








LCARS FILE 8 7-A12605 8 

BRIEFING FROM ADMIRAL T ELANA K A H OR, 

STA RBASE 4 1 6 

STARDATE: 51078.6 

FROM: ADMIRAL T ELANA KAHOR, STARBASE 41 6 

TO: ALL CAPTAINS AND BRIDGE CREWS W H OSE 

SHIPS ARE O P ERATING IN THE V ICINITY OF T I-IF. 

PLANET ALDEA (EPSILON MYNOS Il l) 

SUBJECT: CURRENT STAT US O F ALDEA 

The purpose of t his briefing i s to update you 
on the c urrent situati on regarding the world 
Aldea (Eps ilon Mynas Ill ). Those of you unfa
miliar with the history of thi s wor ld sh ou ld 
access t h e more detailed file available t hrough 
the LCARS system. 

B riefl y, Aldea should be well known 
to all of you as a form e rl y m ythi ca l .L' ? 
"paradise planet" w hose existence JJY~ 
h ad n ever been confirmed. f~ 
Tha n ks to the. acti v ities of the ~ 
U.S.S. Enterpnse NCC-1701-0 
o n stardate4 1 509. 1 , the legend lW 
h as been proven to be the truth, ~~ 
a nd A ldea h as revea led itself to 
the ga l axy. ~j 

This reve l a tion m ay have pro- ';J,I,l 
found implicati ons for the ~} 
Fe d e ration, and for the b a lance of ~~ 
galactic power. Th e A ldeans' technolo- ~ 
gy i s extre mely advanced-more advanced, 
in most ways, t h an the technology of the 
Federation, the Romu l a n s, the K li ngons, or the 
Card ass i a n s. We a re unaware, at p resent, how 
A ldean techno logy compa res to Borg t echnolo
gy, b ut it remains beyond question t h at h av ing 
access to A ldean techn o logy wou ld g r eatly 
improve th e Federation 's chances of d e feati ng a 
Borg attack. 

T h e A l dean technology about wh ic h we h ave 
reliab le reports includes cloaking techno logy 
capab le of hiding a planet from our most 
sop histicated sensors, repulsor beams ab l e to 
prope l a Ga laxy-class starsh ip m any li g ht yea rs 
away from the p la n e t (in much the same way as 
a p e rson wou ld swat away an annoying insect), 
and a supercomputer capab l e of m a i nta i ning a n 
e ntire p lanet for centuries. Most A ldean tech
n o logy is thought-driven-its u ser mere ly h as to 
think of what h e wishes it to do to m a k e it f unc
tion correctly . Assumi n g that t h e Aldeans can 
expand the scope of some of the ir devices, it 
requires little imagination to see h ow a com 
m o n thought- driven sculptor's too l could be 
turne d into a weapon w h ich could ravage e ntire 
planets with but a s ingle thought. 

Th e Aldean s ituation concerns the 
Federation b ecau se the Aldeans have not yet 
petitioned the UFP for membership nor indicat
ed any interest in a n a lliance with u s. That's the 
bad news. The good news is that they have not 
a llied themselves with the Romulans or the 
Cardass ians either. According to o ur l atest 
information, Aldean soc iety is presently under
going w hat may ver y we ll be its first su bstantia l 
disagreement in centuries, even millennia. The 
people are slowly but sure ly dividing them
se lves into camps. The la rgest camp, and the 
one led by the planet's F irst Appointee (the 
Aldeans' leader), favors applying fo r member
ship in the Federation. A lthough I cannot speak 
for t h e Federation Council, given the advanced 
state of Aldea's governmen t a n d soc iety, I see 
little reason to deny such a n appl i cation. 

T he sharing of technology, implicit in 
Federation membership, does not sit well w ith 
some A ldeans. Some of them wish to u se 
A ldean technological superiority as a tool to 
thrust A ldea into a position of galactic leader
ship- a position which, due to its long 

isolation, the Fede ration feels it si mply i s 
~'\. not ready for. Other Aldeans prefer to 
~~\ go into hiding once more and leave 

'~ the galaxy to its own affairs. The 
fourth, and fortunately smallest, 
faction actually favors an 
a lliance with the Rom ul a ns . The 

~~ Empire h as managed to con
~ vince th i s sma ll , but vocal, 

11!Y;'( group t h at the A ldeans would be 
&t;/ a llowed to keep thei r technology 

ili:::::J" to t h e m se lves if A Idea a llies itself 
~1!:::7 wi th the Romu l a n s. 
~ The A ldean s remain na"lve about 

interstellar politi cs a nd requi re protection 
from outside threat s until the A ldeans develop 
a skille d political system and sophisticated 
understanding of Galactic affai r s. T h e refore it is 
imperative for a ll sta rsh ips in t h e v i c inity of 
Aldea to maintain a sh arp watch for any s ig n s 
of activity by any threat races, especially the 
Romu lans. Furthermore, Sta rfl eet officers must 
be prepared to off er a n y r easonab le assistance 
wh i c h Aldea or her people requ est. We must 
build up goodwill , establish co ntacts, and 
d e monstrate to th e Aldean s t h e substantia l b e n
e fits of Federation membe rsh ip. 

Until such time w h e n t h e A ldeans can stand 
on th e ir own, all reports con cerning Aldea, par
ti cu l ar ly t h ose of any Romulan activity in the 
vicinity of the p lanet, should b e fil e d at the ear
liest availab le opportun ity a nd copied to m y 
office. A ll offi cers a r e ordered to remain 
i nformed of the cu rrent state of A ldean affairs 
and the Federation's re lati o n s w ith A ldea, and 
to do everything with in their power to further 
t h ose r elatio n s. Anyth in g less th a n the 
Federation's best cou ld eas il y thrust the 
Aldeans into the a rm s of the Romulan Star 
Emp i re . 



" to explore strange, new worlds •.. to seek out 
new life, and new civilizations •.•• " 

I 
n most Star Trek: The Next Generation 
Roleplaying Game series, the Crew's ship 
becomes one of the main focal points of an 

ongoing campaign. The ship, after all, serves as 
a fam iliar haven-it acts as both temporary 
home and on-the-job transport. Without it, the 
Crew would be hard p r essed to accomplish the 
majority of their duties as Starfleet officers. 

The Crew's vessel also prov ides a backdrop 
against which many adventures can take place, 
from strange a lien visito rs walking its decks to 
powerful interstellar catastrophes threatening to 
destroy it. At heart, the ship i s a plot device that 
a llows the Crew to get from p lace to place, 
much like the horse plays an important role in a 
good western. Yet there's more to Star Trek than 
what goes on within the confines of a ship. Star 
Trek episodes a re about going places, seeing 
new a nd unusual things, and meeting new li fe
forms. That's why the brave explorers of Starfleet 
a r e in space in the first place. Every inhabited 
planet holds dozens, even hundreds or thou
sands, of potential adventures and stories 
waiting to be told. 

That's where this book comes in. Planets of 
the UFP i s you r guide to some of the most 
importan t, inte restin g, and exotic planets in the 
universe of Star Trek. The planets described in 
this book range from major galactic powers, like 
Earth and the other founders of the Federation, 
to newly discovered planets like Aldea and l yar, 
to planets currentl y unknown to Starfleet. 
Whether you're seeking adventure, exploration, 
or confrontation, there's a p lanet in here that 
can offer you what you're looking for. 

USING THIS BOOK AS A PLAYER 

Planets of the UFP w ill become a useful 
resou rce for both players and Narrators alike. 
Players will find it most valuab l e as a sou rce of 
information about the ir characters, particularly 
regarding their species and homeworlds. Want 
to know about Andorian family life, where 
Tellarite engineers learn their tricks, or what the 
Holy Rings of Betazed are and what properties 
they are sa id to possess? It's all in this book. 

More importantly, Planets of the UFP pro
vides plenty of background information to 
insp ire you when creating a character. Perhaps 
you want to play an Andor ian who spent sum
mers hunting alanya in the great northern polar 
forest. Or a brash young cadet who spent hi s 
first tour of duty on Cestus Ill during baseball 
season. Maybe your parents were scientists at 
Calor IV. With this book, you can add depth to 
you r character's background, or learn more 
about hi s homeworld. At the very least, you can 
pepper you r conversation wi th re fe rences to 
Cherok's Span on Tellar, visiting the Plaza of 
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Wor l ds th e l as t tim e you were on A lpha 
Centau ri , o r go ing theocondt-watching o n 
Beta zed. 

Of cou rse, no book o n Federation planets 
cou l d possib l y be comp lete; over th e years, Star 
Trek h as visited o r m e ntion e d hundreds of 
wor lds. Even for th e p lanets inc lude d h e rein, 
d ozen s of detai l s had to be left o ut. So, if you're 
a c reative person, try add ing your own details to 
these worl ds, or even m aking up you r own 
wor l d a nd accompanyi n g c i v ili za ti o n. You 
s hould get you r Narrator's permiss ion firs t , o r 
hi s appr oval if you h ave a lready done some 
work, but p rov i ded yo ur creations a re r easo n 
ab le a nd fa ir, most Narrators w ill b e m o r e th a n 
w illing to wo r k w i th you. After a ll , your e ffo rts 
h e lp f lesh o u t th e campaign settin g for them 
(and, if you've done things the ri g h t way, g ive 
them a few ep isode i deas t o boot). 

USING THIS BOOK AS A NARRATOR 

Muc h , i f not m os t, of thi s b ook i s w r itten p ri
m a ril y w i th the Narrator in mind. P l anets 
funct i o n i n the ga m e p r i m a ril y as setti n gs for 
episodes. They serve as platforms fo r ta l es of 
cu l tu r a l con f lict, p l a n e t a ry disaster, a nd m any 
simi lar background p l o t s. 

Even i f the Crew vis i ts a p lanet o nl y br iefl y 
for a s ing le ep i sode, it needs to be a n in terest
ing, i ntri g uing, and exciti n g p l ace. T h e planets 

U FP, V OL U M E I 

described i n thi s book a re inte nde d to be a ll of 
those things, but in many cases they go beyond 
th a t. Indeed, m ost of th e p l aneta r y descriptions 
a r e struct ured to prov ide ideas o r "seed s" for 
many episodes, b o th stand-alone adventures 
a nd e nt ire series. 

You don ' t h ave to u se a pl a n e t just o nce and 
then d i scard it; each wor l d h as th e potential to 
o ffe r many ep isodes' worth of excitem e nt. A 
world i s w hat you make of it-if a ll you need are 
one-shot adventure settings, that's f ine, but if 
you wa nt to develop a seri es of ep isodes set on 
the same planet, t h e m a te ri a l in Planets of the 
UFP lets you do that, as well. 

COMMON THEMES 

THer e are a numbe r o f th e m es, events, o r sit
u a tions w hi ch te nd to recu r in episodes based 
o n or a ro und planets. N arr ators can employ 
these "story seeds" effectively b y m aking minor 
c hanges in them from e pi sode to episode. For 
examp l e, rath!'! r than u s i ng asteroids or comets 
on a colli s ion course with a pl a n et as your 
" Pl a n e tary Disaster " e l e m ent, tweak the theme a 
bit a nd use, say, a n infestation of loc u sts . Then 
figure out why the loc u st s are attacking 
(Romu l a n biowarfa r e o r a l o n g -forgotten civi
li zation 's bu ried bioweapon s leaking into the 
water supply), w h at the C rew h as to do to solve 
the problem (bring in th e locu st s' n a tural ene
mies to gobble them up, o r e r ect a n enormous 
for ce field to k eep the m away), and th e o th e r 
o b stac l es wh ich th e Crew h as to overcome (mild 
i o n storm s w h ich w ill m a k e e recting a fo rce 
fie ld a nd transportin g to a nd from the planet d i f
ficu lt), a n d you 've got th e skeleton of a good 
p l a n e t-based episode. 

Several common p l a n eta r y t h e m es appea r in 
the fo ll owing sect i o n s: 

P EOPLE PROBLEMS 

Most p l anets t h e C rew visits w ill b e inhabit
ed, w heth e r b y natives, co lo nist s, o r scienti fic 
research teams. These peop le a r e a ferti l e source 
of e pi sode ideas. If you h ave a lim ited number 
of peop le (such as a t a sm a ll sc ie ntifi c o utpost), 
t h e n scen a ri os base d around in te rperson a l rela
tionships-su c h as a mu rder mystery in w hich 
o n e character's h atred f o r a n oth er drives him t o 
m u rder- a r e ideal. So a re episodes in wh ich the 
n atives u se thei r knowledge of th e t e rra in a nd 
p l a n etar y conditions to evade o r h a r ass the 
Crew. 

La rger g roups of p eop le (say, the popula t ion 
of an e ntire p l anet) can become the foc u s of th e 
ep i so d e in sever a l ways. Fi r st, t h e popula t ion 
ca n be div ided aga inst themselves fo r some rea 
son. In this recurring Star Trek theme, the C rew 
must save the planet's population fro m th e m 
selves, b e it a civ il war, politica l fact i o n a l ism, or 
Borgia- like intrig u e . What seem s li ke a si mple 
(or eas il y resolved) situat ion can be compli cated 



by depr iving the Crew of i ts advan ced tec hno lo 
gy, invoking th e Pr ime Directi v e, a nd s imil ar 
m eth ods. 

Second, the popu lace ca n be threa te n e d in 
some m anner. Thi s i s a nothe r common theme in 
Star Tre k- the pla n e t a r y disaster, in which th e 
C rew m u st save a civ ili za tion from ou tsi d e 
destruction. Th e p l a n e t a r y and ste ll ar disasters 
described below a r e two ways to do thi s. Some 
oth e r ways inc lu d e a ttack by an enemy fo rce 
(e ith er o ve r t l y, su c h as a fo rce of ships w ith dis
rupte rs blazin g, o r covert l y, s u c h as a n 
extens ive spy n etwork); p lague, gen e ti c abn or
m a li ty, o u tb r eak of di sease, or othe r w idespread 
medica l prob le m ; or a c rime wave. 

Last but not least , don ' t forget to bring dif
fer e nt races' a nd p la n ets' unus u a l loca l c u stom s 
into p l ay. O n e p l a n e t or race m ay seem muc h 
li ke a not h e r i f you , as N a rrato r, don 't m a ke a n 
effort to differen ti a t e th e m. In sh ort, u se l oca l 
co l o r t o g i ve yo ur ga m e some co l o r, too. 
Imagine, for examp le, a huma n co lo n y w h ere 
everyon e wea rs m as k s based on a n e l a borate 
mythology, a n Andor i a n co lony w hi ch tri es to 
emul ate th e V ul ca n devotion to l ogic and sup
press ion of e m ot i o n s, or a p l a n et w h e r e 
diffe rent sets of laws a r e in effect depen ding 
upon th e ph ases o f th e pl a net's th ree moons. 
Each of t h ose places i s a lot m ore interesting, 
and more rife wi th p otentia l e pisod es, than 
another "gen e ri c C lass M" wor ld . 

Narrators ca n a l so u se their plane t s in the 
same way th a t S tar Trek does, as a m o ra lity p lay. 
Alien c ultures ca n e mbody som e e le m e nt of 
huma n n a ture or a contemporary i ss u e th e 

I NTROD UC T I ON 

Narra tor finds i nteresting. T h e Narrator and 
Crew can exp l ore these i ss u es during the course 
of the story. 

Imagine a n eutra l world ri c h in dilithium 
c rystals, b u t surrounded b y hosti l e neighbors. 
T hi s planet invites every m ajor power in the 
qu a dran t to mine the crysta l s-Cardass i ans, 
Romul a n s, Fere n g i , Or ions, K li n gons, and the 
Fe d e r a tion-in t h e h o p e that each wi ll come to 
t h e planet's defense s hould i t s n e i g hbors a ttack . 
Someti mes, it's eas ier fo r peop le to face certain 
i ss u es as p a r ables. I n Plane ts of the UFP, 
Nau s i caa e xemplifies un c h eck ed industri a liza
t i on, l yaar takes objec ti vism to its ex treme, a nd 
Ces tus Ill re prese nts unbridl ed optim i sm. Just be 
certa in to trea t th e subj ect with respect, and not 
as p a r o dy; it will on ly offend. 

PLANE"TA I~Y D ISASTER S 

P l a n e ts, for a ll th e i r seem ing solidity a nd 
age lessn ess, are actu a ll y p rone to a wide variety 
of problems w hich Narrators can use as episode 
e n g ines. Tec toni c and se ismic activ ity are per
h aps th e most common and " picturesq u e" of 
s u c h pro ble ms. Volcanos can exp lode, ea rth 
quakes ca n shake buildings into rubble, and 
sometimes who le p lanets can begin to com e 
a p art a t th e seams (o r cool d own i n si de and 
di e). A c ivi li za tion or co lony based on a planet 
wi th these problems e ithe r will h ave a dapted to 
th e m (by li v ing onl y i n certai n areas o r develop
ing technology to contro l t h em, for example), or 
w ill h ave to be rescued w h e n ca tastrophe f ina l 
l y strikes. 
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Weather also ca uses many disaste rs . For all 
of the Federation 's technological might, few 
societies can immunize themselves completely 
against hurricanes, tornadoes, blizzards, floods, 
heat waves, and the I ike. Even planets with 
weather control satellites are vulnerable to hav
ing that technology break , be sabotaged, and so 
forth. Crews can become involved in episodes 
in w hich they have to rescue people from these 
disasters, try to prevent or minimize them, or 
figure out what's causing them and put a stop to 
them. 

STELLA R DISASTERS 

There are also many disasters originating off
planet. Space is full of things that can endanger 
a planet. First, asteroids, comets, rogue satel
lites, and s imilar objects may collide with a 
planet. Even a small asteroid i s enough to cause 
vast ecological devastation; a large one w il! 
wipe out all life on a planet. However, episodes 
featuring this sort of problem must also add ress 
the issue of a starship's capabilities-ordinarily 
a starship could simply blow a n aste roid to bits 
or tow it out of the planet's path w ith a tractor 
beam. Somehow the N a rrator must deny the 
Crew these easy so lutions and make them work 
for their victory over such a powerful force of 
n a ture. Second, and in a similar ve in, a planet's 
satellites-both moons and man-made obj ects
can be displaced from their orbits a nd sen t 
crashing to the ground. This i s n ot very different 
from the ast e r o i d scen a ri o, but may include 
some additio n a l complications (highly rad ioac
ti ve payloads in a n a rtifi c i a l satellite; a co l o n y 
on the moon). 

Fina ll y, a va ri e t y of ste ll a r anomalies ca n 
ca u se additional problems for a planet. Suns 
going nova, nearby sta r s em itting p ul ses of radi
ati o n str o n g e nough to destroy a ll life o n th e 
planet, cosmic strin gs, and temporal distortion 
fields are jus t a few examp les of the m a n y dan
gers space has to o ffer a planet. 

What makes a planetary or ste llar disaster 
st o ry interestin g i s the Crew's reaction to the 
planet's inh abitan t s, and their reaction to the 
C rew. What's the point of sav ing a planet if the 
C rew never sets foot on it, or never meet s with 
the loca l s? This is w h e re most of the plot com pi i
cati ons rea r their heads. Even thou gh a 
civ ilizat i o n may be i n dire need of rescue, a seg
ment of the p opulation might resen t , o r even 
oppose, th e Federation 's help. H ow do you res
c u e a c ivili zat ion from a supe rn ova if its people 
h ave n o knowledge of oth er spacefar i ng c ultures? 
What if the C r ew's action s resu lt in unintended 
con sequences? Ultima t e l y, th e ste llar disaster 
should bring to the fore some oth e r c ru c ial 
theme, su c h as a spec i es' mistrust o f outsiders, 
workin g together to overcome a com m on foe, o r 
the n eeds of the m any outweigh ing th e needs of 
the few. Disaster tends to bring o ut the best-and 
wor st- in people, n o m atter w hat their species. 

PL AN ET S O F THE UFP, V O L U M E I 

Narrators should be careful when telling a 
planeta ry or stellar disaster story in conjunction 
with a Federation wor ld. In a ny episode, the 
dan ger of failure remai ns ever present; other
w i se, there would be no dramatic tension. The 
Narrator should be prepared to face th e reper
c ussions should th e Crew fail to save the planet. 
While a comet striking the surface of Calder II 
wouldn't fundamentally a lte r the Star Trek 
mil ieu , destroying Vulcan or Earth would radi
cally a ffect continuity. Narrators beware-i f 
you're not prepared to face the consequences, 
either set your planet-destroyi n g story on a less 
central locale or be sure to h ave a n "ou t. " 
Otherwise, you would no longer be playing in 
the Star Trek universe, but rather a parallel uni
verse of your own design. 

ORGANIZATION OF THIS BOOK 

No single book can contain every planet 
appearing in Star Trek: The Next Generation 
with th e leve l of d eta il we include herein. In 
compiling the information for this book, we 
chose a variety of planets, from members of the 
UFP to tiny scientific outposts. Some planets 
appeared in episodes of Star Trek: The Next 
Generation, and this book revisits them, to see 
how they have fared since the Enterprise-0 vis
ited them. Narrators can either replay the events 
s h own on the sc r een , a llowing th e ir players to 
see how th eir characters would handle the situ
at ion, or explore t h e ir own sto ry ideas. Oth er 
e ntries were on l y mentioned in the series, or 
were c rea t ed expr ess l y fo r t hi s book a nd appear 
here for the first time. 

Some of these wor lds a re properly spoken of 
as planets of the Fe d e r a tion-the member 
worlds and co lonies that compr ise t h e United 
Federation of Planets. Many, though d e fin e d as 
neutral s, are inc luded because they li e w ithin 
Federation ter rito ry (th at is, t h ey a re not in 
Kl ingon , Cardassian , or Rom ul an space). Future 
books i n the Planets of the UFP lin e wi ll present 
worlds from S ta r Trek, Star Trek: Deep Space 
Nine and Star Trek: Voyager. If you don't find 
your favo ri te planet-Angel I , Ligon II , Se l ay-in 
h e re, don't despair; th ere w ill even be f uture 
vo lumes pert a ining to S ta r Trek: The Next 
Generation. 

Unlike other Last Unicorn Games Sta r Trek 
products, Planets of the UFP i s not divided into 
c h apters. Instead, the book i s o rganized like a n 
atl as, w ith each planet l isted alphabetically for 
ease o f reference. Read through the book from 
cover to cover, o r s im p l y flip to a favorite world . 
Each entry provides Narrators and p l ayer s with 
p l enty of in fo rm a ti o n to spark sto ry ideas. 



ACAMAR 1// 
Acamar Ill is a Class M planet located in the 

Acamar system, near the borders of Orion space. The 
world is home to the Acamarians, a humanoid 
spacefaring c ivilization. A smal l band of Acam ar ians 
known as the Gatherers have become infamous 
throughout nearby sectors as v ici o us pirates and 
raiders. Following the visit of the U.S.S. Enterprise-0 
in 2 366, the Gatherers h ave, after nearly a century of 
w andering, returned to Acamar Ill and rejoined 
Acam aria n society. 

SOLAR SYSTEM 

Acamar is a G4 V (bright yellow d warf) star just 
entering middle age. The system contains four plan
ets. Only Acamar Ill is Class M and capable of 
sustaining li fe. Acamar I and II are Class L, and 
Acamar IV is a C lass J gas g iant. A d en se asteroid belt 
between Acam ar Ill and IV and an extensive 
cometary c lo ud at the r im of the system stand as 
reminders of the Acamar system's turbul en t bi rth . 

ENVIRONMENT 

Acamar Ill has a standard g ravity of 1 .3 G, a day 
o f 32 standard hours, and a 382 .3 standard-day year. 
The upper laye rs of the planet's atmosphere are fi li ed 
w ith extensive cloud formations w hich result in per
petua lly overcast skies on the sur face. Th e plan et has 
no moons. 

Only 30% of Acamar Ill 's surface i s covered by 
water, which is concentrated in two small oceans. 
The rest of the planet's surface consists of p redomi
nant ly hilly, rocky terrain, with mountain ranges 
m ark ing the boundaries o f the continenta l p lates. 
Su rface temperatures range from temperate at the 
equatori a l regions to vast expanses of f rozen tundra 
near the poles. The crust of the planet contains 
exten sive deposits of magnesite and oth e r minera ls, 
althou gh the depth of the ore-bearing strata an d den
sity of the surrounding c ru st make extraction 
diffic ult. 

LOCATIONS 

The Wasteland is a vast continent- sized regio n 
rendered completely barren by the excesses of 
Acamarian clan warfare. The extensive use of 
weapons of mass destruction, particularly biological 
and c hemical weapons, has left the region a parched 
desert c rawling with deadly viruses. The soi l has 
been con taminated by a variety of devastating chem
ica l agen ts, and is dead at the m icrobia l level. Fused 
craters mark the positions of former c i t ies in th e 
region. The Wasteland was the fi n a l battleground 
b etween the clans Shovran and Nalitha, w h ose 
gen ocida l frenzy m arked the last g reat b a ttle of the 
Clan W ars. 

The greatest c ity of the Shova clan, and the cap
ital c ity of Acamar Ill , Toll Shovas is t h e seat of the 
Sovereign's government and home of the Ru ling 



ACAMAR Ill 

PLANET NAME: ACAMAR Ill 

(LASS: M 

SYSTEM DATA: ACAMAR Ill HAS NO MOONS. 

GRAVITY: 1.3 G 

YEAR AND DAY: 382.3/32 

ATMOSPHERE: 0XYGEN·NITROGEN·ARGON; SLIGHTlY GREATER THAN EARTH-NOR· 
MAL PRESSURE 

HYDROSPHERE: 30% OF THE PLANET IS COVERED WITH WATER, WHICH IS CON· 
CEHTRATED IN lWO SMALL OCEANS. 

CLIMATE: TEMPERATE BUT COOL NEAR THE EQUATOR; EXT£HSIVE ARCTIC REGIONS 
SURROUNDING THE POLES. EXITNSIVE CLOUD COVER USUALLY BLANKETS MOST OF THE 
PLANET. 

SAPIENT SPECIES: ACAMARIANS (3.7 BILLION), GATHERERS (200,000) 

TECH LEVEL: lEVEL Six; PARTICULARLY ADVANCED IN BIOSCIENCES 

GOVERNMENT: ACAMAR Ill IS RULED BY A SOVEREIGN (SUPREME EXECUTIVE), WHO 
IS ADVISED BY THE RULING COUNCIL, AN OLIGARCHIC BODY COMPOSED OF REPRESEN· 
TATIVES FROM THE VARIOUS CLANS. 

CULTURE: A CLAN-BASED SOCIETY WITH A LONG TRADmON OF FEUDS AND WARS. 
TODAY, CLANS MOSTLY DISPUTE EACH OTHER IN THE POLITICAL ARENA; INTERCLAN VIO· 
LENCE IS RARE, THOUGH NOT COMPLETELY ABSENT OR FORGOTTEN. 

AFFILIATION: INDEPENDENT/NEUTRAL 

RESOURCES: MAGNESITE AND SOME OTHER MINERALS 

PLACES OF NOTE: THE WASTELAND (A BATTLE-RUINED REGION), TOLL SHOVAS 
(THE CAPITAL CITY), THE GOYAX REGION (HOME TO GATHERER SETTLERS) 

SHIP FACILITIES: NONE 

Counci l. A Federation ambassador res ides in Toll 
Shovas, at the request of the Sovereig n . 

The Govax regi o n is a wide plain in the southern 
portion of Acamar Ill, bounded on three sides b y high 
mountain ranges. Recently, Sovereign Marouk ceded 
the entire region to the n ewly rec oncile d G athe rers, 
w ho are just beginning to colonize the area. The 
extreme winters in the Govax region and its scarce 
resources are making resettlement difficult. 

HISTORY 

The re lative ly inhosp itable climate of Acamar Ill 
gave rise to various nomadic or seminomadic tribes of 
Acamarians. Scarce resources led to fierce conflicts 
between tribes. By the time the first Acamarian ci ty
sta tes a rose, nearl y four thou sand years ago, the rigid 
c lan stru c tures which c haracte rize Acamarian society 
were firmly in place. Over four millennia of recorded 
hi story the Acamarians a l so adopted a rigid caste sys-
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tem, and slowly advanced to an industrial level of 
technology. Intrigue and open conflict between clans 
were rife, and short, furious wars were commonplace. 
The perpetually cloudy skies of Acamar Ill left the 
planet's inhabitants with little reason to study the 
heavens or wonder what might lie among the stars. 
One hundred seventy-eight years ago, however, the 
stars came to them. 

Acamar's first contact with an extraplanetary civi
lization came in 2224 when an Orion vessel surveyed 
the system and noted the extensive mineral deposits 
on Acamar Ill. The aliens made peaceful overtures to 
the Acamarians, pledging eternal friendship and 
trade. The Acamarians were impressed by the aliens' 
advanced technology, but were highly suspicious of 
their motives. The Orions offere d the various 
Acamarian states samples of high technology in 
exchange for mineral rights. At their current stage of 
technological development, the Acamarians did not 
possess the means to mine many of the minerals, so 
making the concessions posed l i ttle problem for them. 
The clan leaders were particularly interested in the 
advanced weapons the Orions offered-each hoped 
to gain a decisive edge against neighboring clans. 

The Orions engaged in vast strip-mining opera
tions with serious environmental consequences. As 
the ir air and water became polluted, the clan leaders 
realized what was happening and suspended their 
various conflicts. They turned all of their efforts to 
driving the invaders away. The Orions never suspect
e d that the Acamarians would be ab le to 
reverse-engineer and duplicate the weapons which 
th ey had g iven them, and totally unde restimated the 
military acume n of a people who had spent millennia 
embro il e d in conflict. The Orions were quickly driven 
from Acamar Ill , and, after three years of fruitless 
attem pts to conquer the planet, deemed the venture 
unprofitable and turned the ir interests t o othe r worlds 
like Coridan. 

A fter the expulsion o f the Orions, attempts were 
made to establish an inte rc lan council to unite the 
clans against any further threats from sp ace. After 
some initial progress, disputes over the leadership of 
the council degenerated in to feuds and intercl an 
squabbles. A new wave of conflicts began which, 
thanks to the n ew technologies avai lable, were more 
devastating than ever before. The Acam aria n s refer to 
the years w hich followed the end of Orion attempts to 
conque r the m as the Clan Wars. They estimate that 
close to a quarter of th e planet's population perished 
in the fighting. Medical technology receive d from the 
Orions gave rise to great advances in the Acamarians' 
understanding o f genetics and biotechnology, and 
plague became the ultimate weapon of the clans. The 
Clan Wars c ulminated in the mutual d estruction of 
clans Shovran and Nalitha, the most powerful of the 
Acamarian c lan sta tes, and the creation o f the 
Wasteland. 

The rest of Acamar Ill looked on in terror at the 
devastation the Shovrans and Nalithas h ad unleashed. 
M a ra n , leader of clan Shova, m a de a desperate appeal 
to end th e c onfli ct, asking why the people of Acamar 
Ill were so desperate " to accomplish w h at the 
invaders could not." Soon c la n Shova, the most pow-



erful of the remaining clans, hammered out a peace 
settlement. The leader of clan Shova was named 
Sovereign of Acamar Ill, and had the responsibility of 
enforcing the treaty and ensuring peace between the 
clans. The Ruling Council was formed in 2266, an 
event commemorated by the Acamarians as "The 
Reconciliation." 

Several c la n s (most notab ly the Lornak, who had 
virtually erad icated their chief rivals, the Tralesta clan) 
refused to have anything to do with the negotiations, 
seeing Maran's proposal as I ittle more than conquest 
by decree. The rebel clans were given a n ultimatum: 
Submit to the new system o r leave Acamar Ill forever. 
The dissidents opted for banishment. Utilizing the 
new space technologies acquired in the war with the 
Orions, the rebe l clans left " to gather their fortunes 
among the stars." The exodus of the rebel s, now called 
the Gatherers, occurred in the year 2268. In the 
decades that followed, the Gatherers became known 
as a horde of interstellar parasites. They moved from 
planet to planet, colony to colony, stea ling what the y 
needed to survive. 

In 23 66, the U.S.S. Enterprise visited Acamar Ill. 
Captain Jea n -Luc Picard was able to convince 
Sovereign Marouk to reopen discussions with the 
wayward Gatherers, and after a storm y period of 
negotiations (which were nearly derailed by the 
reviva l of a n ancient blood feud between c la n s Lornak 
and Tralesta), Marouk and Chorgan, leader of the 
Gatherers, were ab le to reach a settlement. By 2368, 
all of the Gatherers had returned to Acamar Ill to try 
to build a n ew life. 

POPULATION 

Physically, Acamarians are humanoid, and most 
easily distinguished f rom humans by a pronounced 
vertical cleft in their foreheads and unusual iron-cop
per composites in their blood. Acamarians favor 
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elaborate facial tattoos which indicate clan and sta
tus. The Gatherers also use ritual scarring to 
supplement their tattoos. 

Culturally, the Acamarians are a peaceful people, 
whose en I ighte ned attitudes arose after centuries of 
vicious conflict. An indiv idua l 's affili a tion with a clan 
is the cornerstone of Acamarian society. Clan mem
bership entitles an Acamarian to support from kin, 
and obligates him to aid, protect, and avenge his clan
mates. In recent years interclan conflicts have been 
confined to the political arena, and arguments in 
council have replaced massacres and vendettas. Clan 
affiliation also governs marriage and inheritance. 
Acamarian society is characterized a lso by a rigid 
caste struc ture. Servants, often membe rs of entire ser
vant clans, defer absolutely to th eir masters. Every 
Acamarian knows his position in socie ty, and respects 
hi s betters. 

Although Acamarians are quick to boast of their 
achievements a nd newfound pacifism, subtle 
reminders of the past remai n - high-ranking 
Acamarians still employ poison-tasters in the ir ret
inues, and never travel without bodyguards, for 
example. Clan animosities a re still very much present 
in the minds of many Acamarians. The murder by 
microvirus of most of the rema ining Lornaks by the 
last surviving Tralesta, Yuta, amply demonstrates thi s. 

The recently returned Gatherers offer a jarring 
contrast to conventional Acamarian c ulture. The 
Gatherers va lue personal freedom above all e lse, and 
treat each other as equals, deferring to a commander 
or leader only when necessa ry. Crude, brash, and 
often painfully blunt, the Gatherers place little value 
on social pleasantries. Their long struggle for survival 
h as blurred the clan distinctions among them, and the 
harsh conditions in Govax have only perpetuated this 
attitude. The Gatherers' disdain for the Acamarian 
caste system and rigid clan laws have m ade them a 
clan unto themselves since their return to Acamar Ill. 

, , 
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Technologically, the Acamarians a re capable of 
warp travel , and show a particularly high level of 
development in biosciences. At the height of t h e C l an 
Wars, technolog ies existed tha t could c reat e deadly 
v iruses tailored to a specific clan, and genet ic manip
ulation was commonplace. The C l a n Wars resulted in 
the loss or destruction of many o f these advanced 
techniq ues, but rumors and legends abound of hidde n 
l abs and abandoned facilities packed w ith dormant 
bioweapons and advanced technologi es. 

GOVERNMENT 

Acamar Ill is ruled by a Sovereign w ho w ields supreme 
executive authority. The c urrent sovereign is M arouk of 
cla n Shova. The Shovas h ave held the post of Sovereign 
since it was establi shed at the time of th e Reconciliation. 
The Sovereign resolves disputes b etween clans and sets 
poli cy at the planetary level. 

The Sovereign i s advised by t he Ruling Counc il. The 
Counci l is composed of representatives of every 
Acamarian clan, and serves as the planet's primary legisla
tive a nd administrat ive body. Acamar Ill is divided into 
regions, based on clan a llian ces. The government is high
ly decentralized, w i th each regi on seeing to its own affairs. 

STRATEGIC IMPORTANCE 

Acamar Ill is far from a ny Federation border, and as 
such has never become invol ved in any conflict or 
intrig ue w ith the Federation, the Cardass ians, or the 
Romulans. 

P LANETS OF THE U F P, VO L UME I 

The Acamar system is considered important, howev
er, because of its value as a source of m agnesite and 
certain other minerals, including some used in the man
ufacture of duranium. The Ferengi h ave approached the 
Acamarian Sovereign several times, offering a "great 
deal" in return for excl usive trade rights with the system. 
While traditional Acamarian xenophobia has so far 
stalled the negotiations, worsening economic condi
tions on Acamar Ill may soon force the government to 
reconsider. The Federation wants trade with Acamar to 
remain ope n, and would be willing to go to great 
lengths to see that it does. 

PRESENT CONFLICTS 

The reintegration of the Gatherers into Acamarian 
society is proving more difficult than either side had 
bargained for. The Gatherers' first attempts at colo
nization of the Govax region met w ith many setbacks, 
and more than one group of Gatherers has turned to 
raiding to help establi sh their outposts. The outcry in 
the Ruling Council has been terrifi c, and Sovereign 
Marouk has been hard pressed to keep the disagree
ments from erupting into open conflict. 

The return o f the Gatherers has had other, unfore
seen effects on Acamarian c ulture. The youth of 
Acamar Ill feel stifled under the rigid caste and clan 
structures, and see the freedom-loving lifestyle of the 
Gatherers as an attractive alternative. Disobedience 
and social protest among the younger generation is on 
a sh arp rise as more and more students and f ree
thinkers find th e courage to protest their e lders' 
decis io n s. The e lite, shocked by the degradation of tra
ditional values, are a ppealing for firmer soci a l controls 
a nd th e l essening of the Gatherers' influence. Neither 
s ide seems willing to y ie ld . 

Finally, some neighboring system s a re dismayed 
by the reunion of the Acamarians. Whi le they wel
come the Gatherer truce and t he e nd of piracy and 
rai din g, many, particularly the Ton k ia ns and Artonians, 
be lieve that since the Acamarian governm ent h as 
finally recognized the Gathere rs, they shou ld take 
some measure of responsibi I ity for the disruptions 
ca used by the pirates and offer restituti on . 

O n Acamar, old hatreds die slowl y. Even though 
Acamar's clans set aside their differe nces in th e inte r
ests of h a rmony, a nd have enjoyed a century of peace, 
the feud between the Lornaks and Tralesta is not t h e 
on ly conflic t s immering beneath the surface . Members 
of the Tandru and Yoma clans c ontinue to ha rbor ill 
w ill toward each oth er over a socia l faux pas commit
ted one hundred fifty years ago. Periodica lly members 
of both clans engage in vendettas against each other
bri ef, v ic i o us attacks o n lone individuals us ing a 
variety of ingen ious weapons. The Acamarian Ruling 
Counci l deplores the vio le n ce, a nd Sovereign Marouk 
has offered to h ea l the breach. There i s no telling how 
and w h en old riva lri es may flare up. 

EXPORTS AND IMPORTS 

Acamar Ill exports its mineral resources, trading 
m agnes ite a nd other ores fo r foodstuffs a nd manufac
tured items. Most of th e nearby systems h ave suffered 



ASSASSIN PROBE 
AN ANCIENT AcAMARIAN WEAPON THAT HAS SINCE FALLEN OUT OF USE, THE ASSAS

SIN PROBE WAS ONCE THE WEAPON OF CHOICE DURING CLAN WARFARE. SIMILAR TO 
HUNTER P~OBES USED BY THE URDASSIANS, THIS 12-UHONG CYLINDER HOUSED A 
POISON-FlUID COMPARTMENT, HYPOSPRAY INJECTOR, AND MINIATURE ZERO-GRAVITY 
GENERATOR. IT POSSESSED A SIMPLE COMPUTER BRAIN AND BIOLOGICAL SENSOR THAT 
COULD BE PROGRAMMED TO RECOGNIZE SPECIFIC BIOCHEMICAl PROFILES. THE ROBOT
IC ASSASSIN WOULD SEEK OUT ITS DESIGNATED TARGET, THEN STREAK TOWARD THE 
VICTIM AND INJECT HIM WITH POISON. THE ASSASSIN PROBE COULD BE PROGRAMMED 
TO RECOGNIZE THE BODY CHEMISTRY OF A SPECIFIC INDIVIDUAL, MAKING IT PARTICU
LARLY EFFECTIVE. A VARIETY OF POISONS COULD BE LOADED INTO THE WEAPON, FROM 
ANIMAL VENOM TO DEADLY HERVETOXINS. AFTER DELIVERING ITS DEADLY DOSAGE, THE 
ASSASSIN PROBE WOULD RETURN TO ITS USER. GIVEN THE SHORT RANGE, ASSASSINS 
GENERALLY RELEASED THEIR ASSASSIN PROBES HEAR THEIR TARGETS. THIS DEVICE HAS 
NOT BEEN USED IN ALMOST A CENTURY, AND FEW BELIEVE ANY EXAMPLES REMAIN. 
OTHER SPECIES USE SIMILAR TYPES OF DEVICES, SOME EVEN DESIGNED TO EXPLODE 
RATHER THAN DELIVER POISON, AND SEVERAL VARIEnES OF u ATTACK" PROBE SEE REL
ATIVELY WIDE USE • 

• RANGE: 1 00 MffiRS 

SIZE: 12 CM LONG, 0.3 L IN VOLUME 

MASS: 0.3 KG 

DURATION: 1 0 HOURS OF CONnNUOUS USE 

DAMAGE: A FAVORITE POISON EMPLOYED BY ALL ACAMARIAN CLANS WAS A DEADLY 
NERVE AGENT KNOWN AS FALA. ONCE INTRODUCED TO THE VICTIM'S SYSTEM, FALA 
SHUTS DOWN THE CENTRAL NERVOUS SYSTEM. THE ELECTRICAl IMPULSES FROM THE 
BRAIN THAT KEEP THE HEART PUMPING AND LUNGS BREATHING SIMPLY STOP. DEATH 
COMES INSTANnY. 

too long at the hands of the Gatherers to b ea r the 
Acamarians any goodwill. As a result, Acamar Ill 's inter
ste llar trad e is stagnant. The Federation hopes to start 
t rading with the Acama rian s soon, but does not want 
them to b ecom e dependent on such trade. 

