
keeps it inside areas such as the Badlands or various
nebulae, where it's difficult to find; he knows he car
outrun or outfight any authorities who might com
after him. '

Gurek himself is big (for a Ferengi) and outspo
ken; he doesn't hesitate to voice his opinion direct
and can back it up with a well aimed phaser blast
necessary. He runs the Scrapyard tightly but fairly,
and makes his fortune by taking a “cut" of every
deal negotiated on it. “Security” personnel hired by



lass and Type: N/A
Commissioning Date: 2363
ull Characteristics

_Size: 9

Resistance: 3
~Structural Points: 160 (has fewer Structural Points
than normal for its size due to its unusual con-
struction)

Operations Characteristics

Crew/Passengers/Evac: 412/3,500/9,350 [8
Power/round]

“{Computers: 4 [4 Power/round]

Transporters: 8 personnel, 12 cargo, 6 emergency
~ [13 Power/round]

“Tractor Beams: 1 fv, 1 fd, 1 ad [2
Power/rating/round]

Propulsion and Power Characteristics

Warp System: 2.0/3.0/4.0 (3 hours) [2/warp fac-
2 tor]

Impulse System: .33 ¢/.5 ¢ [3/5 Power/round]
‘Power: 125

ensor Systems

Long-range Sensors: +0/16 light-years [6
Power/round]

Lateral Sensors: +0/1 light-year [4 Power/round]
Navigational Sensors: +0 [5 Power/round]
Sensors Skill: 3

Internal Security: 2

Weapons Systems

“Spiral-Wave Disruptor

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

Arc: Forward (540 degrees)

Accuracy: 4/5/7/10

Damage: 12

Power: [12]

Weapons Skill: 3

efensive Systems

. Deflector Shield

Protection: 40/40 (60) [40
Power/shield/round]

hips: None

stes/Description: Gurek's creation represents the
ultimate “rag-tag” vessel. Patrons like to joke

hat only a Ferengi could coax such a hulking
hodge-podge of systems and mismatched compo-
nents through space. For all of the jibes, however,
Gurek maintains a firm hold on the Scrapyard—
business is normally thriving. The Scrapyard
makes its home in a region just beyond the core-

ward rim of the Ferengi Alliance, in a ¢
sectors known as the Hinterland. Man
from every frontier look forward to t i
quent stops at the “Yard,” knowing th
moments are few and far between

GUREK

Attributes
Fitness 2
Vitality +1
Coordination 3
Intellect 3
Logic +1
Presence 3
Empathy -1
Willpower —1
Psi O

Skills S
Bargain (Marketplace Haggling) 3':(_4}
Computer (Programming) 1 (2)
Culture (Ferengi) 2 (3)

Dodge 3
Energy Weapon (Phaser) 2 (3)
Fast Talk 2
History (Ferengi) 1 (2)
Language

Cardassian 1

Federation Standard 1

Ferengi 2
Merchant (Gemstones Market) 2 (3
Personal Equipment (PADD) 1 (2).
Planetside Survival (Swamp) 1 (2) -
Propulsion Engineering (Impulse Drive) 1
Shipboard Systems (Flight Control) 2 (3
Systems Engineering (Computer Sys
Vehicle Operations (Work Bee) 1 (2.
World Knowledge (Ferenginar) 1¢

Advantages/Disadvantages
Excellent Hearing +2
Haven (small moon somewhere) +
Mathematical Ability +3
Telepathic Resistance +4
Vessel (very large, excellent reso
Greedy -1

Courage: 3

Renown: 15
Aggression: 3 Discipline: 3
Openness: -3 Skill: 3

Resistance: 3

RAIDERS, RENEGAD



his chapter provides Templates, Overlays,
Tand Background Histaries for rogue charac-
ters. If you want to create a Nausicaan
assassin, Lurian pirate, or human mer-
cenary, this chapter shows you how
to do it.

Like the characters in the
Star Trek: Deep Space Nine
Roleplaying Game core rule-
book, this chapter describes
civilian characters. This
means they're built on
fewer points than charac-
ters trained by Starfleet (or
some similar military or qua-
similitary organization, like
the Romulan Star Navy). The
QOverlays presented in the fol-
lowing sections use fewer points
than Starfleet Overlays. If your
campaign features a mixture of
Starfleet-trained and non-Starfleet-
trained characters—for example, a Crew
including a Starfleet defector like Lt. Tom Riker—this
means that some characters will generally be more
skilled than others. If you prefer to maintain player char-
acter balance in your Star Trek: Deep Space Nine
Roleplaying Game series, give civilian characters another
18 Development Points to spend on their Overlay skills (to
increase the skills' levels or buy more Specializations). At
the Narrator's option, players can also spend the extra
points on skills related to, but not belonging to, a charac-
ter's Overlay.

~ TeMPLATES

FLAXIAN

For information about Flaxians and their homeworld, refer to
the Star Trek: Deep Space Nine Roleplaying Game core rule-
book, page 259.



“Fitness 2 [5]

: Vitality +1
Coordination 2 [5]
Intellect 2 [5]

-~ Presence 2 [5]

Psi O [5]

Culture (Flaxian) 2 (3)

History (Flaxian) 1 (2)

‘Language

Flaxian 2

‘Primitive Weaponry (choose Specialization) 1 (2)
Science, Any (choose Specialization) 1 (2)
Stealth (choose Specialization) 1 (2)

World Knowledge (Flaxos) 1 (2)

“For more information on the Lurians and their
lture, refer to the Star Trek: Deep Space Nine
oleplaying Game core rulebook, page 261.

LURIAN

Attributes
Fitness 3 [5]
Vitality +1
Coordination 2 [5]
Intellect 2 [5]
Presence 2 [5]
Psi 0 [5] :
Skills e
Athletics (choose Specialization) 1 (2)
Bargaining (choose Specialization) 1
Culture (Lurian) 2 (3)
History (Lurian) 1 (2)
Language
Lurian 2
Planetside Survival (Swamp) 1 (2)-
World Knowledge (Luria) 1 (2)
Typical Advantages/Disadvantages
Organ Redundancy +2
Resistance +4
Obligation -2 (various family obligatio_ﬁ

NAUSICAAN

For information on the Nausicaans, ref
Star Trek: The Next Generation Roleplaying.
core rulebook, pages 274-75, and Planets of th
UFP, Vol. 1, pages 95-100.

NAUSICAAN

Attributes
Fitness 3 [6]
Strength +2
Vitality +1
Coordination 2 [6]
Reaction +1
Intellect 1 [5]
Presence 1 [5]
Psi O [5]
Skills
Culture (Nausicaan) 2 (3) :
Gaming (choose Specialization) 1 (2
History (Nausicaan) 1 (2)
Language
Nausicaan 2
Primitive Weaponry (choose Specializa
Unarmed Combat (Brawling or native
style) 2 (3) e
World Knowledge (Nausicaa I11) 1 (2)
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lowing Overlays for characters in
or characters who come from rogu-

nguage
Federation Standard 1
ersonal Equipment (choose Specialization) 1 (2)

ty (choose Specialization) 2 (3)
etwise (choose Specialization) 1 (2)

ise (Locate Gambling) 1 (2)
e Operations (choose Specialization) 1 (2)

109

BACKGROUND HISTORIES

Dodge 1
Fast Talk 2
Language

Federation Standard 1 _
Personal Equipment (choose Specialization) 1 (2 )
Search 1
Security (Security Systems) 2 (3)
Sleight of Hand (Pick Pocket) 1 (2)
Streetwise (Locate Fences/Black Market) 1 (2)

The following Background History packages app
to rogues from all over the Alpha and Beta
Quadrants. Use the "“Universal Background List"
(and the attribute and trait lists from other stages
from the Star Trek: Deep Space Nine Roleplaying
Game core rulebook with these stages. :

Of course, the Background History packages pre-
sented here don't represent the only ways to enter
life. A character could have a perfectly ordinary child
hood (Normal Upbringing from the core rulebook, ti
take one example) and then drift into crime when h
gets older. As long as the Development Points remai



=:the same and your Narrator approves, you can mix

d match packages from various sourcebooks to cre-
e just the sort of character you want.

_If you prefer not to choose a package for a par-
icular stage of your character's Background History,
refer to pages 52-59 of the Star Trek: Deep Space
Nine Roleplaying Game core rulebook for broad lists
of the attributes, edges, and traits available during

- Rogues obviously can learn skills that the
Federation frowns upon. Ignore the icons indicating
appropriate skills in the Star Trek: Deep Space Nine
Roleplaying Game core rulebook when building
ogue characters.

he character receives 5 Development Points to
spend during Early Life.

Fagin's Child: Your parents, or whoever raised you,
put you to work on the streets picking pockets
and committing petty thefts.

Sleight of Hand (Pick Pocket) 1 (2), +1
Dexterity Edge, increase any Template
Specialization by 1 (or add one Specialization)
Family of Assassins: You were raised in a society,
~such as among Flaxians, where groups of assas-
sins exist, and your family was (or was part of)
one such group. Since that in itself made you a
target for other assassins, you also learned to
“watch your back.

Assassination (choose Specialization) 1 (2),
Alertness +2
Gang Upbringing: You grew up as part of a gang
(for example, a press-gang on Turkana IV). You
learned how to fight with your fists, knives, and
anything else you could get your hands on. Being
raised this way has made you cold and tough,
making it difficult for you to sympathize with
others or see beyond your own wants and needs.

Primitive Weaponry (Knife) 1 (2), Unarmed
- Combat (Brawling) 1 (2), -1 Empathy Edge
uvenlle Delinquent: Despite enjoying a relatively
normal childhood, as you aged you fell in with
the wrong crowd and began committing petty
crimes.

Streetwise (choose Specialization) 1 (2), +1
Perception Edge, increase any Template
Specialization by 1 (or add one Specialization)
Mercenary Parents: Your parents (or whoever raised
you) were professional warriors, and you traveled
from one combat zone to another with them.
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Any one Military Skill (see the Star
Space Nine Roleplaying Game core
page 53) 1 (2), Bargaining (Mercenar
Negotiation) 1 (2), Sworn Enemy -
cenary you somehow offended)

Netboy/Netgirl: You spent a large pa
unfortunate adolescence working as
prostitute under the tender mercie
Syndicate or some similar organization

Computer (Data Alteration/Hacking]
to Logic Edge, Dataport +1

Pirate’s Child: Your parents (or whoeve
you) were pirates, privateers, or rai _ers-
grew up on their ship. You learned ho
some of the ship's systems and ﬁre-a pi
inherited a generous portion of Y :
greed.

Energy Weapon (choose Specializati
Shipboard Systems (choose Speaallz" i
Greedy 1 e

vive., Unfortunately, lack of health ¢
life has left you a little scrawny.

1 (2), -1 Vitality Edge
Thief’s Life: Your parents (or whoever rais
were skilled thieves who used you to help th
commit burglanes

Edge, +1 Perception Edge :
Wrong Side of the Spaceport: You grew u
wrong side of town. Lacking any -na_g_!_:_ur
talents that would earn you a ticket to
life, it was almost inevitable that yo
life of crime. 7

Vengeful —1

ADVANCED TRAINING

The character receives 9 Development P
spend on Advanced Training. =
Assassin Mentorship: You were tramed in
arts of assassination by a mentor uf exte
and reputation. :
Assassination (choose two Specaa

(2) and (2), Physical Sciences (Chemlst
Quick-draw +2
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rime: You drifted into the shadowy
computer crime and spent years learning
| outs both on your own and with the
ous mentors (some of whom you've
flesh; some you only know by their

uter (Data Alteration/Hacking and one
cialization) 1 (2) and (2), Espionage
aphy) 1 (2), Systems Engineering

iter Systems) 1 (2), +1 Logic Edge,

nt (Authority) -2

Aentorship: You had the benefits of

1g your grifting skills from one of the best
) ply the trade.

istic Expression (Acting) OR Charm

)1 (2), Disguise (choose Specialization)
Ik 2, Persuasion (Guileful

ipulation) 1 (2), Pacifism -3

\ssassination College: You managed to
nroll at one of the Flaxian assassin colleges.
3esides learning the basics of the assassin’s art,

met someone who will be a good contact

ng your career.

nation (choose two Specializations) 1
Espionage (choose Specialization) 1
ity (choose Specialization) 1 (2), Contact

:.'}US_t.WaSﬂ’t for you, and you washed
you're trying to find some way to put

Specialization) 1 (2)

nf&r::ement Training: You studied to be a

or security agent of some kind. (This
iining is popular among future bounty
ay even be required if the character

CHARACTER CREATION

wants a license to hunt bounties within a give_n:‘
jurisdiction, and usually leads to the "Law
Enforcement Officer" career).

Energy Weapon (choose Specialization) 1 (2
Security (Law Enforcement) 1 (2), Streetwise
(choose Specialization) 1 (2) :

Military Academy: You were shipped off to schoo
learn how to be a soldier, and learn you did. But
you have no intention of using your skills to ge
into some government's army or navy ....