Federation sc ienti sts are interested in the I i fe
ex te nd ing process u sed by Yuta to exact he r revenge on 
the Lornak cl an. A lthough she appeared to be a woman 
in h er twenties, h e r rate of aging was slowed u sing 
advanced gene ti cs and biotechnology. If scientists could 
synthesize Acamarian techniques, it could m ean 
ex tending life expecta n c ies throughout the Federation. 

NOTED INHABITANTS 

Among Fede ration c itizens, Sovereign M arouk, 
the current rul e r of the Acamarians, is undoubtedly 
the best known of he r people. It was she w h o n egoti
ated the fina l settle m e n t w ith the Gathe re rs; sh e n ow 
hopes to inc rease diplomatic rel ations w ith the 
Fede ration . 

The last of the Gatherer High Captains is C ho rgan, 
w ho led hi s p eople b ack to Acamar Ill. Chorgan n ow 
occupies one o f the Gath e rers' two seats on the 
Rul ing Counci l , an d is w orking tireless ly to re integra te 
his people peacefully. 

Yuta, o ne of o nly fi ve Tralestas who h ad surv ived 
the cl an's m assacre at the hands of the Lorna ks, was 
genetica ll y a l te red to become an instrument o f 
vengeance. H e r aging was significant ly slowed, and 
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her physiology was a ltered to make h e r a producer 
and ca rrie r of a microvi rus fata l on ly to members o f 
c lan Lo rnak. Yuta would h ave kil led Chorgan at the 
negotiating table i f not fo r the timely intervention of 
Commander W il liam Ri ker, w ho d i si n tegrated her 
b efore she cou ld str ike. 

A mbassador Ka ll e n 'd a, an A lpha Cen ta uran, cur 
re n t l y lives o n Acama r Il l. Sovereign Marouk 
conte mplates the possibi li ty of joining the Federati o n, 
and seeks gu ida n ce from Ka ll e n 'da. The amb assado r 
h as identified several benchmarks the Acam a r ians 
must m eet before they would be accep ted into the 
Federation, among them th e abol it i o n of the 
A camarian caste structure, t h e repudiation o f clan 
warfa re, and fu l l integration of t h e Gath erers into 
Acamarian society. W hile Marouk and h e r a l lies are 
wi lling to ch ange, some w ithin the Ruling Counc il 
resent Ka ll en 'd a's assessment. 

CREATURES 

Acamar Ill is home to t he era/luck, a large flightless 
bird w hich roams the plai n s. The ancient Acamarians 
used e ra /luck as a primary sou rce of food a n d material. 
O the r notable fauna incl ude the gry/1, a six-legged 
m ammalian pack hunter, and the mooshor, a large bur
row ing predator wh ic h com bines the worst featu res of 
Ea rth 's polar b ear and ant li on. Mooshor live in the polar 
regions of the planet. 

Notable Acamaria n plants include the partha, a 
green vegetab le w ith large, fl eshy roots wh ic h is a main
stay of Acamarian cuisine. Va rio us var ieties of l ichen 
also f igure strongly in t he Acamarian d ie t, includ ing vor
voss, the primary ingredient in Acamarian b randy. 

CRALLUCK 

TYPE: AVIAN GATHERER 

SIZE: 500 KG, UP TO 3 METERS TALL 

fORM: A LARGE BIRD WITH TWO POWERFUL LEGS AND TWO VESTIGIAL WINGS 

ATTRIBUTES: COORDINATION 3, FITNESS 3 (STRENGTH +6), INSTING 2 
(FEROCITY + 1 ), PRESENCE 3 

BASE MOVEMENT: 1 OM/ 15M 

RESISTANCE: 8 

SPECIAL ABILITIES/UNUSUAL SKILLS: NONE 

WEAPONS: BEAK 3 

DIFFICULTY: MODERATE (6) 

DAMAGE: 2D6 

DESCRIPTION AND ADDITIONAL Nom: SIMILAR IN APPEARANCE TO A TERRAN 
OSTRICH, THE CRALLUCK SERVES BOTH AS A BEAST OF BURDEN AND FOOD SOURCE. 
ANCIENT ACAMARIANS RODE CRALLUCK INTO BATTLE, AND THEY WERE PRIZED FOR 
THEIR OBEDIENCE TO COMMAND AND FEROCIOUS NATURE. THEY LIVE ON ACAMAR Ill's 
ROLLING PLAINS, AND LIVE ON A DIET OF INSEGS PLUCKED FROM THE HIGH GRASSES. 
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EPISODE IDEAS 

Friends in High Places: Sovereign Marouk wants 
Acamar Ill to jo in the Federation, and i s eager to cu rry 
w h atever favor she can to ease admission. But her 
repeated requests for Federation assistan ce anger some 
members of the Ruling Council, who may find them
selves tempted to take violent action just as t he C rew 
responds to o n e of the Sovereign's requests. If the Crew 
does n o t handle the situation properly, a new clan war 
cou ld erupt-and even if they handle it correctly, they 
risk becoming embroiled in local politics. If the Narrator 
wan ts to throw in a personal complication as well, per
h ap s o n e of the Crew members is mutually attracted to 
one of t he rebellious Councilors. 

The Bo ttom Line: The Acamarians have decided to 
m arket their minera l resources aggress ively, and a re 
wi lling to discuss exc lusive interstell ar trade contracts. 
The Crew's sh ip ferries Federation negotiators to Acamar 
Ill; Crew m embe rs might b e called upon to take an 
active role in the negotiations. Their opponents: a group 
of w ily Ferengi w ho are w illing to resort to unconven
tional m ea ns to win the contract. 

Breaking Point: The Crew's ship arrives a t Acamar Ill 
to he lp ca lm loca l unrest. Ten sions between the 
Acamarians and returned Gatherers have reached the 
breaking point. The Gatherers claim t hey h ave been rai l 
roaded into poverty and second-class status b y the 
ruling e lite, w hile the Acamarians decry the violen t 
ra i ds wh ic h the Gathe re rs have resorted to. The younger 
gen eration hopes to air its grievances to the galaxy, and 
c la im that the ruling regime constra ins its c iv il rights . A ll 
sides blame the Federati on for their difficulties. What 
w ill Starfleet-and specifically the C rew-do to help? 

ALDEA 

For centuries, stories of a utopian world where 
fantastic technology provided for every citizen's 
n eeds, freeing th em to pu rsu e inte llectua l and arti s
tic endeavors, spread quietly throughout known 
space. This world, known as A ldea, remained the 
galaxy's "Eden," an idyllic paradise lost to history. 
Until t h e world 's inhabitants dec ided to revea l them
selves, that is. 

In t h e time since A ldea revea led itself to the 
U.S.S. Enterprise- 0, the planet h as st epped o ut of 
the pages o f legend an d into reality. Now, the plan
et's inhabitants struggle with their ro le in th e ga laxy, 
the repercuss ions of th e ir technology, and the future 
of t h e ir world. 

SOLAR SYSTEM 

A ldea is the third planet of eight planets orbit ing the 
star Epsilo n Mynos, a G2 V yellow dwarf. Epsilon 
Mynos (E.M.) I and II are Class F planets, rocks too c l ose 
to the sun to support life. E.M. IV i s Class L, and cou ld 
support life should the Aldeans choose to terraform it, 
w hile E.M. V through V II a re C l ass J gas giants of vary
ing sizes. The system lacks an asteroid belt or com etary 
Oort cloud, making it as tranquil as A ldea itse l f. 

ALDEA 

PLANET NAME: ALDEA (EPSILON MYNOS Ill) 

(LASS: M 

SYSTEM DATA: AtDEA HAS NO MOONS. 

GRAVITY: 1.0 G 

YEAR AND DAY: 363.75/25 

ATMOSPHERE: OXYGEN-NITROGEN; EARTH-NORMAl PRESSURE 

HYDROSPHERE: 65% OF ALDEA IS COVERED BY WATER. IT HAS FOUR OCEANS. 

CLIMATE: THE CliMATE OF ALDEA IS TEMPERATE AND MILD EVERYWHERE THROUGH
OUT THE PlANET, THE RESULT OF THE AtDEANS' EXTENSIVE WEATHER-CONTROl 
TECHNOLOGY. ExCEPT WHEN THE PlANET REQUIRES RAIN, EVERY DAY IS WONDERFUl 
AND SUNNY ON AtoEA. 

SAPIENT SPECIES: ALDEANS (APPROXIMATElY 8,400) 

TECH LEVEl: lEVEl SIX, AND IN SOME CASES APPROACHING lEVEl SEVEN 

GOVERNMENT: PURE DEMOCRACY. AlTHOUGH THE FIRST APPOINTEE, WHO IS 
ElEOED FOR UFE, NOMINAllY lEADS THE ALDEAHS, All IMPORTANT DECISIONS MUST 
BE PUT TO A VOTE OF THE ENTIRE POPUlACE. 

CULTURE: FOR CENTURIES THE AtDEANS lED A HEAR-UTOPIAN EXISTENCE, AND 
DEVOTED THEMSELVES EXClUSIVElY TO THE PURSUIT OF ART, lEARNING, lEISURE, AND 
SELF-IMPROVEMENT. THEIR CUlTURE FACES MANY CHANGES AFTER THEIR PlANETARY 
ClOAKING DEVICE FAILED, REVEAliNG THEM TO THE GAlAXY. 

AFFILIATION: INDEPENDENT/NEUTRAl 

RESOURCES: AtDEA'S MOST IMPRESSIVE RESOURCE IS ITS INCREDIBLY ADVANCED 
TECHNOLOGY; THE AlDEANS GAVE UP ANYTHING AS CRUDE AS MINING OR AGRICUl· 
TURE CENTURIES AGO. 

PLACES Of NoTE: CHAMBER OF THE CUSTODIAN, HOUSING THE SUPERCOMPUTER 
THAT ONCE CONTROllED ALDEA. 

SHIP fACILITIES: NONE 

ENV I RONMENT 

A ldea's e n v ironmen t befits its reputation as a par
adise. Thanks to a sophisti cated weath er control 
n etwork that ri va ls Federation techno logy, v irtua lly 
every region of the plan et enj oys a mild, temperate 
climate. Storms occur w h e n and where the Custodia n 
deems them necessary, or the A ldean s desire them. 
Otherwise, Aldea i s near Earth-like, with geographical 
features ranging from tem perate grasslands and wood
lands to towering mountains and idyllic tropical 
i s lands, a nd two sm a ll, polar a rctic regio n s. 

LOCATIONS 

On a planet of artis ts, practica lly every view is a 
breathtaking v i sta waiting to be painted or immortal
i zed in poetry and song. A ldean c i t i es tend to be 
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sma ll, w ith few high buildings, so as not to spoil the 
l andscape's natural b eauty. Architectura lly, Aldean 
c ities blend in well wi th the surrounding countryside, 
as though they were a part of nature, using a p hiloso
phy simil a r to Ea rt h 's ancient Chinese ph ilosophy of 
feng shui. These commu n iti es are sma ll , numbering 
no more than a few thousand inhab ita nts, thanks to 
generations of st erility (see below). 

Th e most important location on Aldea is the 
C hamb er o f the C u stod ian . This building contains 
A ldea's guardi an su percomputer, known as the 
C ustodian, w h ich once superv i sed a ll aspects of 
A ldean soc iety. Although the C u st odian can be 
accessed from many termina ls throughout the p lan et, 
this is w here its "bra in " resides; it can only be d is
mantled from here. 

HISTORY 

Aldea i s a myth come to life. Centuries ago the 
founders of an idy llic arti sts' society on t he p lanet 
Aldea, known as the Progenitors, w ithdrew from the 
rest of the universe u sing highly ad vanced tec hno logy 
to cloak their world from the eyes and sensors of the 
rest of the galaxy. During this time legend s about the 
vanished planet g rew and sp read; it became known as 
a paradi se secreted away from a universe of sinners. 
Its existence became a myth, a story to f ire t he imag
inations of space exp lorers. 

In t ru th A ldea lived on under its c loak and for a 
lo n g w hile it prospered. Its small popu lation con cen 
trated on artisti c and li fe-affirming activities. There 
was no war, no discord, no worries. T h en a hidden 
peril slow ly b egan to destroy paradise; the population 

I. Ekasi (Class F) 
II. Zevae (Class F) 
Ill. Aldea (Class M) 
IV. Deadara (Class L) 

V. Chynne (Class J) 
V I. Seosire (Class j) 
VII. Telea (Class J) 
VIII. Phaldos (Class D) 

grew steri le for no discernible reason. The A ldeans, 
m ade soft by centuries of health and security, h ad no 
doctors or scientists who could so lve t he prob lem. 
They realized that they, and the ir way of life, would 
d ie unless someth ing was done. 

In desperatio n , the A ldean s revea led themselves 
to a p assing Federation starship, the U.S.S. En terprise
D. They k idnapped a number of the Enterprise's 
chi ldren , planning to raise th em as their own. T he 
c rew intervened an d retrieved their stolen c hildren , 
and in the process discovered the source of the 
A ldean s' prob lems. The ship's doc tor discovered that 
th e A I deans' steri I ity was a side effect of the p lanetary 
cloaking d evice, w hich had destroyed the plane t 's 
ozon e layer. Th e Enterprise he lped dismantle the 
cloak to a llow the atmosp here to heal itself, but t he 
Aldean way of li fe was changed forever. The years of 
hiding were over. 

Since that time, A ldea has struggled w ith change. 
The biggest c h ange h as been the sudde n inf lux of 
Federation scien tists, doc tors, and dip lomat s: 
Sc ienti sts from the Daystrom Institute arrived to study 
the Custod ian, terraforming teams showed up to help 
repair th e hole in A ldea's ozone layer, and the 
Federation's b est doctors came to research A ldeans' 
medica l condi t ion . Furthermore, the A ldeans h ave 
begun to struggle with their place in the galaxy. Thrust 
sudden ly into 24th century interga lactic affairs, the 
Aldean s were woefu l ly unfamilia r w ith the likes of 
Cardassians, Ferengi, Orion s, and the dozens o f o ther 
alien races inte rested in a p iece of parad i se. The 
Aldeans asked for, and received, Federation help to 
integrate the A ldeans into life in the ga laxy at l arge. 
The A ldean s h ave since become consumed w ith ques-
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tions: Should they share their advanced technology 
with the Federation? Should Aldea return to isolation? 
Should they go their own way? For the first time in 
recorded memory the Aldean people are divided. This 
internal dissension may have an impact on how Aldea 
relates to the Federation and other galactopolitical 
entities. 

POPULATION 

The Aldeans are a sp ecies almost identical to 
humans, both in terms of outward appearance and the 
a rrangement of inner organs and biochemistry. Due to 
collapse of their planet's ozone layer, caused by their 
planetary cloaking device, the Aldeans are a ll ste rile, 
and have been for years . The population has shrunk to 
less than 1 0,000; with the help of Federation scientists 
the Aldeans seek a solution to this problem. 

In addition to the native population, Aldea's pop
ulation has been bolste red by hundreds of Federation 
and Starfleet personnel. Scientists from the Daystro m 
Institute, named for Richard Daystrom (the famed 
computer scientist of the 2 3 rd century) work to unrav
e l the secrets of the Custodian's construction and 
programming. Terraforming experts from across th e 
Federation tackle the problem of restoring Aldea's 
o z one l ayer. Starfleet Medical sent dozens of doctors 
and scientists to find a treatment for AI dean steri I ity. 
Cultural attaches exp lore the complexities of Aldean 
culture. In the interests of fostering close ties, these 
visitors live s ide by side with the n a tive inhabitants. 
Overseeing them all is the Federation advisor to 
Aldea-William M 'benge. 

GOVERNMENT 

Up until recently Aldea had no government. The 
Custodian, a sophisticated computer, provided for vir
tually a ll the inhabita nts' needs, freeing them to 
pursue their artistic e ndeavors. The Aldeans lived in 
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small artist commun1t1es, concentrating on painting, 
writing, sculpture, and music. They had no disputes to 
mediate, no issues to debate. Unified in their pursuit 
of art, and lacking any internal or· external conflicts, 
the Aldeans simply lived together in idyllic harmony. 

Since Aldea was revealed to the galaxy, the inhab
itants have had to form a government, if not for 
themselves, then for the spacefarers who visited them. 
They instituted a pure democracy, in which all 
Aldeans have equal say in all important matters. 
Aldeans e lect the First Appointee as their spokesman 
to the galaxy at large. The First Appointee enacts the 
will of the people, a nd has unrestricted access to the 
Custodian. At first, Aldeans voted in unison on the 
b as is of what was good for the planet, but la te ly have 
beg un to sp lit into factions. 

For the most part the factions meet informally, a t 
occasional "town meetings" where small groups of 
Aldeans come together to discuss their thoughts on a 
variety of issues. These meetings, called expositions, 
were originally a forum for Aldeans to share their 
intellectual, artisti c, and philosophica l achievements 
with the ir fri e nds and neig hbors. In recent years their 
tone has changed dramatically. Most expositions after 
the Federation's arriva l have dealt exclusively with 
scientific topics, leaving all other matters aside. Of 
late, as the Aldeans become thoroughly used to poli
ti cs, the expositions have turned to discussions about 
Aldea's futu re, Federation membership, and whether 
to share Aldea's advanced technology with outsiders. 
As a result, the A ldeans have begun to form their own 
political groups. 

THE FACTI O N S 

By far the largest faction, led by the First 
Appointee, i s composed of those Aldeans who desire 
full membersh ip in the Federation. Immediately after 
the e ncounter w ith th e Enterprise, one would have 
been hard- pressed to find many Aldeans who would 



have opposed Federation membership. Most A ldeans 
want to en sure the status quo- to maintain their 
quasi-utopian society- and believe Fe deration m em 
bership w ill achieve this. Recently, h owever, the 
p ro-Federation position has bee n losing suppo r t to 
three other factions. 

The Home Fron t, le d by a philosopher n am ed 
Whelin, argues for comp lete Aldean sovere ignty. This 
group maintain s that A lde an technology, centuries 
ahead of anything e lse in A lpha Quadrant, represents 
a huge responsibility; the y fret over the ramifications 
of sharing that techno logy with outsiders . Whe lin 
does not want Aldea to withdraw from galactic soci 
ety, but rathe r to reta in its neutrality. Paranoid about 
the dangers presented by more antagonistic species, 
some of h er fo llowers ca ll for the rapid deve lopment 
of a defense program and the founding of Aldean 
colonies in o ther systems (something W h e lin has n ot 
yet made up her mind ab o ut). The Home Front advo
cates a llowing other peaceful, genetically compatible 
races to j o in t he A ldean community as immigrants 
(thus solvi ng t he population problem). 

Although A ldea lies w ithin the confines of 
Federatio n space, som e A I deans have begun to ask the 
simp le question, "Why the Federation?" A little more 
than a year ago, the Romulans secretly open e d a dia
log w ith several influential Aldeans, among them one 
of the plan e t's g reatest poets, Toolan. Since then the 
Romulans have convinced Toolan, and others through 
him, that A ldea h as much in common with them, in 
particul a r a d edication to art and beauty. This pro
Romulan faction b e lieves the Romulans w ill a llow 
Aldea to maintain i ts sovereignty and culture, while 
the Federation becomes increasingly invo lved in 
Aldean affairs. The pro-Romulan faction advocates an 
alliance with the Romu lan Sta r Empire. 

The final Aldean faction-the Isolationists-sim
ply wants to withdraw aga in from ga lactic society. 

-

W h i l e the A ldean quality of life h as not diminished, 
th e number of concerns th at distract their attention 
have multiplied. While they cannot simply reactivate 
the p lanetary cloaking device, b ecause the rest of the 
galaxy knows their location, th ey seek oth e r ways to 
regain A ldea's anony mity. 

THE FEDERATION' S VIEW 

The Federation wou ld l ike n oth ing more than to 
h ave A ldea join the a lliance as a full member. 
Certa inly they have the potenti a l to make fine, 
upstanding Federation c i tizens, and the sh aring of 
A ldean technology, art, and p hilosophy would enrich 
oth e r UFP members. The Federation Counci l assumed 
that since the Fe deration had provided medica l an d 
technological support to Aldea for many years, the 
A ldeans would eagerly petition for membership . The 
sudden outbreak of p olitical disse n sion within the 
A ldean population has taken the Federat ion b y su r
prise, leaving it unsure as to how to proceed. 

STRATEGIC I MPORTANCE 

A ldea's loca tion h as l ittl e strategic importance. The 
strategic importance of its resou rces, however-name
ly, its hi ghl y advanced technology-is astro n omica l. 
Whoever gains ful l access to Aldean technology wil l 
undoubtedly obtain an advantage (perh aps a d eci sive 
one) in any conflicts to come. Therefore the eyes and 
minds of many Fe d e ration po liticians and mil itary 
planners are turned toward A ldea. 

PRESENT CONFLICT S 

The philosophical differences expressed by the 
vario u s factions are the only conflicts t h at currently 
beset A ldea . With so much importance ascribed to 
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A ldean technology, and the interest it has generated , 
the p lanet m ay soon become the ground for a ll sorts 
of contention and strife. 

EXPORTS AND IMPORTS 

A ldea has n o exports or imports to sp eak of, as it 
engages in no trade. Aldean technolog ica l advan ces, 
in a variety of f i e l ds, would undoubted ly b e a valued 
commodity 

The a n c ient Aldeans were a truly innovati ve peo
ple of perhaps unmatched genius. Their approach to 
building tools and defense mechanisms varies signifi
cantly f rom Alpha Quadrant capabilities. One aspect 
of A ldean technology which makes it so appea ling is 
that a ll devices a re easy to use; a lmost a ll devices 
respond directly to the user's thoughts and desires. A 
good example i s the hand-held sculpting l aser. By 
simply waving it over the material to be sculpted 
(marbl e, wood , V ulcan bureki stone, etc.), the sculpt
ing laser c arves it into w hatever shape the u ser 
d esires. Likewi se musica l instruments, artists' pallets, 
and even food pre p a ration systems fu n ction accord
ing to the u ser's thoughts. 

Thought-ac tivate d technology has wide-ranging 
applicat io n s. Spacecraft cou ld have inc redibl e 
maneuve rability as they responded instantl y to 
thoughts instead of commands. Replicato rs could pro
duce food or clothing based on the u ser 's desires, 
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without requmng programming. Defensive weapons 
could p inpoint their targets wi tho ut a huma noid mar
gin of error. A lthough the AI d eans, and the Federation, 
h ave yet to understand A ldean techno logy fully, wi th
in a few y ears, Fe d eration scientists believe such 
advances are possible. 

The Custodian, the powerfu l compute r respons i
b l e for seeing to the n eeds o f A ldea's c iti zens, 
represents the f inest a rtificia l in tell ige n ce bey ond 
even the best computers in the Federation. Wired into 
every aspect of Aldea-from weath e r control, to 
power and sewage, to planetary defense-it is capa
ble of running. the e ntire p l a n et w ithou t any 
instructions. Scientists from the D aystro m Institute 
imagine a fleet of re m ote-contro lled starships, all 
directed by a Custodian- like compute r. Thi s wou ld not 
on ly keep p rec ious l ives safe, it would provide sh ips 
w ith a level of c ommand and resp o nse t ime impossi
b le to attain with huma no id crews. 

Similarl y, A ldea's arm a m e nts su ggest major 
advances in d efe n sive technology. A ldea's famous 
cloaking shield, which hid the planet for so many 
centuries, represents one major accompl ishment. The 
cloak is once again operationa l, though it is not cur
re n t ly in use . Federation scientists h ave repa ired it, 
th o ugh it remains too dangerous to the p lanet's b io
sphere to use. Simila rl y, Aldea's powerful 
surface-mounted repulsor b eam s ca n hurtle a starship 
several light years away. These huge weapons are 
buri ed in the plane t's c rust, but Federati o n scientists 
work to d evelop sma ll e r version s for deployment on 
st a rships. 

NOTED INHABITA N TS 

A ldea's p eople a re l itt le known to the rest of t he 
ga laxy. Perhaps the b est known A ldean i s Radue, the 
c u r rent First Appointee. As his p la n et's nomina l l ead
e r, Radue is responsib le for meeting w ith offi cia ls 
from the Federation a nd othe r governments who w i sh 
to open re latio ns w i th A ldea. Radue i s a lso t he lead er 
of the " Pro-Federatio n " factio n, since h e favors a n 
a ll iance w ith, o r even membersh ip in, the Federation. 

W illia m M'benge, an officer in the Starfleet 
Diplomatic Corps and graduate of the Harvard School 
of Interplanetary Affairs, serves as t h e Federatio n advi
sor to A ldea. H e reports to the Federation Counc il on 
the prog ress of var ious UFP projects o n the p la n et. He 
a l so ad v ises Radue on th e membership process, 
should the Aldeans c h oose to j o in the Fede ration; 
o n ce monthl y, he a n swers questions from the A ldean 
popu lace at a specia l exposition . M'benge oversees 
a ll Fed e ration personne l o n the pla net and coordi
n a t es their activ iti es. Sh o uld a ny d i sagreements 
between Fe d e rati o n c i ti zen s a nd A ldean s a rise, 
Consul M ' benge works to smooth them out. 

CREATURES 

Th e A ldeans l o ng ago m ade their planet a n eco
logical as wel l as a social utopia, so they have a w ide 
vari e ty of f l ora and fauna, w i t h the few a n imals w h ich 
a re dangerous to A ldeans confined to vast n ature pre
serves so that they wi ll cau se no harm. Unfo rtunately, 



the infertility which has stricken the A ldeans has like
w ise afflicted the other forms of l i fe on Aldea, and 
many species a re in danger of d ying out entirely. 
Aldean scientists a re working to co rrect this problem 
now that its sou rce has been revealed. 

EPISODE IDEAS 

The Dilemma : The A ldeans continue to struggle 
over the issu e of Federation m e m bership, and matters 
come to a h ead. The Fi rst Appointee inv ites Federation 
diploma ts to make their case before the A ldea n peo
p le. Starfl eet sends t h e C rew's ship to transport the 
diplomats a n d ass ist as n ecessary (or simply sen ds the 
Crew to advance the Federation's case). On the p lan 
et's surface, a Romu lan diplomat, a lso inv ited to 
partic ipate in the debates, surprises the Crew. 

Meanwhi l e, the Custod ian, long responsible for 
the p lanet's well-being, h as its own ideas o n the mat
ter of A ldea's future a n d makes t hem known in a 
variety of ways, from v iolent storms to repulsor beam 
attacks. It is u p to the Narrator to determine who the 
Custodia n thinks is the best al ly for A ldea's fu ture. In 
the best Star Trek tradition, the A l d eans ask th e C rew 
to deal with the computer, e ithe r n egotiati ng with it, 
or deactivating i t so t h at the A ldeans can m ake the 
decision themselves. 

The Cure: Federatio n sc ientists make a break
th rough discovery in the m atter of A ldean steri l ity. 

-
ALPHA CENTAUR ! 

Developing a treatment to combat yea rs of radiation 
exposure, t h e doctors are ready to try limited tests. 
Starfleet sends the Crew's starship to superv ise the 
h uman o id tests. Unfortunately, the cu re causes unin
tended con sequences-anything from rapid aging to 
the manifestation of strange psion ic powers. Some 
Aldean s see the mishap as proof o f their politica l posi
tion-either in support of Romu lan al l ian ce, 
n e u t ra l ity, o r isolation . The Aldean s mig ht cal l for t h e 
expu l sion of a ll Federation personnel, o r the Crew 
may h ave to convince the A ldea n s of the benefits of 
continued contact w i t h the UFP. 

ALPHA CENTAUR/ 

With the rapid advances in warp-drive technology 
w h ich occurred after Zefram Cochrane's historic first 
warp-powered f l ight, Earth embarked on a n ambitious 
p rogram of space exploration. One of the first systems 
humanity explored was A lpha Centauri , and the 
Centau rans were only the second alien species human
ity encounte red. C lose relations qu ickly developed, a n d 
eventually the Centaurans became one of the f ive 
found ing members of the U FP. 

The Centaurans are perhaps best known for thei r 
a rti sti c abili ty, the greatest expression of which is t he ir 
te rraforming technology. With this technology, the 
Cen taura ns not only transformed t he ir world into a gar
den paradise, but a lso helped Earth repair its damaged 
ecosystem s after a n era of pollution and war. Som e 
with in the Federation believe Alpha Centauri is the most 
beautiful planet in the Federation. 

SOLAR SYSTEM 

Alpha Centaur i is a binary system composed of 
A lpha Centauri A (a yellow dwarf) and B (an o range 
dwarf); these stars are approximately 4.3 light years 
from Earth. The nearby red dwarf Proxima Centauri is 
a lso clear l y v is ible from the Centauran homeworld. 
Many Federation citizens confuse the nomenclatu re of 
th e Centaura n system. They refer to the Centauran 
h omeworld as Alpha Centauri, but that nam e rightly 
belongs to the star. The proper designation of the 
Centauran homeworld is Alpha Centauri IV, bu t few call 
it that and the Centaurans gave up correcting outsiders 
l ong ago. 

A lpha Centauri IV is one of thirtee n planets o rb iting 
the twin stars. Although the UFP designates the worlds 
of the A lpha Centau ri system in its standard fashion 
("A lp ha Centauri" followed by a numera l, such as 
"Alpha Centauri IV"), the Centaurans h ave their own 
m y thologica l names for these worlds, such as Seldarian, 
Kolmyri, and Velestus. Under the Federation system, the 
Centauran h omeworld is ca lled Alpha Centauri IV; to 
the Cen taura n s themselves, its t raditional name is 
Velestu s. However, in order to avoi d having to explain 
t hemselves t ime and again to other Federation citizen s, 
most Centaura ns simpl y use the standard Starfleet nam
ing system in casua l conversati on. 

The first two planets in the system are unremark
able, both Class F. Neither possesses an a tmosphere o r 
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ALPHA CENTAURI 

PLANET NAME: ALPHA CENTAUR! (ALPHA CENTAUR! IV) 

(LASS: M 

SYSTEM DATA: ALPHA CENTAUR! HAS lWO MOONS. 

GRAVITY: .98 G 

YEAR AND DAY: 325.75/25 

ATMOSPHERE: OXYGEN-NITROGEN; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 70% OF THE SURFACE OF ALPHA CEKTAURI IS COVERED WITH 
WATER. 

CLIMATE: WARM AND DRY, WITH RELATIVELY SLIGHT SEASONAL VARIATION. AVERAGE 
ANNUAL TEMPERATURE IS 260 C (800 F). 

SAPIENT SPECIES: CENTAURANS ( 1.7 5 BIUION), HUMANS ( 4 MILLION), 
VULCANS (2.5 MILLION) 

TECH LEVEL: lEvEL SIX 

GOVERNMENT: REPRESEKTATIVE DEMOCRACY (WITH SOME LOCAL VARIATIONS 
AMONG CITY-STATES) 

CULTURE: CEKTAURANS TEND TO BE ARTISTIC, COKTEMPLATIVE, AND ANALYTICAL; 
MANY ARE PACIFISTIC AND THINK DEEPLY ABOUT ANY SIGNIFICANT ACTlON BEFORE TAK
ING IT. 

AFFILIATION: FEDERATION MEMBER 

RESOURCES: ExTENSIVE, INCLUDING MINES ON ALPHA CENTAURI AND BOTH OF ITS 
MOONS, FERTILE FARMLANDS, AND PRODUCTIVE OCEANS 

PLACES OF NoTE: "ARTIFICIAL VOLCANOES" USED TO VEKT SEISMIC PRESSURES 
AND STRESSES, THE CAPITAL CITY OF TAROLA'N (INCLUDING THE MONUMENT OF 
VISIONS [AN ART MUSEUM], PLAZA OF WORLDS, CENTAURAN PARLIAMEKT, AND 
FEDERATION EMBASSY/HEADQUARTERS), THE CHI'HARO SEA, THE NYRIAN PYRAMIDS 
(OFF-LIMITS TO THE PUBLIC AT PRESENT), THE U.S.S. ASIMOV (A CONSTITUTION
CLASS SHIP WHICH CAN BE TOURED) 

SHIP fACILITIES: CEKTAURAN SPACEDOCK, ORBITING CENTAURI VI; NUMEROUS 
OTHER STARBASES THROUGHOUT THE SECTOR ALSO HAVE SHIP FACILITIES OF LESSER 
SCOPE. 

sate llites. The Centaurans h ave space stations in orb it 
around both Alpha Centauri I and II for sc ientific p ur
poses. A malfunction involving the propulsion systems 
of the Alpha Centau ri I station required the ass istance of 
the U.S.S. Odyssey in 2365 to prevent th e space station 
from crashing into the planet below. 

A lpha Centauri Ill holds a l arge colony. The ter
raforming of A lpha Centauri Ill was the first successful 
use of the Centaurans' now famous environmenta l tech
no logy. A lpha Centauri Ill's orbit around i ts sun keeps it 
re latively close to A lpha Centauri IV. Representatives 
from A lpha Centauri Ill reg ularly travel to A lpha 
Centauri to serve on the Centauran High Council. 

Alpha Centauri V thro ug h X are Class J gas g i ants 
vary ing in size and numbe r of satellites. Severa l of their 
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moons are home to starbases and small colonies. A lpha 
Centauri VII suffered a major impact at some point in its 
past, ripping off several layers of atmosphere. A cloud of 
colorful gases now surrounds the planet, and Starfleet 
Academy sometimes trains its cadets for nebula opera
tions here. 

The outer planets in the A lpha Centauri system lie 
far from the light of their sun. They are located at a dis
tance equivalent to that of Earth's Kuiper Belt, but each 
world has a mass close to that of the inner planets in the 
system. Alpha Centauri XIII is so distant that it takes over 
500 years to revolve around its sun. The discovery of 
raw dilithium on Alpha Centauri XII has caused a num
ber of free traders to scout t he fringes of the system in 
hopes of discovering other va luable ores among the dis
tant meteorites and comets. 

Alpha Centauri IV's most distinguishing celestia l 
feature is its series of rings. Scientists believe that over 
ten million years ago, a third moon orbiting the planet 
was ripped apart by tidal forces as it descended too 
close to the planet, producing a rare ring system around 
an inne r planet. A few scientists believe this event sup
ports the theory that Centaurans did not evolve on Alpha 
Centauri IV, but were instead placed on the world by 
alien beings. 

Alpha Centauri IV has two small moons, Nykos and 
Tharon. Both are home to underground mining colonies. 
Millions of tons of raw ore are recovered from and pro
cessed on the moons. Life on the colonies themselves is 
very good for the workers, who live in terraformed h abi
tats w ith large parks. 

ENVIRONMENT 

W ith a planetary diameter of roughly 7,000 miles 
and gravity only slightly less than Ea rth's (.98), A lpha 
Centauri is a C l ass M planet very similar to the home of 
humanity. Its composition includes an abundance of 
metals and rare e lemen ts, making the planet mineralog
ically rich. Unfortunately, its high density al so generates 
higher background radiation, frequent earthqu akes, and 
more internal heat than most C lass M planets. A lpha 
Centauri has only a slight axia l tilt, so the differences 
between summe r and winter are minor. The atmosphere 
is oxygen-nitrogen and pressure i s Earth -norma l, capa
ble of supporting li fe. Several factors, su ch as the 
planet's location, make its climate warmer than Earth's, 
w ith average temperatures of 26o C (BOo F). Because of 
t he tectonic stresses, w idely varying solar radiation lev
e ls, and other problems which beset th eir homeworld, 
the Centaurans developed terraforming techno logy early 
in the ir hi story. 

Dotting the surface of Alpha Centauri are twelve 
small continents and hundreds of is lands, most of which 
are mountainous. D ense jungles skirt these mountain 
chains, resembling the landscape of the northern part of 
South America on Earth. One exception is the continent 
cal led Nyria, wh ich is predominantly d esert steppeland. 
Active vo lcanoes can be found in a region known as the 
Ring of Shima'van. Because of the planet's geography, 
the Centaurans developed a strong maritime tradition, 
eventually inhabiting ten of the continents; Nyria and 
the conti nent at the no rth pole (named As h 'ayn) remain 
virtually uninhabited due to their extreme environ-



ments. Most of the major cities on Alpha Centaur i are 
located on coastlines; the most famous include Tarola'n, 
Oreas, and Caladia. 

Terraforming has r isen to the level of artistry on 
A lpha Centauri. As mentioned above, the envi ronmen t 
of A lpha Centauri encouraged the Centaurans to devel
op technology to control their environment. In times 
past, Centaurans, d espi te their high tolerance to radia
tion, often moved underground to avoid the 
unpred ictable solar rad iation storms produced by t hei r 
binary sun; frequent geologic instability caused the 
destruction of Centauran c ities. Today, g ian t weather
contro l systems protect the planet's surface by 
augmenting its natural barrie rs to solar radiation. T he 
tectonic stresses are relieved by a netwo rk of sophisti
cated seismic sensors linked to an extensive series of 
a rt ific ia l volcano-li ke vents and deliberately created 
{and uninhabi ted) zones of tectonic instability. By 
releasing seism ic pressure und er controlled conditions, 
the Centaurans are able to elim inate or reduce the effect 
of many earthq uakes and volcan ic eruptions-and the 
giant "artificia l volcanoes" are a popular tourist attrac
t ion. 

LOCATIONS 

Tarola'n, the capi ta l of t he Centau ran government, is 
known for i ts beauty and a rtistry. Bu ilt on the gently r is
ing slopes of Mount Fera'an, the c ity's narrow streets, 
stepped terrain, and low buildings give it a qu aint, 
ancient air. Its layout, having developed organi ca lly 
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over the cen turies, is a confused tangle o f gently curv
ing streets which constantly climb or descend. Tarola ' n 
is closed to a ll private forms of mechanized transport, 
making it a walking city for many. Windsoaring, a sport 
sim i lar to Earth's hang-gliding, but with a rtificial wings 
and individual antigravity devices, is a popu lar pastime. 

As the Centauran capital, Tarola'n is home to the 
Centau ran Parliament. The Federation's embassy, offices, 
and sector h eadqu arters are a l so located here. The Plaza 
of Worlds, between the Centauran Parliament b uilding 
and Federation sector headquarters, occupies the very 
heart of the city. With its large fou ntain surrounded by 
the f lags of every Federation member world, the Plaza is 
t he focal point of offi cia l Centauran l ife. The great 
Monument of Visions, a vast a rt museum, is also located 
in Tarola'n; it specializes in Centauran ho lographies. 

The city of Oreas draws visitors f rom across 
Federatio n space. It was originally constructed on a 
f loating p latform. The platform was anchored to a stretch 
of coastline on the main continent which was too 
swampy to support a city on its own . As a planned city, 
Oreas has a much more regimented layout than 
Tarola'n, with w ide boulevards and b reathtaking ocean 
v istas. Gracefu l, soaring towers dominate its skyline. 
O reas has a lways been a nautica l c ity, and home to 
those who made their livelihood from the sea; current 
inhabitan ts honor this t raditi on by decorating their 
homes w i th nautical flags and banners. Zefram 
Cochrane made his home h ere briefly, and Cochran e 
H o u se rema ins open to t he pub lic. The University of 
O reas, the most respected academic institution on 
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A lpha Centauri, can be found here, and thus so can 
m a ny prominent scholars and scie ntists. 

Caladia sits on a bluff overlooking the C hi ' ha ro Sea. 
Renowned for its strong surf and pure blue co lor, the 
C hi ' h aro is considered the m ost b eautiful ocean o n 
A lpha CentaurL Athletic competition h as a lways b een 
important to the li fe of Cal adia-it was first settl ed w h en 
the three warring c ity -states of Lam enk, Vehavein, and 
Shad ra agreed to m eet h ere once every six yea rs fo r an 
athleti c competition to settle their differences. A t f irst, 
little cou l d b e found in Caladi a besides a stadium and 
h ousing for athle tes and v isitors. Over time, however, 
the c ity became a center of trade between the three dis
putants, and it g rew with the fortunes of h e r m erch ants. 
Eventually the city became the capital o f the Sha lavein 
A llian ce between the forme r en emies. Today, Ca ladia 
hosts m any inte rste ll ar sporting events, including th e 
Federa tion Games. Beaches of pure, soft, w hite sand 
m ake Ca lad ia a popu la r resort area; numerous hote ls 
have b een carved out of the liv ing rock of the bluff. 
A r t ificia l reefs have bee n built to pro tect shipp ing and 
beachgoers f rom the turbul ent sea. 

The Nyri an Desert stre tches across most of t he inte
r ior o f Nyria. Ringed by tower ing cliffs, the continent's 
interi or consists of f lat, b a rren p l ains of sand. Accordi ng 
to Centauran history, after initial discovery the continent 
was le ft u n inhabited . Despite this, about twenty years 
ago Centauran arc haeologists d iscovered eviden ce of a n 
advanced, ancient civi lization b en eath th e d esert sand s. 
After initial excavations, t hey unco vered three pyramids. 
These pyramids now r ise ab ove the Nyrian dunes, and 
sensors ind ica te a nearby buried city. A lthoug h main
stream reports g loss over the s imilarities b etween thi s 
site and the p y ram ids of Giza on Earth, more radi ca l 
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I. Doru (Class F) 
II. Jannuik (Class M) 
Ill. Kolmyri (Class F) 
IV. Alpha Centauri (Class M) 
V. Lessai (Class J) 
VI. Vagoth (Class J) 
VII. Seldarian (Class 

VIII. Killner (Class J) 
IX. Estavor (Class J) 
X. Katanahes (Class J) 
XI. Asephas (Class G) 
XII. Thulann (Class F) 
XIII. lzach (Class D) 

archaeologists see the N y rian pyramids as evidence of 
visits to both Earth and A lp h a Centauri IV by a n an c ient 
spacefaring race. Fede ration and Centauran scientists 
work to uncover the ru ins, w hic h are off-limits to the 
curious. 