Any one Military Skill (see the Star Trek:
Deep Space Nine Roleplaying Game core rule
book, page 53) 1 (2), Command (Combat
Leadership) 1 (2), Law (Military Regulations,
(2)

Pirate Crew: You served on board a pirate vessel
performing odd jobs and learning the skills nec
sary for a pirate’s life.

Energy Weapon (choose Specialization) 1 (
Shipboard Systems OR Systems Engineering
(choose Specialization) 1 (2), Unarmed Combat
(Brawling) 1 (2)

Prison Education: Your youthful criminal life landed
you in prison. There you befriended other con-
victs and learned how to survive in that sort of
harsh environment by keeping out of sight—or,
when necessary, by viciously attacking anyone |
who challenged you.

Concealment OR Stealth (choose
Specialization) 1 (2), Streetwise (choose
Specialization relating to specific underworld
group) 1 (2), Unarmed Combat (Brawling) 1 (2) .

Starfleet Academy Washout: You made it into the
Academy, but you weren't good enough to stay
there. The workload was too much, the competi-
tion too fierce, you weren't emotionally eq uipp_e-';ft
to handle it all—whatever. But you've decided
not to let the skills you did learn there go to
waste...

Law (Starfleet Regulations) 1 (2), Shipboard
Systems (choose Specialization) 1 (2), Space
Sciences (choose Specialization) 1 (2); OPTION:
AL: Energy Weapon (Phaser) 1 (2) and Intoleraz
("Those know-it-alls in Starfleet”") -3

Thief Mentorship: You were trained to steal by a
mentor of extensive skill and reputation.

Fast Talk 2 OR Security (Security Systems)
(2), Merchant (Appraising/Selling Stolen Good
(2), Stealth (choose Specialization) 1 (2)

Yoshitoni Institute: You used your underworld co
nections to gain admittance to the infamous
“Yoshitoni Institute,” an academy for mercenari



ocated in the Kellinan Reach and run by the
‘Orion Syndicate (see page 54).

Any two Military Skills (see the Star Trek:
eep Space Nine Roleplaying Game core rule-
book, page 53) 1 (2) and (2), Streetwise (Qrion
$yndicate) 1(2)

e character receives 10 Development Points to
spend on his Career.

Big Con: It took a long time to set up and plan,
.and there were some tense moments there where
you were certain the mark had tumbled to what
you were doing. In the end, what may be the
‘biggest, most profitable con game you'll ever be
involved with went off perfectly. With your victim
none the wiser (or at least unable to do anything
‘about it), you've stolen enough money to keep
‘yourself set for life.

Artistic Expression (Acting) OR Persuasion

- (Storytelling) 1 (2), Fast Talk 1, Guileful +1,

- Wealth +3

he Big Heist: A long time (perhaps years) went into
planning this theft. You devoted a lot of effort to
studying the target's computer systems and secu-
rity. When the time came, it went without a
hitch—almost. Unknown to you, one of the peo-
ple on your team planned a double-cross. It
didn't work (barely), but it led to the death of
one of your closest friends, and you've sworn to
hunt the traitor down and make him pay for the
betrayal. Fortunately for you, the job paid off in
spades; you're rich now.

Computer (Data Alteration/Hacking) 1 (2),
Security (Security Systems) 2 (3), Wealth +3,
Sworn Enemy -1, Thrill-seeker —1
sh War: You spent a few months, or a year or
two, fighting dirtside in a war on some backwater
planet.

Heavy Weapons (choose two Specializations) 1
(2) and (2), Planetary Tactics (choose
Specialization) 1 (2), Planetside Survival (choose
Specialization) 1 (2)
rgery: You spent time working with a master forg-
er, learning how to create fake works of art,
money, and the like, and then how to dispose of
the goods.

Artistic Expression (choose Specialization in a
forgeable art form, such as painting) 1 (2), Fast
Talk 1, Forgery (choose Specialization) 1 (2),
Guileful +1

Fugitive Tracking: You worked as a profession; [
bounty hunter, tracking down wan
capturing them, and returning then
authorities for rewards. :

Computer (Research) 1 (2), Law.
Specializations in criminal law of juri
worked in) 1 (2) and (2), Security.
Enforcement) 1 (2) :

Government/Guild Assassin: You put
professional killer to work for a govern
assassins' guild, or similar organizatio
their dirty work for them.

Assassination (choose Specializat
Demolitions (choose Specialization) 1

+1 :
High Space Piracy: You served aboar
sel, seeking ships to capture and plt
learned where to find rich prizes a
your ship to take them with a minimum of
and danger. :
Knowledge (Pirate Havens) (Trade Rot
(2) and (2), Shipboard Systems (choose
Specialization) 1 (2), Starship Ta
Specialization) 1 (2) :
High Roller: You lived the high life of' gal
spending most of your time in casinos
and other pleasure planets, sitting ir
highest of high-stakes poker games. _
Gaming (choose two Specral;zatlor‘l
(2), Intimidation (Bluffing) 1 (2), Phys;ca} Sci
(Mathematics) 1 (2)
Law Enforcement Officer: You worked’a:s
man, security guard, or similar funcﬁﬁh
local, national, or planetary governmen
learned all about the relevant laws in.
diction, how to find your way aro '
underworld, and so forth. :
Law (criminal law of specific ju
Security (Law Enforcement) 2 (3
Mercenary Contract: You signed yout
professional soldier over te someo
deep enough to pay you.
Energy Weapon OR Heavy Weapcns-"
Specialization) 1 (2), Planetary Tactics
Starship Tactics (choose Spet:iallzat___'n
Shipboard Systems (Flight Controly O
Operation (choose Specialization) 1 (2
Privateer's Commission: You served on a
received letters of marque from a gover
entitling the ship and crew to "leg
enemy ships and loot them.
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(government official who granted you
arque) +3, Shipboard Systems (Flight
other Specialization) 1 (2), Starship
oose Specialization in species you

d letters of marque to pursue) 1 (2),

anization as a quartermaster, ensuring

had enough of the right equipment to

ghting. Along the way you skimmed a little

ey for yﬁurseif

ministration (choose appropriate

lization) 1 (2), Energy Weapon OR Heavy

(choose Specialization) 1 (2), Merchant

ealing) 1 (2), Wealth +1

assins: You worked for a group or gov-
gaged in a war of assassins with some

group. You survived, even thrived, and

ved your killing skills in the process, but the

ther side began to take your attentions a little

o personally. Now, even though you're no

er involved in the war, they've singled you

nge, and you've decided to return the

SKILLS
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Stealth (choose Speciaiization) 1 (2), Sworn
Enemy (rival assassin group) —2
Additional Careers: Typically rogue characters do

serve “multiple tours of duty" like characters w
Starfleet training. If the Narrator wishes to allo
them to buy "additional careers,” they should
receive 5 Development Points for each one, to
spent on skills and abilities from, or related to,
the packages listed above.