The U.S.S. A s imo v, a reti red Con stitution-class star
ship, o rbits A lpha Centauri . It i s the last rem ain ing 
functional sh ip of i ts class i n Federation sp ace. Under 
the command of Captain Gan Laikan, a Centauran , the 
Asimov charted hundred s o f sectors and discovered 
dozens of new civili zations. Upon t he retire m ent of the 
U .S.S. A simov, the Centauran government requested the 
ship for h i stori cal purposes. Visitors may tour the ship's 
exterior v ia shutt lecraft, a nd sm a ll groups m ay tour the 
inte rior with supe rv isi on; the Asimov's shipboard sys
tem s are protected by an e laborate securi ty code. O n 
the anniversary of the founding of the UFP, the sh ip's 
photon torpedo launch ers are used to c reate a n impres
sive pyrotechnic di sp lay in the skies above Tarola'n. 

H I STORY 

Centauran records describe thei r an c ient h istory as 
a turbul ent t ime m arked b y frequent wars . Centauran 
c iv ilization developed from p rim itive t ribal o rganiza
t io ns into numerous c ity-sta tes w h ich dotted the p l an et's 
sma ll continents. Le d by cha rismati c warl o rds o r c rue l 
d espots, t he c ity -states e ngaged in wars over territory 
and pride. The des ire to unify the Cen tauran people into 
a sing le, a ll -encompass ing empire fue led many o f these 
con f l icts. Sometimes, one c ity wou ld ri se to power and 
dominate the others o n nearby continents, o nly to fall 
after a few generations. More often, the motives were 
less lofty-tribute, l and, o r honor, fo r example. 



/The construct ion of Caladia by the warring city
states of Lamenk, Vehavein, and Shadra, and their 
institution of ath letic championships (in place of war
fare) to sett le their differences, m arked the first step 
toward Centauran unity. The three city-states eventua lly 
formed the Sha lave in (pronoun ced "sh a-la-vay- in ") 
A lli ance, wh i ch a llowed them to focus on trade and 
d eveloping n ew tech no logies instead of th e ir a lmost 
constant con fli c ts. Athletics provided a new aren a to 
prove superiority and a va lve to re lieve nationa l pride. 
Citizens of each of the three member states came to 
identify w ith their teams, and eagerly awaited the year
ly matches fo r th e c h a n ce to prove their sta te's 
superiority over the others. The warlords of neighboring 
c ity-sta tes soon sought admiss ion to the A lli a nce. 
Eventua ll y, the Shalavein Alliance controlled the entire 
continent. 

Yet confli ct did not end on Alpha Cen tauri. 
A lthoug h other c ity-sta tes banded together to form their 
own a lli ances, and gene rations would liv e w ithout the 
specter o f constant conflic t, these l arger socia l g roups 
cont inued to fight wars for the traditional reasons. The 
roots of w h at wou ld come to be known as the Plague 
Years lie i n a conflict between two of the alliances over 
mining rig h ts. The d ispute expanded to include the o ther 
alliances w it h w h o m the two ch ief combatants were 
a llied. The c ity-states of A lpha Centauri unleashed bio
logical weapon s on each o ther, causing rampant d isease 
among the population. 

ALPHA CENTAUR I 

ALPHA CENTAURI SYSTEM 

SYSTEM NAME: ALPHA (EHTAURI 

AFFIUATION: fEDERATION MEMBER 

SYSTEM TYPE: BINARY STAR; ALPHA (EHTAURI A (TYPE G2 V, A BRIGHT YELLOW 
DWARF) AND ALPHA (EHTAURI 8 (TYPE K3 V, AN ORANGE DWARF); ASSOOATED 
WITH THESE STARS IS PROXIMA (EHTAURI (TYPE M3 V, A BRIGHT RED DWARF). 

INHABITED PLANETS: ALPHA (EHTAURI IV; THERE ARE COLONIES OR BASES ON 
ALPHA (EHTAURI Ill AND OTHER PlANETS. 

OTHER PLANETS: ALPHA (ENTAURII AND II ((!ASS f), ALPHA (ENTAURIIII AND 
IV ((LASS M), ALPHA (EHTAURI V-X (CLASS J), ALPHA (ENTAURI XI AND XII 
((LASS G), AND ALPHA (EHTAURI XIII (CLASS D) 

OTHER STELLAR OBJECTS: NEBUIA-UKE CLOUD OF GASES SURROUNDING ALPHA 
(EHTAURI VII 

ARTIFICIAL 0BJEaS: (EHTAURAN SPAIIDOCK, ORBmHG AlPHA (EHTAURI VI; 
MISCELIAHEOUS SMALLER STARBASES 

SIS: THE HOME SOlAR SYSTEM OF THE (EHTAURANS. IT IS VERY SIMilAR TO EARTH'S 
SYSTEM IN MANY WAYS. 

These v iruses mutated and, unchecked, killed hun
dreds of millions. Too l ate the leaders rea li zed w hat they 
had done-destroy their people. Centaurans died in the 
streets, their bodies wracked by terrible symptoms, and 
the funera l pyres lit up the night sky. Centaurans barri
caded themselves in caves, o r i n sma ll sett le m ents, to 
keep out the infected, but many succumbed. Centauran 
ci ties became desolate and uninhabited. 

On ly by combin ing the ir efforts were the people of 
A lpha Centau ri able to stop the plagues and save them
selves from annihilation . Each of the a llia n ces searc hed 
for a cure and forgot their old animosi t ies. The war was 
against the vi rus, the stakes the surv iva l of the Centauran 
people. Scientists f rom every corner of the world came 
together, sharing in fo rm ati o n and combi ning the ir 
efforts. History leaves unrecorded the identiti es and 
political affiliatio n s of the scientists w h o discovered the 
vaccine that eventua lly saved the planet. For modern 
Centau ra ns, the a n swer rema ins unimportant-this was 
a v ictory for A lpha Centauri IV. 

After the ho rro r of the Plague Years had passed, and 
w ith the experie n ce of working together, t he c ity-states 
agreed tha t on l y a common government could prevent a 
recurre n ce of the h o rro rs of the Plague Years. The 
Emergen cy Medical Council w hich h ad been estab
lish ed to deal w ith the p lagu es became t he world's 
governmen t five years after the Plague Wars ended; it 
was soon renamed the Centaura n Parli ament. Doctor 
Kulei Asephas, t he Counc il's ch a irma n during the cr isi s, 
was made Parliament's f irst leader. The city of Taro la'n 
was founded to serve as the capita l of a united A lp ha 
Cen ta uri. Although there were many difficu l t i es, the 
new Centauran Parli ament eventua ll y en joyed great suc 
cess. 

W hen Earth made first co ntact wi th A lpha Centauri 
in 2066, the Centaurans embraced humanity as 
brethren. Re lig i o u s leaders declared the beginning of a 
n ew age- an age in which l ost tribes had reunited. 
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Strong ties quickly developed between Alpha Centauri 
and Earth. The exchange of warp drive for terraforming 
technology benefited both worlds. The Centaurans con
structed starships to fly between the stars, while their 
scientists restored Earth's environment after the devasta
tion of World War Ill. A renaissance of new ideas and 
new hopes came to Alpha Centauri. 

Contact w ith Vulcan followed shortly. The Vulcans, 
in their own way, impressed the Centaurans even more 
than human s had. Vulcan culture and philosophy 
became extrem e ly popular on Alpha Centauri, with 
many Centaurans embracing logic. As ties strengthened, 
the Centaurans realized that their dedication to peace 
and unified world government gave them more in com
mon w ith Vulcan than Earth. When Zefram Cochrane, 
Earth's most prominent scientist, moved to A lpha 
Centauri rather than witness a new war on Earth, many 
Centauran leaders took a new look at the divided gov
ernments of their ally. 

After violence erupted between two Earth vessels in 
Centauran space, the Centauran government demanded 
that Earth form a united government or cease trade with 
Alpha Centauri. The Vulcans followed suit, and shortly 
thereafter the New Earth Rep ubi i c was chartered. 
Centauran historians tend to emphasize the importance 
of their role in Earth's movement toward a world gov
ernment a bit more than Earth's h.istorians do, but 
neither denies that the Centauran demand for a unified 
Earth was an important turning point in Earth history. 

After the Earth-Romulan War, the Cen taurans 
pushed for an alliance between the peace-loving 
spec ies of Alpha Quadrant. Centauran President 
Jasmyne Ray was one of the strongest advocates of a 
United Federation of Planets. Although the Terran 
Conventions of 21 60 suffered through as many setbacks 
as successes, the Articles of Federation were finally 
adopted by Alpha Centauri and the four other founders 
of the Federation. In 2161, each world ratified the 
Constitution of the UFP. Federation Day, commemorat-
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ing this day, is the most extravagant holiday of the year 
on Alpha Centauri. (For more information on the 
Federation's founding, see The Price of Freedom: The 
United Federation of Planets sourcebook). 

Since joining the UFP, the Centaurans have played a 
major role in Federation affairs. Centaurans have served 
with distinction in a ll branches of UFP government, par
ticularly Starfleet. However, in recent years, many 
Centaurans have come to feel that their importance has 
waned among Federation worlds. With this in mind, the 
Centaurans have placed greater emphasis on education 
with the hope that a new generation of Centaurans will 
produce more leaders capable of guiding the UFP 
through the days to come. 

POPULATION 

Centaurans bear a strong resemblance to humans. 
Except for the placement of a few organs and a few dif
ferences in DNA, humans and Centaurans could be the 
same species. Over the centuries, human and Centauran 
re lations have produced a sizeable population which 
can claim ancestors from both Earth and Alpha 
Centauri. 

Any description of the Centauran people must natu
rally b e a stereotype that does not do justice to the 
diversity of Alpha Centauri IV's people. Each person is 
an individual. If generalizations can be made, culturally 
Centaurans tend to have a mo re pacifistic, long-term 
outlook than humans. They cherish art and expression 
and place a strong emphasis o n the value of the indi
vidual. Centaurans have a well developed analytical 
side and prefer to have all re levant information before 
making decisions. They believe that the possible conse
quences of an action should be known and judged 
before taking that action, whenever possible. They also 
revel in the i r own diversity. Each city-state has its own 
cultural values; clothing styles, recreational activities 
and accents vary widely between cities. At one time in 



their history, t hese differences kept the Centaurans 
ap art. Now, the Centaurans take pride in their d iversi ty 
and openness to new experiences. 

GOVERNMENT 

Every c i ty-state on A lp h a Centauri has its own 
unique system of government. A few still have h e red
itary monarchs, but m ost choose leaders through 
some form of e lection. The leadership of each c ity
state appo ints m embe rs to the Centauran Parliament. 

Th e Centaura n Parli ament passes legis lati o n and 
negotia tes treaties which are binding on a ll of the 
city-states and loca l governments. The Pa rliament 
holds the ulti mate authority in the Centauran govern
ment. Parlia m ent m embers appoint one of their own 
to serve as President o f Alpha Centauri. Many aspects 
of Federation governme nt were m odeled o n t h e 
Centauran system. The Parliamen t a lso chooses the 
m embe rs of i ts delegati o n to the Federation Coun ci l, 
tho ug h t hey n eed not be members of th e Centauran 
ruling body. 

A la rge bureaucracy, div ide d into "depa r tme nts" 
(D epartment of Defense, of Commerce, and so forth), 
serves unde r th e Pres ident to perform the functions of 
government. Each department has a counci l w hich 
m a kes deci si o ns for the department. Each counc il 
reports directly to the President. The m ost in f luenti a l 
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of these counci ls are the Environmental Council, 
Defense Counci l, the Counc il of Trade, and 
Dip lomatic Council. 

STRATEGIC IMPORTANCE 

As one of the core worlds of th e U FP, A lpha 
Centauri is a major hub for communication and trade. 
Several starbases lie wi thin the system , and Starfleet's 
5th Fleet has Alpha Cen tauri designated as its home 
port. In the event that Earth must b e evacu a te d , the 
Fe d eration Constitu t io n specifies A lpha Centa u r i as 
the a lternate capita l of the U FP. The d efense of A lpha 
Centauri h as prio r ity just below the protection of 
Earth and Vulcan. For this reason, Starfleet wargames 
and simulations are often staged in the system to pre
pare crews in case of an actual emergency. 

PRESENT CONFLICTS 

In the Centauran colonies, a " return to the h ome
world" m ovem ent has caught h o l d recen t l y. The 
Centaura ns m a intain careful c hecks on the permanent 
p o pulation of their world, trying to keep i t around two 
billion inhabitants so th ey don't star t p o llut ing the 
environment. H owever, the Centaura n s consider all 
c i tizens of C e n tauri colonies citi zens of the home
world and h ave no laws in place to prevent them f rom 
re turning home. Envi ronmen ta lists in the Pa rlia m ent 
want to place restrictions on the "returners," w hil e 
p e rsonal rights advocates h ave loudly voiced their 
opposi t io n to su ch laws, wh ich would be extremely 
unpopular in the colonies. 

EXPORTS AND IMPORTS 

Alpha Centauri is the largest producer of terraform
ing techno logy and equipment in the U FP. Many 
Centauran consu l tants travel between colon i es, 
instructing others in how best to use terraforming tech
niques. 

A lpha Centauri 's maj o r exports consist of art a n d 
tourism. Centauran holographic art is high ly col lectible, 
and Centauran artists are sought to design specialized 
holodeck program s nearly indistinguishab le from reali
ty. Co llectors t h ro ughout t h e galaxy prize more 
traditional art pieces, such as scu lptures and paintings. 
To urism helps drive the economy as well. Many c itizens 
of the core worlds p refer taking a vacation amid the 
gorgeous landscapes of A lpha Centauri to traveling to 
d istant p leasure colonies, w ith Caladia's ath letic events 
f urther increasing the number of v isito rs. Centau rans 
have a wel l deserv ed reputation for hospitality. 

Alpha Centauri mainly imports raw materials w hich 
it refuses to mine, because of the damage to the envi
ronment. Radioactive e lements, metals, and o ther 
resources w hich might be env iro nmentally damaging to 
h a rvest a re imported from Centau ran colon ies. 
Centaurans a lso provide a lucrative market for decora
tive artwork from across the Federation, from V ulca n 
statues a n d Tellarite clockwork sculp tures to spi ca n 
f la m e gem s and human paintings. Otherwise, Alpha 
Centau ri supplies enoug h food a n d consumer item s for 
its own markets. 
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NOTED INHABITAN TS 

President D a na M y rrin h as a l a rge , following 
am o ng the gene ral public . Although sh e is one o f the 
y oungest presidents in A lpha C e ntauri 's history, h e r 
w illingness to sp eak her mind and he r d edicatio n to 
h er homew orld h ave m a d e her popula r w ith t h e peo
p le. President M y rrin h as a g reat ra p port w ith the 
average c itizen. She is a lso A lpha Centauri 's first 
u n m arri ed l ead e r in severa l decad es. Duri ng a recent 
interv iew, sh e c onfessed to h av ing a w eakness for the 
h andsom e officers o f Star f l eet. 

Sev e r in Jascar i s one of the Federation 's foremost 
a u t h o rities on a rch aeo logy. He served as the h ead of 
the Fede ration Arc h a eo logy C ouncil for m a n y y ears, 
and h e c urrently consults on the Nyrian exc avations. 
D octo r Jascar h as a ide d Starflee t i n the p ast, and 
briefly w orked w ith Professor Richard G a len on his 
theo ry of a common gen etic heritage b etween nume r
o u s humanoid sp eci es. Jascar posse sses a n a lmo st 
intuitive underst anding of a li en a rtifacts. 

CREATURES 

W hile most o f the f lora and fauna of Alpha Centauri 
resem b les anima l spec ies found o n other Cl ass M pl an
ets, A lpha Centauri IV possesses severa l creatures 
un ique to the pl anet. 

CENTAURAN HOLOGRAMS 

WHAT DISTINGUISHES (ENTAURAN HOlOGRAMS IS THEIR AmNTION TO DETAIL AHD 
THEIR AIM TO EU(JT AN EMOTIONAL RESPONSE. WHILE OTHER PROGRAMS CREATE AH 
ENVIRONMENT THAT FAITHFULLY SIMULATES REALITY, THOSE CREATED BY CooAURAH 
ARTISTS TAKE THIS ONE STEP FURTHER. WHILE MOST HOLOGRAPHIC ENVIRONMENTS 
CREATE ONLY WHAT IS HEEDED- FOR EXAMPLE, ROCKS ON A FOREST FLOOR-A 
UNTAURAN PROGRAM ATTEMPTS TO REPLICATE ALL FACETS OF THE ENVIRONMENT
TURNING OVER A ROCK, ONE FINDS A NEST OF CENTIPEDES. (ENTAURAHS PREFER TO 
CREATE PROGRAMS TO EVOKE SPECIFI~ EMOTIONS, RATHER THAN SIMPLY ALLOWING THE 
PARTICIPANT TO AU OUT A STORY. IN THIS VEIN, A RECENT TREND IN (ENTAURAN 
HOLOGRAP~Y IS TO CREATE SHORT VIGNETTES DESIGNED TO ELJ(JT FEAR, JOY, EXOTE
MENT, LAUGHTER, AND THE LIKE. 

THE DooM THAT CAME TO KoRATH: DESIGNED BY RALLA'THAIN, THIS HOLD
PROGRAM WAS DESIGNED TO EU(JT A SENSE OF DREAD AND FOREBODING. THE 
PARTIOPANT ASSUMES THE ROLE OF KING KORVOS, WHO MUST CONFRONT AN ANCES
TRAL MYSTERY, AND THE ANCIENT HORROR THAT STALKS HIS CASTLE'S CORRIDORS. 

. fROM THE MOODY LIGHTING TO THE CLAMMY ATMOSPHERE, THOSE WHO ENJOY GOTH
IC HORROR CONSIDER THIS ONE OF THE FINEST PROGRAMS IN THE GENRE. THE 
SHAMBLING THING AT THE END OF THE STORY IS CONSIDERED THE SCARIEST CREATURE 
IN HOLOTECHNOLOGY. 

ENCOUNTER ON THE ORIENT EXPRESS: THIS HOLOPROGRAM RECREATES THE 
FAMED TRAIN OF LATE 19TH-CENTURY EARTH, IN WHICH THE PARTICIPANT ASSUMES 
THE ROLE OF A TRAVELER WHO FALLS IN LOVE IN THIS ROMANTIC ATMOSPHERE. USING 
ADVANCED ALGORITHMS, THE LOVE INTEREST ACTUALLY RESPONDS TO THE PARTICI-
PANTS INTERESTS-TO ATHLmCALLY INCUNED MALE HUMANS, IT MAY APPEAR AS A. 
SPIRITED FEMALE EQUESTRIAN; TO AN ARGUMENTATIVE FEMALE TELLARITE, THE CHAR
ACTER BECOMES MALE, AND CAN HOLD HIS OWN IN A DEBATE; EVEN VULCANS FIND 
HER COLDLY ANALYTIC GRASP OF SCIENTIFIC ISSUES TO BE STIMULATING. 

K E RRA'VE I N 

Many Centaura n s have a ker
ra' vein, a caninelike anima l, as a pet. 
Resembl ing Earth h uskies, kerra'vein 
fur m arki ngs are strip ed l ike a ho u se-

--.......~:§:1!1"1 eat 's. They a re carnivorous scavengers 
w h o h u n t by catching fi sh in A lp ha 
Centa u r i 's numerous r ivers and 
strea m s. This tends to m a ke t he m re la
tivel y sedenta ry. Cen ta u rans 
domes ti cated ke rra'vein mill ennia 

~=:l!~::r!i.:::Cl!~Y ago, o r igina ll y using them as g uardia n 
animals. 

NAME: KERRA'VElN 
TYPE: CANINE SCAVENGER 
SIZE: UP TO 40 KG; APPROXIMATELY 1 METER TALL AT THE SHOULDER 
fORM: KERRA'VEIN ARE FOUR-LEGGED ANIMALS CLOSELY RESEMBLING TERRAN 
HUSKIES, A BREED OF DOG. THEY POSSESS STRIPED FUR. . 
ATTRIBUTES: (OORDINATION 4, fiTNESS 2 (STRENGTH -3), INSTING 3, PRESENCE 1 
BASE MOVEMENT: WALK/RUN 15/30 
RESISTANCE: 1 
SPECIAL ABILITIES /UNUSUAL SKILLS: NONE 
WEAPONS: BITE 3, (LAW 3 
DIFFICULTY: MODERATE ( 6) 
DAMAGE: BITE 2+1D6; (LAW 1D6 
DESCRIPTION AND ADDITIONAL Nom: THE KERRA'YElN IS A DOGLIKE SCAV
ENGER WITH AN ELONGATED SNOUT AND STRIPED FUR (SOME HUMANS CALL THEM 
uTIGER DOGS"). THEY ARE OFTEN DOMESTICATED AS PETS. THOSE THAT LIVE IN THE 
WILD SUBSIST ON FISH AND CARRION. ~ 



LALA'VEL 

Centauran la /a'vel are colorfu l 
phosphorescent bats whic h l ive in 
the Centau ran mountain s. At n ight 
they streak across the sky, huntin g 
insects attracted to their lumines
cence. They co me in m any different 
co lo rs and m ove swiftl y across th e 

~l@fiil~~~-=:1;,:;) sky, appearing as g lowing l ights. In 
the spring, la /a 've l are par ti cu la rl y 
active, and lovers w ill spend ho urs 

watching t hem soar li ke b l azing com ets t h rou gh the 
m o un tain skies. 

NAME: lALA'VEl 
TYPE: FLYING RODENT 
SIZE: 1.5 KG; UP TO 25 CM LONG 
fORM: A SMAll BATUKE CREATURE 
AITRIBUTES: (OORDIHAnOH 4, FITNESS 3 (STRENGTH -6), IHsnHCT 3, PRESENCE 
1 
BASE MoVEMENT: FUGIIT (12 MffiRS PER ROUND) 
RESISTANCE: 1 
SPECIAL ABILITIES /UNUSUAL SKILLS: PHOSPHORESCENCE CAUSES THE tALA' V
El TO GLOW AT HI GHT; COLORS RANGE FROM PURE WHITE TO BLUE, AND OCCASIONALLY 
GREEN. 
WEAPONS: BITE 3 
DIFFICULTY: MODERATE ( 6) 
DAMAGE: 1 
DESCRIPTION AND ADDITIONAL Nom: THIS SMALL WINGED CREATURE CLOSE· 
LY RESEMBLES THE TERRAN BAT. liKE THAT SPECIES, THE LALA'VEL FEEDS ON INSECTS, 
AND SLEEPS IN CAVES OR SIMILARLY DARK AREAS DURING THE DAY. THE CREATURE'S 
PHOSPHORESCENCE ATTRACTS INSECTS, WHICH THE LALA'VEL SWOOPS DOWN UPON IH 
MIDFUGIIT. 

EPISODE ID EAS 

Surprise Attack: A Borg scout ship enters Centau ran 
space whi le the c haracters a re on sh ore leave touring 
t he U.S.S. Asimov. Taking Starfleet by surp r ise, the Borg 
c ripp les numerous Federation vessels and prepares to 
assimi la te A lpha Centau r i . The ch aracters m u st delay 
the Borg l on g en ou gh for reinforcements from Earth to 
arrive by takin g command of the o nly worki ng Starfleet 
vesse l in th e system , the Constitutio n-cl ass U.S.S. 
Asimov. 

Let the Games Begin: For the f irst time in hi story, 
Klingon ath letes have received invitat ions to pa rticipate 
in th e Cen tauran C h ampio nships in Ca ladia. Starfleet 
has been asked to escort th e athletes to A lpha Centauri 
and then retu rn them to the Em pire. The Crew of the sh ip 
m ust do their best to accommodate t he demanding 
Kl ingons on the voyage to Alpha Centauri. Then, after 
their a rriva l and the beginning o f t he games, one of the 
athletes is m u rdered! Cou ld the Romulans or Cardassians 
have agents trying to escalate tensions between the UFP 
and the Klingons? Or did a rival among the Klingon del
egatio n i tse lf perform the deed? 

Doorway to Forever: Federat ion scientists discover an 
unusual artifact at Den ius Ill, the ru ins of Nafir, o r the 
Skaethan b urial mounds on Ca lder II, and sends them to 
Dr. j ascar on A lpha Centa uri. j ascar can be found at t he 
Nyrian Pyramids excavations, w here the away team dis-
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covers similarities between the artifact and glyphs at the 
si te. What is the link between this mysterious relic and the 
Centaurans? Perhaps the site is linked to Sargon's people, 
the Preservers, or the lconians. The doctor decides to 
investigate and asks the Crew to come along .... 

AN DORIA 
One o f the origina l f ive members of the United 

Federati on of Pl anets, Andoria is a world of fierce, proud, 
and passionate warrio rs. Counting hono r and va lor as thei r 
h ighest vi rtues, the Andorians represent the noblest of the 
ideals upon w h ich the UFP is based. Andoria will be cov
ered in greater detail in Among the Clans: The Andorians. 

SOLAR SYSTEM 

Seven pl anets orbit the white giant star of Andoria. 
Of these seven, on ly the fifth planet in the system- the 
A n dorian h omeworld, properly referred to as Andoria
is habitable. 

The o ther si x worlds, ranging from the C lass F and D 
inne r p lan ets to two Class J outer planets, rema in as they 
have b een for m illennia, in keeping w ith the Andorian 
dis l ike of terraforming. Whi le these worlds are not hab
itable, Andorian co lon ies and outposts, as well as some 
Fed e rati on and Starfleet faci li ti es, can be found o n each 
of t hem. The most well known of these is t he A n dori a V II 
Observatory, o ne of the best known in terstellar observa
tories i n th e Federation. 

In an e ll ipti cal orbit beyond the furthest p lanet f ro m 
the Andorian su n lies an asteroid field, rich in crystalline 
minerals. It is h ome to a small mining operation jointly 
run by the Andorians and the Dytallix Mining 
Corporation o f Tellar. First established shor tly after 
Andori a and Tellar signed the Articles of Federation, this 
m in ing operation served as an ea rl y example of the 
benefi ts of coop eration between Federation member 
worlds. 

ENVIRONMENT 

V isitors to A ndoria f ind it to be a cold world, with a 
c limate similar to the region of Earth known as the taiga 
( located b etween t h e A rctic C irc l e and the 
dec id uo us/tem perate forests of centra l North Ameri ca) . 
Lon g cold seasons are interrupted by brief but warm 
summers. Th e heavy summer tourist population com
b ined w it h t he warmer than normal temperatures make 
the sum mers by far the least favorite time of year for 
most Andoria ns. 

Wh i le humans and Centaurans can comfortably 
breathe the Andorian atmosphere for short periods of 
time, prolonged exposure to Andoria's thin air leaves 
m any of th em tired and fatigued. This is especially true 
when humans engage in strenuous physical activity, 
su ch as h iking, rock-climbing, or physica l combat (all 
commo n activities on Andoria). To accommodate their 
"weaker" allies, Andorian arch itects and bui lding engi
neers out fit most Federation and Starfleet b u ild ings with 
atmospheric conditio n ers which create an Earth-like 
atmosp here and a i r. A ndorians suffer no i ll effects from 
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breathing this thicker air, even for prolonged durations. 
Occasionally a brash young Andorian will comment on 
the "weaker" constitutions of his fellow Federation citi
zens, but this practice is looked down upon. 

Dense forests cover much of the Andorian land
scape. Trees similar to the redwoods and sequoias of the 
Pacific Northwest of North America on Earth are among 
the most prominent species of trees. Though deciduous 
trees can be found near the equatorial regions of 
Andoria, coniferous trees are far more common across 
most of the planet. The coloration of many of Andoria's 
trees, like that of its humanoid population, has a blue 
tint ranging in hue from the deep blue-green leaves of 
the deciduous trees of Andoria's equatorial areas to the 
vibrant blue of the mountaintop conifers found near 
Andoria's arctic regions. The Andorian Blue Taiga, 
known for its brilliant azure hues, makes a popular 
tour_ist destination, rivaling the national parks of Earth in 
beauty and majesty. 

The water on Andoria has relatively high concentra
tions of cobalt, a factor which contributes to the high 
levels of cobalt found in Andorian bloodstreams. The 
presence of the heavy metal in Andorian water makes it 
mildly toxic to humans unless first purified. 

LOCATIONS 

Andoria boasts a number of well known locations, 
including many tourist attractions, schools, and other 
institutions. Among the best known of these are the 
Andorian Military Institute, the Council of Clans 
Chambers, and the Andoria VII Observatory. 

ANDORIA SYSTEM 

SYSTEM NAME: ANDORIA 

AFFILIATION: fEDERATION MEMBER 

SYSTEM TYPE: SINGLE TYPE 82 Ill (BLUE-WHITE GIANT) STAR 

INHABITED PLANETS: ANDORIA (AN DORIA V) 

OTHER PLANETS: SIX OTHER PLANETS, INCLUDING TWO (LASS D, ONE (LASS f, 
AND TWO (LASS J; HONE ARE INHABITABLE. 

OTHER STELLAR OBJECTS: A MINERAL-RICH ASTEROID FIELD IN ELUPTICAL ORBIT 
BEYOND THE ORBIT OF AHDORIA VI 

ARTIFICIAL OBJECTS: SHIPYARDS NEAR ANDORIA IV, ANDORIA VII OBSERVATORY 

SIS: HOME SYSTEM OF THE ANDORIANS, A WORLD OF FIERCE, PROUD WARRIORS 

One of the most well known places on all of 
Andoria, the Andorian Military Institute plays a large 
role in the development of the Andorians' skills in the 
arts of war. Offering courses in all manner of combative 
skills, ranging from martial arts to beam weapons to 
starship tactical maneuvers, the Institute has a well 
earned reputation as one of the Federation's most elite 
military training facilities. 

Starfleet cadets pursuing careers in security often 
spend a semester training at the Institute on Andoria, 
learning from masters of armed and unarmed combat 
rivaled perhaps only by the instructors of the Vulcan 
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Institute of D efensive Arts. In addition, many Starfleet 
officers and c rewman attend the Institute as part of t heir 
ongoing training during their careers. C ha racters can 
learn any combat-related Ski lis and Specializations 
wh ile studyi ng at th e Institute. 

Tho ugh the Institute offers courses and training in 
v i rtua lly a ll known com bat-related skill s, perhaps the 
most wel l known of these is train ing in the use of the 
chaka, th e Andorian dagger. This three-bladed weapon 
is difficult to wield effectively, but once mastered is 
among the most deadly hand weapons u sed in A lp ha 
Quadrant, surpassed o nl y by the Kl ingon bat' leth . 
Advan ced students learn to wield two chaka at on ce, 
one in each hand. 

DUAL CHAKA 

DUAL (HAKA IS A SEPARATE SPECIAUZATION OF THE PRIMITIVE WEAPONRY SKIU. 
IT ALLOWS THE WIELDER TO MAKE TWO ATTACKS PER ROUND WITHOUT THE NORMAL 
+ 1 DIFFICUUY PENAUY FOR MUUIPLE ACTIONS (STAR TREK: THE NEXT GENERAnON 
ROLEPLAYING GAME, PAGE 125). lEARNING THE DUAL (HAKA SPEaAUZATION 
REQUIRES THE STUDENT HAVE THE PRIMITIVE WEAPONRY ((HAKA) SKill AT A RATING 
OF AT LEAST 4 (5) BEFORE HE CAN LEARN THE NEW SPECIAUZATION. 

Since it is located in the midst of a vast con iferous 
forest on Andoria's largest continent, the Institute also 
includes wi lderness surv ival and endurance training in 
its curriculum. Courses in hunting, tracking, and the use 
of primitive hunting weapons round out the outdoor 
training offered by the school. The culmination of t his 
cou rse is a week-long surv ival test during w h ich stu
dents must su rv ive in the A ndorian wi lde rness with o nl y 
a knife and two days' worth of water. Though many 
Starfleet cadets often balk at the thought of having to 

I. Kastra (Class F) 
II. Kuy'thela (Class F) 
Ill. Andron (Class D) 
VI. Brok'va (Class D) 

V. Andoria (Class M) 
VI. Kul 'va (Class J) 
VII. Kazann (Class J) 

endure su ch tra ining, rare is t h e student who doesn' t 
acknowledge the benefit of his t raining after hi s fi rst 
experience in being stranded in the w i lderness on a 
strange, unexplored planet. 

The Andorian Council of Clans Chambers, anoth
e r well k nown site on Andoria, serves both as the 
cen ter of Andorian government and as a monument to 
Andorian civilization. Exhibi ts and monu ments devot
ed to notab le figures from Andorian history since the 
time of Lor'Vela c irc le the Counci l Chambers, includ
ing a series of statues of Andoria's most famous and 
ho no rable leaders (such as Lor'Vela, the warrio r
schola r w ho saved Andoria by devising the ritual 
duels used to settle disputes; Sheras, who represen ted 
Andoria during the Terran Conven t ions, w hich led to 
A ndoria joining the Federation; and Tharan and 
Degras, who battled the i r po litical opponents in the 
Counc il Chambers to ensure that Andoria wou ld join 
the Federati o n). 

Within this great ring of monu ments and shrines 
s its the Council Chambers proper, sight of many 
b loody and historic duels over the last several cen
turies-including the duel fought to ensure Andoria's 
place in the Federation. The Chambers has a circular 
layout to en sure that no one seat take prominence 
over anoth e r. 

Situated on the icy outermost worl d circling the 
star Andoria, the An d o r ia V II Observatory is an 
extreme ly sophisticated astronomy research station. I t 
affords those scientists lucky (or resourceful) enough 
to earn t he r igh t to use its facili ties access to some of 
th e most powerful and precise stel lar cartography 
equipment and computers in al l of the Federation. 
Combining advanced holodeck techno logy with con-
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stantly updated astronomical data, the Observatory's 
facilities are capable of producing three-dimensional 
models of the galaxy accurate enough to chart the 
movements of stellar phenomena and solar systems. 

HISTORY 

As with the other founding members of the 
Federation, terrible violence in Andoria's past nearly led 
to its own destruction. Hundreds of years ago, from 
roughly the years 1 600 to 1670 on Earth, Andoria expe
rienced a time now known as the Age of Lament. 
Andoria's entire economy collapsed, starvation ensued, 
and each clan blamed the other clans for its troubles. 
Centuries-long clan rivalries and blood feuds culminat
ed in a series of clan wars and massive battles in which 
nearly one quarter of the Andorian population killed 
each other, leaving the Andorian civilization in ruins. 

After years of chaos and continued struggles 
between the clans, Lor'Vela, leader of one of the 
strongest clans on all of Andoria, proposed the use of rit
ual duels instead of outright warfare. The Andorian 
people could settle their disputes without clans and 
n ations going to war against each other. Rather than 
entire armies or clans battling, disputes would be settled 
by ritual combat between single combatants. Lor'Vela's 
proposal was accepted b y a people sick of the horrors 
and agonies of war. The ritual duels she created a llowed 
the Andorians to survive the Age of Lament and, even
tually, to live in peace w ith one another. The current 
Andorian calendar begins at the time when Lor'Vel a 
burned the w ritte n histories of her world, seeking to pre
ven t old feuds from surviving in the minds of the new 
generation born after the adoption of the ritu a l duels. 

DUELING WEAPONS 

THE RITUAL DUELS IHSTITUTIOHAUZED BY loR'VELA ARE FOUGHT WITH CHAXA IF 
POSSIBLE. HOWEVER, DUE TO THEIR SIZE AND SHAPE, CHAXA ARE HOT USUAllY CAR
RIED BY AHDORIANS. AHDORIANS WHO WISH TO WALK AROUND ARMED (WHICH IS 
COMMON AMONG CERTAIN SEGMENTS OF THE POPULATION, SUCH· AS MIUTARY OFFI
CERS) TYPICALLY CARRY A WEAPON CALLED A HRISAL THE HRISAL, OR u AN DORIAN 
DAGGER", IS A SINGLE-EDGED FIGHTING KNIFE WHICH CAN ACTUALLY HAVE A BLADE 
UP TO TWO FEET LONG. IT HAS A SUGHT BACKWARD CURVE AND IS MADE OF A SIN
GLE PIECE OF METAL (THE HIU IS AN EXTENSION OF THE BLADE WHICH IS DUll AND 
WRAPPED IN LEATHER, NOT A SEPARATE PIECE OF METAL). THE HRISALIS UP TO 60 
CM LONG, HAS A MASS OF NO MORE THAN 1 KG, AN ACCURACY OF 7, DOES 3+ 2D6 
DAMAGE, AND ADDS + 1 TO BLOCK ROllS. HRISAL CAN BE USED FOR RITUAL DUElS 
IF NECESSARY. 

Roughly one hundred years after the end of the Age 
of Lament, the Andorians developed their first spacecraft 
and took their first steps outside their world. These early 
space expeditions, which involved different clans com
peting to be the first to make major discoveries, 
triggered a rapid expansion period during which the 
Andorians established colonies throughout their home 
system. Once they had completely colonized their own 
system, the Andorians looked toward the stars. Early 
interstellar travel made use of impulse-drive sleeper 
ships which carried hundreds of cryogenically frozen 
Andorian colonists to nearby star systems. Most of these 
ships malfunctioned and never reached their destina
tions, but a few made it through safely and their 
inhabitants were able to establish Andorian colonies in 
a handful of solar systems. Once estab lished, these 
colonies sought support from Andoria. Robotic ships 
made the years-long journeys from Andoria to the 
colonies, bringing much-needed supplies. 



Earl y attempts at c reating wa rp-capable ships result
ed in explos io ns o r the di sappearance of the ships, n o ne 
o f w hic h were ever h ea rd from again. The explosio n of 
the N ew A ndo r ia, a w arp-capable ship built thro ugh the 
combined effor ts of m any c lans, triggered the end o f 
A ndoria's f irst p erio d o f space travel. The explos ion to re 
open a wormho le at the e d ge of the A ndoria system and 
a lso c reated a number o f v i o len t ion sto rms thro ugh o ut 
the system, making space travel m o re hazardous th an 
ever. For over o ne hundred fifty years, Andorians aban
d o ned space. They lost contact w ith thei r co lo nies and 
focused thei r effor ts on domestic matters. On severa l 
occas io ns duri ng th is perio d, factions m ore concerned 
w ith local affai rs proposed that the Andorian space
ports, w hich h ad becom e largely unused since th e 
explosio n of the New A ndor ia, b e d ism an t led. Tho ugh it 
could not have known so at the time, the Coun ci l of 
C lans saved A ndoria by d e feating these pro p osa ls. A few 
short yea rs l ater, the ion sto rms m o v ing thro ugh th e 
A ndorian system tri ggered a n ew ice age on A ndoria, 
and it was o nl y by u sing the spacep orts to co nstruc t and 
launch a weathe r-con tro l sate llite system t hat A ndori a 
saved itself fro m a lmost certa in destruc ti on. The s igni f i 
cance of the spacepor ts i n t he sa lvation of A ndoria 
reminded th e people of the time b efo re the destruction 
o f th e New A ndoria, when the A ndorians h ad begun to 
reach o ut to the sta rs. 

The collapse o f the wormh o le and the dissolution of 
the io n storms led to a renewed in terest i n spacefl igh t, 
w hic h resumed wi th efforts to d iscover th e fate of the 
A ndorian co lo nies of over a cen tu ry before. 
Reestabl ish ing contact w ith thei r colo nies revea led that 
only o ne of four, C imera Ill, h ad su rvived . The A ndorian s 
rebuilt two o f the ir lost colo n ies (Tha lassa, w h ich had 
b een destroyed by seismic quakes, and Q u ardis, where 
th e coloni sts had died o f sta rvation b rought o n by the 
cessation of the supply shipments). H owever, they chose 
no t to rebuil d o n Trilith V II, w h ere t he re was n o appar-
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ent exp lan ation for the colo ny's fa i lure-i t simply had 
va nished. The m ysterio u s disap pearan ce of t he Tri lith 
colo ny convinced the A ndorian s to leave well enou gh 
a lo ne, and to focus thei r efforts o n the o t her three 
colo nies rathe r than r isk f u rther resou rces o n a p lanet 
w hic h was apparently affl icted with an unknown danger 
of som e sort. 

Having learned m uc h abou t astrophysics from study 
of the worm ho le, th e Andorians a lso resumed the ir 
research into warp drive, and within a few years a new 
vessel, th e Lor'Vela, engaged its warp engines for the 
f i rst ti m e, hera lding a new era in Andorian spaceflight. 
Shortages in natura l d i lith ium forced Andorian engi
n eers to seek out innovative solutions to t he prob lem of 
powering their wa rp d r ives. One such solution was the 
d evelopm en t o f o ne-shot warp-capable ships, u sed p r i 
maril y as transport to and from the A ndorian colo nies, 
and o nl y very rarely for true space exp loration . 

In the year 2144, the Earth ship U.S.S. Challenger 
en tered A n dorian space. After a b rief exch ange of warn
ing sh ots, the tw o p arties, each seeking to communicate 
w i th th e other rathe r than f ight, made f i rst contact. 
Relati ons w ith Earth soon led to contact between 
Andoria and both Vulcan and A lpha Centauri. Trade 
agreements w it h thei r new al l ies soon fo l lowed, p rovid 
ing the A ndorians with the dilith ium they requ i red to 
upg rade the i r warp-cap able starship fleet and begin 
exploring new worlds beyond their own. 

D uring the Ear th-Romu lan War, i n the days before 
the formatio n of the Federation, the Andoria ns con
structed a f l eet of ships to a i d Earth in i ts struggle against 
the Romulans. By the t ime they were ready to enter ser
v ice, th e wa r end ed and these ships were refit as 
m erchan t vessels after t he formation of th e Federat ion . 
A n doria h as been a center of Federat ion trade since. 

The fo urth of the f ive founding worlds to sign th e 
Arti cles of Fed e rat ion, A n doria delayed its entrance into 
t he Fed erat ion unti I i t was assu red that i t (an d other 
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members) would be a llowed to mainta in i ts own mili
tary forces in addition to contributing to the proposed 
Starfleet, and after its con cerns regarding equ a l re pre
sentation w ithin the Federation Counc il were answered 
to its satisfaction. Those con cerns having been respond
ed to, Andoria sign ed t he Articles a nd became a n 
enthusi astic participant in the Federation. Since that 
time, Andoria has remained strong in its devotion to the 
Federation's ideals. (For information on Andoria's role in 
the foundi n g of the UFP, see The Price of Freedom: The 
United Federation of Planets sourcebook). 

POPULATI ON 

A lthoug h most Andorians would like ly resent being 
compared directly to humans, the fact remains that they 
b ear a c lose resemblan ce to the native peop le of Earth
except, of cou rse, for their blue skin a nd antennae. Th e i r 
skin co loration varies slightly, w ith northern a nd south
ern A ndo rians be ing s lig htl y d arker blue in color, while 
those of the equatorial region of the planet sport a 
slightly lighter sh ade of blue skin. Andorian blue skin is 
a resul t of high levels of cobalt in their blood, which 
most like ly comes from the high concentrations of that 
h eavy m eta l in the p la net's water. 

Andorians' hai r is u su a lly wh ite. Some other shades, 
such as blonde, g ray, violet, or red, occur, but a re rare. 
Black and brown h a ir are n onexi stent. 

The pa ir of a nte nnae o n their foreheads offers 
A ndoria ns an additional sense w hich is, so far, unique 
among sentient races in the ga laxy. This sense a llows 
A ndo r ians to detect even the sli ghtest environmental 
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changes as well as audio v ibrations, and many credit 
this sense for the Andorians' almost unnatural aptitude 
for communications work. Their antennae also provide 
the Andorians with the ir sense of smeii-Andorian 
noses lack olfactory m embranes. 

A N OORIAN AGGRESSIVENESS AND HONOR 

Andorians have an aggressive nature, one fueled 
by fiery passion. Quick to a nger and naturally 
inclined toward violent solutions to problems, the 
people of Andoria struggle d long and hard to gain the 
acceptance of the other races of the Federation. Their 
nature gives Andorians a passion for life unlike most 
other races. Andorians do not simply live life; they 
experience it. While other races merely observe their 
I ives passing before them, Andorians seek truly to 
involve themselves in every experience of t heir lives. 
Where a human might stand in awe of a natural w on
der such as the Grand Canyon on Earth for a few 
minutes, a n Andorian might spend ho urs trying to see 
all there is to see, to experience every thing the Grand 
Canyon has to o ffer his senses. Some anthropologists 
link this to the Andorians' "extra" sense, but the most 
commonly accepted explanation is that Andorians a re 
simply passionate by nature. 

Along with their aggressive and passionate ten
dencies comes a strong se nse of fairness and r ight 
versus wrong, w hich is responsible for the Andorians' 
reputation for honor and va lor. Andorians consider 
themselves the most accomplished and capabl e war
riors of a ll the member races of t he Federation, and 



are quite commo n among the Federation ground 
forces as well as Star fleet and the Federation 's securi
ty services. Th ey ta ke t h e ir duty to the Fede ration and 
Star f leet very seriousl y, as t hey do any duty or ob liga
tion. Andorians stand by their decisions regardless of 
any possible consequ e n ces, and do not violate orders 
or laws of any kind. When an order or duty o r d efen se 
of his honor brings an Andorian into con f lict wi th 
rules or laws, h e often seeks creative ways around 
such restrictions, occasionall y violating t h e spirit, 
though n ever the l etter, of the law. 

An Andor ian who feels he's been wronged by 
a n other, be he an Andorian or a member of some 
other race, wi ll demand satisfaction. In the case of 
one Andorian wronging another, satisfaction ca n only 
b e achieved through a ritual duel, patterned after the 
ones established by Lor'Vela during the Age of Lame nt 
(which are still used to settle disputes betwee n the 
clans). Andorians h onor the results of al l such rituals, 
holding them sacred. To ignore the results of a ritual 
duel is a n act of dishonor w ith a punishment of exi le 
and banishment. 

As a genera l rul e Andorians do not hold outsiders 
to this standard. However, in the case of seri o u s 
g ri evances, Andorians sometimes chal l e n ge off
worlde rs to the sam e so rts of ri t ual duels used 
b e tween Andorians. More often, an Andorian w ho 
fee ls wronged by a member of another species seek s 
some other form o f satisfaction. Though c irc um
stances may conspire to prevent the Andorian from 
gaining immediate sati sfaction, someone who wrongs 
an Andorian should not think he has avoided retribu
tion just b ecause it does not come swiftly. Andorians 
have long m e m ories, and will often wait months o r 
even years to express their anger or avenge their 
honor. 

Another trait comm on to Andorians is a knack for 
secrecy which , if not for their strong sense o f hono r 
and duty, might lead outsiders to compare them to the 

A N DOR I A 

con spi ratorial Romulans. Where the Romu lans make 
use of their secretive nature as a means of gaining 
advantage over t h eir enemies, secrecy among 
Andorians only serves to e nab l e them to per form their 
sworn duty b e tter. B e ing e n trusted with secret or pri
vate information i s an honor and privilege to an 
A ndo rian, o ne he would not betray for p e rsonal ga in. 

ANDORIAN MUSIC 

The passionate nature for wh ich Andorians are 
known a lso contributes to certain aspects of their cul
ture, in particular Andorian music. Andorians share a 
love of music and song, espec ia ll y opera and emo
tional songs and ba llads. Many Andorian songs and 
compositions have becom e well known offworld as 
we l l. A ndoria n operas feature stories of passion ran g
ing from intense love affairs to stor ies of war an d of 
obsession. Bes ides o p e ra a n d t h e m ore " legitimate " 
forms of A ndorian music, Andoria n b lues can be 
h eard in countless bars and lounges throughout Alpha 
Quadrant. 

CLANS AND FAMILIES 

C l a ns (a group of several re lated, large, extende d 
fami li es) make up the bas i c unit of A ndo ri a n soci ety. 
A strong chieftain rules each c lan, h avi ng gained his 
position through ritual combat (or, in so m e cases, by 
d escent). Togeth e r the leaders o f t h e th ree hundred 
largest clans form the Council of C l a n s, the unified 
world government w h ich has ruled Andori a s ince the 
time of Lor'Vel a and the Age of Lame n t. Within the 
individual clans, members share in a number of 
responsibi li ties a n d obligations. Adults often serve as 
mentors to the you ng (beyond the traditional parent
c hild relationsh ips common to most races), and the 
most able w arri ors of a given clan m ust be wil ling to 
serve as the ir clan's champio n s in r itual combat 
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should the need arise. Competition for the right to 
serve as a clan's c h ampion is common an d fiercely 
fought, and ensures th at on ly the most skilled com
batants ever attain such a position. 

Below the l evel of the clans, the basic unit of 
Andorian society is the indiv idual family. A ndorian mar
riages requi re four persons (two m a les, two females), 
and such "quadruples" form the basis of a family. Any 
children fathered by e it he r of the males w ith either of 
the females are considered the children of a ll four par
ents, who are responsibl e for raising and educating 
them. C hildren are sch ooled at home until about age 
12, w hen they start attending school. Andorians love 
their children very much, and w ill g o to g reat l engths to 
nurture, protec t, and provide for them. 

GOVERNMENT 

In addition to creating the ritual duels which saved 
the A ndorian clans from destroying each other during 
the Age of Lament, Lor'Vel a also instituted the counci l 
government that sti II h o lds power on A ndoria. The 
Andorian Council of C la ns, composed o f the leaders of 
the three hundred largest and most influentia l clans on 
the planet, rules Andoria just as it has s ince the time of 
Lo r'Vela. 

Officially, each of the clan leaders w ho sits on the 
Counci l of Clans i s equal to every o the r leader, w ith 
n o ne having any more power or influence than any 
other. In practice, h owever, severa l c lan leaders w i e ld 
more in fluence in the Council due to th e strengt h and 
influence o f their clans, the a ll iances th ey sh are with 
other clans, and th e ir experien ce and age. Fortunate ly, 
the stron g sense of hono r and va lor for w hi ch Andoria ns 
are known u su a lly counteracts this imba lance of power 
in the Counc il, as any true clan leader would sooner 
face death than act in a dishonorable fashion by abus
ing his position. C urrently the most powerful member of 
th e Counc il is Tra llex Kor, the e ldest c lan leader in the 
Council and leader of C lan Kor, the strongest and most 
power fu l clan on Andoria. 

Because Andorians are experts a t organizatio n, their 
government serves as a p rime example of the efficient 
bureau craci es for wh ic h they a re known . Though the 
Cou ncil of C lans administers v irtua lly every aspect of 
government o n Andor ia, inc lud ing commerce, domesti c 
affairs, and diplomatic rela tions offworld, a number of 
committees a nd su bcouncils sit below the Counc il in 
Andoria's governmental hierarchy. These groups oversee 
speci fic responsib iliti es of importance to the govern
ment, su c h as th e Commerce Committee (whic h 
regulates trade) and th e Federation Advisory Council 
(whic h acts as a liaison between the Counc il of C lans 
and the Andorian Delegati o n to the Federation Counci l). 
Clan l ead ers sit on these committees, though many a lso 
inc lude lower-leve l functionaries and official s. 

STRATEGIC IMPORTANCE 

A ndori a's centra l locatio n deep withi n Federatio n 
space wou ld make it a prime target for an invading 
force. However, a ny su ch invade r would f ind few p lan
ets a more difficult target tha n Andoria. Th e system i s 
neve r w ithout the presence of at l east one starship, an d 
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AN DORIA 

PLANET NAME: ANDORIA (ANDORIA VI 

(LASS: M 

SYSTEM DATA: ANDORIA HAS ONE MOON. 

GRAVITY: 1.0 G 

YEAR AND DAY: 300/30 

ATMOSPHERE: OXYGEN-NITROGEN, WITH HIGH OZONE CONTENf, SLIGHTLY LOWER 
THAN EARTH-NORMAL PRESSURE 

HYDROSPHERE: 65% SURFACE WATER, CONCENTRATED IN FOUR OCEANS 

CLIMATE: (OLD AND DRY, WITH SHORT WARM SUMMERS 

SAPIENT SPECIES: ANDORIANS (7 BILLION), HUMANS (3 MILLION), (ENTAURANS 
(2 MILLION) 

TECH lEVEL: LEVEL SIX OVERALL, BUT WITH SOME AREAS AS LOW AS LEVEL fOUR 
BY CONSCIOUS CHOICE 

GOVERNMENT: REPRESENTATIVE DEMOCRACY COMPRISED OF CLAN LEADERS 

CULTURE: HONORABLE AND VALIANT CLAN-BASED SOCIETY, WITH STRONG PASSIONS 
AND BELIEFS 

AFFILIATION: fEDE RATION MEMBER 

RESOURCES: LIMITED PHYSICAL RESOURCES DUE TO RELATIVELY COLD AND INHOS
PITABLE CLIMATE 

PLACES OF NOTE: AN DORIAN MILITARY ACADEMY, COUNCIL OF (LANS CHAMBERS, 
ANDORIA VII OBSERVATORY 

SHIP fACiliTIES: ONE SHIPYARD LOCATED ON ANDORIA'S MOON, ANOTHER ON 
ANDORIA IV 

usually hosts severa l ships at a ny given time . Most of 
these are of An doria's home f l eet, but numerous Starfl eet 
sh ips are often fou nd in the Andoria system as well . 

PRESENT CO N FLICTS 

Th o u g h Andoria currently faces n o external con
flicts, internal confli cts, such as t hose wh ich faced 
An doria when it f irst j oi ned the Federation , f lare u p f rom 
time to time in the Counc il of C la ns. Recently, voices of 
d issent concerni ng the Federation's stance against its 
e n emies, most n otably the Romulans but a l so the Borg, 
have echoed through the Council Chambers. As reports 
of inc reased activity a long the Romulan Neutral Zone 
continue to be heard, many of the c la n leaders wish for 
a more aggressive response on the part of Starfleet and 
the Federation. These l eaders urge the Andoria n repre
sentatives on the Federation Council to push for an 
expansion of Starfleet's military strength . Refusing to 
wait for Starfleet to acknowledge the true threat these 
enemies pose, the A ndorian military recently began 
construc tion on a n ew warship of its own, code-named 
the Cor'sala-class sh ip. 



EXPORTS AND IMPORTS 

Since the days before the founding of the 
Federation, Andoria has profited from its role as a cen
ter of interstellar trade and commerce. As one terminus 
of the well known, and oft-traveled, Rigei-Andoria trade 
route, Andoria is ensured of a steady supply of non
rep ! icatable goods and merch andise. The kossos, the 
currency of Andoria si n ce ages past, is valued at rough
ly half the Federation c redit. It serves as the preferred 
currency in many parts of Andoria. Among Andoria's 
most common export goods are Andorian ale (a popular 
drink throughout most of the Federation), Andorian silk, 
Andorian tuber roots, and hand-tailored leather goods. 

NOTED INHABITANTS 

Although Andoria is not genera lly known as a cen
ter of medical research, a number of renowned doctors 
make their home there. Doctor Sharas Vetra, who dis
covered a cure to a series of plagues known as the 
"Orion Plagues," is the most noted Andorian physician; 
since curing the Orion Plagues he has devoted consid
erable time and effort to studying interstellar vires, 
significantly increas ing the know ledge of both the 
Fe deration Medical Counci l and Starfleet Medical. 
Chirurgeon Ghee P'Trell, another well known A ndorian 
doctor, was nominated for the coveted Carrington 
Award (the Federation's most prestigious medical honor) 
in 2371 for his gerontologica l research, but lost to Dr. 
Henri Roget. 

Other prominent inhabitants of Andoria include 
Narennt Ora, a high ly decorated, now- retired, Starfleet 
Admiral who is currently the Headmaster of the 
Andorian Military Institute; and Trallex Kor, the e ldest 
clan leader in the Coun cil of C lans and leader of Clan 
Kor, the most power and influential clan on Andoria. 

CREATUR ES 

A ndoria's eco logy shares many c haracterist ics 
with that of both Earth and A lpha Centauri, the most 
noted distinction being the slightly different atmo

sphere and the presence of the 
heavy metal cobalt in the 
world 's water. Andoria's co ld 
climate restricts the types of an i
mals wh ich can thrive in its 
forests, most being warm-blood

..----... ~• ed a nd sporting fur, with a 
slightly higher percentage of 
carn ivores than might be 
expected. 

Two of the most recogniz
able of Andoria's indigenous 

AHDORIAH FOREST SPIDER c reatu res are the Andorian forest 
spider and the blue bear. The for

mer closely resembles the tarantula of Earth, but 
shares the blue coloration of much Andorian li fe. 
Covered with thin light blue hair, Andorian forest spi
ders often strike their prey without warning, taking 
full advantage of their natural camouflage. The forest 
spider's bite injects its victim w ith a powerful para lyt
ic poison-in fact, it's strong enough to affect a n 
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TH E BA"KU P LAN(T 

Andorian, and i s used as a 
weapon by some of the more 
primitive and violent clans 
who make their homes in 
Andoria's northern regions. 

The A ndorian b lue bear is 
aptly named-it's a large 
bear with blue fu r and claws. 
Blue bears are extremely ter
ri toria l and aggressive, and 
many students at the 
A ndorian Military Institute 
e ncounter these dangerous 
creatures during their week
long wi lderness survival and 

AHDORIAH BLUE BEAR endurance exercise. It is a 
credit to the Academy's thor

ough instructors and training regimes that only a few 
stude nts w ho have encountered blue bears have not 
survived the ordeal. 

EPISODE IDEAS 

Sch ool Days: As part of their Starfleet training, the 
Crew is sent to Andoria for an intensive two-week 
course in armed and unarmed combat at th e A ndorian 
Military Institute. While there a g roup of young 
A ndorians takes a dis like to cine of the characters, who 
is (mutually) attracted to another student who is 
Andorian. The Andorian bravos manipulate events so 
that the character insults one of them. Demanding satis
faction for being wronged, the young Andor ian 
cha llenges the character to ri tual combat. The character 
has to reso lve the conflicts between his personal honor, 
Starfleet oaths, the rest of the Crew's varying opinions 
about what he should do, and the feelings of his new
found love (who may or may not approve of a duel)-al l 
w hile keeping his skin in one piece! 

Puppet S tring: While gathering data on recent stel
lar p h enomena in Alpha Quadrant, the Crew's sh ip 
discovers a cosmic string. Th ough it's not cu rrently a 
threat to any Federation member worlds or instal lations, 
the ch aracters must plot its course, a l lowing Starfleet to 
monitor its progress through this part of the galaxy. The 
Andoria VII Observatory i s the o nl y facility w i thin range 
capable of predicting the string's course accurat e ly. 
Unfortunatel y, Romulan sp ies have infiltrated the 
Observatory and are very interested in finding out more 
so that they can use the string as a weapon . 

THE BA'KU PLANET 
Buried within a sensor-resistant region of 

Federation space known as the "Briar Patch," the 
Ba'ku planet is a veritab le fountain of youth. 
Metaphasic radiation caused by the planet's rings has 
a remarkab le b iological effect on all liv ing entities in 
the system, conferring virtua l immortality. 

Re latively unknown until the latter part of the 
24th century, the Ba'ku Planet became the epicenter 
of an unusual plot by an outs ide race-the Son'a-to 
stea l this life-giv ing radiation in exchange for 
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advanced technological information. This plot, w hich 
had the blessing of several members of th e Federation 
Council, was eventually foiled by the c rew of the 
U.S.S. Enterprise-E. 

SOLAR SYSTEM 

The Ba' ku system consists of a single Type A4 II star 
and is located in sector 441. The entire region has been 
bombarded by stellar activity over eons, including mul
tiple supernovae. Known as the "Bria r Patch," this 
seemingly inhospitable region is fill ed with supernova 
remnants and vacuum fluctuations. These hostile' condi
tions prevent any subspace communication from ex it ing 
or entering the region and make starship n avigation 
extremely difficult. A ship mov ing w ithin the Patch can 
nav igate safely at no faster than one-third impulse. 

Throughout the Briar Patch, low levels of metapha
sic radiation emanate from interstellar dust. The Patch is 
a l so peppered w ith n ebula c lusters. These c lusters range 
from five to fifty light years across and are filled w ith 
cometary debris and pockets of metreon gas. Despite 
these conditions, there is a single Class M planet orbit
ing the central star. The Ba'ku planet has no moons, but 
it is encircled by a set of rings which are dense with 
metaphasic particles. The r ings cause a much greater 
concentration of metaphasic radiation on and near the 
planet than anywhere else in the region. 

C hromody namic shielding can repel the effects of 
the radi ation, but v i sito rs to t he Briar Patc h m ay not 
want such "protection." The radiation has powerful bio
logi ca l effects, regenerating cells and in c reasing levels 
of endorphin production in a ll an imals . This regenera
tion results in increased metabolism, improved muscle 
tone, and, most sign if i cantl y, a consta nt age regressing 
process. 

The amount of time it takes fo r the metaphasic rad i
at io n to begin taking effect on a n average humanoid is 
about twe lve hours, at which point the individ ua l 's cells 
start regenerating. Wrinkles fade away, gray hair returns 
to its natura l col o r. Even severed n e rves and limbs can 
regenerate g iven e nough exposure. H owever, the radia
tion o nl y affects an indiv id u a l-huma n or 
o therwise-who has reached full physical maturity. 

From a v i sua l standpoint, th e abundance of ste ll ar 
phen omena in the Briar Patc h appears as a dangerous 
threat when v iewed from the vantage of a spacefaring 
vessel, b ut it c reates a stunn ing effect w hen viewed from 
the planet's surface. The sunsets are f ill ed w ith a daz
z ling array of colo rs, a nd the end of each day brings a 
distinct visual experience. 

ENVIRONMENT 

There a.re three la rge land m asses on th e Ba'ku plan
et. The main continent rests enti rel y within the northern 
hemisphere and is spli t by severa l mountain ra nges. 
Between these ranges lie a wide variety of geolog ical 
regions, from s loping valleys to extended expanses of 
footh ill s. M ultiple forests occupy t he va lleys, a lthough 
none covers a great expanse. The largest forest is on ly 
thirty miles wide. 

Beneath the hills and w ithin the mountains are l arge 
concentrations of kelbonite, a refractory metal wh ic h is 
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THE BA'KU PLANET 

PLANET NAME: BA'KU 

(LASS: M 

SYSTEM DATA: BA'KU HAS NO MOONS, BUT IS SURROUNDED BY A SET OF RINGS 
DENSE WITH METAPHASIC PARTICLES. 

GRAVITY: 0.9 G 

YEAR AND DAY: 271/31.6 

ATMOSPHERE: OXYGEN-NITRO-GEN-CARBON DIOXIDE; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 42% OF THE PLANET'S SURFACE IS COVERED WITH WATER, MOST 
OF IT IN TWO EXPANSIVE OCEANS (ONE IN THE NORTHERN HEMISPHERE AND ONE IN 
THE SOUTHERN). 

CLIMATE: TEMPERATE, BUT SOMEWHAT WARMER THAN EARTH, WITH MINOR SEASON
Al VARIATION; COOLER TOWARD THE POLES 

SAPIENT SPECIES: BA'KU (ABOUT 700) 

TECH LEVEL: lEVEl TWO PRE-INDUSTRIAl, SElf-SUFFICIENT COMMUNITY; ADUU 
INHABITANTS POSSESS KNOWLEDGE OF UVEL SIX TECHNOLOGY. 

GOVERNMENT: NONE. DISPUTES ARE RESOLVED BY A COUNCil OF "ElDERS." 

CULTURE: SEDENTARY 

AFFILIATION: fEDERATION PROTEGORATE WORLD 

RESOURCES: THE MOUNTAINS IN THE NORTHERN HEMISPHERE CONTAIN LARGE CON
CENTRATIONS OF KELBONITE. THE METAPHASIC PARTICLES IN THE PLANET'S RINGS HAVE 
A POWERFUl REGENERATIVE EFFECT UPON HUMANS, BUT AS OF YET NO METHOD OF 
EXTRACTING THE PARTICLES WHICH IS SAFE TO THE ECOSYSTEM HAS BEEN DISCOVERED. 

PLACES OF NoTE: THE BA'KU VILLAGE IS THE ONLY MAN-MADE SETTLEMENT ON THE 
PLANET. 

SHIP FACILITIES: NONE 

often u sed as shie ld ing in th e con struction of secure mil 
i tary installations thro ughout the quadrant. Kelbonite 
interferes w ith tran sporter technology, preventing long
range transporters f rom securing an accu rate lock on 
their target. In areas w here concentrations are particu
larly dense, su ch as subterran ean caves and ri ch 
mountain deposits, transport is v irtua lly impossible, 
even with the a id of pattern enhancers. 

W hile th e re are n o major forests, severa l la rge 
rivers run down and thro ug h th e mountain ranges, fill
ing the valleys w ith l akes and an abundance of fertile 
farmland. The hill s a re lush and g reen a ll the way to 
the base of the mounta ins, and even there th ick patch
es of g rass adorn t he m o unta inside. In the rocki e r 
terrain there are quite a few caves, naturally eroded 
by steam which ri ses thro u g h cracks in the mine ral 
deposits. As a result, many of th ese caves have hig h er 
average tempera tures than in the va ll eys below, 
despite being at a higher e levation . 

In some areas the river basins h ave eroded to the 
su rface of the kelbonite deposits. Th e con centration of 
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mineral s mixed into the flowing wate r results in a 
wonderful v i su a l effect which causes the river to 
appear silvery and m e ta llic, a lmost like a gushing 
flow of liqu id steel. 

The climate on most of the mainland is temperate, 
leaning toward the warm side. The Ba'ku plan et's orbit 
is only a sli ght e llipse, resulting in little seaso n a l 
change. 

LOCATIONS 

The primary location of inte rest is the Ba'ku vi llage, 
located o n the n o rthern m ainland about h a lfway 
between the equator and the pole. The Ba'ku v illage is 
nestl ed against the m o untains, gua rde d from the e le
ments by a natural rock- face barrier. This rura l 
community is surrounded by farms and rests just off a 
vast lake t hat supplies the villagers w ith cl ean water. 

The a rc hitecture in the village is surprising l y 
advan ced for suc h a sm a ll settlement. The streets are of 
smoothly c ut brick and marble pillars form the bases of 
intricate ly carved arches. There about two hundred 
buildings in the v ill age, including one- to three-story 
dwellings and numerous sho ps. At the east end of th e 
village is a large, o p en farmers' m arket w h ere the Ba' ku 
trad e a splendid variety of exotic fruits and vegetab les. 
Over the centur ies, the Ba'ku h ave perfected their agri
culture to an a rt form and can create several variations 
from a single type of seed. 

Also of n ote o n the m ainland is the active volcano 
Mount Do'kra. This wonde r, located near the southeast
ern tip of the continent, is constantly active, feeding 
itself its own lava through massive fissures that extend 
for miles. In a rem arkable and unexpla inable pattern of 
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I. Ba'ku (Class M) 

nature, Mount Do'kra e rupts every 1 12 days. Thi s is a 
wondrous event to behold and every few years the 
Ba'ku make the long trip south to w itness the phe
no m enon. 

HISTORY 

Th e only sapient spec ies on the Ba'ku planet is not 
indigenous to the world. The pl ane t was settled by a 
sm a ll g roup of colonists known as the Brek'a, w ho dis
covered the planet a little o ver three hun~red years ago. 

In 2066, amid an escalating arms race w hic h threat
ened to destroy a ll life in their solar system, a group o f 
abou t five hundred Brek'a abandoned the ir h om eworld 
in search of a quiet planet w here they could live a life 
devoid of technology. Light years from their solar system 
they came upon the Briar Patch and discovered an 
innoc u ou s planet nestl ed w ithin the cloud of nebulae 
and interstel lar dust. 

Not lo ng after the ir arri va l o n the p lan et they dis
covered the effects of th e metaphasic radiation, a 
pleasant " fringe benefit" of their new home. The Brek'a 
renamed themselves the Ba'ku, which m eans " new 
beginning" in an an c ient Brek'a tongue. The Ba'ku h ave 
lived simply and peacefully for over two hund red yea rs 
as a pre-industrial society, content to ex ist w ith a mini
mal amount of techno logica l devices. 

H owever, afte r a t ime the younger gene ration, lo ng 
since g rown to the same physi ca l maturity as their par
ents, lo nged for a return to a c iv ilization of advanced 
techno logy. After g reat debate, the splinter faction was 
exil ed from the planet. They left in the starship their par
ents had com e in and began their own civili zatio n, 
ca lling themselves the Son 'a ("the reno uncers"). 
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In 2375, almost e ighty years after they had left, the 
So n'a, now a nomadi c spec ies active in interstellar 
trade, returned to the Ba'ku planet. They intended to 
extract m etaphasic parti c les f rom the planet's rings for 
scientific use, although the Son'a leader Ru'afo al so h ad 
his sights set on revenge; the process would rende r th e 
plan et uninhabitable for generations, forcing the Ba'ku 
from p aradise. Because of the planet's location in 
Federation space, the Son'a estab l ishe d an agreem ent 
with the UFP. The Fed e ration wou ld help the Son'a re lo
cate the Ba'ku inhabitants; in exchange, they would 
rece ive the medical technolog ica l benefits of the 
metaphasic particles. 

The re location of the Ba'ku was prevented by Jean
Luc Picard and the crew of th e U.S.S. Enterprise-£, who 
b e lieved the reloca tion was a v iolation of th e Prime 
Directive. Afterwa rd, m any of the Son ' a rejoined the ir 
kin on the planet and the Ba'ku p lanet was ultimately 
named a Federat ion protectorate. 

POPULATION 

The re is only one settl em ent on the Ba' ku planet, a 
v ill age of about seven hundred c i ti zens. All are of Brek'a 
origin, and about eighty of these people w ere Son'a w ho 
chose to remain on the pl anet and re integrate w ith the ir 
former society after the conflict in 2375. The Ba'ku live 
a simp le li fe, devoid of any industrial-age techno logy, 
and are completely se lf-su ffic i ent. 

As members of a nearl y immo rta l species, the Ba' ku 
live life at a much slower pace than humans. They have 
no sense of urgency, no n eed to complete a project the 
n ext day or even the n ext m onth . Accordin g to the logs 
submitted by Capta in Picard of the U.S.S. Enterprise-£, 
the Ba'ku may experience life in a sort of extended 
"now." Through his own experie nces, he d escribes the 
effect as an a ltered rea lity in w hich time appears to slow 
down. If this is true for the Ba' ku, the n they may actua l
l y be liv ing li fe more slowly th a n everyone 
e lse-minutes b ecom e h ours, hours become days, and 
years stretch into centuries. The Ba'ku take their time in 
a ll their actions and can be content simply to m ed itate 
for hours on end. However, this h as by no m eans le d to 
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an existence of s loth or laziness. The Ba'ku have far 
greater hand-eye coordination than humans and a 
tremendous mental discipline. They revel in manual 
labor and working with their hands instead of machines. 

The Ba'ku appear as a simple folk. The ir clothes are 
homespun, and b y appearance a lone advan ces such as 
e lec tricity seem to b e a foreign concept. Appearances 
are deceiving, tho u gh-the Ba' ku a re stil l a highly 
advanced peopl e, w ith ful l knowledge of warp technol
ogy and quite a bit of science that goes beyond even 
Federation knowled ge. How ever, the Ba'ku h ave chosen 
to ignore this side of their existence . They employ sim
ple machines, like windmi lls and water pumps, but are 
not w illing to take advantage of any industrial-age 
advances. 

While travelers to the Bria r Patc h are rare, the Ba'ku 
have always welcomed v isitors, whom they re fer to as 
" offworlders." D espite a warm hospita l ity, m ost vis itors 
quickly become uncomfo rtable w ith the sedentary life 
o f the Ba'ku, w hi ch seem s to move in slow motion. One 
of the most difficu l t concepts to grasp is the Ba'ku life 
cycle, or lack thereof. Once a Ba'ku indiv idua l reaches 
the age of physi ca l m aturity, he does not live w ith any 
long-term goals in mind, nor a need to reach milestones 
such as marriage and parenthood in a ny set timeframe. 

GOVERNMENT 

The re is no o fficia l government w ithin the Ba' ku 
society, but the re is a "community counci l " comprised 
of twenty indiv idua ls w h o were among those who pio
neered the Ba'ku sett lement. Sojef, the l eader of the 
exodus wh ich led the Bre k'a to th e pla n e t, h as 
remained the community l eader for over three cen
turies. When m atte rs o f controversy arise, the m embers 
of the community council meet to discuss and enact a 
resolution. 

The council engages in an open discussion to f ind 
a solution w hi c h is accepted by a large m ajority of the 
members. The re is no exact number defining w hat a 
" la rge majority" consists of; Sojef measures the opin
ions of the other counc il members and m a kes the 
ultimate dec i sion. 



Meetings of the council are rare, though every 
decade or so they meet to discuss the state of their 
technology. The council has successfully regulated 
Ba'ku technology over the centuries, determining 
which advances should be integrated into the village 
and which should be banned. 

STRATEGIC IMPORTANCE 

Much as enemy species took i~terest in the planet 
created by the Genesis device in 2285, there is sure to 
be interest in the Ba'ku planet as word of its remarkable 
regenerative effects spreads through the galaxy. Its loca
tion w ithin Federation space-not to mention its status as 
a Federation protectorate-will dissuade most invaders, 
but it is a planet other species will keep an eye on, espe
cially those with no a lliance to the Federation. 

PRES EN T CONFLICT 

Since they have only one settlement, warlike con
flicts are unknown to the Ba'ku. They refuse to use 
weapons of any kind for fear of regressing to the Brek'a 
society which self-destructed centuries ago. The older 
generations of Ba'ku recall those days vividly, as many 
were alive to witness the Brek'a's warlike past. 
Conversely, many of the younger generation-those born 
on the Ba'ku planet-have begun to express an interest in 
their technological heritage. They desire to see the "off
world" and are not content to live as simply as their 
parents have for so many years. This has led to periodic 
debates among the Ba'ku over their level of technology. 
The return of the Son'a cou ld only exacerbate the issue. 

The community cou n c il remains at odds on how to 
deal with the issue. There are some who continue to 
maintain that the Ba'ku must abandon technology, lest 
they repeat the mistakes of their ancestors. They feel that 
placating the youths' desires would cause a snowba ll 
effect w hi ch would ultimately result in a conflict similar 
to the one w hi ch caused the exile of the Son'a. Others 
believe the only way to avoid this path i s to let the chil
dren explore their h e ritage. Regardless of their 
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individual points of view, all of the council members 
agree that the issue remains volatile. Unfortunately, no 
clear solution has presented itself and, while there is no 
immediate danger, the situation could begin to boil over 
within the next decade if it is not dealt with. 

EXPORTS A ND IMPORTS 

As part of the terms of the Ba'ku's acceptance of sta
tus as a Federation protectorate, there is a full embargo 
on trade with offworlders. The Ba'ku council requested 
this restriction so that they could continue as a simple, 
self-sufficient society. Thus, while visitors are welcome 
on the planet, they are prohibited from opening any 
type of trade negotiations with the Ba'ku. 

NOTED INHABITANTS 

The leader of the Ba'ku village is a man named 
Sojef, who was one of the key figures responsible for the 
departure from the Brek'a homeworld. Sojef staunchly 
advocates avoiding the pitfalls of technological 
advances. While amenable to allowing visitors to enter 
the village, he has worked hard over the centuries to 
keep technological influences out of Ba'ku society and 
out of the minds of the children. This has become 
increasingly difficult since the crew of Enterprise left the 
Ba'ku. Sojef's young son Artim, who spent time with the 
android Data, has feelings that typify many of the other 
children-an innocent, youthful spirit w ith an emerging 
desire to learn more about machines and similar tech
nology. 

Another notable Ba'ku citizen is Anij, w ho acts as 
something of a liaison when offworlders v i sit the planet. 
Anij a ided the crew of the Enterprise when the Son'a 
tried to evacu ate her people forcibly from the planet. 
On the rare occasions when external affairs arise, she is 
often assisted by Tournel, another member of the coun
c il. As w ith a lmost a ll Ba'ku, Tournel believes in staying 
away from technology, but he did not advocate the exile 
of the Son'a, and has long c ursed himself for his inabil
ity to come up with a n a lternative solution. 
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C R EATURES 

The Ba'ku p lanet is home to a w ide variety of ani
mal l ife. I ts m any sp ecies include birds, m amm a ls, 
and marin e reptiles, but no insects. C reatures unable 
to w i thstand the con stant b o m bardmen t of metapha
sic rad iat ion h ave become extinc t, leavin g the p la n et 
void of insects and a lmost a ll l an d -based repti les. This 
h as had a particu larly in terest in g effect o n the avia n 
popu lation. Instead of d y ing o u t a long witho ut their 
n a tura l food suppl y, m a ny of the b i rd species adapt
ed, becoming either vegetarian or carn ivorous. Birds 
h ave a lso taken over m any of the n atu ra l ro les of their 
former prey, su c h as po llina ting f lora. The resu lt is an 
am azing co llecti o n of avian sp ecies. Man y of th ese 
b ear simila rities to insect li fe o n Earth, such as the 
j e nkaw, w h ich possesses a b ee- l ike stinge r. There are 
a lso species w hic h feed on other birds; the l a rgest of 
these can g row to as muc h as 20 feet long. 

A n oth e r species of note is the e'kar, a llamalike 
anima l w hich the Ba'ku h ave domesticated. E'kar a re 
strong and possess high enduran ce (qua li ties not 
uncomm on among the pl an et 's w il d l ife), making 
th em p e r fect pack animals. A dditiona lly, they pro
duce a sweet mi l k wh ic h , thanks to the m e taphasic 
radiation, i s available in abundan ce. T his dual func
t i o n a li ty h as provided the Ba'ku with an in va luable 
resource. 

The rhyl, a sm a ll , pa lm-sized mamma l, makes a 
popu la r p e t among th e Ba'ku. This charming little 
c reature resembles a t iny, fur-covered versi o n of th e 
Terran seal , and moves w ith a w riggli ng motion simi
la r to a centiped e. 

EPISODE IDEAS 

Viper in the Grass: While m an y of the Son 'a 
w h o decided to return to the planet d i d so b ecau se 
they wished to rejoin their relatives, some h ave a 
more nefarious plan in mind. A sm a ll g ro up careful
l y works to feed the younger generation images of 
the wonders of technology, in the hope of ultimate
ly overth rowin g the simple Ba' ku way of life. Upon 
discovering this corrupt ing influence in their midst, 
but not determining its source, t h e counci l a sks the 
Federation for its help. 

Alternatively, the counc il cou ld know exactly 
w h o is responsible for the d iscord and confront the 
faction. Now they n eed a Federation diplomatic 
team to m ed iate so that history does not repeat 
i tse lf. 

Adverse Possession: Word of the Ba'ku planet 
spreads through t h e galaxy and an ancient species 
comes forth, c la iming to h ave owned th e planet 
long before the Ba' ku arrived. Is th e i r c laim sincere, 
or is the ev ide nce presented a ru se? Eithe r way, they 
are prepared to f ight for w hat they c l a im is rightful
ly theirs, and the counc il ca lls o n the Fe d e ration for 
assistance. 

Tempest Agenda: The planet b egins to experi
e nce strange fluctuation s in atmosph e ri c conditions, 
the likes of w hich t h e Ba' ku h ave not seen in their 
centuries on the p lanet. A Federation sta rship i s sent 
to investigate. The cause i s a group of Ro mulan or 
Klingon sc ience vessel s hiding in the Bri a r Patch 
w ith cloaking technology. T h ey perform experiments 
w h ose goa l is to extract metaph asic particles w ith
o ut being detected. Th e intrude rs could be acting on 
the ir own or, for a m o re sweeping campaign effect, 
under the di rection of the ir respective e mpires' lead
ers. H ow w ill the C rew dea l with this v i o lation of 
the Federation's protective q u arantine? How w ill it 
react w h en the intruders offer to share valuable 
information they've discovered? 

NAME: E'KAR 

TYPE: GRAZER 

SIZE: 135-200 KG; UP TO lWO METERS TALL AT THE SHOULDER 

fORM: LONG-NECKED, LONG-LEGGED MAMMAUAN QUADRUPED, WITH WHITE OR 
BROWN FUR 

ATTRIBUTES: COORDINATION 2, fiTNESS 3 (STRENGTH +4, VITALilY +2), 
INSTINCT 2, PRESENCE 2 
BASE MOVEMENT: RUN 15/ 30 
RESISTANCE: 6 
SPECIAL ABILITIES/UNUSUAL SKILLS: NONE 

WEAPONS: BITE 1 
DIFFICULTY: 7 
DAMAGE: 1 
DESCRIPTION AND ADDITIONAL Nom: THE E'KAR RESEMBLE THE 1.1.AMA OF 
EARTH's SoUTH AMERICA. THEY HAYE FUR WHICH IS USUALLY IVORY OR WHITE, BUT 
CAN DARKEN TO BROWN; THE PATTERNS IN AN E'KAR'S FUR OmN INDICATE ITS BREED 
OR HOME REGION. DOMESTICATED LONG AGO BY THE INHABITANTS OF BA'KU, THEY 
ARE USED MAINLY AS DRAFT ANIMALS. HOWEVER, SOME STRAINS ARE BRED FOR SPEED 
AND USED AS RACING ANIMALS. 



B ETAZED 
Betazed has achieved a significant degree of 

importance in Federation affairs. The value of 
Betazoids to the UFP as diplomats and counselors 
ca~not be overemphasized. With Betazoids assign-ed 
to almost every ship in Starfleet, the Federation has 
seen significant improvement in the success of first
contact overtures with alien species and of 
negotiations with both allies and enemies. Betazed 
also hosts the biennial Trade Agreements 
Conferences, where the economic strengths of planets 
are weighed against the Federation credit and 
Betazoid negotiators help forge interstellar trade 
agreements among UFP member worlds, nonmem
bers, and the various peaceful starfaring neighbors of 
the UFP. The UFP would be hard-pressed to find 
another world so trusted to handle such delicate 
negotiations. 

The rich culture of Betazed has also influenced 
the UFP. Betazoid beliefs and thoughts have led to a 
revival of spirituality in may parts of Federation terri
tory. Many cultures have begun to adopt traditions 
similar to those of the Betazoids. 

SOLAR S YSTEM 

Betazed lies in a system of five planets orbiting a 
yellow star. The innermost planet, Hynozad, appears as 
one of the brightest objects in Betazed's sky. Hynozad is 
geologically inactive and has a smooth, light-colored 
surface, making it one of the most highly reflective plan
ets ever discovered. Its close proximity to its sun means 
it gathers a great deal of light. Hynozad is little 
explored, for the Betazoids have long attributed a reli
gious significance to it and do not wish to treat it as just 
another planet to be explored and catalogued. 

Betazed is the second planet from the sun. It is a 
Class M planet with gravity and atmospheric pressure 
approximating those of Earth. It has three small moons 
(Avandar, Merandar, and Keylandar). The moons all have 
distinct orbits and rarely appear in the same section of 
the sky. When all three moons cluster together it is con
sidered a time of great significance. 

The three outer planets are gas giants with rings and 
several icy moons each. Explorations of these planets 
and their satellites have yielded little of interest. Proxon, 
the closest planet to Betazed, has a small research sta
tion in orbit for testing equipment used to measure 
gaseous anomalies. 