The following sections provide Narrators with
some notes on existing skills, as well as a few new
skills, for use with rogue characters. Nonrogue ch:
acters should not take any of these skills (or
Specializations) unless they have the Narrator’s pe

mission.

ADMINISTRATION

While this skill ordinarily applies to bureaucracie
militaries, governments, and other “legitimate”
organizations, rogues use it in some unusual way
The first is Administration (Conspiracy,). Maintain
a large, far-flung conspiracy requires skill and intel
gence, and this Specialization takes care of the ski
element. A rogue could make an Administration
(Conspiracy) test to keep his conspiratorial assets
properly organized, maximize their effectiveness
while preventing their efforts from overlapping, al

so forth. g

Similarly, Administration (Organized Crime
Family) allows a character to keep an organized
crime group, gang, or house functioning at peak *
efficiency. Gang bosses, advisors to gang bosses, fi
officers on pirate ships, and similar characters ofter

learn this skill.

ARTISTIC EXPRESSION

One Specialization of this skill, Acting, serves a
mainstay for many con artists, who adopt various:
roles and personas to pull off their elaborate scam:
Of course, if they need to change their physical
appearance as well, they must use the Disguise
or undergo cosmetic surgery.

ASSASSINATION (INTELLECT)

Category: Other
This new skill confers knowledge of, and the abi

ity to use, the methods and tools of assassination &




| a specific person or persons. Assassination trains
aracters in the use, service, and construction of
ethal devices (such as hunter probes), poisons, lethal
aps (such as pheromonic sensor-triggered bombs),
nid similar devices. It also provides knowledge of
killing blows and strikes, weak and vulnerable points
the humanoid body, and so forth. However,
Assassination does not teach a character how to use
weapons or explosives; that requires other skills,
such as Energy Weapon, Primitive Weaponry, or
‘Demolitions. In many cases Assassination is effective
nly when it complements such skills; on its own it's
often somewhat academic.

The Difficulty for an Assassination test depends
the method of assassination used and the cir-
mstances. The Narrator should use the
uggestions below as guidelines. Successful
sassination tests do not automatically kill an
tended target; they simply indicate that the char-
ter has properly prepared his tools and chosen the
best method for his assassination attempt. However,
at the Narrator's option, a character may make a
Moderate (7) Assassination test before making an
attack (this constitutes a Timed Action); for every
two points by which the test succeeds, he may add
+1 to the damage caused by the attack (if the

tack succeeds).

Most Assassination tests use Intellect, since they
involve preparing devices, traps, and similar objects.
Jm situations where a character uses Assassination to
prove a direct attack, the Narrator may choose to
apply Coordination instead.

Deadly Sabotage, Poisons, Stealthy Attacks, Traps
- and Snares

Routine: Preparing standard poisons in a controlled
environment; preparing or servicing a standard
assassination device or trap

Moderate: Preparing poisons in the field; preparing
an assassination device or snare in the field or
from inappropriate components; operating a
hunter probe; planting a remat detonator on
someone without his knowing it; attempting a
killing blow on someone when the element of
surprise favors you

‘Challenging: Preparing a new poison which will

- a remat detonator
difficult: Smuggling a known poison past sensors;
preparing a new and highly complex poison in

pecializations: Assassination Devices, Deadly Blows,

evade standard sensors; operating a hunter probe
under dangerous or stressful conditions; preparing

the field without proper equipment; attempting a

killing blow in combat when the tar_ge
of your skills =
Nearly Impossible: Constructing a hunte
remat detonator in the field from raw ct
nents; creating a lethal poison quickly in-
from ordinary foodstuffs

FoORGERY (COORDINATION)

Category: Other

This new skill, which substitutes for Espio
(Forgery) for most rogue characters, allows
ter to create convincing, but fake, versions
artwork, hard currency, identification docu
and the like. In many cases it requires one o

Expression (Pamtmg) However, at the N
option, characters with Forgery possess sufﬁ, _
knowledge of engraving and printing technique

to know Craft (Printing).

Characters with Forgery also know how to
pose of their creations—how to “pass” f
who in the underworld needs false iden
(and the going rate for such papers), a
contact the underground art market (or even
people in the legitimate art market). :

Characters attempting to detect a forgery
their own Forgery or Search SkI”S or an intellect :

either controlled conditions or sufﬁ
forging standard identity documen
most forms of hard currency

controlled conditions nor sufficient time;
a convincing fake copy of a famous arti
under controlled conditions with suffic
Difficult: Creatmg a convmcmg fake copy_

conditions or sufficient time; forgin
uments which have to withstand in
Nearly Impossible: Creating a convi
of a masterwork in a day
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- often take an unusual Specialization,

. for this skill. Intimidation (Bluffing) allows a
' convince other gamblers that he has the
r the advantage in other games of
) and that they'd better get out of that round
gafne
se Intimidation (Bluffing), the character
s.in an Opposed Test against his opponent's
> or Search skills. Success indicates that he's

bluffing and ups his bet accordingly.
«can also use Intimidation (Bluffing) to
1ore stereotypical uses of Intimidation-to con-

when taken with the Specialization
raising/Selling Stolen Goods, it provides thieves
ith _th_e'__'.&.-‘é'l.uable ability to analyze the value of their
nd figure out how best to dispose of it. This

. got te with black marketeers, where to get the
best prices for stolen goods, how to deal with

ADVANTAGES

Trek: Deep Space Nine Roleplaying

“rogue characters: Battle-hardened, Dark
Diminished Social Status, Greedy, Marked
esistance, Wrongfully Accused, and many
Some, such as Shady Background and
Wanted, virtually define those who follow the life.
ng sections describe several new advan-
isadvantages which apply mainly to

vell as notes on special applications of
traits,

ELEVEN: CHARACTER CREATION 115

ADVANTAGES

CONTRABAND (VARIES)

The character owns something illegal. No recor
exists of the character owning the item, and until h
displays it or uses it people generally won't know:
that he has it. The cost of this advantage (which is
similar to Asset, from the Star Trek: The Next
Generation Roleplaying Game Player's Guide)
depends on how illegal and dangerous the item is

Typically an item of Contraband is something
character can use again and again (like an illegal .
weapaon) rather than a nonrenewable resource (su
as a case of Romulan ale), but it can be whatever
the character wants (the Narrator may let him taki
large amount of nonrenewable Contraband—say,
entire cargo hold full of cases of Romulan ale—if'i
won't unbalance the series). A character can sell
lose, or break his Contraband: if so, he does not
a new one (he just loses the Development Points he
spent on Contraband, unless the Narrator decides te
create a way for him to obtain a replacement durin
the game).