E N VIRONME N T 

Betazed has five continents and hundreds of islands. 
Most of the continents are filled with lush forests and 
rainforests broken up by grasslands in the interior and 
vast wetlands along the coasts. Long rainy seasons typi
fy spring weather on Betazed, but the summers remain 
fairly temperate and comfortable. Autumns and winters 
also tend to be mild in comparison to weather patterns 
on other planets. 

The Betazoids do not use weather-control technolo
gy, as they believe it involves unnecessary tampering 
with nature. As a result, settlements on Betazed occa-
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BETAZED 

PLANET NAME: BETAZED (BETAZED II) 

CLASS: M 

SYSTEM DATA: BETAZED HAS THREE SMAll MOONS·AVANDAR, MERANDAR, AND 
KEYLANDAR. 

GRAVITY: 1.0 G 

YEAR AND DAY: 377.33/25 

ATMOSPHERE: OXYGEN-NITROGEN, WITH EARTH-NORMAL PRESSURE 

HYDROSPHERE: WATER COVERS 78% OF THE PLANET'S SURFACE. 

CLIMATE: MILD, WITH TEMPERATURES AVERAGING 23o ( (7 5o F) IN THE SUMMERS 
AND 130 ( (550 F) IN THE WINTERS. (UMATIC ZONES RANGE FROM TROPICAL TO 
ARUIC; AVERAGE RAINFAll IN All ZONES IS EQUAL TO ROUGHLY ONE AND A HALF 
TIMES EARTH'S, THOUGH SOME SEASONS ARE WETTER AND SOME DRIER. No WEATH· 
ER-CONTROL TECHNOLOGY IS EMPLOYED. 

SAPIENT SPECIES: BETAZOIDS (5.6 BILLION), HUMANS (11 MILLION), 
(ENTAURANS (6 MILLION) 

TEcH LEvn: LEVEL S1x 

GOVERNMENT: REPRESENTATIVE DEMOCRACY 

CULTURE: BETAZOIDS ARE A CONTEMPLATIVE, SPIRITUAL PEOPLE WHO, THANKS TO 
THEIR TELEPATHIC ABILITIES, ARE EXCELLENT PEACEMAKERS AND NEGOTIATORS. THEIR 
SOCIETY IS GENERALLY A QUIET AND PEACEFUL ONE. 

AFFILIATION: FEDERATION MEMBER 

RESOURCES: ExTENSIVE NATURAL RESOURCES, BUT MOST REMAINING NATURAL 
AREAS ARE LEFT UNDISTURBED (OmN BECAUSE OF THEIR PERCEIVED SPIRITUAL QUAl
mES). 

PLACES OF NOTE: MEDARA, A HOLY CITY AND ALSO THE PLANET'S CAPITAL; SCENIC 
lAKE CATARIA; DALARIA, THE SITE OF THE BIENNIAL TRADE AGREEMENTS CONFERENCE; 
THE GREAT WHIRLPOOL; THE UNIVERSITY OF BETAZED 

SHIP fACILITIES: DALARIA SPACEPORT, BETAZED IV ORBITAL SHIPYARDS 

sionally suffer from typhoons and other natural disasters 
which are uncommon on most civilized worlds. The 
world's three moons cause significant tidal forces, and, 
without weather-control technology in place, such 
storms are permitted to rage unchecked. 

LOCATIONS 

Medara, the capital of Betazed, is located on the 
largest continent. The Ruling Council holds sessions in 
the city, and each of the Great Houses of Betazed main
tains a residence near the city's center. Most of these 
residences border the vast Plaza of Contemplation, 
which rests in the center of the city and serves as the 
focal point of the citizens' spiritual lives. While a 
plethora of smaller temples and sacred sites dot 
Medara's landscape, most large celebrations and holy 
days are celebrated in the great Plaza. 
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Medara is a large, sprawling place, made all the 
more beautiful because of its wholesale integration into 
its surroundings. Gardens abound, and many structures 
rise from the floor of the great swamp which cradles the 
city. The layout of Medara appears intuitive to the casu
al observer, and it is- the city's districts radiate outward 
from the central Plaza like the spokes of a great wheel, 
with religious and government quarters (including the 
residences of the great houses) giving way to business 
areas and finally to residences. 

Medara is also a holy city, and as such contains 
many temples, tombs, and sacred monuments through
out its precincts. The Betazoids are careful to maintain 
their sacred sites; many members of the noble houses of 
Betazed have religious duties as well as temporal ones. 

Lake Cataria is a scenic resort on Betazed. The 
shoreline of the lake twists and turns, creating many 
quiet private coves where people can enjoy themselves. 
The waters are crystal clear, and boating, swimming, 
and fishing are favorite pastimes in different sections of 
the lake. Once someone's day on the lake has ended, 
several fine hotels and restaurants stand near the shores 
ready to shower patrons with attention. 

The city of Dalaria has the largest spaceport on 
Betazed. Thousands of shuttlecraft arrive and depart 
from Dal aria dail y. The spaceport is also equipped with 
large cargo transporters to handle commerce. Dalaria is 
most famous as the site of the biennial Trade Agreements 
Conference. During this important economic summit, 
Betazoid arbitrators help determine the value of differ
ent goods and planetary currencies across the 
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Federation. Although the negotiations are difficult, the 
delegates trust the Betazoids to b e honest and fair in 
their dealings. The Trade Agreements Conferences have 
earned the Betazoids many admirers across the UFP. 

The University of Betazed is recogni zed throughout 
the Federation as one of the leading centers of psycho
logical study in the galaxy. Students from m a ny different 
member worlds seek admission to the university; mem
bers of races with telepathic powers a re often 
particularly eager to take advantage of the university's 
advanced courses for such students. In addition to edu
cation, the university conducts p sych o logi ca l research 
on every member race of the UFP and several nonmem
b er races. 

Because of the spirituality of the Be tazoids, there 
are many standing stones, quiet shrin es, and other re li
gious monuments dotting the surface of Betazed. Unlike 
many other modern cultures, the Betazoids are slow to 
give up their mythical traditions, preferring to m esh 
them with the advanced technology of the UFP rather 
than forsake the spirits. 

HISTORY 

The ancient history of Betazed remains shrouded in 
myth and legend, and the Betazoids seem to prefer it 
that way. Many tales speak of the gift of telepathy w hich 
the Betazoids earned from the spirits through their stew 
ardship of the natural world. Other stories te ll of great 
wars fought with an evil race possessing simil ar tele
pathic skills. 
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Ill. Proxon I. (Class J) 
IV. Avandar I. (Class J) 
V. Khrysaros I. (Class J) H~ 

Al l Betazoids know the legend of Khrysaros. This 
mystical hero used his g reat mental powers to defeat 
shadowy enem ies from the stars and usher in a golden 
age. His teachings lived on through his followers, espe
ciall y th e aco lyte Rixx, who was granted a set of Holy 
Rings which are said to have the power to summon 
Khrysaros agai n during Betazed's time of greatest need. 
These same rings a re now in the possession of Lwaxana 
Troi , Betazed's ambassador to the Federation; they are 
the ancestral prope rty of the Fifth House. 

Scholars credit the teach ings of Khrysaros with the 
unification of Betaze d. Before him, Betazoids organized 
into various kingdoms and city-states often fought each 
other. Eventua lly, a theocratic oligarchy gained control 
of the planet and brought most of the fighting to a halt. 
Only nobles were a llowed to enter the priesthood, and 
the priests dictated life on Betazed. 

As Betazoid technology continued to advance, the 
nee d for a more secular government became apparent. 
While the priesthood had succeeded in bringing feuding 
houses and nation-states together into a unified world 
governing body, their resistance to social freedoms and 
technologica l progress remained a hindran ce. Betazed 
was still primarily a spiritual society, ruled by its belie fs, 
its ancient faiths, and its strong ethical nature. As the 
world prepared for its first spacefl ight, confli ct was 
inevitab le. 

The linchpin of the coming troubles appeared in the 
form of a progressive priest named Dainara: Dainara 
was a scion of the Third House, and he a rgued that 
Betazed had finally grow n beyond its ancient spiritual 
roots. H e thought that the priesthood was no longer able 
to govern the world effectively, and he advocated a rad
ica l separation of the secu lar and t he spiritual. H e spoke 

of the new responsibilities inherent in Betazoid technol
ogy, of the casual acceptance and potential misuse of 
Betazoid telepathy. Dainara was a charismatic leader 
and his message found many willing ea rs; unfortunately, 
none of them belonged to his fe llow priests or nobles. In 
the end, his e loquence mattered littl e. 

The maiden flight of the Avandar took place the fol
lowing year. Although the priesthood did not like the 
perceived spiritual ramifications of spaceflight, they 
accepted progress on their own terms-as a way to 
spread Betazoid teachings beyond their world, possibly 
to other sent ient species among the stars. As it turned 
out, they w ouldn' t have to wait long. 

BETAZED SYSTEM 

SYSTEM NAME: BETAZED 

AFFILIATION: FEDERATION MEMBER 

SYSTEM TYPE: TYPE G2 V (BRIGHT YELLOW DWARF) STAR 

INHABITED PLANETS: BETAZED (BETAZED II) 

OTHER PLANETS: FOUR OTHER PlANffi, INCLUDING THREE (LASS J GAS GIANTS 

OTHER STELLAR OBJECTS: NoNE 

ARTIFICIAL OBJECTS: PROXON RESEARCH STATION (LOCATED IN ORBIT AROUND 
PROXON [BETAZED Ill]), BETAZED IV ORBITAL SHIPYARD 

SIS: THE HOME SOlAR SYSTEM OF THE BETAZOID PEOPLE, A PEACEFUL SPECIES WHO 
POSSESS INNATE TELEPATHIC ABIUTIES 
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First contact w ith the Terabi an occurred severa l 
years later, during the flight of the first Betazoid warp
cap ab le vesse l . The Terabian were a humanoid sp ecies 
inhabi t ing a world sli ghtly more than four l ight years 
from Betazed , and contact was greeted w ith enthusiasm 
on both worlds. Both species had reached approx imate
ly the same point in their development; however, 
Betazo id agrarian tech nology was superior to the 
Terabian versions of the same, whi le the Terabian 
excel led at materia ls engineering and e lectronics. The 
c u ltures began to trade, sharing their resources and 
technology. The Betazoids were initia l ly sta rtl ed to learn 
that the ir Terab ian ne ighbors did not possess te lepathic 
abi lities. W hi le they adjusted quickly to the ir no nte le
p a thi c neighbors, the re were t h ose among the 
priesthood who thought the Terabian f lawed or inferio r 
as a result. Su ch bel iefs would be t he seeds of confli ct 
in the years to come. 

As the years passed, settlers a lso t ravele d b etween 
the two worlds and a degree of intermarriage began. Al l 
w as not w e ll on Terabia, however. Whi le Betazo id tele
pathic ability was initially viewed as a curiosity, m ore to 
b e m arveled at than feared, the Terabian slow ly b egan to 
distrust their new a llies. This was partly a resu l t of the 
Be tazoid priesthood's assertions that telepathy was a gift 
and shou ld be used widely and freely. A lthough there 
were those w h o recognized the dangers in this v iew, 
especia lly w hen dealing with a re latively unknown 
species, their vo ices were largely ignored. As a result, 
the Terab ian p erceived a decided ly su perior atti tude 
am o ng the Betazoids; it was a perceptio n that would 
u ltimately lead to open resentment. 

This resentment initial ly took hold in the m e rcantile 
sectors, w ith Te rabian traders accusing thei r Betazoid 
counterparts of unfai r practices and advantages. Si n ce 
the Betazoid predilection for honesty is now we ll 
known, it is doubtful that such accusatio ns were tru e. 
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H owever, they were j ust the f u e l needed to fan the 
growing flames o f suspicion o n Terabia. Fear grows 
m ost quick ly when it i s accompanied by misunder
standing, and in thi s case that adage held true. 

The Betazoid settlers l iv ing o n Terabia were qu ick
ly rounded up and thrown into m akeshift internment 
cam p s. Fearing a retributive strike by the " mind-read
e rs," Terabia launched a preemptive strike aga inst 
Betazed itself. W hile neither side had amassed much 
of a military arsen al, the ensuing war was p rotracted 
and bru ta l, w ith the Terabian offering no quarter. After 
nearl y seven years of figh t ing, with neither side gain
ing the upper hand, the Terabian fina l ly agreed to 
enter into negotiation s with Betazed. Speculation 
continues among histori ans regarding the Te rab ian 
c h an ge of heart; m a ny feel that it re f lects the 
inc reased knowledge and understanding the Terabian 
gaine d from the Betazo id prisoners in their o w n 
inte rnment camps. 

The ru li ng priesthood o n Betazed had already 
rea lized that their ways were becoming outdated, 
though most refused to admit i t. H owever, in the wake 
of the war, they cou ld no lo nger ignore the obv ious. 
Thus, in their t ime o f need, they turned to the man 
whom they had ignored so m an y years before. 
D ainara took the lead in the negotiations wi th the 
Terabian. The Terabian Armistice was negotiated , and 
a prov is ional council was established u n t i l a secular 
government could take i ts place. Large-sca le refo rms 
were impleme nted and d iscrimi nation based on 
socia l class was abolish ed. The Rul ing Counci l was 
eventua l l y formed in the wake of p rovisional rule, and 
Betazed b egan the lo n g process of rebui ld ing. 

Perhaps the most lasting con tr ibution to come out 
of the spiritua l a rm of the p rovision a l counci l was the 
Code of Sent ience. Spearheaded b y D ainara, and 
in f luen ced h eavi ly b y his teachings, t h is code set 



% § t& ¥# Q _;:; ... -e:g<t tji.*fr 

&¥%&&&% - !¥ f4 "'*# 4¥Alf#Mbt 4i##P5 

down indelibly the duties, responsibilities, and prohi
bitions of Betazoid telepaths. Betazoid telepathy was 
indeed a gift; however, the people of Betazed needed 
to respect the gift and use it wisely, especially during 
this new age of exploration and contact. The Code 
would ensure that the mistakes made during the 
Terabian conflict wou ld never be repeated. 

With the Code now firmly established, a long pro
cess of healing began with the Terabian. Betazed 
prospered once more, and peace reigned for over a 
century before first contact was made with the UFP. 
Shortly after contact was made, Betazed appl ied for 
membership and was accepted. A few traditionalists 
speak of the period before UFP contact as a near 
utopia, but most Betazoids feel that Federation mem
bership has only made their planet a better and more 
equitable place to live. 

Since joining the UFP, Betazoids have distin
guished themselves in nume rous areas, particularly in 
diplomatic affairs. For example, improved relations 
with the Tholians are chiefly attributed to the skills of 
Betazoid negotiators. Starfleet specifically created the 
position of ship's counselor with Betazoids in mind. 
The talents of the Betazoids, coupled with their hon
esty and outgoing natures, have earned them friends 
throughout the Federation. 

Unfortunately, some people have come to mistrust 
Betazoids. Although anyone familiar w ith the history 
of Betazed or the Code of Sentience knows that a 
Betazoid would not invade another person's private 
thoughts, a strong prejudice h as arisen in some places 
against telepaths (of any race). The UFP and Starfleet 
have developed educationa l programs for Federation 
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citizens who feel this way to help them come to terms 
with their fear of telepaths and dispel their prejudices 
against the psionically gifted. 

POPULATION 

Betazoids appear vi rtua ll y indistinguishable from 
humans. They have a few internal and developmental 
differences, such as different placement of organs and 
a ten- month gestation period, but otherwise they have 
the same level of tolerance for hostile conditions and 
the same biological functions. One o f the most 
notable differences in the deve lopment of Betazoid 
females is a period called "the Phase," in which a 
Betazoid woman sexually matures and her sex drive 
often quadruples. The Phase usually occurs in the 
mid-life of a Betazoid woman, in h er lat e fifties to 
m id- si xties. 

BETAZOID TELEPATHY 

All B etaz oids develop telepathic abilities during 
their lives, usually fo llowing puberty. The Code of 
Sentience outl ines the strict rules and gu idelines 
which Betazoids follow to avoid prying into the minds 
of others. Other races have l ittle to fear from Betazoid 
telepathy, because the Betazoids consider the 
thoughts of others sacred . They sti ll remember the 
lessons learned during the conflict with the Terabian. 
A few Betazoid chi ldren are born w ith t e lepathic abil-
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1t1es or develop them prematurely. These children 
require intensive therapy to be integrated into 
Betazoid culture. 

Betazoid telepathy has had a drastic effect o n 
the ir culture. Honesty i s valued above all other traits 
o n Betazed. In a society w ith telepathy, ly ing is almost 
impossible. Betazoids a re unequivocally h o n est by 
nature, and they are d i strustful of those w ho li e. An 
ancient Betazoid saying states, "One who speak s one 
thing and thinks a n other fights a war ins ide." 

Betazoids' telepathic abil iti es w ill n ot work on the 
Fereng i (who have four- lobed minds), th e Dopterians 
(whose m inds are s im il a r to those of Ferengi), or the 
Breen. 

L OVE AN D MARRIAGE 

The Betazoid view of marriage is a l so different 
from tha t of many other c ultures. Betazoids exch a n ge 
wedding vows in the nude, becau se nudity acts as an 
o utward express ion of their open, te lepath i c soc ie ty; 
both partners com e to each other in a spirit of open
n ess and honesty. 

Children from Betaz oid fami lies are genetically 
bonded to o n e another at birth. Po l iti cs play a n 
important role in the c h oosi ng of mates for Betazoid 
ch ildren. A su itabl e genetic partner must a lso be 
selected in order to produ ce healthy ch ildren w h o can 
contribute to society. Traditionally, l ove is considered 
a separate i ssu e from marriage in Betazoi d c ulture . A 
Betazoid may form a psychic bond with someone 
with whom he is c lose. This individu a l is referred to as 
imzadi, w hic h loose ly translates as "beloved." T h e tie 
between a Betazoid and his imzadi is difficult to 
understand. It i s a deep connection w hich lasts for a 
li fetime, no m atter what course the lives of the two 
may take. Many you ng Betazoids have started marry
ing their imzadi instead of their genetica ll y bonded 
partne rs, w hic h has drawn strong c r iti c ism f rom some 
n obl e houses. 
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CULTURE 

A lthoug h their power h as dwindled in the millennia 
since their founding, the noble houses of Betazed still 
mainta in a privileged status in Betazoid society. The 
houses h ave b een a Betazoid institution since before the 
time of K h rysaros, the i r origins intertwined with 
Betazoi d spi ritua lity and the inception of the p r iesthood. 
It is said that the ho uses had thei r origins in a place far 
b eyond the stars, and were brought to Betazed with the 
first inhabitants. W h i le this story m ay or may not be true, 
it has had an apocryphal impact on Betazoi d history, and 
the houses retain much of their p revious power and 
importance even in the modern age. 

A ltho ugh most opportunities a re open to a ll 
Betazoids, a c ultura l distinctio n sti ll exists between the 
wealthy great houses a nd the commoners. Betazoids are 
quic k to downplay th i s in th e presence of outside rs, but 
cla ims of noble blood rema in highly respected and are 
accorded special signifi cance during rei igious rites. The 
Betazoid priesthood has become a n open brotherhood, 
but house affiliation or membership remains the surest 
method of entrance. 

There are, of course, thousands of other aspects to 
th e r ich c ulture of Betazed. Many schools of meditation 
ex ist on the planet to h e lp others learn to connect with 
the natural world. Betazed a lso has a r i ch martial arts 
tradition; Betazoid styles meld telepathy with combat 
maneuvers as the f ighter tries to anticipate his oppo
nent's moves and counteract t h em almost before they 
begin. Dancing is a highly d eveloped art form on 
Betazed, as is mind- imaging, a form o f interactive story
telling where the participants telepathicall y lin k 
together to share menta l images. 

GOVERNMEN T 

The Ru ling Counc il, a democratically e l ected body, 
governs Betazed. Within the Coun ci l Hall, all debate 
and discussion is conducted telepathica lly. A ltho u gh 



council membe rs may shield their thoughts, such 
actions are frowned upon. Betazoids see the ir legisl a
ture as sacred and believe that complete openness 
allows the best decisions to be reached. Failure to par
ticipate fully m ea ns the Co unci lor is shirking his duty to 
his constituents. 

Unlike m any other planets, Betazed has no one 
sup reme leader. Instead, a v ast bureaucracy serves 
under the Ruling Counc il. The bureaucracy i s divided 
into m any diffe rent Re lzari, or " departments." For exam
ple, the High Office of D e fense commands the Betazed 
Defense Force; economic affairs a re handled b y the 
High Office of Finan ce; and the Offi ce of Domestic 
Affairs works to m a intain the quality of life for a ll 
Betazo ids. The Counc il itself appoints ambassadors and 
debates a ll diplomatic affairs . 

Below the p lanetary leve l, Betazed is organized into 
provin ces which are administered by governors. They 
handle the d ay-to-day affairs of the provinces and m ake 
certain that the directives of the Ruling Counc il a re 
observed. Governors are seen as relative ly low-level 
civil servants on Betazed and are rarel y accorded muc h 
atten t ion unless a province seems to be misma naged. 

STRATEGIC IMPORTANCE 

Betazed has significant strategic va lue to the UFP. Its 
location c lose to t he Vu l can home system and m any 
other important regions m akes it a strategic linc hpin to 
be strongly defended. For this reason, th e defen se of 
Betazed has al ways received the highest priority; nor
mally, the Betazed system falls under the protection of 
the Twelfth Fl eet, and patrol vessels are a common sight 
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in the system. During times of crisis, the fleet 
assign s a detachment of ships specifically to 
Betazed from possible hostile action. 

PRESENT CONFLICTS 

The Enlightened M ind Movement seeks to convince 
Betazed to withdraw from the UFP. It sees foreign infl u 
ences as pollutants which are not only destroying 
Betazoid culture, but wh ich are a lso c heapen ing t he 
Be tazoids' spiritually bestowed te lepathic gifts. Th is d is
sident g roup considers m e m bers of nonte lepath ic races 
to b e inferior beings w ho w ish to exp lo it the mental 
aptitudes of the Betazoids. They fee l that modern 
Betazoids have forgotten the lessons learned f rom the 
Terabian conflict, and in a sense they view the UFP gov
ernment as a kind of modern- day Terabia. The 
Movement bel ieves that prior to the initial Te rabian con
tact, Betazed was in the midst of a true golden age, and 
they hope to recreate the utopia of the past once more 
by breaking away f rom the UFP. 

M embers o f the Enlightened Mind Movement work 
co vertl y, using their telepathy ind iscriminately on non
Betazoids in an attempt to undermine t ies between the 
UFP and Betazed. Many of the p rejudices h eld by races 
against Betazoids (and te lepaths in gene ral) are a result 
of the efforts of the EMM. The extremists i n EMM have 
eve n begun plann ing terrorist attacks on th ei r own peo
ple; Starfleet Intelligence h as a lready foi led one p lanned 
assassination of A m bassador Lwaxana Troi. 
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Externally, the Ferengi have also become a threat 
to Betazed. Many elements in the Ferengi leadership 
wish to undermine Betazed's position in the UFP. 
They believe that without the Trade Agreements 
Conferences, the Federation economy will become 
ripe for Fe rengi exploitation and profiteering. For 
their part, Betazoids have an intense dislike of 
Ferengi, bordering on fear in some cases, due to their 
inability to read the Fe rengi 's four-lobed minds. 

EXPORTS AND IMPORTS 

Betazed does not produce a great number of 
exports, but the skills of her people remain in demand 
throughout th e UFP. Betazoids make excellent diplo
mats, psychologi sts, doctors, political advisors, a nd 
arbitrators. Because of th e Federation-wide d emand 
fo r their skills, many Betazoids leave their homeworld 
during the ir youth and build a career among the stars. 
A lthough most enjoy successful careers beyond their 
homeworld, many eventually return home to live, 
work, and ra i se families among their brethren. 

Betaze d is a large ly self-sufficient world. Although 
Betazed does not export many goods, it does not have 
a great need for a large numbe r of imports, either. 
Important new technologies are imported from the 
core worlds, as are certain critical raw materials, but 
many Betazoids dispense with lux uries considered 
common on similar worlds. What goods they do need 
are often easily rep li cated. The re lative economic 
independence of Betazed gives the Trade Agreements 
Conferences even more credibility. 

NOTED INHABITANTS 

Lwaxana Troi is the current Ambassador to the 
Federation for the government of Betazed. She is a 
daughte r of the Fifth House, Holder of the Sacred 
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Chalice of Rixx, and Heir to the Holy Rings of 
Betazed. She has a reputation as a free spirit and 
trave ls throughout the UFP. She especially enjoys 
visiting the mud baths on the Parallax Colony on 
Shiralea VI. Lwaxana's daughter, Deanna, currently 
serves in Starfleet as ship's counselor aboard the 
U.S.S. Enterprise-E. 

Talloc Morganth is recognize d as the most 
renowned psychologist in the UFP. He teaches sev
eral courses at the University of Betazed, but often 
travels off-planet to attend conferences an d investi
gate incidents at the request of Starfleet. He is an 
older n o bleman, a member of the Seventh House 
and Guardian of the Seal of Vashti, an ancient spirit 
of hea ling. Talloc is a very spiritual p e rson; h e has 
a n ongoing d ebate on logic versus spirituality w hich 
he enjoys taking up with every Vulcan h e encoun
te rs. 

The Betazoids also have a lege nd about the 
Silent One, he whose mind remains unknown. He is 
said to be part demon, and thus his mind cannot be 
read telepathically, even though h e is said to possess 
the gift of telepathy himse lf. The Betazoids c l a im 
that h e is immortal, chosen by the spirits to guard 
the Betazoids from their own arrogance. On several 
occasions, the Silent One has been captured by 
tyrants and put to death, but the legend persists. 

Some researchers believe the Silent One may be 
the product of a rare mutation passed down through 
the generations. Others whisper that he i s actually 
Khrysaros, returning periodically before his final 
summons to aid Betazed in times of n eed and d e liv
er the Betazoids from their own failings. Regardless 
of his true origins, the Silent One plays a prominent 
role in severa l of Betazed's more outspoken fa iths 
(the Enlightened Mind Mov ement, for example, 
c la ims h e h as been sent to deliver B e tazed from out
siders). 



CREATURES 

A broad diversity of plant 
and animal l ife li ves on 
Be taze d , and most flo ra and 
fauna a re specially adapted to 
the often wet climate of the 
p lan e t. Unli ke other worlds, 
Betazed s ti ll has a number of 
la rge pre d a tors, including t h e 
fogcat, a type of gray-whi te 
tiger wh ich genera lly avoids 
humanoid creatures. 

Th e Betazoids h ave 
domesticated many native FOGCAT 
species. One of the more unusual a nimals is the 
theocondt. Rough ly analogou s to Earth's ostrich, the 

THEOCONDT 

theocondt is a s l ightl y la rger, 
more colo r fu l flig h tl ess bird 
w i th thin webbin g between i ts 
toes. Theocondts h ave l o ng 
poi n ted beaks much like those 
of storks and a re cap able of 
moving at speeds close to thirty 
miles an hour o n the run, even 
throu g h t hick m uck. Some 
myths say Betazo id w a rr iors 
went into battl e rid ing these 
an i ma ls, wh ic h cou l d be 
trai n ed t o attack w i th the ir 
sharp beak s. 

"Whisperi n g m e n" a re hig h 
ly evolved primates wh ic h live in 

the deepest wilderness areas of 
Betazed. T hey get the i r names 
from the "sound" of their 
thoug hts, w h i c h seem l ike 
un i ntell igib le whispers com
bined w i th a few b asic feelings. 
They are muc h larger th a n 
Be tazoid s, sta nding nearl y 
eight feet ta ll and weighing 
sev e ra l hundred pounds. 
U sually they spen d their time 
c rouche d o v e r or wa lking on 
al l fou r limbs li k e a g o rilla. 
They have th ic k gray fur and 
strong lea th e ry hands with 
opposable thumbs. T hey are very 

MUKTOK 

cautious and do the ir best to 
avo id contact with Betazoids. 
Whispering m en play promi
nent ro les in m a n y Betazoid 
legends. 

Muktok are plants which 
hav e a d i st inc t ive variegated, 
bristl e like foliage; they live for 
hundreds of years. T h e blooms 
o f the muktok g ive off a pleas
ant sound when sh aken. Th ese 
p l a nts a re cheri shed by 
Betazo ids, and grown mukto k 
are protec t ed fro m d estru c tion . 

T h e muktok seem s to th r ive off a 
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part icular combination of 
nutrie nts only fou nd i n the 
soi l of Bet azed. Attempts to 
grow these p lants on other 
p la nets hav e met with fai l 
ure . 

Nightwinds a re b irds 
w i th silvery black feath e rs 
and a fo r m of te lepath y 
which they use to hunt at 
n ig h t. They resemble the rap
tors of other p lanets, p reying 
on l y on la rge moths and 
small mammals. A few 
Betazoids m anage to raise the 
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bi rds usi n g telepathic techniques a long with falcon
ry ski ll s. Seeing a nightwind w h en a moon is full is 
considered an omen of great c h ange, usually for the 
better. B lack marketeers wi ll pay a fortune to any
one w h o can capture one of these b i rds and 
smuggle i t off Betazed. 

EPISODE IDEAS 

Stowaway: A son of the Second House of 
Betazed stows away on t h e C rew's starsh ip to be 
with his imzadi. His mother, a m ember of th e Ru l ing 
Cou nci l, h as reported his disappearance to Starfleet 
and deman ds t hat h e b e found a nd returned home 
so tha t h e may marry his genetically bonded par tner. 
To make matte rs more comp l icated, th e imzadi may 
be a Crew member o r a l ikeab le NPC. If the stow
away i s not returned, the C rew may be respon sibl e 
for an interstellar incident. If he is re turn ed , h e w ill 
be forced to m arry against his wi ll . 

The Mind of a Youth: A psychotic Betazoid 
youth w i th incredibly powerful telepathic abil iti es 
has escaped f rom the hosp i tal at t h e Univers ity of 
Be tazed. Betazed has requested Starfleet's h e lp to 
find h im, and sends a doc to r from the Betazed 
University to assist the C rew. Although h e is a young 
man, the escapee possesses the ab i l i ty to p roject his 
thoug h ts into the minds of o thers and force th em to 
do his bidding. I f h e escapes f rom the p l an e t, h e 
may we ll become a danger to the ci tizen s of the 
UFP. When the Crew arrives th ey m ay f ind ev idence 
of Romu lan o r Ferengi i n volve m e nt i n the escape as 
w e l l. 

The Staff of Khrysaros : Whi le the Crew members 
a re on shore leave (on , say, R i sa), an a lie n offers to 
sell t h em an ancient map, w hich he c laims he took 
from the body of a Betazoid w h o was killed in a 
shuttle accident. The map sh ows the location of the 
Sta f f of Kh rysaros, the mythical hero of Betazed. The 
Staff i s an object of great religious significance to 
the Be tazo ids; it wou ld b e sacri lege for such an 
impo rtant a r t i fact to fa ll i nto n o n - Betazoid h a nds. 

After they report the uniq u e contents of the m ap 
to thei r captain, the Crew m embers lea rn that the 
a l ien h as so ld several cop ies o f the m ap over the last 
severa l weeks. They m u st race to Betazed to prevent 
th i s a ncient rel ic from being rem oved from Betazoid 
so i l and fa llin g into unfri end ly h ands. 
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BDLARUS IX 
Homeworld of the Bolians, Bolarus IX i s one of the 

primary worlds of the Federation. The work-oriented 
Bol ians are a talented species with an unparalleled ab i l
ity to work with othe rs. This synergistic ta lent has made 
them popu la r throughout both Sta rf leet and the 
Federation at large; their abil i ty to facilitate complex 
group dynamics whi le so lv ing d ifficu l t or seemingl y 
insurmountable problems has drawn many into fie lds 
invol v ing scie nce, medic ine, research, and technology. 

H ard-workin g and stri c tly regimented, Bolians are 
always seeking knowl edge; they believe innovation and 
learn ing w ill a llow them better to understand and there
fore control the universe a ro und them . For this reason, 
Bolarus IX has become a center for learn ing withi n the 
Federati o n , h o m e to some of the f inest engin eering an d 
applied science academies in the galaxy. H owever, the 
workload th e Bol ians expect a student to carry is 
e nough to cause most non-Bolian students to drop o ut 
w i thin the first year. Graduates are, understandabl y, 
hig h ly respected throughout the UFP. 

Bo larus IX has also become the hub of the so-called 
"Mineral C hute," a trade run connecting t he Bolarus sys
tem to most of the other Federation core worlds. Most of 
t he rare minera ls used in spaceframe an d hull con struc 
tion are found in abundance o n Bolarus IX, and the 
Bo lians have developed some of the most sophisticated 
process ing and refin ing complexes in the ga laxy. A ll oys 
su ch as rod inium and polyduran ium a re synth esized 
f rom raw m ateria l s transported to the surface f ro m deep 
within the p l anet's crust; transports and cargo carri ers 
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then carry these refined materials to sh ipyards and 
Starfleet fac il iti es t hro ug h out th e UFP. It is ironic that 
wh i le th e Bol ians build few ships of their own, their 
world and their technology remains l argely responsible 
for keeping Starfl eet in top worki ng o rder. Since Bolarus 
IX is primarily a water world, many of its richest mines 
rest deep beneath th e seafloor, accessed by vast under
water arcologies and factories. 

SOLAR SYSTEM 

Bolarus IX is the ninth p lanet in a thirteen-planet solar 
system orbiting the red dwarf star Bolarus. Three other 
p l anets are inhabited. The colonies on Bolarus V II and 
Bolarus X are mainl y focused on p lanetary science stud
i es; the Bolarus XI II outpost concentrates on warp 
technology research. Bolarus IX features four moons 
know n as Dorin, Alat, Kat, and Rim (names derived from 
figures in Balian m y thol ogy). The m oon s follow similar 
orb ital paths, but travel at di fferent speed s. This causes 
severe t idal conditions a nd seismic instabil ity o n th e plan
et's surface; it a lso disrupts the planet's orbital rotation, 
significantly slowing and speeding it up at different times 
of the year. Balian chronographers (calendar-keepers), 
geologists, and oceanographers often h ave the ir ha nds full 
dealing w ith the moons' effects on their p lanet; however, 
advan ced technology has elim inated m any of the prob
lem s w hich the moons have caused historically. 

ENVIRONMENT 

Bo la rus IX features a l arge number of small lan d 
masses, is lands, arch ipelagos, and atolls su rro unded by 



major oceans, isolating most of the m ajor c1t 1es from 
one anothe r. On ly three isl ands are rea lly l arge enough 
to be ca lled continents, and each of these is still sm a ll
er than any single continent on Earth. The world is 
largely a water world, and the disparate nature of most 
early population centers c aused much of the indepen
dent cultura l development that remains apparent among 
the var ious Balian races to this day. There are no la rge 
anchoring continental masses, and as a resu lt the leg
endary surface storms of Bola rus IX are able to m ove 
across the plan et's surface unc hecked by geograph ic 
barr iers. 

Si nce an c ient times the Bolians h ave b een a seafar 
ing people, and the raging oceans are a source of g reat 
interest to the Boli ans, w ho spent many centuries in 
their early history studyi ng them and the strong t idal 
c urrents which rule them. The planet's atmosphere fea
tures a n i trogen-oxygen-argon mix slightly different 
from Earth 's, m aking it an a rgon-rich environment 
(which gives ri se to the blue skin tone of the Bal ian peo
ple). 

Bol arus IX has a temperate climate that fluctu ates 
radica ll y based upon the raging w inds that fo llow the 
ocean s' tidal p atterns, inflict ing powerful hurri ca nes 
upon th e planet's surface during the Rusar (monsoon) 
season. While the hurri ca nes were once a sign ificant 
problem fo r the Bolians, they have largel y been c hecked 
in recent centuries b y a dvanced weather-control tech
nology. The Bol ians can now p redict when and w he re a 
hurri ca ne i s going to strike and gauge its strength, based 
on thei r m eteorologica l ski ll s and analysis of the moons' 
positions in the heavens. The monsoon season is fo l
lowed by a hot, dry season wh ich lasts for severa l 
m o nths b efore the rai ns return. 

The i sl ands and sma ll landmasses of Bolarus IX 
exhibit a wide array of temperate f lora and geography. 
Low -l y ing mountains wi th forested slopes; short, power
ful rivers; irregular, deep lakes; and fe rtile p la ins 
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characterize the landscape. Substantial regions have 
been restored to the ir natura l states to he lp preserve the 
p lanet's wild life. In addit io n, many Bo lians live and 
work in huge complexes w hich rest on the ocean f loors. 
While most of these structures were originally built to 
house mining operations, m any have si nce been adapt
ed for research and unde rsea agra rian purposes. 

LOCATIONS 

Although Bola rus IX h as many large citi es (some 
underwater), the three la rgest urban cente rs are a lso 
three o f the o ldest settle m ents o n the planet. They are 
each named after t h e n ation s for w h ich th ey serve as 
capita l s: Bo lkinua, Bolsetu, and Bo lrabi. Bo lk inua 
features many sprawl ing one-story housi ng comp lex
es. Since it is bu il t on a broad plain and therefore 
does not lack space, Bolkinua is very spread out; its 
p eople are community-o ri ente d a nd there a re m an y 
large parks, activity centers, and similar gathe ring 
places throughout the city. Most of the pl an et's h eavy 
industri a l facilities exist here and in Bolrabi, a nd th e 
outsk irts of Bolkinua have b ecom e a veritabl e f i e ld of 
ore refineri es and mineral processing plants. Bolsetu 
is m arked by tall buildings and learning cente rs, and 
t h e most prominent Balian li b raries and universities 
(including the Balian Inte rstell ar Research Institute) 
a re found here. The arch i tecture itsel f rem ain s som e 
of the m ost beautiful on Belarus IX, a re flection of the 
aesthetic and a r tisti c procliv ities o f its people. The 
surro unding lands are very pastora l, and a re la rgely 
u sed for farming a nd recreati o n . Bo lrabi is unlike 
e i ther Bo lkinua or Bolsetu; i t varies w ide l y in its 
a rchitecture and layout from distric t to district, and 
con veys an o verall appearance of func tion a nd utili
ty. The c ity is actuall y bu ilt across severa l small 
isl ands on the Raber Arc hipe lago, with si gnificant 
portions resting underwate r on the reef that surrounds 
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the i s land cha in . Graceful b ridges and m ag-lev tubes 
connect the ab ove-g ro und portio n s of th e c ity. 

The Bolian Acade m y o f Applied Scien ces, one of the 
Fede rati o n 's top sc ie n ce acad emies, is b ased in Bo lsetu 
in a g reat p y ramid-shaped edi f ice w hi ch covers four c ity 
blocks. Like a b eehive, th e Academ y is con stantly 
active, w ith students coming and going a t a ll hours of 
the d ay and nigh t. A lthough stud ents f ro m a ll o ver t he 
Federatio n enro ll at th e Academ y, very few last through 
the two -year prog ra m due to the highly in tense nat ure of 
the curri c ulum and the heavy w orkl oad. Bo lians a nd 
Vulcan s seem to d o best; o nl y the m ost d edicated 
huma ns m a ke it to g raduatio n . 

HISTORY 

A nc ient Bolia n m y thology p a ints a ri c h, thoug h 
harsh, po rtrait o f the earliest ages of Bo la rus IX. Some 
attribute this to the harsh condi t ions o f t he w orld and 
the d esire o f the earl y inhab ita n ts to explain their place 
in it. Other histo ria ns po int to the far- flung natures of 
many o f the a n c ient tribes, as well as the no m adic sub
sistence patterns that kept them constantly i n m o tion . 
Regardless o f w he ther or not th ese tales are true, a ll 
Bolians know them well , and re fer to the m ofte n as 
lessons o r proverbs; none w ish es to return to the raci al 
and c ultura l d iv i siven ess that m a rke d the world thro ug h 
muc h of its history. 

Perhaps the oldest o f these legends tells the story of 
three brothers: Ki, Se, an d Ra. In ancient times, th e 
storms w hic h raged across the pla n et were muc h worse 
th an they are today, delivered b y th e ocean spi r its to 
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BOLARUS SYSTEM 

SYSTEM NAME: BOLARUS 

AFFILIATION: fEDERATION MEMBER 

SYSTEM TYPE: TYPE M4 V (MEDIUM BRIGHT RED DWARF} STAR 

INHABITED PLANETS: BOLARUS IX (HOMEWORLD OF THE 80UANS}; 80LARUS 
VII, X, AND XIII (BOUAN COLONIES} 

OTHER PLANETS: TWELVE OTHER PLANETS 

OTHER STELLAR OBJECTS: AsTEROID BEllS BETWEEN THIRD AND FOURTH AND 
SEVENTH AND EIGHTH PLANETS; EXT£NSIVE COMET CLOUD BEYOND THIRTEENTH PLANET 

ARTIFICIAL OBJECTS: STARBASE 307 ORBITS 80LARUS XIII. 

SIS: THE HOME SOLAR SYSTEM OF THE BOUAN RACE, 80LARUS IS A SYSTEM FUU OF 
GALACTIC DEBRIS. NOT ONLY DOES IT HOLD THIRTEEN PLANETS, MOST OF THEM WITH 
MULTIPLE MOONS, BUT THERE ARE NEARLY AN INFINITE NUMBER OF ASTEROIDS, 
COMETS, AND SIMILAR BODIES IN THE SYSTEM AS WELL; THESE OBJEOS OFTEN POSE 
HAZARDS TO NAVIGATION WITHIN THE SYSTEM. 

m ake th e inhabitants stro ng . The bro the rs lived w ith 
the ir families on a sm a ll island in the midst of Lolsara, 
the G reat Ocea n . The ir sm a ll island h o m e was d estroyed 
m an y times by the storm s, and m any times th ey rebuilt 
w hat they had lost. Fina lly, after a p a r ti c ularl y bad 
storm, each had a vis io n of a b etter place, a promised 
l and of deep forests a nd w ide grass la n ds. Since no ne of 
th em knew from where t he d ream s orig inated , t hey 
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dec ided that each wou ld set o ut in a different di rect ion. 
They constructed three large sail ing vessels and each set 
out with his fami ly in search of the land of their visions. 