DataporT (+1)

The character has a dataport (see Chap}
. camouflage. field)

e : page 85)—a device built into the back of hi
gal dangeraus (or highiy sought- : ; : 5

after] itam (Varon-T disruptor., which .helps him access computer sys.,tem.

anLj poisons. hunter probe, bio- . Assuming he can properly connect himself

imetic gel, tallonian crystal] puter system (which usually poses no proble
liegal Righly dengerous (or very : gains a +2 bonus on all Computer tests (an
thl_.l sought-after] item [rermat .

detonatar, extremeig iethal pm-' B Narrator's option, on similar tests that ihﬁﬁ{i\} c
: smnﬁ} O ers or computerlike systems, such as using ¢ ec
(Security Systems) to defeat some electronic |

Moy 7 aport for illegal purposes, they will usually:

Balthale : P removed or permanently plugged. UFP of
Medium Haven (a large apartment. a : 5;;_ nervous about the widespread use of datapc:rt

house] their implications—a casual observer ca
Large Haven [a mansion. 8 skiy- :

SCraper & space Station] compare the sockets to Borg cybernetic
Very Large Haven [your own Emsu
rm:u:m]

DerParRTMENT HeaD: PrROMOTION

Cost Accﬂmmadatinns

T Flrle accommnddrrun5 [i’E[:IIIEEltEIFS
advanced tnmputer systems)

Luxurious accommodations (bolo-

ites, quurg furnishings) _

1 luxcirious accommodations

mercenary groups). These groups can use
Department Head and Promotion advanta;
less as written, though the Narrator may
reduce the cost because the characters d
to large or influential organizations.

FaLse lpenTity (Deep CoveR) (+E).-'

False Identity constitutes an underworld

page 92, for more details). It means the
a well developed, well documented altert
(a very handy thing for hiding out or esc
the authorities). Of course, the character
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_flty.'if he's not careful: if so, he does not
elopment Points back.

er is particularly good at deceiving
‘eives an extra Courage Point to spend
tries to fool, trick, or deceive another
this includes using Fast Talk, some uses of
Persuasion, using Gaming to cheat or

ion (Bluffing) to win a game of chance, and

one besides him is aware of this haven
f course, anyone he's willing to tell about
covers it during the course of the

ularly. _sefui location (like inside the Great Hall
Qo’noS), the Narrator may charge him +1
pment Point (or more) for the privilege.

"No Re orm (+1)

Despite a long and checkered criminal career,

; ctéi’ has managed not to acquire a crimi-
—or perhaps he's somehow arranged to
ra es of his criminal activities removed
cial gecords.

ase, someone searching for informa-
_m--wiﬁ_l_l':come up dry (other than the
graphical data). However, the charac-
e benefit of this anonymity if he's
the authorities during game play or
se‘manages to acquire a record during the

; RIES)
aracter owns a ship, which he can use for

surposes (transportation, carrying cargo)
nes (piracy, escaping from the law). The

17

The player and Narrator should work together
create a Starship Template for the vessel; the
Narrator must approve all vessels.

DISADVANTAGES

Cobe oF HonoRr

Strange as it may sound, rogues do sometime
follow their own peculiar codes of conduct. Such
codes aren't required for any given roguish career,
but having one often signifies a professionalism th
helps a rogue obtain employment. :

Code of the Mercenary (-2): Do not renege on a
contract; keep working until the contract has
been fulfilled or circumstances make it impossib
to do so. Do not betray your employer, even
under pain of death, or reveal his identity; on
you've taken his money you must serve him ho
orably until the job is done. Treat other
mercenaries who follow this code fairly, and ou
side of what your contract requires do not subjec
them to hardships or travail; they're in the sam
boat as you.

Code of the Assassin (-2): Similar to the Code of
the Mercenary, this code applies to professional
killers instead.

Honor among Thieves (-2): Another rare Code of
Honor, this signifies a thief's refusal to steal from
or otherwise betray, other thieves. In particular,
an “honorable" thief will never cooperate with
the authorities in any way.

Pirate's Code (-2): As described in Chapter Two
(page 25), this code governs the behavior of
more “honorable” pirates.

Pra Thal Code (—4) or APC Code (-3): These codes;
detailed in Chapter Five (page 57), are more
advanced and ethical versions of the Mercenar
Code. The Pra Thal Code includes the tenets o
the APC Code.

THRILL-SeeKER (=)

Ordinary excitement and entertainment aren'
enough for this character; he wants real thrills. He
might find them by playing in high-stakes card
games, participating in dangerous sports like orbital




gf -"diving, getting into fights, committing crimes,
@;ﬂgo g into combat, or practicing similar extreme

ersions. However he gets his thrills, it tends to be
_;g' ensive, dangerous, and inconvenient. When con-
‘onted with an opportunity to do something

118

thrilling, risky, and/or dangerous, the charact
spend one Courage Point to resist the tem
else he succumbs to it. Attempts to dissuade
character from seeking thrills are made at :

penalty.
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Star Trek: Deep Space Nine Roleplaying
Game series can focus on many aspects of
the Star Trek universe, including those
roustabouts and ne'er-do-wells
immersed in the life. The rough-
and-tumble nature of existence
on the frontier leaves plenty of
opportunities for characters to
become involved in roguish
~ activities, either directly (as
rogues themselves) or indi-
rectly (as Starfleet or
security officers trying to
stop them). Numerous
Deep Space Nine episodes
involve the characters in the
shady underworld dealings of
rogues like Quark and his con-
federates. Security officers like
Odo also spend considerable time
dealing with thieves, gamblers,
raiders, and other rogues.

MixiING ROGUeE AND
STARFLEET CHARACTERS

Although Starfleet operates as a law-abiding (indeed,
law-enforcing) organization, occasions arise when Starfleet
officers must interact with the underworld on the fringes
of the Federation. Numerous examples of this appear in the
various television series, including Captain Picard's masquer-
ade as a criminal on board Arctus Baran's ship of rogues
(TNG, "Gambit, Parts | and 11"), Commander Riker's ques-
tioning of a Ferengi arms merchant (TNG, “Unification, Part
[1"), Gul Dukat's guerrilla war against the Klingons (D59,
“Return to Grace"), Michael Eddington's defection to the
Magquis (DS9, “For the Cause”), Captain Sisko's use of under-
world figures and illegal actions to trick the Romulans into
entering the Dominion War on the side of the Federation (D59,
“In the Pale Moonlight"), and many others.