Each of the brothers discovered one of the three 
continents of Bo la rus IX and settled there. Thus were the 
Fi rst Tribes-Bo l'se, Bol'ki, and Bol 'ra-born, each con
centrating on a different fundamenta l principle of Bolian 
thought or cu lture. However, the Bol ians could not 
ignore their inherent wanderlust and seafaring natures, 
and each of the t r ibes continued i ts migrations, eventu
a l ly expanding and settl ing o n is lands throughout the 
world. Whether o r not the legend of the brothe rs is true, 
archaeologica l and hi stor i ca l ev idence confirm s a peri
od of w holesale migration among the earl iest Bolian 
peop les. 

A s these early migrations continued, the tribes 
began to encounter one another. W h i le many of these 
meetings were pea cefu l and led to last ing a l liances, oth
e rs w e re not. Te r ritoria l wars we re a common 
occurrence among th e tribes; however, after severa l mi l 
lennia of sporadic confl ic t, the desire for safety and 
mutua l protection eventua l ly led to the formation of sev
eral more substantia l coa litions, largely divided a long 
tribal lines. Open wa r and aggression were contrary to 
the most basic impu lses of most Bolians, w hose temper
aments ran more toward cooperation and group 
advancement. As the population of Bola rus IX continued 
to grow and i ts societ ies continued to expand, the o ngo
ing confl icts began to take their to ll. It finall y became 
apparent that peace was the onl y logica l solution. 

T he loose a l liances w h ich fol lo wed the Great 
M igrations gradua l ly l ed to the founding of three n ation
states, named for th e th ree earliest tr ibes of legend. 
These states g rew quickly, prop el led by the Bolians' nat
ura l affinity for cooperation and group synergies. 

--
BOLARUS IX 

A l though the three states worked together and the cul 
tural differences among them were largely superficia l, 
each st i II considered itself somewhat superior to the oth
ers. Th is resulted p rimaril y from each state's ind ividual 
priorities and concentrations. Bol'ra was located in a 
region rich in mineral wealth and resou rces, and much 
of Bolarus' current min ing and p rocessing technologies 
took root du ring the earl y development of the nation. 
The first seafloor structures on Bolarus were the resu lt of 
Bol'ra research . Bol'ki has always excelled at above
ground scienti fic and medical advancement, including 
th e ear ly breakthroughs w h ich would eventually lead to 
the much-vaunted Bolian antigravity technology. In 
Bol 'se, aesthetics and learning were the order of the day. 
Most of Bolarus' h igh ly regarded acad em ies and un iver
sities began there, as did a vibrant artist ic community 
that continues to flou r ish tod ay. Al though past preju
dices have been largely e rad icated in t he p resent day, 
som e Bo lians stil l c ling to vestiges of their outdated 
nationa l and tri bal p r ide. 

The Great Migrations and th e subsequent conf l icts 
mark a turbulent era in Bolian history. A lthough terrible 
in many ways, this period did result in a number of 
inc redible technological and cu ltural breakthroughs for 
the world. As relations normalized among the new 
nation-states and a long p eriod of growth and peace 
began, the respective govern ments vowed that they 
would n ever again return to the old ways. However, 
even as the leaders m ade these assertions, the young 
natio n s remained fundamentally d iv ided in spirit. It 
wou ld take an unlooked-for visitor from the stars to 
bring true unity to Bolarus IX. 

During th is era o f peace, which lasted four hundred 
years, t h e Bo l ians developed early spacefl ight and man
aged to explo re much of their own so lar system. They 
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founded researc h col o nies o n two of the planets and 
were beginning ex per iments w ith warp technology 
w hen the f irst lren and U zor vessels a rrived in the 
Bola rus system. Onl y sl ightl y m o re advan ced than the 
Bo li ans, th e lren and t he U zor dwelled in neighboring 
system s, an d the tw o sp ec ies had been a t war w i th each 
o ther fo r decades. First con tac t wi th the lren occurred at 
the Ra l ' na r Colo ny o n Bo la rus V II. Since the colony was 
mainly composed of settlers and scienti sts from Bo l ' k i, 
th e Bol ' kira ns immed iately took th e lead in the diplo
mati c overtu res w hich fo llowed. Contact w ith t he U zor 
occurred only a few weeks la ter, at the Bo l'ra outp ost o n 
the m oon of Rim. The sm a ll Uzor warship had appa r
entl y been fo llowing the earlie r lre n vessel. 

Fro m the beginning, things did no t progress well. 
They went sm ooth ly wi th both the lren a nd the U zor, 
but dissension began al m ost immediate ly among the 
Bo lian nat ions. A fte r a ll, it appeared that Bol ' ki and 
Bo l 'ra h ad a llied th e m selves wi th l o n g-time e nemies. 
The an c ie n t d i fferences, the divergent na ti o na l c ultures, 
the first contacts w ith spec ies o n opposing sides in an 
interste lla r wa r-each o f these things contr ibuted to a 
new p hilosophical rift w hic h began to g row ac ross 
Bo la rus. The Bol'kira n s assumed a pro prietary stance 
towa rd the l ren, w i sh ing to act as the designated repre
sentat ives for a ll the natio ns of Bol arus IX, w hile the 
Bo l'ra took a sim ila r pos it ion w ith t he U zor. Each n atio n 
had so m ething to gain by taking the d ipl o m atic l ead in 
re la ti o ns w ith the a li ens, w h ethe r t hese ga ins too k the 
form of tangib le technologica l b enefits or taci t inf lue nce 
in p la netary poli tics. 

Re lat io ns a m o ng the nations began to stagn ate 
w he n no n e cou ld ag ree o n a commo n course o f actio n; 
to make matters worse, each nati o n had a different 
agen da w ith respect to th e lre n an d the U zor, and to the 
resources th e n ew sp ecies offered. The Bo l'setu p rotest
ed t hat th i s was u n fair, a nd w i shed to establ ish a contact 
com mi ttee ch arged w ith carry ing o ut all dea lings w ith 
t he a li ens. W hen it appeared tha t thi s w ould n o t hap
p e n, Bo l'se atte m pted to w ithdraw fro m contact w ith the 

o the r nations entire ly, n o t w ishing to b e cau g ht in the 
struggle w hich was sure to fo llow. 

As time w ore o n , each natio n began to d ea l w ith the 
a lien s on its o w n te rms, t he previous spi r it of coopera
tio n a casu a lty of age-o ld natio nal and triba l pri de. The 
Bo l 'rabu w ishe d to expand thei r know ledge of minerals 
p rocessing and ad van ced meta llurgy outside the Bol arus 
h o m e system, and they b ega n to exchan ge t hei r own 
m ate ri a ls techniq ues fo r the m o re advan ced spacecraft 
techno logy o f the U zor. The Bol 'setu w ished to rem a in 
neu tra l i n the conflict they knew was com ing, and after 
a f ina l useless entreaty to th ei r b rethre n, they re treated 
to t he ir isla nds. The Bol ' k i rans saw th is as an opportuni
ty to exp and t he ir own developm ents i n the a reas of 
med ica l and a n t igravity research , exchan g ing the ir 
experti se in the fo rmer fo r n ew lre n techniques a nd 
insights into the la tter. A t every turn, m e m bers a nd 
research ers f ro m each Bo lian natio n trie d to sabotage 
the o ther's d eveloping re latio ns w ith the newcom ers. 

Finally, the day the Bol 'setu had feared a rri ved - the 
lren and the U zor each asked th eir Boli an a lli es to j o in 
th em in t he war. The a liens desi red the Bolian materia ls 
an d antig ravity techno logy, as well as the exte ns ive 
resources of the Bol ian homeworld. Each fe lt tha t con
tro l of Bo la rus IX could represen t the d eciding factor in 
the war. By equipp ing and ai d ing the ir resp ective a llies 
in a war for contro l of Bolaru s IX itsel f, b o th the lre n and 
the U zor fe lt that their own v ic to ry was a t h and. 
Conquest of the Bo lian homeworld h ad b ecom e a p rin
c ipa l objectiv e in each species' o ngo ing wa r effort, and 
vas t milita ry build- ups began in both Bo l' ki and Bol 'ra. 

Bo la rus IX had reached the verge o f anothe r la rge
sca le con flict, d espi te the best e fforts of ind ividua l 
Bo lia ns to avert it. A ltho u gh contrary to the ir .n ature as a 
species, m ost c iti zens d id no t conside r the situati o n 
rationa lly. Rather, each sta te looked onl y a t w hat it had 
gained from contact w ith the a lie n s, and l ost w hen p lan 
e tary re la tio ns d e terio rated . Each fe lt that its security 
and sovere ignty had been v i o lated , and th e natio ns 
bla m e d each o the r fo r this sta te of affa irs. Leaders o n 



both sides were blinded b y the promises and poisoned 
words of their a llies, and this blindness a llowed ancient 
rival ri es to surface o nce more . 

On ly the Bol 'setu rema ined level-head ed in the 
midst of t he madness. They appealed to leaders f rom 
both opposing states to examine their acti ons carefull y; 
they knew th at both Bol'ra and Bol'ki were being given 
fa lse information by their a li en compatriots, and they 
pleaded to their former a llies to see through these lies. 
It did no good. A lthoug h indiv idual Bolians of a ll 
n ations understood the importance of a communa l work 
ethic and the uni ty it fostered, in a larger sense they felt 
that their brethre n ac ross the ocean h ad betrayed th e ir 
mutua l trust. For th is reason, the states c hose to retreat 
once aga in into iso la tionism as their military prepara
tions con t inued, and it seem ed to some as if the dark 
times of the Migrations were destined to return. 

Imminent disaster was perhaps narrowly averted 
when the fi rst Federation su rvey ship a rrived in the 
Bolaru s system in 2252. Bal ia n antig ravity and m eta l
lurg ical techno logy astounded t h e Federation 
fi rst-contact teams. Attracted by warp experiments the 
Bolians were conducting on Bolarus X III, the Federat ion 
made fo rma l contact w ith t he three Balian governments. 
Contact w ith UFP served as a resp ite f rom t he approach
ing war, and after numerous m eetings w ith Federa tion 
contact tea ms the Boli ans were able to step bac k and 
v iew th e ir si tuat io n in a new light. They rea lized th at 
their anc ient p rejudices had been m anipulate d , th e ir 
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BOLARUS IX 

PLANET NAME: 80lARUS IX 

(LASS: M 

SYSTEM DATA: 80lARUS IX HAS FOUR MOONS, CALLED DORIN, AlAT, KDT, AND 
RIM. 

GRAVITY: 1.1 G 

YEAR ·AND DAY: 360/22.2 (BUT SEE TEXT) 

ATMOSPHERE: 0XYGEN·NITROGEH·ARGON MIX; fARTH·NORMAL PRESSURE 

HYDROSPHERE: 86% OF 80lARUS IX IS COVERED WITH WATER. 

CLIMATE: MOSTLY TEMPERATE, BUT INCLUDING SOME SUBTROPICAL AND ARCTIC 
AREAS, AS WELl AS SMAU TROPICAL ZONES. DUE TO THE INFLUENCE OF HER FOUR 
MOONS UPON THE TIDES AND WEATHER PATTERNS, 80lARUS IX IS FREQUENTLY SUB· 
JECT TO VIOLENT WINDS AND STORMS. 

SAPIENT SPECIES: 80LIANS (3.8 BILLION), HUMANS (3 MILLION), (ENTAURANS 
(.7 MILLION) 

TECH LEVEL: lEvEL SIX 

GOVERNMENT: ELEGED QUASIMERITOCRACY 

CULTURE: THE 80UANS HAVE A VERY REGIMENTED CULTURE IN WHICH EVERYONE 
WORKS TOGETHER TO PERFORM TASKS AND GATHER KNOWLEDGE. OTHER fEDERATION 
MEMBERS OmN CONSIDER 80UANS TO BE DRIVEN, DEVOTED TO THEIR DUTIES, AND 
SOMETIMES A LITTLE BOORISH IN THEIR QUEST FOR KNOWLEDGE AND UNDERSTANDING. 

AFFILIATION: fEDERATION MEMBER 

RESOURCES: 80lARUS IX AND THE OTHER INHABITABLE PlANETS OF THE 80lARUS 
SYSTEM POSSESS VAST NATURAL RESOURCES, FROM TIMBER TO MINERALS OF ALL SORTS. 

PLACES OF NoTE: THE THREE MAJOR OTIES OF 80LKINUA, 80LSETU, AND 
80LRABI; 80UAN ACADEMY OF APPLIED SCIENCE; 80UAN IHTERSTEUAR RESEARCH 
INSTITUTE 

SHIP fACILITIES: THE 80LIAN ORBITAL SHIP MAINTENANCE fACILITY ORBITS RIM, 
THE FOURTH MOON. NEARBY, STARBASE 307 ORBITS 80lARUS XIII. 

racia l p rocl iv i t ies exploited- they h ad bee n played for 
foo ls. As the three Balian states entered deeper nego
tiations w i t h UFP diplomatic teams, the U zor and lren 
qu i etl y wi thdrew their advi sors and mi l itary person
n e l. A di spute w i th the UFP was a hindrance that 
n e ither re i ished. 

Afte r a period of several years during wh i ch the 
Bali an nations and the Federa ti on establi shed re la tions 
and learned more about one another, the Federati o n 
extended a rather unique invitati on. The Bolians were 
inv ited to join the UFP, provided they fi rst form ed a sin
g le world govern ment. However, i t soon became 
apparent that the leaders of the t hree natio n s were no t 
wi lling to work together peacefu ll y, and early negotia
tions broke down a lmost as soon as they began. The ri ft 
wh i ch had begun during re la tions with the l ren an d 
Uzor deepened, and the planet once again grew dan
gerously close to open conflic t. 
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5 6 

THE VECTORBOARD 

SIMILAR IN APPEARANCE TO A TERRAH SURFBOARD, THE 80UAH VEOORBOARD IS 
AN AERODYNAMIC FORM CONSTRUffiD OUT OF POLYDURANIDE AND IS SUGtmY LARG· 
ER THAN ITS AQUATIC FOREBEARS. THE VECTORBOARD USES AHTIGRAVIlY MULTIPHASE 
GENERATORS TO CREATE NESTED FIELDS OF AHTIGRAVITONS TO PROPEL THE VEHICLE 
THROUGH THE AIR AT SPEEDS REACHING 200 MPH. A SARIUM KREWDE BATTERY POW· 
ERS THE VEOORBOARD FOR UP TO TEN HOURS. THE RIDER STAYS ON BOARD USING 
EITHER MAGNETIC BOOTS OR POLYDURAHIDE FOOT STRAPS, AND OPERATES THE BOARD 
THROUGH A COMBINATION OF BALANCE AND REACTION CONTROL THRUSTERS DIREffiD 
THROUGH A FOOT PEDAL UNDER THE LEAD FOOT. VEOORBOARDING IS A POPULAR PAS· 
TIME ON MANY fEDERATION PLANETS, THOUGH STRICT ORDINANCES REGULATE WHEN 
AND WHERE A VEOORBOARD CAN BE RIDDEN. THEY COME IN A VARIETY OF SIZES AND 
COLORS. 

SIZE: 2.2 M X .8 M X .25 M 

MASS: 10 KG 

SPEED: 200 MPH 

DURATION: 10 HOURS + INDUCTION RECHARGING 

The UFP withdrew its offer after seeing the deep 
divisions separating the Balian people, but many 
moderate Balian leaders remained very impressed 
w ith the scientific and exploratory focus of the 
Federation. They saw full membership as a possible 
cure for the superficial differences t h at continued to 
divide their people. The most voca l proponent for 
world unity was an aged Balian diplomat called Vaxx. 
He had been th e primary negotiator with the lren dur
ing f irst contact with that spec ies, and the gradu a l 
eros ion and eventua l destruction of p la n etary re la
tions had troubled him deeply. H e felt that it was 
symptomati c of a deeper problem, and that until the 
Ba lian peopl e overcame their a n c ient prejudices, 
Bolarus IX wou ld never be able truly to take its place 
in th e growing interste llar community. 

W iser Bolians from a ll three nations soon realized 
that th e benefits of Federation membe rship far out
weighed their age-o l d differences. After several years 
of campaign in g to c reate a true world government, 
Vaxx finally received the necessary support from each 
state. An accord was reach ed during severa l months 
of negotiation, and a unified world government was 
p resented jointly to the Ba li a n people in the form of 
the World Counci l. A ltho ugh the early years of unifi
cation remained somewhat ten se and unpredictable, 
the natural Balian synergisti c qualities and affin ity for 
cooperation a llowed a relatively smooth transition. 
The benefits of unity quickly outstri pped the draw
backs. 

However, the UFP still h ad its doubts. It was on l y 
w h e n the Bolians demonstrated the ir bravery and 
heroism that the Federation was finally con v inced. 
Thanks to their advan ced knowledge of loca l ste llar 
phenomena, a group of scientists and researchers 
estab lish ed by the World Counci l was able to predict 
the sudden col lapse of the neighboring star Uzor, a 
co llapse w hic h wou ld h ave caused the loss of billions 
of lives on the so le inhabited planet in the system. 
Determined to prevent this tragedy, the Bolians mobi
lized their limite d space forces and managed to 
evacu ate over 80°/o of the population of Uzor IV 
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before the planet was destroyed. The fact that the 
n ations put themsel ves at great risk to effect the res
cue, despite their dark history with the Uzor people, 
finally swayed the Federation Coun ci l. 

After this demonstration of solidarity, the World 
Council was deemed an acceptable government by 
the Fed eration . However, the government was still 
young and Balian m embership was condit ioned on 
its continued m a inte n ance and integration into 
Balian society. A speci a l Federation committee was 
establ ished on Bolarus IX to observe the process and 
make sure that civi I rights were preserved. 
Fortunately the stability l asted, and full UFP member
ship followed after several years of observation. 
Today the Balian World Counc il stands as a testament 
to the w ill, unity, and cooperative nature of the 
Balian people. 

Since joining the Federation, the Bolians have 
contributed a great deal in a short time. Some of their 
accomplishments include the ongoi ng development 
of advanced antigravity technology, the invention of 
new metallurgica l and a lloy processing techniques, 
and the creation of a new dilithium crystallization 
process. Perhaps even m o re important are the large 
numbe rs of Balian recruits in Starfleet, who have 
proven themselves to be fiercely loyal and devoted to 
the Federation and its ideals. Although Bolarus IX has 
only b een a UFP m ember for fifty years, few 
Federation member worlds have become su c h valued 
contributors in such a b rief period of time. 

POPULATION 

Bolians are humanoid. They are distinguished by 
their lig h t blue skin, a bifurcated ridge wh ic h runs down 
the center of their faces, and a cartilaginous lining on 
their tong u es. W hile they do have hair, m a les sh ave it as 
a sign of physical prowess; some females do likewise. 
Bolians h ave blue-colored blood, and their blood chem
istry i s quite different from that o fVul cans; Vulcan blood 
is toxic to Bolians, and vice-versa. Andorian blood, on 
the oth er h and, is compatible with Balian blood. 

The Balia n people have an innate affinity for coop
eration and g roup dyn ami cs . They a re ch ronic 
"workaholics" who often seem happy on ly when they 
are doing something productive and u sefu l. However, 
the unique synergistic qualities possessed by the species 
a llow them to gravitate toward and excel at team-relat
ed occupations-research, medicine, sc ience, etc. This 
explains, in part, the selflessness and h e roism shown by 
many Boli ans in the face of death or emergency cir
c umstances; they understand that another member of 
the "team " w ill be there to provide support or aid in 
their moment of need. 

Bolians are also characterized by their meticulous
ness. They pay a great deal of attention to detail and 
effi c iency, and enjoy creating order o ut of chaos. They 
work very hard, considering their duties to be a matter 
of honor. However, they do not con side r fa ilure to be a 
bad thing-only not trying in the first place is looked 
down upon. As long as he g ives a task his best effort, a 
Balian sees no shame in fai ling; nothing in the universe 
is simple and one can always learn from one's m istakes 
and try aga in. 



Bolians value knowledge and enjoy exchanging 
info rmation, sometimes too much for other species' 
comfort. They are a lways full of advice, which Bolians 
consider useful and a lways welcome. If someone 
ignores or dismisses the ir advice, that on ly makes 
them work h a rde r at l earn ing as much as possible 
about the subject so that the next tim e their su gges
tions might be acce p ted. 

Balian se lfl essness and dedication to service a re 
nigh-legenda ry. Peop le say, and correctl y, that a 
Balian w ill not refuse a task, no matter how danger
ous it is, as long as it is helpful and someh ow 
beneficial to others. W hil e Bolians exemplify the ide 
a ls of the Federation in their dedication to work and 
their practical convictions, they can be quite n a rrow 
in the ir outlook, con centrating the ir energies and 
thou ghts so much on their work and its attendant 
details that they sometimes lose s ight of w h at really 
matters i n li fe. Whi le Bolians often have a fine sense 
of aesthetics and good taste, they do n ot a llow their 
love of suc h things to interfere w ith their work. 
Although some Bolians manage to break from thi s 
pattern to exp lore creative p ursuits, even these indi
vidu a ls typica ll y work very h a rd at what th ey do and 
put in lo n g h ours ensuri ng that everything i s done just 
ri g ht. 

Many Federation c itizens think of Bolians as co ld 
"work machines"; the truth i s quite the opposite. 
Bolians are seething with emotions, particularly fears. 
They are constant worr ie rs, fearing that their work i s 
not perfect o r that they h ave someh ow offended the ir 
associates and w ill be abandoned. While they do not 
look down upon fa ilure, they still str ive for su ccess in 
a ll th ings, especia ll y w h e n dealing w i t h oth er species . 
They con cea l their emotions unde r a h a rd-worki ng 
exterior, often believ ing that if they sh ow their tru e 
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emotions others w ill rej ect them. As a result, it is often 
difficult for Bolians to form close or lasting relation
ships w ith other spec ies. 

GOVERNMENT 

As a result of the recent lren- Uzor con fli cts, the gov
ernment of Bo larus IX is somewhat l ess stab le than that 
of m ost Federation members. W h ile the Balian World 
Council is accepted as the one world government of the 
Bolians by th e vast majority of the populace, there are 
still some who favor their indiv idua l n ations over the 
Council. Su c h individuals argue for a return to separate 
sovereign natio n-states, a lthough the possibility of t hi s 
actuall y occurring is remote. 

Th e Balian World Council i s m ade up of three rep
resentatives from each of the three n ations, but d oes not 
inc lude the actua l leaders of the nations. The represen
tatives and the leaders, a ll of whom hold offi ce until 
death o r abd icat ion, a re e lected in a unique manner. 
Th ey must f irst be rated accord ing to their abilities and 
edu catio n; they subsequ ently have to pass a seri es of 
tests to demonstrate their capability. The remaining can
didates are then voted upon by a ll Bolians. Thus, the 
leaders of the Bolians are not necessarily the most d iplo 
mati c members of the race, b ut they are extrem e ly 
accomplished indiv idua ls w ho h ave earned conside r
abl e respect from the populace. 

STRATEGIC IMPORTANC E 

Some of the most sen sitive research in th e 
Federation is performed at th e academies and institutes 
fou nd on Bol arus IX. This includes th e m ining a nd p ro 
cessi n g of numerous a lloys u sed in starship 
construc tion. Addi tiona lly, the Balian warp techno logy 
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research station on Bolarus X III continues to improve 
warp drive power and effi c iency. The largest antigrav
ity research and manufacturing stru ctures in the 
Federation a re found on Bolarus XIII. 

Starbase 307 orbits Bolarus X III. It includes exten
sive starsh ip construction and repa ir facilities. Most 
workers on the starbase are Bolians, but there are a l so 
crewmen from a ll over t h e Federation w ho are ab le to 
keep up w ith Balian work requirements and ethics. 
Understandably, Starbase 307 h as some of the highest 
efficiency ratings in Sta rfleet and continues to expand 
its research facilities every year. 

PRESENT CONFLICTS 

Political troubles relating to the confli c t s between 
the leaders of the three nations and the Balian Wor ld 
Council st ill affect Belarus IX. The situation is not a 
serious one-most Bolians support the World Council 
and cons ider themse lves c itizen s of Bolarus IX first, 
and of their individual countries a distant second
but enough nationalist sentiment exists to make the 
nationalists a politica l force w hich can not be ignored. 
The Federation keeps a close eye on the situation, 
since it wou ld hate to l ose Bolarus IX as a member, 
and does its b est to make sure that the Bolians are 
a l ways aware of the benefits of UFP membership. 

EXPORTS AND IMPORTS 

As mentioned earlier, Bolarus IX exports a great 
deal of antigravity technology and related products, as 
we ll as oth e r technological components u sed in star 
ship design (particularly those related to di lithium 
c rysta l power sources). Bolarus IX a lso serves as t he 
orig in of the Mineral Chute trade run, transporting i ts 
rich minera l resources and m etal alloys to Star f leet 
and UFP facilities thro u ghout the Federation. Most 
essentia l goods are, of course, rep li cated, so Balian 
imports primaril y con sists of luxuries. 

Ba lian merchants are ruthless hagglers w ho 
a lways seem to k now the exact wor th of a ca rgo and 
wi ll not rest until they get that p rice. The worst part 
abou t dealing w ith Balian traders is that they seem to 
relish bargain ing as a show of their mental prowess 
and w ill not dea l w itho ut haggling. 

NOTED INHABITANTS 

During Bolarus IX's hi story w ith the Federation, 
Bolians h ave distinguished themselves many t imes. 
Some of the better known Bolians include Captain 
Rixx, the commander of the starship U.S.S. Thomas 
Paine w h o warned Captain Picard about unknown 
a lien entities infi ltrating Starfleet Command; Admiral 
Korvin Tannekar, a starship commander w ho partic i
pated in the Tamed Incident; and Syldra Parrin, a 
renowned artist. 

CREATURES 

The f lora of Bolarus IX is predominately blue- and 
o range-co lo red. It includes many low, flowing trees, 
such as the sylv in trees wh ich blossom in the spring 
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every year, ca rpeting the tem
perate regions of the planet 
w ith beautiful light blue 
peta ls. The Bo lians va lue 
beautiful flora and often sur
round their homes w ith live 
plants a nd trees. 

Very few l a nd- based 
species survived Bolarus IX's 
age of industria li zation, as 
most of their h abitats were 
destroyed by expanding pop
ulati o n s and resource 
exploitation. H owever, recent 

~~:=1 effo rts to reintroduce endan
gered spec ies h ave g i ven 
many species a new c h ance 

SYLVIH TREE to survive. The Balian ocean s, 
on the oth er hand, are fi ll ed 

w ith sea life; Bolians love seafood and take good 
care of the ir maritime resources. They can differenti
ate between the tastes of the ,.----------, 
hundreds of different fish and 
mollusk species and ca n 
even tell when they were 
harvested. 

The diversity of avian 
speci es on th e planet is much 
poorer than it was in cen
turies past. However, m any of 
those which h ave surv i ved 
are particu larly beautiful, 
such as the bital, or bird of 
paradise, wh ich has g lorious 
prismatic plumage and 
assumes a prominent role in 
many Balian legends. 

EP ISODE IDEAS 
BITAL BIRD 

King's Gambi t: The Crew's ship is assigned to a 
diplomatic mission on Bolarus IX. The newly e lected 
leader of one of the n ations is strong ly against contin
ued Balian membership in the Federation. A lthoug h 
he is n ot a rabid, f rothing-at-the-mouth fan atic, h e 
clearly h as very strong con v i c tions a n d wouldn't h es
i tate to back up his beliefs wi th action. The C rew must 
serve as escorts and bodyguards fo r Federation diplo 
mats w h o are h oping to resolve th e si tuation. I f they 
do their jobs well, the C rew members just might dis
cover that it's Ferengi money which supported the 
new leader's ri se to power . . .. 

Three for One: A n accident at the warp research 
facil ity on Bolarus X III requires t h e ass istance of the 
Crew's sta rship. The Crew investigates and discovers a 
dimensional rift. The rift traps the Crew's sh ip and 
transports it to an alternate rea l ity. In this other 
timestream, the Crew members f ind th emsel ves in the 
midst of a Balian world war, with th e three nations 
f ighting to control the planet a n d sector. The Crew 
must keep its ship intact and themsel ves a live until a 
way home can be d evised-and they must keep their 
advanced technology out of the h ands of the warring 
factions who covet it. 
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[ALDER II 
Calder II is an uninhabited planet, poor in resources 

and barely suitable for colonization. It is the site of the 
Sakethan Burial Mounds, which were built by ancient 
Romulans during thei r diaspora from Vulcan . The 
mounds, and some surviving colony ruins, are the sub
ject of a Federation archaeological program. 

SOLAR SYSTEM AND 
ENVIRONMENT 

Calde r II is a harsh Class L planet circling a Type K 
IV {dim orange subgiant) star; three other planets 
{Calder I, Ill, and IV) orbit this star. Most of the surface 
is cold desert, and the oceans are small and intensely 
salty. Native life consists of hardy plants, insects, and 
lichen. The gravity is 75% of Earth norma l. Calder ll 's 
atmosphere is breathable, but thin-Vulcans and 
Romulans can live normally, but humans remaining on 
the planet for long periods should take blood-oxygena
tion supple m e nts. 

LOCATIONS 

The chief sites of interest on Calder II are the 
Sakethan Burial Mounds and the nearby science .out
post, located o n the planet's equator. 

The Sakethan ruins consist of fi ve stone structures 
c overed w ith topsoil, a rranged in a c rescent a round a 
paved central p laza. The archaeologists w h o m ad e the 
initi a l discovery found bodies n eatly a rrayed inside 
the first m o und they o p e ned, and assumed the m to be 
burial mounds. Subsequent discoveries-ruins of res
idences surro unding the mound complex- cast doubt 
on t h e burial mound theory. With the discovery of the 
Stone of Gal fragments, a rchaeo logists now think the 
mounds were u sed for experiments in ps ionics and 
psionic techno logy, and were used as tombs on ly 
w hen the co lo n y was abandoned. So far, archaeolo
g i sts have open ed three of the m o unds, an d h ave yet 
to excavate the surroun d ing ruins. R ic h m agnes ite 
deposits in the a rea, w hic h interf e re with sensors and 
transporters, hamper t h e ir excavations in this area. 
The a rc h aeo log i st s h ave h ad to proceed very s low ly, 
unable to u se standard tricorders and probes. 

The science station n ear the mounds con sists of a 
s imple collection of prefabricated housing modules, 
with a small p owerp lant and food rep licators. T he 
population varies, w i t h a serv ice staff of four t echni
cians, si x permanent researc h staff, and a strea m of 
visiting sci entists, graduate students, and the occa
s io n a l tourist o r c uriosity-seeker. 

HISTORY 

Federation explorers stumbled upon the Calder sys
te m in 2322; the fi rst detailed surveys uncovered the 
bur ia l mounds in 2340. The Federation Science Cou nci l 
sen t an arc h aeo logical expedition to study the site i n 
2343, and the f irst mou n d was opened a year later. Th e 
importa nce of the fi nds l ed to t h e establishment of a per
manent facility in 23 4 6. U sing the inscripti o n s on tomb 

CALDER II 

PLANET NAME: CAlDER II 

(LASS: l 

SYSTEM DATA: CALDER II HAS NO MOON. 

GRAVITY: .75 G 

YEAR AND DAY: 287/19 

ATMOSPHERE: OXYGEN-ARGON; SUGHTLY LESS THAN EARTH-NORMAL PRESSURE 

HYDROSPHERE: ONLY 11% OF THE PLANET IS COVERED WITH WATER. 

CLIMATE: MOST OF CALDER IllS COLD, ARID DESERTS AND WASTELANDS. 

SAPIENT SPECIES: NONE; HOWEVER, THERE ARE FEDERATION ARCHAEOLOGISTS AND 
OTHER PERSONNEL (APPROXIMATELY THREE DOZEN) ON THE PLANET. 

TECH LEVEL: NONE ( UNINHABITEP) 

GOVERNMENT: NONE (UNINHABITED) 

(ULTURE: NONE (UNINHABITED) 

AFFILIATION: NONE (UNINHABITED; OUTSIDE FEDERATION SPACE) 

RESOURCES: POOR 

PLACES OF NoTE: SAKETHAN BURIAL MOUNDS; OTHER RUINS 

SHIP fACILITIES: NONE 

wall s, archaeologists learned t he inhabitants called 
th e m selve? the Sakethans; by study ing the bodies 
inte rred in the burial mounds, they identified the bod
ies as Vulcanoid. With few w ritten Saketha n records 
surv iv ing into the 24th century, scientists were unab le 
to determine Sakethan o rig ins; th e p redominant theo
ry believed them to be part of the proto- Romulan 
mig ration . 

The truth is t h at b efore the Time of Awakening, 
v iolent warlords rul ed Vu lcan, among them the 
Mindlords of Kolinahr. Th e Kolinahru sough t to 
expand the Vulcan natura l psionic abi li ty to level s of 
imme n se power. As Sare k 's teachings of no n v i o le n ce, 
logic, and emotion contro l spread, one of these mind
lords- Saketh so n of Sklar-fl ed with hi s subjects 
severa l years before the Romulan migration. These 
V ulcans, who would come to be known as Sakethans, 
sett led on Calder II and continued the work of the 
Ko linahru. They took w ith them severa l ancient 
V ulcan ps ionic a rtifacts, including two segments of 
the Stone o f Gal. {For more information on V ulcan's 
barbaric p ast , see The Way of Kolinahr: The Vulcans) . 

T he Ca lder II settl e m ent surv ived for a little more 
than a century, but fa iled fo r a co m b inati o n of rea
sons. The food supply dwindled after severa l barren 
yea rs. The worke rs who supported the settlement t he n 
rebelled against Sa keth and his fellow m indlords. 
Finall y, a number of the Saketh a n s left to retu rn to 
Vulcan or join thei r f e llows o n Romulus; those who 
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rema ined eventua ll y dwindled to a handful of aging 
fanat ics. The final days of the Sakethans remain a 
myste ry. 

In 2370, the outpost was the target of the m ercenary 
Arctus Baran, who searc hed for the Stone of Gal on 
be ha l f of the Vulcan Isolationist Movement. Since that 
attack the research station has included a small Starfleet 
security detachment. 

THE KHON·TOR·PA 
RECENTLY, ARCHAEOLOGISTS ON CALDER II UNCOVERED WHAT MAY BE FRAGMENTS OF 

A DEVICE MENTIONED IN VULCAN MYTHOLOGY. KNOWN AS THE KHON·TOR·PA (THE 
MIND ENSLAVER), THIS TERRIBLE DEVICE REPUTEDLY ALLOWED THE MINDLORDS OF 
KOLINAHR TO ERASE THE MINDS OF THEIR VICTIMS, REDUCING THEM TO A ZOMBIELIKE 
STATE AND MAKING THEM MORE PLIABLE. THESE METALLIC FRAGMENTS DEPIU ALEP
KIR, THE VULCAN GOD OF APATHY, STANDING BESIDE TYR-AL·TEP, THE WHISPERER. 
(fOR MORE INFORMATION ON THE MINDLORDS OF KOLINAHR, SEE THE WAY OF 
KouNAHR). 

THAT THE FRAGMENTS MATCH THE DESCRIPnON OF THE KHON-TOR-PA CONCERNS 
ARCHAEOLOGISTS, EVEN THOUGH THEY HAVE NO CONCLUSIVE PROOF OF THE OBJECT'S 
PROVENANCE OR AUTHENTIOTY. THE FRAGMENTS ARE CURRENTLY UNDER LOCK AND KEY 
AT THE SITE, AWAmNG TRANSPORT BACK TO VULCAN FOR ANALYSIS, AND HAVE NOT 
YET BEEN REASSEMBLED. OFFICIALLY, THE fEDERATION PRESS AND INFORMATION 
BUREAU AND THE fEDERATION ARCHAEOLOGICAL (OUNCIL HAVE REPORTED THE DIS
COVERY OF AN ANCIENT VULCAN ARTIFAa FROM THE TIME OF SUDOC, OMITTING ANY 
MENTION OF ITS POTENTIALLY PSIONIC NATURE. 

POPULATIO N 

Calder II has only a few dozen inhabitants at any 
g iven time-a mix of scientists and researchers from 
many Fed e ration worlds . Because the anc ient colonists 
were engaged in psionic resea rch, many of the modern 
sc ientists are from races with na tura l psionic ability, 
su ch as Vu lcans, Betazoids, and Ullians. There are now 
three Starfl eet security offi cers stationed on Calder II to 
protect the o utpost from raids by tomb robbers. 

GOVERNME N T 

As a resea rc h sta tion, the Calder II faci lity is "gov
erned" by the Federation Science Counc il and its 
subcommittee, the Federation Archaeology Counc il. The 
current director is Dr. j acob Donau. Dr. Donau and the 
other sc ienti sts generall y dec ide matters affecting the 
colony by a vote of the entire staff. Recently, Starfl eet 
Command assig n ed a security detai l to Calder II , led by 
Li eutenant Jorge Satipo. 

The Ca lder II colo ny h as a Type 15 p e rsonnel shut
tle, the Schliemann (named after the man w ho 
uncovered the ruins of ancient Troy ), fo r emergency use. 
A supply vessel visits once every three months; other
wise the p la net remains isol ated. Peaceful v is itors are a 
welcom e novelty, w h oever they might be. 

S TRATEGIC IMPORT ANC E 

Ca lder II h as no strategic importance (other than as, 
p e rhaps, a source of p sio nic wea pons). 

EPISODE IDEAS 

Th o ughts o f th e Past: The fate of th e origi nal pro to
Romu l an coloni sts remains a m ystery. Did they rea lly 
di e out, o r did some of them somehow su rv ive? Pe rh aps 

they found a way to make the transition to a complete
ly psionic form of existence, abandoning their physical 
bodies forever. Or maybe they cast their minds forward 
in time, to possess the bodies of the modern researchers. 

Apotheosis: Ancient psionic arti facts might turn out 
to be incredibl y pow erful. A member of the research 
staff could find a psion ic amplifier device giving him 
godlike powers. Or a Ferengi con man cou ld set up shop 
somewhere selling bogus Calderian artifacts. 

The Calder Killings: On a more mundane note, an 
isolated research station is a good place for a murder 
mystery. A dozen suspects on an otherwise uninhabited 
world make for a great w hodunit p lo t. The ancient ru ins 
could be the key to the mystery or a misleading red her
ring. 

[ ALDOS COLONY 

CALDOS IV 

PLANET NAME: ULDOS ( ULDOS IV) 

CLASS: M 

SYSTEM DATA: CALDos IV HAS THREE SMALL MOONS: UMPBEU, MAcDONALD, 
AND BRUCE. 

GRAVITY: 0.87 G 

YEAR AND DAY: 315.2/ 18 

ATMOSPHERE: OXYGEN-NITROGEN, HEAVY WATER VAPOR AND SOME CARBON DIOX
IDE; PRESSURE VARIES WIDELY BETWEEN HIGH AND LOW BUT AVERAGES 
EARTH-NORMAL 

HYDROSPHERE: 86% OF THE SURFACE IS COVERED WTTH WATER, WHICH IS CON· 
CENTRATED IN TWO LARGE OCEANS. 

CUMATE: RELATIVELY MOIST AND COOL TO COLD; HIGH WINDS AND STORMS FRE
QUENT. THE WEATHER-CONTROL MATRIX USUALLY KEEPS TEMPERATURE MODERATELY 
COOL AND RESTRIUS STORMS TO THE WINTER SEASON. 

SAPIENT SPECIES: HUMANS (2 MIWON) 

TECH LEVEL: lEVEL SIX INFRASTRUCTURE WITH INTENTIONAL ARCHAISMS DOWN TO 
lEVEL THREE 

GOVERNMENT: (LAN-BASED FEUDALISM WITH A DEMOCRATICALLY ELEmD CHIEF 

CULTURE: fOUNDED AS A SPECIFIC RECREATION OF THE ROMANTIC CONCEPT OF 
EARTH'S ScomsH HIGHLANDS (CA. 1350-1750), THE GOTHIC-ROMANTIC STRAIN 
OF ULDOSIAN CULTURE HAS INCREASED RELATIVE TO THE SCOTS-CONSERVATIVE STRAIN. 

AFFILIATION: fEDERATION COLONY WORLD 

RESOURCES: NONE FOR EXPORT EXCEPT DRAMAS, HOLOCREATIONS, AND HOVELS. 
ULDOS COLONY IS SELF-SUFFICIENT IN EVERYTHING EXCEPT TECHNICAL EXPERTISE. 

PLACES OF Non: MANY RECREATED ScomSH CASTLES INCLUDING URQUHART AND 
MAclEOD, SOME CONTAINING AUTHENTIC STONES TRANSPORTED FROM EARTH 

SHIP fACILITIES: NoNE 
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One of the oldest terraforming attempts of th e 
Federation, Ca ldos Co lony rep li cates a romantic 
vision of the Scotti sh highlands. The colonists take 
great pains to maintain their culture and its unique 
feel, even foregoing useful modern technologies to do 
so. 

SOLAR SYSTEM 

Caldos Colony resides on Caldos IV, the fourth 
planet in the Caldos system. Caldos itself is a yellow 
giant (Type G9 II) with a highly var iable so lar flare 
and sunspot cycle; Caldos IV has an anomalous mag
netic field and climatic variation as a result. Ca ldos IV 
i s the only Class M planet in the system; before ter
raforming it was on the barely tolerable side of C lass 
M. The other seven planets in the Caldos system are 
the usua l mixed bag of Classes H , J, and K. 