Narrators can provide a change of pace ina regular Star
Trek: Deep Space Nine Roleplaying Game series by running an
episode or two where the characters get a chance to leave
behind the safety and security of a Starfleet uniform and enter
the seamier side of the frontier. Characters' superiors can send
them to secretly infiltrate a pirate or mercenary band or a rebel
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rganization like the Maquis, or to conduct a sting
peration against smugglers or thieves.

ROGUES IN A STANDARD STAR

- While it might seem unusual at first, rogues often
n up as regular characters in Starfleet- oriented
tar Trek series. The Ferengi bartender and “entre-
reneur” Quark from Deep Space Nine provides the
est example. Although Quark isn't a member of
rfleet, or even a great friend of the Federation,
e's a fixture on board Deep Space 9. Characters like
Auark provide ideas for incorporating rogues into a
égular crew of Star Trek characters. Garak, the
humble Cardassian tailor," serves as another exam-
le—he is in truth a master spy and exiled member
~of the Obsidian Order.

Life on the frontier often makes for strange bed-
llows, and Starfleet characters can find themselves
llied with some interesting characters. What about a
aguish wanderer who offers himself as a guide to a
ederation ship exploring or patrolling the frontier
ike Neelix on Star Trek: Voyager)? A “reformed”
ogue like Tom Paris might assist Starfleet in
Sexchange for a lighter sentence. A former member of
Maquis might agree to help Starfleet put an end
o violence in the Demilitarized Zone. Are they really
stworthy? A disgraced Romulan spy might pose as
Vulcan merchant” on a space station or colony
sorld to earn the Star Empire's good graces again.
The most important thing about including a regu-
Jdar rogue character in a Starfleet series is not to limit
he rogue too much. Sometimes Starfleet officers look

the other way when it comes to small indiscretions
the name of the greater good, and sometimes rogue
can accomplish things outside of official channels
which a Starfleet officer could never condone (a
not openly). Of course, if a rogue does step ov
line, then Starfleet has to take action, like wh
Captain Sisko imprisoned Garak for trying 1
Defiant's weapons to obliterate the Founders.

Rogues can also appear as supporting charac
or adversaries in a regular Star Trek game serie
Trek episodes teem with roguish characters who
cross the paths of Starfleet crews, people like.
Captain Okona (TNG, "The Outrageous Okona")
Martus Mazur, and countless other support ng.ch
acters from Star Trek: Deep Space Nine. Roguéé_
provide a change of pace and an |nterestmg ¢
lenge for a Crew of Starfleet officers. . .~

THe ROGUE SeRIES

A Narrator may also wish to run an e
centered around the life. The galaxy is a"_big- pla
with plenty of opportunities for people willing.
them, especially if they don't mind breaking a few
rules along the way. This section describes sever
ferent frameworks for rogue series and include
considerations Narrators should take into a
when preparing to run a rogue-centered game

THE CREW

A rogue series focuses on the adven
gle Crew. They can be part (or all) of th J

RAIDERS, RENEGADES, AND ROGUES




. a group of smugglers, a loose alliance of
con artists, a mercenary company, or
quad of assassins for hire. The characters

n “freelance” in different areas, such as the
hlp that engages in the occasional pirate
spends most of its time smuggling cargo

he Federation border. One of the Crew might
Zéd__'-thiéf, while her lover is a notorious, but
tic, con man. The latest addition to the
rhysteri'ous Andorian, is actually an assassin

u  from his enemies.

an see, it's possible to mix and match a
nge of different character types. The Narrator
Ip the players create a group of characters
onceivably work together without immedi-
3 to kill each other. A little tension

gues goes with the territory and can add

e game, but it shouldn’t be so great that
racters simply can't coexist peacefully.

€ BASE OF OPERATIONS

' 'a‘rbgue Crew needs a base of operations.
-be a starship, a space station or other out-
or a planet. Each option has its own

ages and drawbacks. For more information on
sosts and their design, consult the Star Trek: DS9
RPG core__rulebook pages 172-178.

ip gives the Crew the greatest degree of
In a plrate or smuggler series, the Crew
all requ1res a ship. Other rogues may or may
have access to a ship. Of course, there's nothing
sé ys' the characters own their ship. The captain
; supportmg cast character, or a powerful
te or weaithy patron might hold t|t|e to the

.off of a Romulan design, quickly pays rich

s aboard most pirate ships. A raiding vessel's
.and shields often pack more punch than its
Id suggest, but still remain outmatched by
ound on Starfleet or military starships.

TWELVE: THE ROGUE SERIES
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Rogue ships use small profiles, requiring far fewe
crewmembers than a Starfleet or military vessel. A :
group of six rogues might constitute the entire cre\
of their ship, or there may be a few supporting cha
acters involved. This means the Crew has to be more
self-reliant in handling problems on board ship.
There are no security officers to call for help, no =
medical officers to treat injuries, and no engineers to
fix problems that the characters can't handle. Their
ship also can't simply dock at a starbase for repai
or maintenance. Rogue ships are often held toge
with nothing more than hope and clever engineer-
ing. The Narrator should work with the players to
design a suitable ship for the series, using example
from the Star Trek: Deep Space Nine Roleplaying
Game core rulebook, this book, and other Last
Unicorn Star Trek gaming products as guides.
Mobility becomes the most important conside
tion for the Narrator when dealing with a rogue
vessél. Unlike Starfleet, a crew of rogues does no
operate under orders. They can travel anywhere
want. So the Narrator must keep the series focus
to prevent the characters from simply wandering
around the galaxy aimlessly. The Narrator can do t
by limiting the players' choices somewhat. For
example, begin an episode with the Crew already en



te to deliver a cargo when they run into trouble;
r destination appears clear from the start. You
also limit the Crew's options using navigational
ards and patrols (“You don't want to go any-

you up in a second”).