The Caldos system has no asteroid belt to speak 
of, although meteor showers are numerous on Caldos 
IV. The system's Oort cloud is of above-average size. 
Caldos has three moons; the largest (Campbell) is 
about a fifth the size of Luna. They orbit rapidly and 
relatively close to Caldos IV. 

E NVIRONM E N T 

Before terraforming, Caldos IV had a v iolent cli 
mate driven by a turbulent atmosphere and irregu lar 
peaks of so lar radiation. It was cold, stormy, and gen
erally unpleasant a ll year; Caldos IV's tropics suffered 
f rom horribly powerful hurri canes, and everywhere 

else was too cold to settle. The core of the planet 
seethed w ith volcanic and tectonic activi ty as well. 

Captain Deirdre Rennie of the U.S.S. To wnsend 
used what was at that time an innovative method to 
solve these problems when sh e commanded the 
Starfleet terraforming mission establishing the Ca ldos 
colony in 2271. The Townsend l a id down a barrage of 
photon torpedoes and timed phaser b lasts to pierce 
the planetary crust and create powerful artificial gey
sers in the middle temperate zones of the planet's 
n o rthern h emisphere. These geysers bleed off the 
excess tectonic stresses on the north continental 
plate, leaving an a rea of geolog ica l stab ility tens of 
thousands of kilometers squa re for safe settlement. 
They also provide a so lid bank of warming updraft air 
to counteract the cold fronts sweep ing down from 
Ca ldos IV's poles. Although the warm and cold air 
meeting create a never- e nding storm front along the 
temperate-arctic boundary, an ingenious electrostatic 
weather-contro l matrix diffuses the energy of these 
storms and redistributes it to even o ut low-pressure 
and high-pressure zones elsewhere on th e planet. 

In 2271, fusion plants were still too expensive to 
build a fusion substation for each weather matrix grid 
point. The matrix draws power, therefore, both from 
the geysers and from orbital microwave convers ion 
satellites. The satellites absorb Caldos' plentiful so lar 
energy, convert it to microwaves, and beam the 
microwaves to the substations. The grid h as multiple 
redundancies, but, like any complex system, requi res 
periodic maintenance to avoid disastrous reverse
feedback loops. 
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With the weather-control matrix in operation, 
however, the climate of the Caldos colony stabilizes 
into a moist, cool range reminiscent of Earth's Scottish 
Highlands. Storms (mostly thunderstorms and bliz
zards) can be restricted to the winter season, although 
rain and fog can blow in at any time. 

LOCATIONS 

Caldos Colony restricts its human settlements to 
the tectonically safe zone in the northe rn hemisphere 
on the continent of Caledonia. The largest such settle
ment, New Glasgow, serves as the colonial capital. 
Most offworlders seldom go anywhere else: The main 
technical interface grids lie here, as do the kitschy 
tourist trap shops and quaint old inns. Everywhere 
else, the colonists take great pains to keep their plan
et unattractive to all but the most driven romantics. 
Isolated castles, w indswept moors, houses built of 
stone with only rudimentary computer facilities, rus
tic farm technology more suited to the 19th century 
than the 24th, he rds of sheep, and scattered fields of 
oats greet the visitor wherever else in the co lony he 
travels. Such travel almost always involves horseback 
riding: Transporter booths are for use only in the most 
urgent emergencies on pain of banishment from the 
colony. 

Traditionally, every major building on Caldos 
must use a stone from a building in Scotland as its 
cornerstone; the inconvenience of importing proper 
cornerstones keeps new building to a minimum. As a 
result, extended families live in large manor houses, 
each generation taking a separate wing. Some of the 
local lairds live in painstakingly reconstructed castles 
based on (or, in some cases, imported stone by stone 
from) those in Scotland's Highlands. 

Robot and teleoperated mines produce most of 
Caldos Colony's raw materials, and those can be 
found anywhere on the planetary surface, including 
undersea-except, of course, within eyeshot of a 
colonial settlement. The colony's technology (power 
generators, supplemental food replicators, the weath
er-control grid substations) stays hidden from 
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colonists and offworlders alike. Only the lairds have 
the power to approve replicator use, transporters, or 
similarly modern equipment. Most homes on the 
colony keep a store of medicines and concentrated 
repli cated food in case of emergency. 

HISTORY 

Starfleet decided to use Caldos IV as one of the 
sites in its experimental terraforming program of the 
2270's. Captain Rennie and the Townsend completed 
the terraforming quickly and efficiently, although 
since Caldos IV was delibe rate ly chosen for its 
unfriendly climate (to make the test more difficult, 
and therefore more meaningful), finding settlers for 
the new world was not easy. 

The Federation eventually subsidized the reloca
tion costs of a group calling itself the Pre-Connerite 
jacobeans, who had vocally protested the rapid 
development of Scotland on Earth. Captain Rennie's 
personal log, which compared the new Caldosian 
climate to Scotland's Highlands, was a powerful 
recruiting tool for the jacobeans. Eventually, thirteen 
"clans" of the jacobeans emigrated to Caldos IV and 
set about establishing a properly premodern Scottish 
cultural and governmental system there. 

Although over the next century clan conflict 
occasionally interfered with the planet's peace (espe
cially during the celebrated Macleod-Bannerman 
feud of the 231 D's), the low population density and 
the natural power- balancing tendencies of human 
feudal organizations have prevented any serious cri
sis from emerging. The gravest threat to Caldos 
Colony came in 2370 when a series of failures in the 
weather-control matrix forced the governor to call for 
Fede ration assistance. While the Ente rprise-0 
worked to restore power and stability to the Caldos 
IV grid, its crew became entangled in the family his
tory of the Howard clan. Eventually, the role of 
Renin, an anaphasic lifeform, in perpetuating some 
Howard clan traditions emerged after he endangered 
the weather-control grid in a desperate attempt to 
survive. 
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POPULATION 

Caldos Colony is populated almost entirely by 
humans. Scottish romantic tradition has only a limited 
appeal to other species, although Andorian tourists out
number all other alien species put together and a few 
Andorians have even applied for immigration permits. 
Most immigrants, however, are humans from other plan
ets looking for an "authentic Earth tradition" to belong 
to. Rigellians, Altairians, and humans from planets 
besides Earth find Caldos IV endlessly fascinating. 
Nobody can immigrate to Caldos Colony without gain
ing the patronage of one of Caldos' clans and being 
adopted by a native Caldosian. This rigorous require
ment and the rough living conditions on the colony 
ensure that only the genuinely determined and interest
ed settle there long enough to influence the culture. 

These immigrants keep the Caldosian romantic cul 
ture fresh while leaving it reasonably stable. The 
determination of the lairds to keep Caldos IV firmly out 
of the 24th century mainstream has managed to con
vince any Caldosian at all interested in technology or 
science to emigrate. Offworld contractors (mostly 
Centaurans who enjoy Caldosian poetry, art, and drama) 
handle the maintenance of the colony's technological 
infrastructure. 

GOVERNMENT 

Caldos Colony h as a Federation governor, usually 
chosen by the UFP Colonial Office from a pool of inter
ested applicants. The Federation tries very hard to keep 
from interfering in Caldosian affairs, and selects human 
governors with a strong sympathy to Caldosian culture. 
The governor's powers are fairly limited under 
Caldosian law. 

Real powe r rests with the thirteen lairds, the h eads 
of the founding families, or clans, of Caldos Colony. 
The term "laird" is used only in the abstract. The 

Howard laird, for example, is known as "the Howard" 
or "the Howard of Howard", not as "the laird of 
Howard." Some clans (such as the Bannerman and 
MacGregor clans) select their lairds in assemblies, 
while others (like the Campbell and Howard clans) 
allow the current laird to choose his successor from 
among his immediate relatives. In still others (especial
ly the Macleod and Rowan clans), the lairdship passes 
automatically to the oldest child upon the death of the 
current laird. The laird owes his clan service and 
patronage, just as his clan owes him (or her) fealty and 
respect. Lairds sponsor artistic and athletic contests 
(such as epic poetry slams and caber tossing); keep 
technological influence to a minimum while using it 
responsibly to keep the clan safe from hunger, disease 
or emergency; and serve as the model of Caldosian tra
ditional behavior. 

All adult Caldosians gather to elect a chief laird 
(called "the Caldos") from among the lairds. The Caldos 
determines the allocation of energy, plans for famine or 
other disaster, represents the colony to the governor, 
and handles any other planetary affairs. The Caldos 
serves for life, unless illness or malfeasance causes the 
other lairds to remove him from office; this has never 
happened, although clan politics have caused motions 
for impeachment to be brought each of the four Caldos 
at one time or another. The clan whose laird serves as 
the Caldos gains great prestige. 

STRATEG IC IMPORTANCE 

The Caldos system is of a lmost zero strategic 
importance. However, Caldos Colony's neg lect of 
space and technology (such as system surveys) and 
the extreme variability of Caldos' so lar activity means 
that the Ca ldos system might be an excellent place for 
ships to escape detection for some time. What an 
infiltrator could gai n from hiding in the Caldos sys
tem, besides refuge, is unknown. 

63 



PRESE N T CONFLICT 

Th e turbu lent c lan po litics of Ca ldos Co lony can 
e rupt in feuds and melodramatic events at any time. 
Dueling (with gunpowder pistols o r with broadswords), 
both technica ll y illega l and entire ly common on 
Ca ldos IV, can lead to revenge-taking, fights at high 
noon on the moor between groups of young colonists, 
and other exciting esca lations. A cu ltu re set up to value 
drama and romance over pragmatism, when combined 
w ith Caldos IV's arti fic ia ll y limited resources, can cre
ate many flashpoints which might not oth erw ise exist. 

The other potenti a l source of confli ct on Caldos 
Colony li es between th e colonists and offworlders. 
A l though most of the technical contractors are more 
than willing to l eave the locals a lone and stick to their 
work, som e engineers select assignments on Ca ldos IV 
because of an interest in Caldosian culture. It is hardly 
unknown for a Cen taura n tech, especially, to find him
sel f involved in a passionate love story and clan feud 
after what seemed like an innocuous Friday night date. 
Other t imes, of course, offworld-Caldosian romance 
leads to m arriage and adoption into a Caldos Co lony 
c la n. Sometimes, as w ith Beverly Howard and jack 
Crusher, the couple leaves Caldos IV for a future among 
the stars. 

EXPO RTS A N D IMPORTS 

Caldos Co lony enjoys most of its fame among 
devotees of holodrama, roman t i c n ovels a nd poetry, 
and similar arts. Ca ldosian actors and actresses are in 
high demand on worlds w ith a tradition of live the
ater. Ca ldos ian h o lodram as and interactive 
holoprograms, a lthough usually programmed o n out
of- date equ ipment, fasci n ate a l arge segment of 
Federation society. Few ships venture forth on long 
voyages without several Ca ldosian bodice-and
broadsword dramas loaded into the h o lodeck. 
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This interest helps Caldos Co lony recrui t the engi
neers and technical personnel needed to maintain the 
co lony's aging scientific and technical equ ipment, 
especia ll y the pow er sta ti ons, emergency transporters 
and replicators, and ho lorecorders. S ince Ca ldos 
Colony remains a Federation terraforming experi
ment, Starfleet engineers reta in some responsibility 
for the weathe r-control grid. The repairs carried out by 
the Enterprise-0 c rew in 2370 shou ld keep the colo ny 
safe for a few decades at least, a l though with Ca ldos' 
w ide ly anomalous so lar flare pattern, the system 
might be overloaded and break down before then. 

NOTED INHABITANTS 

Eugenia Bannerman has a fo llowing of millions of 
devoted readers and v iewers across the Federation for 
her plays, novels, and holoprograms. Oth e r 
Ca ldosi a n art ists, dancers a nd actors have sma ll e r, 
though n o less devout, fan bases. Outside the arts, no 
Ca ldosi a n has much of a reputation offworld. Dr. 
Beverly C rusher, the ch ief medica l offi cer of the 
U.S.S. Enterprise- 0 , spent much of her adolescence 
on Ca ldos Colony. 

CREATURES 

Ca ldos Co lony has deer, pronghorn sheep, and 
wo lves imported from Earth , along w i th simila r co ld
weath er mountain species. Ca ldos IV holds numerous 
species of birds, inc luding many songbirds and game 
b i rds. Some of Ca ldos IV's avian popula tion descends 
f rom Centaura n va ri eti es. Ca ldos IV h ad n o n ative 
plant or animal li fe more advanced than lichen before 
the terraforming of 2271; its ecosystem mirrors those 
of Ea rth 's Scottish High la nds and the Andorian Blue 
Taiga region comp letely. 

Since 23 70, the Ca ldosians h ave k n own of 
anaphasic lifeforms, immateria l beings w hic h require 



corporeal h osts to surv ive a nd maintain m o lecu l a r 
cohesion. The Howard family w omen served as h osts 
for the o nly confi rmed a n aph asic lifeform on Ca ldos 
IV, a bein g k n own as Ronin, until Beverl y Crush e r 
destroyed h im to protect her fellow officers. H owever, 
romantic Ca ldos ians an d Starfleet sociologists al i ke 
theorize that nume ro us anaphasic lifeforms may have 
trave le d to Ca ldos IV w i t h their huma n hosts. 
Certain l y, the highl y traditional and romantic 
Caldosian c ulture seems tailor-made to support such 
beings. The discovery of Ronin has led to an upsurge 
in "ghost" sightings: If the w ildest estima tes a re a ll 
accurate, n earl y every ho u se on Caldos has its own 
a n aphasi c I ifeform. 

ANAPHASIC LIFEFORM 

ANAPHASIC UFEFORMS ARE NONCORPOREAl, SENTIENT BDNGS WITH EXTREMELY LONG 
UFE-SPANS THAT REQUIRE A BIOLOGICAL HOST TO MAINTAIN MOLECULAR COHESION, 
PERHAPS GIVING RISE TO VARIOUS GHOST LEGENDS ACROSS THE FEDERATION. FINDING 
A HOST WITH A COMPATIBLE BIOCHEMISTRY IS VITAL TO THE BONDING PROCESS, 
THOUGH THEY CAN EXIST FOR SHORT PERIODS OF TIME WITH A SUPPLY OF PLASMA 
ENERGY (SUCH AS A PLASMA-BASED FLAME OR AN EPS SYSTEM). ANAPHASIC UFE
FORMS APPEAR TO THEIR HOSTS AS CORPOREAl BEINGS, BUT REMAIN INVISIBLE TO 
BYSTANDERS (UNLESS THE UFEFORM WANTS TO BE SEEN). 

THE ANAPHASIC UFEFORM KNOWN AS RONIN, WHO APPEARED TO THE WOMEN OF 
THE HOWARD FAMILY FOR GENERATIONS, EXHIBITED INCREDIBLE POWERS, AFFECTING 
ULOOS COLONY'S WEATHER-CONTROL NETWORK, FlWNG FIUSA HOWARD'S HOUSE 
WITH CAMEWAS, AND PROJECTING BOIJS OF PLASMA ENERGY. RONIN PROVIDED SEN
SATIONS OF PLEASURE TO THE HOWARD WOMEN, AND ANAPHASIC UFEFORMS UKELY 
CAN INDUCE OTHER, MORE DANGEROUS FEEUNGS AS WELL 

EPISODE IDEAS 

Th e H a unting : Another anaphasic l ifeform 
leaves Caldos w hile symbioticall y j oined w ith a 
Caldosian actress tou ring t h e sector. The C rew's ship 
transports the actress and some brand-new 
Caldosi a n h o lo progra ms (all Scotti sh and Caldosian 
ghost-story adven tures) fro m Caldos to h er nex t 
stop. As the C rew exper ience these holoprograms, 
a n aphasi c li fefor ms begin "haunting" the ship, 
recreating those g host stories and blurring the li ne 
b etween fa ntasy and reality w ith pote nti a lly t ragi c 
results. 

A Question of H o nor: A Federation terraforming 
anal ys is team la nds on Ca ldos IV to study th e weath
e r-con t ro l g r id a nd to make sure the Townsend 
geysers remain stable. The Crew is assigned to keep 
these stereotypica l absent-minded scientists a nd 
techno logy-absorbed engineers out of trouble w ith 
the expressive, ro mantic, a nd occasiona lly v io le n t 
Ca ldosian colo ni sts. Fo r an extra challenge, divide 
the terraforming team even ly between qua rre l som e 
Te llari tes, who open ly scoff at " primitive huma n 
foo l ishness," a nd su perior Vulcans, w h o seem 
unab le a nd unwilling to unde rstand the prick ly 
require m ents of Caldosian romantic honor. 

-
CESTUS Ill 

CESTUS 1// 
Once a strategic f l ashp oint on the Federation-Corn 

border, Cestus Il l has grown into a thriving human 
colony b r imming w i th pioneer spirit. 

SOLAR SYSTEM 

Cestu s is an orange giant (Typ e K2 Ill) with a large 
asteroid belt between it and its nearest p lanets, the Class 
F worlds Cestus I and Cestus II. The Cestus asteroids, 
call ed the Cestine Bel t, h ave a very high sil ica-crystal 
content and metallo ids f l ash-baked into the ir faceted 
su rfaces. From space, the astero ids look like metallic 
studs set into a bright orange boxing glove-or at least 
they looked li ke that to Starfleet Captain Thomas 
Riccioli, w ho named the system Cestus after the ancient 
Roman boxing weapon. 

CESTUS Ill 

PLANET NAME: Cmus Ill 

(LASS: M 

SYSTEM DATA: CESTUS Ill HAS NO MOONS. 

GRAVITY: 1.1 G 

YEAR AND DAY: 288/ 27.4 

ATMOSPHERE: 0XYGEN·NITROGEN-CARBON DIOXIDE; SLIGHTlY LOWER THAN 
EARTH-NORMAL PRESSURE 

HYDROSPHERE: 47% OF SURFACE WATER CONCENTRATED IN ONE LARGE TROPICAL 
OCEAN; OCEAN IS THICK WITH COMPLEX ORGANICS AND CARNIVOROUS PLANTS. 

(UMATE: RELATIVELY DRY AND HOT; COOLER TOWARD THE POLES 

SAPIENT SPECIES: HUMANS (ABOUT 25 MIWON), GORN (ABOUT 25,000) 

TECH LEVEL! lEvEL SIX COLONIAL INFRASTRUCTURE; SOME LEVEL FIVE 

GOVERNMENT: LOCAL REPRESENTATIVE DEMOCRACY 

CULTURE: PIONEERING AND FORWARD-LOOKING, GLORYING IN SPORTS AND PHYSI
CAL EXPRESSION OF AU KINDS 

AFFILIATION: FEDERATION COLONY WORLD 

RESOURCES: THE OCEANIC ORGANICS MAY HAVE MEDICAL OR GENETIC USE. CESTUS 
Ill PRIMARILY EXPORTS BASEBAU PLAYERS AND SOME RARE MINERALS EXTRAffiD 
FROM THE (ESTINE Bm OR MINED FROM THE DESERT CRYSTAL BEDS. 

PLACES OF NoTE: PIONEER STADIUM IN PIKE CITY IS THE LARGEST SINGLE-USE 
BASEBAU STADIUM IN THE FEDERATION; CESTUS Ill ALSO HOSTS THE INSTITUTE FOR 
HUMAN-GORN RELATIONS, IN CESTUS HOME, THE WORLD CAPITAL 

SHIP fACILITIES: GROUND-BASED SPACEPORT NEAR CESTUS HOME USED PRIMAR
ILY BY ORE CARRIERS AND GORN CRAFT. THE ORBITAL REFINERY IN HOHMANN 
TRANSFER ORBIT BETWEEN CESTUs Ill AND THE ( ESTINE 8EIJ HAS SPACEDOCK FACIL-

mES FOR FRDGHTERS. 
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Cestus Ill is the o nly C lass M planet in the system, 
a l t ho u g h Cestus IV is a C lass L p l a n et inhabited by a 
few hundred sci enti fic personnel (mostl y from the 
Cestus Academy of Exp loration, Cestu s Ill 's f inest aca
demic institution). Th e n ext five o uter planets (Cestu s 
V-IX) a re a ll C l ass J worlds, with fou r Class G worlds 
(Cestus X-X I II) beyond them. G raduates of th e Cestus 
Academy of Exp loration traditionally launch a "senior 
expedition " to one of t h e outer worlds or moo ns, 
pi anti ng the flags of the Federation, Cestus Ill, and the 
Academy on the icy cru st and carrying out sci enti f ic 
surveys and experiments for two or three months. 
Needless to say, Cestu s Academy of Exp loration grad
u ates apply to Starfleet Academy in g reat numbers- a 
Cestine w ho e n ters Starfleet is h ai led as a h ometown 
hero. 

Far o ut on the edges of the Cestus system l ies an 
immensely thick Oor t cloud of comets and frozen 
astero i ds. See ing a com et t rai ling across t h e velvet sky 
of Cestus Ill is a common occurrence for the fortunate 
colo ni sts. 

ENVIRONMENT 

The p lanet Cestus Ill itse l f has few mountains 
besides som e re lati vely low ranges s im il a r to Ear th's 
Zagros Mounta ins or to a sem idesert version of the 
Appa lachians. Tectonic activity on Cestus has nearly 
ceased; the planet 's interna l core remains cool and 
stab le, and has apparentl y been simila rl y p lacid for 
millennia. Most of Cestus Ill 's northern con t ine n t 
(named H enson) i s steppe land d escending in f lat 
p lateaus and sudden escarpments from t he n o rthern 
mountains. The northern temperate zon e h o lds g rass-
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I. Vagan (Class F) 
II. Athrus (Class F) 
Ill. Cestus Ill (Class M) 
IV. Orthos (Class L) 
V. Amra (Class J) 
VI. Corvo (Class J) 
VII. Desta (Class J) 

VIII. Koren (C ass J) 
IX. Cestus IX (Class G) 
X. Cestus X (Class G) 
XI. lmbril (Class G) 
XII. Narsil (Class G) 
XIII. Cestus XIII (Class G) 

lands, sheep and cattle ranges, and farms; the south
ern a rid zone ho lds smal l conifer forests, transplanted 
Terran pin oaks, and badl ands and desert stretching 
e n d less ly under t h e bright blue sky and orange sun. 

Cestus Ill 's southern continen t, Shackleford, i s 
smaller than Henson and more b roken i n formation; 
its tumbled gorges and canyons reca ll the American 
Southwest on Earth. A belt of mountain conifers c ir
c les th e south polar cap, w hich covers a smal l ocean. 

Between H enson and Shack leford l ies th e 
Magellanic Sea, a g lobe-en c ircli ng ocean rich in 
organic compounds and carnivorous vegetat ion. Its 
frequent storms, " Venus mantraps," and mycoc lad ia l 
predators keep most people in land. The Cestus I l l 
colon i a l governmen t works to preserve t h e ocean 's 
unique plant- dominant eco logy f rom too m u c h 
human interference and development. 

LOCATIONS 

The major human sett lements on Cestus Ill ring 
the p lanet a long the f iftieth northern parallel, rough
l y between the g rass land and semideser t zones of 
Henson. Cestus Home, t h e p l a n etary cap ita l; Pike 
City, the "second city" of Cestus Ill; a nd the industri
a l city of Ricciolipoli a l l lie in this belt. Coronado 
lies farther south a long one of Cestus Ill 's few rivers 
and serves as a cen ter for the cattl e ranc h e rs and 
crysta l miners of southern Henson. The largest city 
on Shackleford is K irkvi ll e, connected to the oth er 
cities by p ublic transporter booths. 

Most tourists w ho visit C estus I l l fa ll i nto one of 
four categories. Xenobotan ists interested i n study ing 
the eco logy of the Magellanic Sea usually set u p 



offi ces at ei the r t h e Cestus Academy of Exp l o ra t ion 
in Cestus Hom e o r a t th e Dulika Con servation 
Cen ter o n t h e n o rthern sh o re of t h e sea i tse l f. 
Baseb a ll fa n s trad i t ion al l y follow e i t h er the Cestu s 
Com ets, t h e Pike C ity Pio nee rs, o r t h e K irkv ille 
Capta ins on a ten- or twel ve-g ame ro ta t ion to every 
majo r city o n the p la n e t. The C estus Meteors, 
Coro n a d o Scou ts, a n d Ri ccio lipo li Ra n gers h ave 
m a ny m o re o n-pla n et fa n s tha n o ff-p la n et o n es. 
Wearing a battered M e teors or Sc outs cap i s som e
thing of a sta te m ent of " hometown p r ide" among 
m a n y Cestines, whil e a tourist can easily be spotte d 
by hi s replicato r-fresh Pioneers c ap. 

Milita ry histo ria n s a nd those on the "Capta in 
Kirk To u r" u su a ll y v i s i t the Kirk Memo ri a l in th e mid 
dle of Cestu s Hom e Squ a re (with its st atue depicting 
t h e cap tai n crou c h ed over a b amboo cannon a nd 
looki ng bo l d ly upward). A ltho u g h Capta i n K i rk 
n ever, as f a r as can be d etermined, set foot o n 
Shackleford, K irkvill e does a nice busi n ess i n sou 
ven i rs, h o lotours of t h e 23 rd-ce ntu ry Enterprise, and 
v i s its to its Cap tai n Kirk Museum. 

Xen o logists, dip lomats, and o th ers interested in 
t h e G o rn u su a ll y stu dy at the Inst itu te fo r H u m a n 
Corn Re latio n s offices i n Cestus H o m e. A l th o u g h 
d e nied own e rship of Cestu s Ill by the M e t ron s, the 
G orn h ave m a inta ined a p resen ce in th e sector. 
W h e n the Federati o n a nd Gorn governments must 
m eet to discu ss mat ters-territori a l concern s, tra d in g 
agreem ents, or travel authorization-th e summ it 
ta k es place h e re. Su c h a m eeting has n o t ta ken p lace 
in years. The peop le of Cestus Ill (a lmost none of 
who m a re descen ded fro m the v ictims o f the Gorn 
attack in 2 267 ) welcom e t h e Gorn p resen ce, and t h e 
G o rntown distri c ts of Cestus Home a n d Coronad o 
offer qu ite a spectacl e to the off-pl a n et v i s i tor. 

CesT us 1 1 1 

HISTORY 

T he Federation f irst discovered Cestus Ill on Captain 
Tho m as Riccioli's A lp h a Quadrant exploratory cruise in 
the U.S.S. Coronado in 2258. In 2262, Starfleet estab 
lish ed a co lony at Cestus Home when it seemed as 
though the c rysta llograp hy of the southern deserts m ight 
produce d i lithium or simi lar compou nds. Unfort unately, 
the Gorn h ad come to much the same conclusion after 
explo r i n g the system in the 2250's. The Gorn had actu
a lly p repared a colonization mission for Cestus Ill w hen 
the Fed e ratio n presence became known to them. Th is 
seeming invasio n triggered a violent response: A G o rn 
battl ec ruiser attacked the new co lony in 2267 and k illed 
a ll the sett le rs but o ne . Captain Kirk of the U.S.S. 
Enterprise arr ived in time to d r ive off the small Gorn 
la nd ing par ty, but further hostilities were interrupted by 
the appearance of the Metrons. 

The Metro ns, a high ly evolved transmateria l race of 
humano ids, d id not wish to see their peaceful neighbor
h ood (of indeterminate size but including the Cestus 
Sector) d isturb ed by in terstellar war fare. They forced 
Capta in K i rk and Gorn Capta in Rheuzz'r into single 
comb at o n a sm a l l p lanetoid thousands of light years 
away. Kirk d efeated Rh euzz'r, but refused to k ill h im 
w h en h e rea li zed t hat th e Gorn attack was defen sive in 
n ature. Capta in Kirk's resolution to the inc iden t led to 
an opening o f a dia log between the Gorn a n d the 
Federatio n. The G orn decided to accept the Federation 
as ne ighbo rs, i f no t a lways as f r ien ds. The two sid es 
n egotiated an agreem e nt on Cestus Ill, w hereby the 
Gorn a llowed the Federation to sett le the planet and t he 
Federat io n agreed to respect the borders of Gorn space. 

Afte r the Metro n decision, Federation settlement of 
Cestus Ill became a rush priority and the colony was 
estab l ished w i thout extensive plann ing. Although the 
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Federatio n intended to establish a starbase in the sys
te m to d e fend against furth e r C o rn attac k s, th e 
a cquiescen ce of th e Corn to th e Fe d e ration presen ce 
dropped Cestus Ill farthe r dow n on the I ist , and th e 
colony was left to fend fo r itself. Fortunate ly, the 
colonists' lead e r, Robert Pike, h a d a ll the courage and 
ability of his famous re l a ti ve, Captain Christophe r 
Pike . Rathe r than wilting witho ut support, the Cestus 
Ill col o ny fl o urished and its p e opl e establish ed a re p 
utation as g o-gette rs and adventure rs whic h is the 
envy of many more sta id worlds. 

POPULATIO N 

Almost the entire p o pul ation o f Cestus Ill i s 
huma n , m ostly of North Am e ri ca n a nd Afri can 
descent. Thi s he ritage and th e hot rays of Cestus g ive 
v irtua lly every colonist a d a rk c omplex ion, although 
h a ir and eye color v a ry a long the huma n spectrum. 
With Cestus Ill 's slig htly hig he r g rav ity and lower pres
sure, n ative-born C estines are slightl y stronger and 
have slightl y hi gher endurance and stamina than 
Earth-born huma n s. Thi s c ontributes to C estine skill at 
b aseb a ll, the ir pl an e ta ry sport, but b aseball 's w orld
w ide acceptanc e and presti ge c on stitutes a muc h 
l a rger fac to r. 

C estin es a re natura ll y competitive, a lw ays seeking 
to outdo the past (espec ially in exploration and simi
l a r scientific endeavors) and to accompli sh a s muc h 
as p ossible with the tools a t hand. This seems to be a 
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result of their unsettled and unsupe rvi sed colonial 
history, and impels a vigorous pioneer culture which 
is both enamored of its past and e ag er for its future. 

Although Cestus Ill is overw helmingl y human, as 
a Federation colony it does have its share of other 
races. Centaurans, Bolians, and Tellarites outnumber 
the other nonhumans in the colony, but they have 
mostly assimilated to huma n , and specifically 
Cestine, habits and cultural tastes. Visiting Tellarites 
especially complain that it's impossible to find decent 
Tellarite food eve n in the Tellarite restaurants on 
Cestus. The occasional Vulcan tourist, on the other 
hand, is in for a treat: Cestine vegeta ria n c o oking out
classes that of most colony w orlds, even though the 
average Cestine sticks to " baseba ll food " like hot 
dogs, kefta, and hamburgers. 

GOVERNMENT 

The various tow ns, cities and large ran ch es of Cestus 
Ill generally govern themselves on a semiformal "town 
meeting" basis; larger matters come under the jurisdic
tion of the Colonial Assembly. The Assembly meets 
e l ectronically for three months out of every yea r, and in 
person (in Cestus Home Government House) once every 
three years. A Federation Commissioner handles day-to-



day administrative tasks, but the Cestine se lf-govern
ment works wel l e n o u gh that the Federation presen ce i s 
minimal- the Cestus Ill Starfleet recruitment offi ce gets 
much more b u siness than the Federation 
Commissioner 's does. 

STRATEGIC IMPORTANCE 

The strategi c importance of Cestus Ill depe nds first 
and foremost on its position at the very edges of Gorn 
space. The Federation has had li ttle contact with the 
Gorn s ince the 2267 skirmishes; the Gorn prefer their 
own company and have turned m o re to fu ll y exploring 
and exploiting their own sectors rather than to expan
sionism. Neverthe less, t he possibility remains of a 
sudden change in Gorn pol itics or leade rship l eading to 
a war of revenge. Starfleet tries to route a starship n ear 
Cestus Ill every few months to keep an eye o n things. 
Since so li tt le is known about the Gorn, the Federation's 
security planners must assume t hat the worst could 
a lways happen. 

A more immediate, a lt ho ug h more spatia lly distant, 
threat to the Cestu s Sector is the Cardassian Empire. 
Cestus Ill l ies only eight weeks' travel from Bajor at 
max imum warp, a di stance eas ily covered by lightning 
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raids or spy craft. Although there are no clear signs of 
Cardassian interference in the Cestus Sector, Starfleet 
Intel ligence has heard rumo rs that Cardassi an ambas
sadors to t he Gorn have been trying to sti r up old 
feelings of resen tment. 

A Cardassian-Gorn a ll iance would pose a strategic 
n ightmare for Federation communica ti ons an d transit 
routes throughout Alpha Quadrant. It cou ld a lso poten
t i a lly cu t off the Federation from further exploration 
coreward f rom Cestus Il l. 

For more on the re lationship b etween th e Gorn and 
Federat ion, see The Price of Freedom: The United 
Federation of Planets. 

PRESENT CONFLICT 

A lthough newcomers som e times worry about the 
Gorn presen ce on Cestus Il l , the planet's inhabitants 
take their tall green neighbors in stride. Cestus Ill is the 
only place in the Federation where humans and Gorn 
can work and talk togethe r. (And play together: A Gorn 
named Kaph-ti' izz has earned a place as the starting 
second baseman on the Coronado Scouts.) Starfleet 
xenologists are unsure how representative Cestine Gorn 
are of the Gorn social and c ultural mainstream. Some 
theorists believe that Cestus Ill and the Insti tu te for 
Human-Gorn Relations serve as "sa fety va lves" where 
misfit Gorn can profi tably serve t heir species without 
disrupting its cu ltural va lues. Most Cestines fancy them
selves experts o n Gorn, and don 't bel ieve that humans 
and Gorn have anything to fear from one another. 

Besides baseball rivalries, the biggest conflict on 
Cestus Ill is the question of whether to apply for fu ll 
Federation membership. The promemb ership faction 
be lieves that it's time for Cestus Ill to take its p lace 
among the independent worlds and to " jo in galactic civ
ilization ." This faction is most p opu la r in Cestus Home, 
Kirkville, and Ricciolipoli, and d raws a lot o f support 
from young people i n the colony as wel l. 

The procolonial faction gen era lly feels that Cestus Ill 
has th e best of both worlds: The Federation keeps the 
peace and the local government leaves everybody 
a lo n e. They worry that a change in the status quo, wh ich 
has worked for Cestus Ill for a century, w il l d isrup t the 
b a lance of Cestine society. Most of Cestus Ill 's nonhu
man popu lation (i nclud ing t he Gorn) su pports the 
procolo ni a l faction, as do the rura l settl ers, Coron adans, 
and Pike Cityites. 

EXPORTS AND IMPORTS 

Cestus Ill has little to drive trade in e ither direction. 
Like most mature colony worlds, Cestus Ill is self-suffi 
cient in all but the rarest medic ines or luxu ries, and like 
most worlds o f any k ind, it produces very little that other 
star systems do not or cannot. Cestu s Ill is not a poor 
planet, of course, so a number of ships d o stop by, bring
ing just the kind of luxury goods a booming colony 
demands: A ndo r ian and Ennan ale are espec ially popu
lar w ith thirsty Cesti nes. 

The unique pl ant life in Cestus Ill's ocean remains 
primari ly a scientifi c curiosity. Even classi fying it has 
taken a century or so, and f iguring out what i t's good for 
may take more time yet. Crysta ll ine compounds from the 
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Cestine Belt or from the equatorial deserts remain th e 
only other potential materia l export from the Cestus sys
tem . Although fascinating to mineralogists, and of some 
use in ca libration and co llimation equipment, Cestine 
crystals still have no unique large-scale industrial uses. 

Cestus Ill , like many worlds fa r more advanced, 
imports and exports people. Tourists and scientists (and 
not a few would-be co lonists) come into the system, and 
baseball players, students, and would-be starship crew 
members leave it. Cestus Ill also trades in knowledge, 
a ltho ug h such trade is primaril y of the informa l type 
carried on across the Federation. Finally, Cestus Ill 
exports the spectacle of i ts baseball games. Humans, 
and other races fascinated by humans, find baseball a 
useful microcosm of human cul ture as well as a thrilling 
athletic contest. 

NOTED INHABITAN TS 

The only Cestine w hom the average offworlder 
could n ame without consulting a computer bank is 
Desri ck Ruw ori, the star pitche r for the Pike City 
Pioneers. Cestus Ill is also the current home of the 
Federation's g reatest expert in m yco logy (the study of 
fungi), Dr. Amanda Blekinsop. Although Dr. Blekinsop 
was born on Altair IV, she has g ive n Cestus Ill somewhat 
of a luster in xenobotanica l circles w ith her research es 
on the Magellanic Sea life. Dr. Blekinsop spends he r 
time e ithe r a t the Cestus Academy of Exploration (w here 
she heads the Department of Natural History and 
Exobiology) or the Dulika Conservation Center. She 
heads the task force there mapping the Magellanic Sea's 
ecolog ical links and nic hes using computerized under
sea probes and tracer plankton. 

CREATURES 

Cestus Ill had n o native land anima ls l arger than a 
horsefl y even b efore huma n co lonization brought 
numerous Terran species and c reated a ser ies of Earth
sim ilar biozon es across the continents. Terran cou ga rs 
and blac k panthers h ave been su ccessfull y seeded as 
the native large predators, and the dogs from the first 
co lony went feral after the Gorn attack, leaving a rela
tive ly hig h "coyote" population as well. Other Terran 
species from Afr ican savannah s and North A merican 
high pl ai ns and deserts dwell in the equiva lent areas of 
Cestus Ill. 

The Cestine ocean, on the o ther hand, ho lds a num
ber of very highly developed plant forms, including a 
number of ca rnivorous ones. The two most impress ive 
sp eci es to offworlders are the "Venus mantraps" and t he 

m ycoclad ia ls, o r "fungusharks." The 
Venus m antraps, named for the 

Te rra n Venus f lytrap, are large floating 
plants similar to water lilies. When an 
"airflower" (a h overing epiphyte sim
ila r to a giant methane-producing 

orchid) lands on the mantrap, it disturbs ha irlike cilia on 
the plant's surface. This triggers the sudden c losing of 
the mantrap's j aws and the secretion of digestive jui ces 
rendering the airflower into a nutrient mulch. To the 
consternation of zoo log ists and the excitement of 
botanists, a few subspecies of Venus mantraps h ave 
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d eveloped a taste for Cestus Ill's transplanted bird pop
ulation. A few mantraps grow to three or four m eters in 
diamete r; more than large enough to digest a human. 

NAME: VENUS MANTRAP 
TYPE: FILTER 
SiZE: UP TO 3-4 METERS IN DIAMETER AND 3.3 KG IN WEIGHT 
fORM: AQUATIC CARNIVOROUS PlANT WITH lARGE, FIAT, DISC-SHAPED LEAVES ON 
THE SURFACE, AND STEM/ROOT STRUCTURES DANGLING UP TO FOUR METERS BELOW 
THE LEAVES. THE LEAVES ARE FRINGED ALONG THE EDGES, AND HAVE A °CREASE" 
DOWN THE CENTER WHICH IS ACTUALLY THE HINGE WHICH ALLOWS THEM TO ClAMP 
SHUT ON PREY (THE FRINGES ACT AS CLASPS TO KEEP THE LEAF TOGETHER IF THE PREY 
STRUGGLES). 
ATTRIBUTES: COORDINATION 2, FITNESS 2, INSTINCT 1, PRESENCE 0 
BASE MOVEMENT: NONE; THE VENUS MANTRAP CAN ONLY DRIFT WITH THE CUR
RENT. 
RESISTANCE: 0 
SPECIAL ABILITIES/UNUSUAL SKILLS: NONE OTHER THAN ITS ABILITY TO CATCH 
PREY 
WEAPONS: TRAPPING LEAVES 3 
DIFFICULTY: 7 
DAMAGE: THE LEAVES THEMSELVES DO NO DAMAGE; AFTER THEY SHUT THE PlANT 
EXCRETES DIGESTIVE-TYPE JUICES WHICH KILL AND DISSOLVE THE PREY. THESE JUICES 
DO 1 POINT OF DAMAGE TO EXPOSED FLESH PER 1 0 MINUTES. 
DESCRIPTION AND ADDITIONAL Nom: SEE TEXT. 

The mycocladial "fungushark" is not a true fungus 
but shares enough similarities to fascinate mycolo
gists all across the Federation. The majority of the 
m ycoc lade is composed of a fleshy mass simila r to 
the meat of a mushroom; organic nutrients pass 

through a webbing of cap illaries w ith few 
or no main "blood vessels." O n the exte
rior, mycoclades have extraordin aril y 
light- a nd pressure-sensitive o rgan s. The 

core of the m ycocl ad e is the gu llet, sur
rounded by rigid, serra te d "teeth" simila r 

to hardwood bark. Anything entering the 
gullet tri ggers a n a uto n omic chewing-digestive 
response. M ycoc lades a re certainly less inte llige nt 
than Terran sharks, and p robably less so than Terran 
wasps (th ey have roughly equiva lent re lat i ve "brain" 
si zes, to the best sc ientifi c estimates). In the organic 
soup of the Cestine oceans, this is e noug h to m ake 
them the most- feared predators around-no t to men
tion a n object o f supreme c u r iosity to xenobio logists 
fo r the foreseeable future. 

NAME: FUNGUSHARK 
TYPE: FILTER 
SIZE: UP TO 1.5 METERS LONG AND 15 KG WEIGHT 
fORM: MYnOCIADIAL ORGANISM WITH A BODY ROUGHLY SHAPED LIKE A SHARK AND 
COMPOSED OF MAmR SIMilAR TO A TERRAN MUSHROOM 
ATTRIBUTES: CooRDINATION 1, FITNESs 1, INSTINCT 1, PRESENCE 1 
BASE MOVEMENT: NONE; THE FUNGUSHARK SIMPLY DRIFTS WITH THE CURRENT. 
RESISTANCE: 1 
SPECIAL ABILITIES/UNUSUAL SKILLS: NONE 
WEAPONS: NONE;-THE FUNGUSHARK'S "TEETH" ARE NOT HARD ENOUGH, AND THE 
PROCESSES POWERING ITS u CHEWJNG" ACTION ARE NOT STRONG ENOUGH, TO CAUSE 
ANY DAMAGE TO HUMANOIDS OR MOST MAMMALS. 
DIFFICULTY: N/A 
DAMAGE: N/A 
DESCRIPTION AND ADDITIONAL Nom: SEE TEXT. 