'STATION OR OUTPOST

" A space station or similar facility—either in orbit
around a planet or star, or located in deep space—
fers numerous opportunities for a Crew of rogues.
any outposts on the frontier of the Federation serve
‘“galactic crossroads" where species from all over
e galaxy meet and mingle. Anywhere large numbers
eople are found, you'll find rogues seeking to

ke advantage of them in one way or another.
tation or outpost series support more “peaceful”
sues like thieves, gamblers, and con artists. These
ygues operate without disturbing their environment
r drawing attention to themselves, especially if they
ave a “cover" as legitimate business-owners on
board the station. For example, a Crew of rogues
couild all operate out of an outpost's central market-
ace, like the Promenade on Deep Space 9. They
might be partners in a single business (like a bar or
sino), or they might operate separately, with inter-
sts that occasionally coincide and force them to
work together. The station's other personnel make

ip the supporting cast, with opportunities for all
anner of guest stars and visitors. (The Star Trek:
.DS9 RPG Narrator's Toolkit contains additional sug-
estions for station- or outpost-based series.)

* The Narrator must first consider the nature of the
utpost. Generally speaking, a Starfleet station or
tarbase is too orderly and well maintained to serve
s.a base for a rogue campaign. Frontier stations like
"ep Space 9 constitute exceptions, because they

re not truly Starfleet facilities. Deep Space 9 is tech-
ically a Bajoran-owned station, which Bajor allows
tarfleet to administer. Thus, activities like gambling
cur on board, even though they probably would-
be allowed on a Starfleet facility.

Starfleet may have similar arrangements with

1er space stations and outposts along the

deration frontier—a Starfleet crew administers and
elps maintain the outpost, but it remains under the
e of local law enforcement. In this type of series,

: players can assume the roles of Starfleet person-
el or local station inhabitants, some of whom may
e rogues. See the Star Trek: Deep Space Nine
oleplaying Game and its Narrator's Toolkit for

ore information about this type of series.

Here near Relva VIl—Federation sensors would pick
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Alliance and Federation space (in or
Draconis Qutback, probably) and
for traders and merchants of all types
and his Ferengi crew administer the @
many different species call its airlocks
Ferengi also “subcontract” much of th
mamtenance and securlty to other Hart

Romulans offer other possibilities, a
tions manned by Federation citizens,
Andorians or Tellarites.

trappings to one set on a space station
additional factors to consider. Planets si

the rogues a stake in the success o
opment of the colony. Although mans

oped into fully mature societies in th
Well policed and generally secure, es:
host rogues and rogue operations of
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PoLice AND SeCURITY FORCES

Federation planets bear the responsibility for
maintaining their own police and security forces.
Such police forces enjoy only limited jurisdiction
when pursuing criminals offworld. Starfleet deals
with other interstellar crimes and also wields the""j'-- :
authority to police its own facilities, vessels, and
starbases.

Planetary police forces range from highly efficie
and well trained, to inefficient and even corrupt on
some frontier worlds. On space stations and smal
colonies, a small security force or a local “consta=
ble” often handles police and security work. It's up
to the Narrator to decide what sort of police forc
exists on any given world, and up to the charactei
to know what sort of opposition they're dealing '
with.

On non-Federation worlds, police and securit
forces range from eminently corruptible (criminals
can get out of almost any crime on Ferenginar with
sufficiently large bribes) to crushingly totalitarian
(such as the brutally efficient Romulan security
forces). Militaristic societies, like the Klingons or t
Cardassians, often draw no noticeable divisions
between their military, security, and police forces.
Soldiers patrol and enforce the law, and criminals
gain formidable opponents to contend with.

Rather than making police characters faceless
opponents for rogues, Narrators should consider t
value of police as supporting characters. Take the :
relationship between Odo and Quark on Star Trek:
Deep Space Nine asian example. Odo is a security
officer and Quark
ing to Odo's ow
enjoy a strange
police character i§
low the rogues across:
capture them.

alaxy if need be, to

OTtHer RocGues

Any of the various rogues described throughoud
this book can serve as adversaries for the Crew.
Rogues often contend for the same booty, so the
characters may need to deal with rival pirates and
thieves. Thieves may try to steal from them, whil
gamblers and con artists try to win away the chara
ters' wealth in other ways. Enemies may hire boun
hunters to track down the characters, or assassins: 0
kill them. Pirates raid smugglers, while smuggler or.:
pirate allies sometimes betray rebels.



SMALL FAVOR

Hook: A Ferengi asks the rogues to smuggle a
“package"” as payment for a favor they owe.
hey're just not told what's in the package.

Job: A Ferengi contact named Jolla gets in touch
“with the characters regarding a “small favor" he
needs done. He asks the characters to rendezvous
with his ship inside the Romulan Neutral Zone,

‘the characters will be well paid for their efforts.
{The Narrator can replace Jolla with another char-
acter the rogues owe or are likely to work for.)
Jolla's small trading ship meets the characters
at the appointed time and place. Jolla explains
‘that he wants the characters to take on a cargo
container and transport it along the outskirts of
‘the Federation border to the Attican system.
There they will rendezvous with a Vulcan trans-
port that will take the cargo on to its final
‘destination (which Jolla does not mention). The
characters are not to tamper with the cargo in
any way, he says its is “quite fragile.” In
exchange, the Ferengi offers to forget about the
haracters' debt to him and offers them a hand-
some sum of latinum on top of it (the Narrator
should choose an amount sufficient to make the
offer tempting).

mplications: What the characters don't know is
that the cargo container beamed aboard their
ship holds a high-ranking Romulan senator who
as decided to defect to the Federation. If you
wn The Way of D'era boxed set, use Senator
erek as the defector; he's seeking Federation
id in dealing with a plague that has broken out
‘on his homewaorld of Tigelis Vil. Otherwise, feel
free to create a suitable Romulan character or to
.use an established one.

The Senator was placed in stasis inside the
‘cargo container in order to smuggle him out of

‘where he will explain everything. He indicates that
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Romulan space. Ambassador Spock af
contacts of his on Vulcan to meet the
outside the Neutral Zone to retrieve t
er. If the characters awaken the Senato
(requiring a Routine (4) Medical Scien
will explain the situation to them a
er he can to assist. :
Unfortunately, the Tal Shiar caugh

Not Iong after ’they leave then‘ re
with the Ferengi trader, the character
indications of a cloaked ship fo%IoWin’g'

highest result of a strange ' subspace seﬁs
echo” he cannot account for. It appears

reveals nothing unusual.

The Romulans have decided to
rogues in hopes that they will lead thi
confederates allowing the Romulans'-

them a reasonable chance of success.
include navigating through an asteroid.
charged plasma field, or hiding ihs_id' :
confuse the Romulan sensors.
The Payoff: If the characters make it to
system, they meet up with a Vul
ship ready to take the Senator to
Vulcan. If the Romulans haven't shown
selves by now, they do so at a critic
before the Crew can beam the Senator_tc
other ship. A Romulan warbird decloak:
two ships and demands the return of
and the surrender of the vessels.
A warbird heavily outclasses virtuall

of ship the Crew is likely to possess,
the Vulcan ship. If the characters ar
capture, they must use cleverness al
thinking to outwit the Romulans. |
able to come up with some sort:o'_
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ans into believing that they (and the

e been destroyed, or even some
abling the warbird long enough for
ape. Let the players come up with a
ir own. The Vulcans and the Senator
ate however they can, provided there
e a reasonable chance of success. If
ompletely at a loss, you can have the
ain or the Senator make a suggestion.
teresting twist, the Vulcan ship might
npanied by two cloaked Klingon birds of
scorts.” The Vulcans can play this “ace
to convince the Romulans to back
serve this as a last resort to keep the
rom ‘being unfairly annihilated if they
o come up with any other means to
rratively, you can simply let the isolin-
(and the characters) fall where they may.
j_'id:life as a smuggler was easy, or long.

aracters form a group of thieves or

_While pulling off a job, they get

St fleet and thrown into the brig.

ook grim until they get a visitor, a man

Ar. Smith,” who offers the Crew a deal: If
him in handling an operation, and sur-

y're free to go. Otherwise, it's a likely

ars in a Federation penal colony. Not a

choice to make.

-'-"actually a Starfleet Intelligence

eeds suitable agents for a difficult

fleet Intelligence has learned that a

n crime lord named Thoren has

of the technical specifications for

ereign-class starship. He plans to

the highest bidder at a secret auc-

_' doesn't know the location of the

mto Thoren s auction. Starfleet
‘has intercepted a communication
ren and a representative of the

-_'ROGUE SERIES 125

Complications: Unfortunately, the characters don’

The Payoff: If the Crew manages to contact Smlth

Orion Syndicate. Starfleet has arranged for the
Orion representative to be “delayed indefinitel
As it happens, one of the characters vaguely
resembles the Orion, which is one of the reas
Smith picked them. The characters are to as
the identity of the Orion and his entourage. The
will travel to Risa and meet with one of Tho
agents, who will give them the time and place of
the auction. They can then pass the informati
on to Smith and let Starfleet Intelligence handle
the rest.

get an opportunity to communicate with Mr..
Smith. When they meet with Thoren's agent, &
fat Tellarite named Drell, they are immediatel
“escorted” to the auction on board Thoren's
orbiting yacht, the /ce Maiden, which leaves th
Risa system and goes into warp. In attendanc
are representatives from all over the Alpha
Quadrant, including Romulans, Cardassians,
Breen, Ferengi, and even Tholians. The charact
mingle with the other “guests” for a while, mai
taining their cover. If desired, the Narrator can 3
throw in a supporting character who might rec
ognize one of the Crew and blow their cover if
they're not careful.
The Crewmembers must figure out how to
a signal to Smith without being detected. They
can also try to acquire the technical data before
is sold. Thoren's security systems should present.
challenge to the characters. Of course, they ca
also simply try to buy the data by outbidding th
other representatives, but they have no money. t
back up their bids, so they'll have to be clever tt
pull this plan off.

Starfleet vessel intercepts the /ce Maiden and
forces its crew to surrender (possibly with som
help from the characters). If you want to liven.
this final encounter, make the intercepting ship
Sovereign class and let Thoren use the technical
data to figure out weaknesses in the ship's
defenses, making it more of an even match un !
the characters intervene and cripple the /ce
Maiden from within. This is a good opportuni
to include some guest stars. Perhaps the Starfl
ship is the Enterprise!
If the Crewmembers manages to get hold
the plans, they may be able to escape the Ice
Maiden using a shuttlecraft. Then it's up to the
whether to turn the plans over to Starfleet or tr
to sell them themselves, earning the wrath of t
Federation in addition to that of Thoren. :




If the Crewmembers carry out the mission
well, Mr. Smith arranges for all charges against
hem to be dropped. They are sent on their way
with a warning to stay within the law. Whether
or not the characters heed it is up to them. For a
change to the series, the Narrator can have Smith
ry to recruit the characters as Starfleet °
‘Intelligence operatives.

GH STAKES

e Hook: A mysterious stranger expresses interest
in playing against the characters in a game with
very high stakes.

Job: A group of rogues is enjoying the hospitali-
ty of a casino or resort on a pleasure planet like
_Risa. They may be relaxing and taking advantage
- of the booty from their last successful job, or they
may be there in order to gamble or find easy
marks for a theft or con game.

While enjoying the casino one evening, one or
more of the characters is approached by a myste-
rious woman who joins the game. She plays
:skillfully and wins several bets, collecting a con-
siderable sum from the characters. No matter
how well they seem to do, she does better. She is
happy to engage the characters in conversation,
but she reveals nothing about her own back-
ground—not even her name.

After winning a considerable amount, the
‘mystery woman gets up to leave. She pauses and
-asks the characters if they are interested in win-
ning back all they've lost, plus more, by playing
“another game. If the characters accept, she
smiles, nods, and the world around them disap-
pears in a flash.

mplications: The mystery woman is actually a
member of the Q Continuum (her name, natural-
y, is “Q"). She is fascinated by the concept of
‘gambling and games of chance, and likes to play
. them with mortals she encounters. When the
-characters accept Q's challenge of another game,
she transports them from the pleasure planet to
another setting, such as a desert planet under the
ght of twin moons. There, dressed like an
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Arabian princess, sitting under an elabt
she explains to the characters that she:
lenge them to different games. If they w
get back all of their money, plus a “suk
bonus.” Q doesn't say what that is,
acters immediately notice the gems,
and bars of latinum stacked in théj :
her.

the Arabian Nights, ancient Qo’no
time of Kahless, Ferenginar, and pre

challenges.
* Escaping from a famous pnson lik

Elba Il, or Rura Penthe. :
* Any favorite adventure or setting

Q either tells them that she made : .-
or that she “borrowed it from this &

rest of their trip with, fixing a proble
acters have with their ship or somethi
providing them with a clue to a ne
for adventure and booty. If the che

the galaxy.
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There are sorhe people
 you don’t want to meet
in a dark starship corridor...

Raiders, Renegades and Rogues takes you into the shadowy corners of
the Star Trek universe where Starfleet officers rarely tread—the underworld,
the black mgkets the back.alleys, the pirate hideouts. This book takes you
beyond the sl;aadowy duv:de that separa‘tes the Ieg|t|mate cutnzens of the

enpRaiders, Renegades, and Rogues shows :
yg} €piso s and series, whether as'Crew
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