EP ISODE IDEAS 

The Corn: Rumors of a Cardassian -Gorn a lliance 
h ave reached Starfleet Inte lli genc e. The Crew must 
ch eck out the Cestus system for signs of strategi c 
threats on the borde r. A ny Gorn attack wi II b e 
pl anned over a long period, but launc hed suddenl y 
and overwhelmingly. Alternatively, the Crew m ay b e 
assigned to carry o ut wargames in the Cestus system 
to dissuade the Gorn from a ny such revanc hism , and 
face Cardassian (or Gorn) saboteurs. In e ithe r case, a 
potential meeting w ith , an d thus possible greater 
unde rstanding of, the Gorn milita ry is a dist inct-and 
d angerous-possibility. 

In Cor n Spac e: For decades, the Gorn h ave 
remained inside their own, self-defined te rrito ry, 
interacting w ith the Federation infrequentl y (that i s to 
say, not at all). Th e only contact the Federation has 
ha d is with the Gorn w ho live on Cestus Ill, and 
Federation xenologists remain unsure how representa
tive of the Gorn these settlers may be. Suddenly, the 
Gorn gove rnment requests a meeting w ith Federation 
representatives at the Institute · for Huma n -Gorn 
Relations. Gorn experts on Cestus Ill hope the ir n e ig h 
bors finally want to n egotia te a trade agreement or 
arrange for an exch a nge of ambassadors, but this 
seems unlike ly. W hy h ave the Gorn abruptly d ropped 
the ir aloofness? What danger has prompted them to 
seek the assi stance of the Federation? Starfleet sends 
the Crew to find o ut (and perhaps even to so lve the 
problem). 

Crystal Ru sh : Prospectors deep in the H enson 
d esert find a vei n of dilithium crysta ls and a c rysta l 
rush is o n! Offworlders f lood t h e Cestus syste m , 
inc luding Ferengi c la imjumpe rs, Orion smugg le rs, 
and even su spic ious ly di scipline d Cardassian "m ining 
parties." A simila r strike in the Cestine B e lt could 
ope n up even m o re tangl ed situations i f the B reen, for 
example, simply settl e Cestus I and d e fy the 
Federation to evi c t them. 

DENOCET V 
D enocet V prov ides a textbook example of the 

d a n gers of v i o lating the Prime Directive. Inte rference 
by stranded Fede ratio n c itize n s warped the n ative civ
ili zation , ine xorably altering the cu lture's 
development. V isito rs who discover the con tamina
tion must face a cur ious dilemma: Is it a violation of 
the Prime Direc tive to undo the damage caused by a 
previous violation ? 

SO LAR SYSTEM 

The Denocet system h as thirteen planets orbiting 
a Type F2 V (br ight yellow -w hite dwarf) star. The inne r 
four worlds a re a irl ess rocks (Class D ), a nd the o uter 
six a re a vari e ty of Class D , F, and J plane ts. Denocet 
V is a C l ass M world w ith no moons. Extremely care
ful scans of the third planet may reveal a century- o ld 
impact crater with som e unusu a l features. The crater 
appears to be the result of a crash by a sta rship. 

DCNO C CT V 

DEHOCET V 

PLANET NAME: DENOCET V 

(LASS: M 

SYSTEM DATA: OENOCET V HAS NO MOONS. 

GRAVITY: 1.05 G 

YEAR AND DAY: 443.5/30 

ATMOSPHERE: OXYGEN-NITROGEN WITH HIGH SULFUR CONTENT; SLIGHTLY GREATER 
THAN EARTH·NORMAL PRESSURE 

HYDROSPHERE! 80% OF 0ENOCET V IS COVERED WITH WATER. 

CLIMATE! 0ENOCET V POSSESSES THE TYPICAL RANGE OF CLIMATES FOUND ON (LASS 
M PlANETS, FROM TROPICAL REGIONS HEAR THE EQUATOR TO ARaJC POLES. 

SAPIENT SPECIES: DENOCm (155 MIWOH} 

TECH LEVEL: lEVEL THREE IN UUMAR; lEvEL fOUR IN lASnA 

GOVERNMENT: BALKANIZED; VARIOUS TRIBES AND KINGDOMS CONTROL SPECIFIC 
REGIONS OF THE PlANET. 

CULTURE: A FEUDAL-LEVEL CUIJURE 

AFFILIATION: IHDEPENDENT/NEifTRAL 

RESOURCES: COPIOUS NATURAL RESOURCES, RANGING FROM WOODS TO MINERALS 
TO FURS, TO AGRICULTURAL PRODUill. No PARTICUlAR RESOURCES OF NOTE FOR 
MOST SPACEFARING CULTURES, HOWEVER. 

PLACES OF NOTE: NABITUM, THE CAPITAL OF THE TEZIAN EMPIRE; NERIL, THE 
CAPITAL OF THE EXPANSIONIST PUSARIS KINGDOM; CITADEL OF PURITY, AN ENClAVE 
OF SAGES WITH SEEMINGLY MYSTICAL POWERS 

SHIP fACILITIES: NONE 

E N VIRO N MENT 

Denocet V has a diamete r of fo urteen thousand 
kilo m eters- slig htly larger th an Earth, with a surface 
gravity f ive percent greater th a n Earth-standard. I t 
h as a b reathable oxygen-nitrogen atmosphere, regis
tering a lmost exactl y the same mix of trace e lements 
a nd rare gasses as those found thro u g hout Earth 's 
atmosph ere. Oceans cover e ig h ty percent of the 
planet's su r face. 

The largest landmass is the n o rthe rn polar conti
n ent, w hich is covered by vast, u nbro ke n tundra, 
rugged m o untains, and g laciers. Only the coasts of 
the northern continent show signs o f habitation. The 
bulk of the p la net's inhab itants li ve in the t emperat e 
region, on two thickly forested continents each 
about the s i ze of Australia . The easte rn c ontinent, 
Ulima r, is home to the Tezi a n Empire. The western 
one, Last i a, i s d ominated by the Kingdom of Pusaris. 
A fou rth l andmass a t the south pole i s complete l y 
covered by ice. 
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LOCATIO N S 

The largest c ity on the planet is Nabitum, the capi
ta l of the a nc ient and decaying Tez ian Empire, w ith a 
population of nearly a half a million inhabitants. 
Nabitum's archi tecture reflects the Tezian Empire's 
g reatness, with impressive monuments and great 
palaces built by the empire's successive ru lers. 

Neril, capital of the kingdom of Pusaris, is next in 
size and continues to grow. A century ago, Neril was the 
sleepy capital of a barbaric principality. Today it is a 
bustling industrial center, dominated by the vast fortress 
of the King of Pusaris. Three hundred thousand people 
are jammed into Neril, and more arrive every month. 
The academies and taverns of Neril host a remarkable 
intellectu a l flowering. 

On the northern continent stands the legendary 
Citadel of Purity. Most people of the southern lands 
know the Citade l only as a folk tal e, but to the north
erners it is a very real place, an enclave of mystic sages 
w ith inc redible powers. A complex of caves and tunne ls 
carved into the side of a mountain comprises the 
Citadel. Surrounded by g lac iers, a small valley at the 
base of the mountain remains temperate thanks to ther
mal springs. No more than one hundred Sages of Purity 
live in the ci tadel , growing food in the va lley and trad
ing coasta l fishermen. 

HISTORY 

Recorded history on Denocet extends back about 
nine thousand years, to a time of tribal warfare. Over 
the generations, these tribes banded into sma ll princi
palities and warred over territory. While the continent 
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IX. Longer (Class J) 
X. Thoros (Class J) 
XI. Denocet XI (Class J) 
XII. Denocet XII (Class J) 
XIII. Denocet XIII (Class 

of Ulimar remained a patchwork of tiny city-states, 
Lastia divided into two large kingdoms-Tezian and 
Pusaris. For centuries, Denocet's history consisted of 
rebellions, civil wars, and shifting a lliances. All this 
would change with an unexpected event. 

In 2220, while passing near the Denocet system, 
the Federation merchant starship Manila Clipper suf
fered a catastrophic failure of the main control 
systems. Unab le to repair the problem, the crew 
abandoned ship in the life pods, and the Manila 
Clipper s lammed into the third planet. The pods land
ed on the northern continent of Denocet V with a total 
of twenty-four survivors. With no subspace transmitter 
powerful enough to contact the Federation, the crew 
of the Manila Clipper was stu ck on Denocet. 

With potentially decades before another ship 
reac hed the system, the survivors divided into three 
factions. Eight of the crew-including Captain 
Claudia Tsu and the Manila Clippe r's medical offi
cer-insisted on following the recently devised Prime 
Directive and advocated avoiding all contact with the 
Denoceti. Six of the crew had a more ambitious plan. 
Led by the ship's pilot, Tomas Vasquez, they proposed 
to u se their advanced weapons and scientific knowl
edge to carve out an empire of their own. One night 
Vasquez and his allies stole some supplies, includi ng 
the entire arsena l of phasers, and set sa il on a h and
made raft for Ulimar. Another group, led by Chief 
Engineer Mutsu, advocated covertl y g uiding the 
Denoceti toward a more advanced civilization, per
haps even to the point of sophisticated subspace 
communications or interplanetary travel. Mutsu and 
nine others took supplies and tools and left for Lastia. 
The remainder withdrew into the rugged mountains of 
the northern continent to await rescue. 



Vasquez and his followers contacted the tiny king
dom of Tezian. Using their phasers, they helped Tezian 
conquer its neighbors and control all of Ulimar. Over 
the years, the king of Tezian granted Vasquez more and 
more political power. When the nobility objected to 
Vasquez's demands, he and his followers took matters 
into their own hands, seizing the kingdom for them
selves. Tomas Vasquez proclaimed himse lf Overlord 
Vask the First, ruler of the Tezian Empire, and placed his 
crewmates in positions of authority. For six generations, 
their descendants have ruled the Tezian Empire, taking 
Denoceti mates and integrating themselves firmly in the 
loca l society. During Vask's reign, his armies conquered 
a third of the continent, but in later years Tezian's relent
less expansion slowed (as their phasers became 
drained). 

Chief Engineer Mutsu and nine others voyaged to 
the kingdom of Pusaris, and blended in w ith the 
Denoceti. Calling themselves the Brotherhood, a group 
of intellectuals and thinkers, Mutsu and his band slowly 
introduced new technology to the Pusari populace. They 
became thoroughly assimilated into native society, tak
ing Oenoceti spouses and adopting native customs. 
Their descendants continue the goal of improving civi
lization, having infiltrated schools and trade guilds. It is 
the Brotherhood that secretly drives Pusaris' inte llectual 
flowering, educating Oenocet's inhabitants in 23rd-cen
tury science. These descendants know of their 
other-worldly origins, and hope for the arrival of a star
ship som e day. Native D e noceti know them only as a 
brotherhood of intellectuals devoted to the pursuit of 
science. 

Captain Tsu and her small group established their 
own settlement far from the Oenoceti. They constructed 
what would become known as the Citadel of Purity, and 
patiently waited to be rescued. Successive generations 
were forced to trade with local natives to su rvive, offer
ing them m ed ica l treatment in exchange. Over the 
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D ENOCET V 

years, stories of m ystic healers in the remote mountains 
began to filter out of the northern continent. This 
enclave became known as the Sages of Purity. They 
managed to maintain their isolation, refusing to take 
Oenoceti spouses and keeping their medical knowledge 
to themselves. 

POPULATI ON 

The inhab itants of Denocet V are mammalian 
humanoids whose most notable feature is that they are 
almost completely devoid of hair. Denoceti physical 
attributes are in the human-Kiingon range, and their 
average intelligence is quite high. Human-Denoceti 
matings can produce offspring, although there is a high 
risk of miscarriage. Crew members using Universal 
Translators m ay not notice it, but the Denoceti language 
holds a big clue to the secret of the planet's history. 
Many Denoceti words for new inventions or scientific 
concepts are corruptions of human words. Guns and 
cannons are called "gans" and "kanans." The inv isible 
creatures wh ich cause disease are called "jerims," and 
the fundamental units of matter are "atams." 

GOVERNMENT 

Oenocet V has no unified planetary government. 
The two most important political entities are the Tezian 
Empire, which controls the Ulimar continent, and the 
Kingdom of Pusaris, which dominates Lastia. The 
Rep ubi ic of Alpatal is a small state on the Lastian coast, 
wedged between the two g reat powers, preserving its 
independence by playing its ne ighbors off against one 
another. 

The Tezi an Empire possesses roughl y Renaissance
level technology-cannon, crude firearms, sailing ships, 
and stee l weapons and armor. The Kingdom of Pusa ri s 
fares better technologically, with the Brotherhood 
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recentl y introducing electricity to the Denoceti. All 
D enoceti on Last ia possess an extre m e ly sophisticated 
knowl edge of th e sci e nces. Their astronomy is superb, 
even though te lescopes are still a ra rity. They know 
about the ge rm theory of disease and the importance of 
sanitation. They even know about subatomic particles 
and the periodic tabl e o f elements. 

Besides D enoceti technology, the three factions 
each have some old Starf leet devices that still w ork. The 
Overlord of Tezi an has six antique phaser pistols, long 
drained of t he ir power. Th e sci entists o f Pusari s have two 
old tricorders; using recently developed e lectric ity, they 
are attempting to con vert these into a primitive comput
er and preserve the tricorders' memory banks. The Sages 
of Purity mainta in a good supply of medical supp lies, 
tools, and tri corders. If a ny working communicators sur
vived to the present day, no one knows where they 
might b e found . 

MUSKET 

THIS PRIMITIVE BlACK-POWDER WEAPON FIRES BALIS OF LEAD BY USE OF AN EXPLO
SIVE CHEMICAL REAGION. THE USER LOADS GUNPOWDER IN THE FRONT OF THE 
BARREL, FOLLOWED BY l!tEPROJEGILE. BECAUSE OF THE PRIMITIVE NATURE OF THE 
COMBUSTION SOURCE, COUPtED WITH IMPERFECT'FORGING TECHNIQUES, THE ACCURA
CY OF A MUSKET IS LESS THAN RELIABLE. 

RANGE: 5/15/40/80 

SIZE: 1.25-2 M LONG 

MAss: 2.25-3.0 KG 

DAMAGE: 2D6 

P L ANE T S oF T H E UFP, V o LU M E I 

PRESENT CONFLICTS 

The major conflict on Denocet V, between the 
Tezian Empire and the Kingdom of Pusaris, remains at 
a stalemate. Neither side possesses a strategic advan
tage; both possess similar technology and maintain 
armies of roughly the same size. 

The discovery by Manila Clipper descendants of 
the presence of Starflee t officers in their midst w ould 
introduce a new conflict to Denocet V. How would 
they react to the news that they indeed came from 
other planets? The Tezian descendants have forgotten 
their roots, w hile the Sages of Purity expect some other
worldly being to reveal itself, and the Brotherhood 
focuses on the goal of advancing Denoceti technology. 
Alternatively, the Manila Clipper's desc endants might 
demand to leave the planet, to reclaim their birthright, 
thus further altering Denocet's development. 

NOTED INHABITANTS 

His Supremacy Vask IV is the absolute ruler of the 
Tez ian Empire. He is a ruthless and aggressive ruler, 
who longs to be the one who finally conquers Pusaris 
and fulfill his family's glorious destiny. He (like the 
other descendants of Vasquez's group) does not know 
his true history; they remain ignorant of their ties to 
the Federation, or of the origins of the ancient 
weapons that propelled the first Vask to power. After 
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si x generati ons, he is fully Denoceti. The arrival of 
Starfleet officers wou l d likely frighten and confuse 
him, though he wou ld certa inl y understand the power 
their technology represented. On his belt, Vask IV 
wears the "fazer," the traditional symbo l of leader
ship. 

One of the finest scientists in the K ingdom of 
Pusaris, Lodgemaster Modas knows the full story of 
the crash of the Manila Clipper, and carefu ll y plots 
Denoceti technolog ica l advancement. He hopes the 
e lectr icity project succeeds, and plans to introduce 
heavier-th an-air flight and fusion power in the next 
few years. Unlike some of his fellow Broth erhood 
members, he believes the Denoceti can still rapidly 
advance to the level of 21st-centu ry Earth. Modas 
does not expect the arriva l of Starfleet, and his reac
tion remains in question. Wou ld he seek to return to 
the Federation, or does he belong on Denocet V? 

Shirala i s the leader of the secretive Sages of 
Purity. She is not quite sane, a result of inbreeding 
over the past six generations. Sh ira l a believes all the 
teachings of her a n cestors fervently-that the Sages 
came to Denocet from a better world, and someday 
wil l return there. Meanwhile they must keep them
se lves pure and removed from the world and a ll its 
evils. Unfortunately, Shirala and her fellow Sages 
expect the emissa ry of the Star People to be a super
natural being of some sort, and are unlike ly to believe 
a mere morta l c laiming to be from the stars. 

0VTA LL I X B 

EP ISODE IDEAS 

Homecoming: The situation on Denocet presents 
a real test of the Prime Directive. That the crew of the 
Manila C lipper v iolated the Prime Directive, and 
interfered w ith the planet's natural development, i s 
clear. W ithout phasers, the Tezian Empire might never 
have become as powerful as it has. W ithout the sci
entific know-how from the 23rd century, Pusari s 
might not have acqu ired electricity. Millions depend 
on the advanced healing knowledge of the Sages. The 
question becomes, " Is it al l right to interfere with a 
p lanet's development in order to correct previous 
interference?" The Crew must wrestle with this ques
tion for themselves. 

The Crew learns of the i nhabitants of Denocet V 
through a routine survey of the system. The ship's 
computer lists this system as the last known posit ion 
of the Manila Clipper, a Federation f re ighter lost in 
space decades ago. Perhaps searching for survivors, or 
by picking up the Clipper's escape pods on Denocet's 
surface, when the Crew beams down they s lowly 
uncover the terrible truth. How do they limit the dam
age done by the c rew of the Manila Clipper? Should 
they? Naturally, the descendants of the stranded crew 
learn about th e ir 24th -century v isitors and reac t in 
their own way. 

The precise story details depend largely on where 
the Crew lands. In Ulimar, Overlord Vask IV doesn't 
believe the wild stories of travelers from space; he 
on ly wants more phasers. In Lastia, the Brotherhood is 
torn between return ing to the Federation and contin
uing their work among the Denoceti. At the Citadel of 
Purity, the Sages have a hard time believing the "Star 
People" they have awaited for generations are mere 
mortals. 

S.O.S .: W hile the Crew passes through the system 
in a shuttlecraft-on their way to a meeting at a near
by starbase- their c raft experiences mechanica l 
difficulty a n d must land on Denocet V. Once on the 
p lanet, the Crew faces the same d ilemma as the sur
vivors of t he Manila Clipper- find a way to contact 
their ship or prepare for a lengthy wait. Th ey attract 
the attention of the various factions of the Clipper's 
descendants. How wou ld Vask IV react to new and 
ful ly charged phasers? Wou ld the Sages of Purity 
believe the C rew? W h at wou ld the Brotherhood want? 

D YTALLIX 8 
The fifth and only hospitable planet of the M ira star 

system, Dytallix B is th e site of an abandoned 
Federation mine operated by the Dytallix Mining 
Corporatio n , a Tella ri te company with operations 
throughout Alpha Quadrant. 

SOLAR SYSTEM AND ENVIRONMENT 

Dytallix B (or, more properly, Mira V) is one of six 
p lanets o rbiting Mira, a red giant star (Type M3 Ill). 
One side of Dytallix B constant ly faces Mira, which 
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bathes that side of the world in intense h eat and light, 
raising the temperature in that region up to 1 80° C. 
Across th e pl anet's equator lies a land of constant 
darkness and freezing co ld, where the tempe ratures 
drop below -1 50° C. 

Between these two extremes I ies a temperate zon e 
capab le of susta ining human life, th o ug h n ot comfo rt
abl y. This temperate zon e represents roughl y 1 0% of 
th e planet's surface, and is devoid of any plant or ani
mal li fe of any kind. The warm and humid atmosph e re 
in thi s region resu lts in brief and sporadic rainfal l. As 
a resu lt of t h e planet's red sun and the unusua l com
position of its atmosph ere, the sky over the tempe rate 
zone of Dytallix B g lows deep red in color, spotted 
with puffy g ray and wh ite clou ds, similar to c umu
lo nimbus clouds found on Earth. 

The pla ne t boasts no indigenou s li fe of its own; 
only the perseverance (and perhaps greed) of the 
D yta lli x M ining Co rporation led t o li fe of any k ind 
ever settling on this planet. 

HISTORY 

Tho ug h l o ng since exh a u st ed and abandoned 
si nce 2320 , the mines of Dytallix B once served as a 
profitable and plentiful source of one of the ores 
wh ich composes duranium. Duranium is a n a lloy 
long u sed in th e construction of Federation starships. 

At the height o f its m ining o utput, D yta llix B 
boasted over 300 mines wh ich circled the planet 
a long the temperate zon e betw een the day and night 
sides of the p lanet. Each mine employed more th an 
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1 00 miners, and produced more than 2,000 tons of 
raw ore per day. 

The abando n ed mines of Dyta lli x B share many of 
the same basic design and fea tu res as those of other 
Te lla rite mines located elsew h ere in the Fed e ration. 
They each consist of severa l dozen mine shafts, a ll 
con n ected to a series of six centra l shafts, off w hich 
the rema ining mines bra nc h . The si x central shafts of 
each mine meet at a mine entrance o n the planet's 
surface. Most mines share a commo n sing le entrance 
f rom the surface, though a sma ll number make u se of 
multiple surface entrances. 

Each mine includes its own cargo and storage 
areas, as well as administrative a reas, barracks, and 
oth e r fac iliti es. Each a lso h as a small landing pad 
located just outside the mine entra n ce. These landing 
pads are too small for any but the sma llest ships, 
though they are large enough for Fe deration shuttl e
c raft to land and t ake off easily. A numbe r of the l a rger 
mines a l so once boasted processing equipment, as 
we ll as cargo transporters used to transport both raw 
and processed ore to cargo sh ips in orb it about the 
planet. 

When it abandon ed D yta llix B in 2320, the 
D y tallix Mining Corporation took most of the usefu l 
equipment, inc luding power generators, leaving on l y 
dataless computers, o ld life-support systems, and 
some m eta l w alkways and wa ll pan e ls in most of the 
mines. The mine shafts c ut into h a rd rock and ea rth, 
to get at the valuable duranium, t h o u gh the D y tallix 
miners insta lled prefabricated pane l s n ea r the su rface 
to hold back loose earth. 
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I. Berex (Class D) 
II. Kava (Class D) 
Ill. Era (Class F) 

IV. Thalix (Class K) 
V. Dytallix B (Class M) 
VI. Mira VI (Class J) 
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2364 A ND BEYOND 

In 2364, D y ta lli x B was th e site of a cl a n destine 
m eeting b etween fo ur Sta r f leet capta ins: Wa lke r Keel 
of t he U. S .S . Ho ratio (wh o ca lled t h e m eeting), Try la 
Scott of t h e U.S.S. Renegade, Rixx of the U.S.S. 
Thomas Paine, a n d Je a n - Luc Picard of th e U.S.S. 
Enterprise-D. T he p u rpose o f the m eeting was to d i s
cuss Keel's su spicion that so me unknown th rea t was 
m e n acin g o r infi ltra ting Sta rf leet and, t hus, t h e 
Fed eration itse l f. Un fortunate ly for Kee l, he a n d hi s 
ship were dest royed soon thereafter, because Capta in 
Scott h a d a l read y been su bverted b y th e a l ien intell i 
gen ce b eh i nd the p lo t h e h ad d etected. However, 
Capta in Picard a n d the Enterp rise were able to uncov
er and d estroy the conspiracy. 

After t h e consp iracy was e nded , Starfleet con
duc te d a thoroug h investi gati on of the inc ide nt, 
includ ing a n investigation of Dyta ll ix B, on the o ff 
ch a n ce that o n e o r m o re o f the a lie n creatu res w h ich 
h ad infiltrated Starfl eet h ad been secreted away o n t h e 
p la n et b y Captain Scott. N o thing was fo und, but 
Sta rfleet ordered that a p robe programmed to detect 
a n y n o n- Sta r f leet sh ips ente r i ng t he system b e p laced 
in o rbit around the p lane t . 

The ship assi g n ed to th is miss io n , t h e U.S.S . 
Khy b er, invest igated Dytalli x B and gathered the 
debri s of the U.S.S . Hora tio, w hic h was destroyed 
sho r t ly afte r the c land estin e m eeti ng a t which P icard 
met w i th Keel a n d th e oth e rs. As the Khyber began th e 
procedure of gathe ring the d ebris of the H oratio, it 
e n countered a Ferengi cargo ship. T houg h the Fe re n g i 
cl a imed t h ey were simp l y passi ng thro u g h the reg io n, 
the crew o f the Khyb er d iscovered that they were i n 
fact assessi ng th e debr is for a n y p o te n t i a l p rofi table 
sa lvage. Upo n t h e Khyb er's dep arture, the Fereng i, 
h oping to find someth ing o f profi t o n th e su rface, 
secretl y reprogrammed the p robe to ig n o re t he ir 
ship's t ran spon der si g n a l. They found li ttl e of value, 
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DYTALLIX B 

PLANET NAME: DYTAlliX B (MIRA V) 

CLASS: M 

SYSTEM DATA: DYTAlliX 8 HAS NO MOONS. 

GRAVITY: 1.3 G. THE METAlS WITHIN THE PlANETARY CORE OF DYTAUIX 8 GIVE 

IT A GRAVITY SliGHTLY HIGHER THAN THAT OF EARTH. 

YEAR AND DAY: 370/INFINIT£ (DYTALLIX 8 IS A uTI DE LOCKED" PlANET) 

ATMOSPHERE: OXYGEN-NITROGEN, WITH HIGH TRACE AMOUNTS OF METHANE AND 

AMMONIA IN UPPER ATMOSPHERl THE ATMOSPHERE OF DYTAlliX 8 IS SliGHTLY 

DENSER THAN THAT OF EARTH. SliGHTLY HIGHER THAN EARTH-NORMAL PRESSURE. 

HYDROSPHERE: No SURFACE WATER. TRACE AMOUNTS OF RAINFALL OCCUR IN THE 

PlANET'S TEMPERATE ZONE, BUT ANY WATER WHICH ACCUMUlATES USUALLY EVAPO

RATES WITHIN A FEW HOURS. 

CLIMATE: HOT AND HUMID, WITH TRACE AMOUNTS OF RAINFALL (TEMPERATE ZONE 

ONLY) 

SAPIENT SPECIES: NONE 

TECH LEVEL: NONE 

GOVERNMENT: NONE 

CULTURE: NONE 

AFFILIATION: NONE (WITHIN fEDERATION TERRITORY) 

RESOURCES: NONE REMAINING 

PLACES OF Nom: NONE 

SHIP fACILITIES: NONE 

7 7 



but realized the remote nature of the Mira system 
might make an ideal place for trade and temporary 
storage of illicit goods. 

Though it re mains l argely abandoned and ignored 
by the Federation an d by Starfleet, Dytallix B serves 
the Feren gi's purpose quite well. Si n ce first establish
ing their b ase there, the Ferengi have restored power 
to the facility, and now m ake use of the abandoned 
computer equipment. 

The Ferengi also u se the mines and storage facili
ties of Dytallix B for numerous smuggling and 
counterfeiting operations, and as the site of transac
tions between themselves and a number of nefarious 
customers, including the Orion Syndicate, certain 
criminal elements in the Klingon Empire, and the 
Romulan Star Empire. In a sense, the world has 
b ecome a kind of underg round, backwater bazaar for 
the less savory elements of the sector. 

POPULATION 

Dytallix B i s a dead, abandoned world . 

EPISODE IDEAS 

Bl ack M arke t: The Crew's sh ip intercepts a repeat
ed alert signa l from an app arent malfunc tion of the 
o rbiting probe around Dytallix B. A s their ship arrives 

U F P, V O L UM E I 

at Dytallix B, the characters discover it to be not as 
lifeless and abandoned as their computer records sug
gest it should be. Sensors detect anomalous energy 
readings along the orbit of the probe. 

Unknown to the Crew, their ship has arrived just 
after a Romulan scout ship. The scout remains 
cloaked in orbit, awaiting pick- up of stolen Federation 
supplies from the Ferengi. Can the characters discov
er what's really going on and stop the Ferengi? 

Undergr ound Economy: The Crew is assigned to 
track down the source of counterfeit merchandise 
uncovered by Starfleet Intelligence. The Crew's ship 
follows a trail of smugglers and criminals across the 
sector. Eventually the trail l eads to a Ferengi merchant 
involved in the operations on Dytallix B. Can the 
characters discover the extent of the Ferengi 's opera
tions and put an end to it? 

Diggin g for Latinum: A Ferengi patrol discovers a 
series of elaborate cave dwellings several hundred 
miles north of their base. Recog nizing the potential 
profit inherent in such a discovery, they immediately 
contact several "collectors" of rare antiquities, includ
ing members of the Orion Syndicate. Interested 
bidders are invited to a very special-and extra
legal- auction. A Starfleet Intelligence agent 
observing the Orions gets wind of the set-up, and 
Starfleet Command dispatches the Crew to investigate. 
Why the sudden interest in Dytallix B? The Crew is 
ordered to report on any unusual activity in the area. 



EARTH 
Earth, the cradle o f m ankind, remains the heart of 

the Federation. H e re, the human race enjoys a n ew 
go lden age w hile propelling civilization and sc ience 
throughout the ga laxy. 

SOLAR SYSTEM 

Earth's solar system remains the mode l a nd dream 
for huma n s throughout the Federat io n. 
Schoolchildren fro m Rigel to Deneb still d raw pic
tures of Saturn's rin gs in kindergarten; astronomers 
and planetologists sti ll study data from 300-year-old 
probes of Earth's sun and g iant plane ts; military tacti
cian s throughout the Federatio n refight the resi stan ce 
of the 2367 Borg invasion by the Mars Defense 
Perimeter. No system in the Fede ration is better 
known, better charted, or more stereotyped. 

Humans dwell on (or a round) a ll ten planets and 
on artificial sta tions from the Khepera Chromospheric 
Solar Observatory inside Sol's corona to the resea rch 
stati ons embedded in comets a light year distant. 
Mercury holds two solar observatories and a high
temp eratu re metallurgical laboratory. Venus is an 
ongoing project in terraforming; Federation experts 
project th at within a century it w ill be as clement as 
Mars, itself now a prosperous colony world with a 
population of over 280 million afte r 250 years of set
tl e m ent. Starfleet's Utopia Planitia shipyard is th e 

la rgest construction facility in orbit a ro und Mars; it 
has a repu tation across the Federation for innovatio n 
and quality i n ship c onstruction . 

Earth's moon, Luna, ho lds a population of 50 mil
lio n, most ly in domed ci ties like Tycho, Armstrong, 
and Lunagrad. Similar c 1t1es (Christopher a nd 
Huygenstadt and their suburbs) on Titan hold about 2 
m illion people, most ly civilian support for the Sta rfl eet 
Academy Flight Range, astronomers, and organic 
c hemists associated w ith Sta rfl eet's Methane 
Biochemistries Project. The moons of Jup i ter, on the 
other h a nd, are almost entirely staffed by 
researc h e rs-either personne l at Jup iter Station, the 
c rews of the xenobiologica l airsh ips in Jupiter 's atmo
sp he re, the xenologists m anning the Europa Ecologica l 
Mapping Program, or any of hundreds of sc ienti sts 
study ing the best-known gas giant in the ga laxy. 

Uranus and Neptune each hold the atten t ion of 
spec ia lists in o rbital stations or moonbases-the 
Michelson Gravimetric A rray o rbits Uranus, w hile the 
Federation m a inta ins a number of h ighly secret sub
space projector research programs o n Neptune's 
m oon Triton. Planetological geologi sts wor k o n co re 
ho les a nd similar projects on Pluto and Proserpine, 
the icy rockballs at the edge of Earth's system. 

ENVIRONMENT 

So many of humanity's worlds are terraformed to 
narrow ranges of h uman tolerance and convenie n ce 
that people often forget w hat k inds of ecologies and 
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env i ron men ts a t r uly diverse p lanet can evolve. Earth 
h o lds b iozon es as variegat ed as t h e Antarct ic h igh 
deser t, th e " i s land ecologies" of Mel a n es ia, and the 
lush forests of t he N orth American southeast . From 
t h e insides of the Paci f i c vo lcanoes to the b o tto m o f 
the A tlantic a b yssa l p lains, Earth t eems w i t h li fe. 

Much of th at li fe i s h u m a n , a n d a ltho ug h l a rge 
p o rti ons o f Earth remain off- l imits to f urther develop
ment as con servation zones o r "wilderness parks," 
mill ion s of yea rs o f human evolution and mille n n ia 
of h u man techno logica l progress (and warfare) sti ll 
leave marks. Fro m the vani sh ed g rassl ands of the 
Sa h ara and Fertile C rescent, to t he hydraulic deserts 
of Cen t ra l Asia, to t he po isoned ridges of Siber ia's 
20th-century c h emica l dumps a n d the sca rs and 
craters f rom World War Ill , Earth is a p l a n et cowed by 
man . 

Of course, Cen taura n techniq u es a nd t he con
cer ted effor ts of a n ewly con cerned huma n race h ave 
gon e a long way to restore Earth's v irgina l g lory, a n d 
human and Cen taura n technical p rogress h ave been 
essentia l in this effort. Adm i ra l Ki rk's l egen dary t ime
travel exped it ion of 2268 w hic h led th e way to 
reseed ing t h e Ea rth 's ocean s w it h w h ales i s o nl y th e 
most dramati c example. Cen tau ra n weath er-contro l 
p robes a n d ocean ic fer ti lizat ion p rogra m s repaired 
muc h of th e dam age su stained in the "nu c lear win
ter" of the 2 0 5 0 's a nd 2 060's . T h e gen eti c 
reco n st r u c t ion s w hich restored the passenger p igeon, 
g reat a u k, Be nga l t iger, and wh ite rhinoceros (a n d 
t h o u sands o f o the r species) to Earth 's forests a n d 
savann a h s a lso demonstrate t h at w ithout technology 
Earth's enviro nme nt would be i n estimably poore r 
today. 
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I. Mercury (Class F) 
II. Venus (Class K) 
Ill. Earth (Class M) 
IV. Mars (Class M) 
V. jupiter (Class J) 

SOL SYSTEM 

SYSTJM NAME: Sot 

VI. Saturn (Class J) 
VII. Uranus (Class J) 
VIII. Neptune (Class J) 
IX. Pluto (Class G) 
X. Prosperine (Class G) 

AFFILIATION: (ORE SYSTEM OF THE FEDERATION 

SYSTEM TYPE: SINGLE TYPE G2 V (BRIGHT YELLOW DWARF) STAR 

INHABITED PLANETS: AU TEN PLANETS HAVE SOME PERMANENT SETTLEMENTS, 
AUHOUGH ONLY EARTH (SOL Ill) ((LASS Mt MARS (Sot IV) ((LASS H BEFORE 
TERRAFORMING; NOW (LASS M), LUNA (Sot lilA) (CLASS F), AND TITAN (SOL VIc) 
((LASS G) HAVE SIGNIFICANT POPULATIONS. TERRAFORMING EFFORTS CONTINUE ON 
VENUS (Sot II) ((LASS K). 

OTHER PLANETS: MERCURY (SoLI) ((LASS FJ; JUPITER, SATURN, URANUS, AND 
NEPTUNE (SOL V-VIJI) (All (LASS J); PlUTO AND PROSERPINE (Sol IX AND X) 
(BOTH (LASS G) 

OTHER STELLAR 0BJEOS: SOL SYSTEM HAS A RELATIVELY RICH AND THICK 
COMETARY 00RT ClOUD WHICH EXTENDS ALMOST A UGHT YEAR OUT FROM THE SUN. 
A MEDIUM-SIZED ASTEROID BEU LIES BETWEEN Sot IV AND SOL V. 

ARTIFICIAL 0BJEas: EARTH STATION MCKINLEY AND FOUR OTHER SHIPYARDS 
AND SPACEDOCKS ORBIT EARTH. THE UTOPIA PLANITIA FLEET YARDS ORBIT AND ARE 
ON MARS. OhlER SIGNIFICANT SITES IN THE SYSTEM INCLUDE THE VASTlY UPGRADED 
ROBOTIC MARS DEFENSE PERIMETER (PAST MARTIAN. ORBIT), AND JUPITER OUJPOST 
92 AND THE JUPITER STATION AROUND SOL V. THERE ARE ALSO THOUSANDS OF 
PROBES, MONITORING STATIONS, OBSERVATORIES, AND THE UKE FROM INTRA
MERCURIAN SPACE TO THE COMETARY 00RT ClOUD HAlF A liGHT YEAR OUT FROM SOL 
SOL SYSTEM MAY HAVE ONE OF THE HIGHEsT CONCENTRATIONS OF ARTIFICIAl OBJECTS 
KNOWN TO THE FEDERATION, SOME'DATING BACK TO THE 20TH CENTURY. 

SIS: THE HEART OF THE FEDERATION; THE HOME OF HUMANITY 



LOCATIONS 

Every human in the Federation has some place on 
Earth with specia l meaning to him, w hether it's an old 
fami ly ranch in the Kenyan highlands, the legendary 
corner of Hollywood an d V ine in Los A n gel es (perfectly 
reconstructed a her the War from 20th -century v ideotape 
stock), o r the summer camp in Papua w here h e learned 
to sai l an outrigger for the f irst time. Literally trillions of 
man-years of history- personal, familial, n atio n a l, g lob
al, a nd un i versal-occurred (an d still occur) on Earth; 
almost every square meter of the p lanet's surface h o lds 
sign ificance for one of the galaxy's billions of human 
inhabitants. 

With that sa id, however, some places draw more 
attention than others. Some tourists com e to gaze at 
g reat engineeri ng feats such as t he Py ramids of Egypt, 
the G reat Wall of Ch ina, the Brooklyn Bridge, or the 
Soong/Xingdao Mile-high Tower-all built without mod
ern equipment of any kind. Some follow the g reat idea ls 
Earth nurtured, ideals wh ich helped c reate the 
Federati o n as we know it. Th ese t ravelers v isit sites suc h 
as Mt. O livet, Runnymede, Independence H a ll in 
Philadelphia, the Popper Museum in Old Vienna, or the 
Martian Free-dome in Bu rrough s C i ty. Starfleet officers 
tend to visit Baikonur Reconstructed Cosmodrome, 
Tranquility Park on th e Moon, or the Cochra n e 
Monument in Montana. 

Native Earthlings mostly live in their h o m e cities or 
region s, traveling to v isit re latives on ho lidays o r for 
vacatio n-deal ing with so many off-p la n et tourists 
makes Earthlings notably b lase about the ir own planet's 
sights. There are more than a few peop le liv ing in St. 
Louis, for examp le, w ho have never bothered to take the 
twenty-minute trip to see the new Statue of Liberty in 
New York harbor (the fourth most popular single tourist 
destination on Earth c urrently) . As with any p lanet of 
humans (especial ly o n e of ten billion humans), there are 
exceptions: Some humans do nothing but travel from 

-

historical point to famous site to trendy restaurant. O ne 
tour company specializes in "chronological" tours
thei r most e laborate to ur is a two-decade-lo ng trip 
w hi ch shows tourists all the m aj or sites in Earth history, 
from the Olduvai Gorge to the Martian co lonies, with 
two to five stops a day. 

Of course, as t he capita l world of the Federation, 
Earth draws millions of v isi to rs o n offic ial busi ness. 
Offworlders are most li ke l y to be found i n San 
Francisco, home to Starfleet H eadquarters and the 
Federation Counci l, o r in Paris, w h e re the Federation 
President and executive branch offices nestle in recon
structed g lory. Many interste llar universities o ffer "a year 
on Earth," and even the e lite Tellarite Engineering 
Uppersch oo l g ladl y accepts academic credits from uni
versiti eS like Edinburgh, Ch icago, Duke, or 
Phnom- Penh. But cosm o po litan Earthlings are used to 
a ny thing from Breen expatri ate poets sett ling in 
Greenland to Ferengi entrepreneurs sell ing other off
worlders fraudule nt, but exclusive, rights to the Hoover 
Dam. Centauran holoprogrammers lost in wonder 
ben eath the Sistine Chapel cei ling, A ndorian duelists 
making p ilg rimages to Weehawken, Betazoid women 
"of a certain age" enjoy ing the good life in Texas, and 
Vu lcan log ic ian s debatin g at Cambridge raise no eye
brow s. 

H ISTORY 

Humanity evo lved on Earth over millions of yea rs, 
wandering nearl y the entire surface of the planet in that 
time (by 3 0 ,000 B.C., nothing larger than New Zealand 
and Madagascar was left for humans to discover on their 
own planet). For most of that period (assuming they sur
vived to adu lthood) humans worked perhaps five or ten 
hou rs a week to feed and clothe themselves. It took 
nearl y 14,000 years of invention an d progress after the 
birth of agri cu lture to get back to that degree of comfort, 
prosperi ty, and le isure, a nd two world wars an d two 
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a lien contacts to make i t stick and spread it to a ll the 
Earth 's inhabitants. 

From the beginning of human li fe o n the p lanet, 
human idea ls were forged and defended in conflict. 
The seeds of the Federation sp ring from the wars of 
the fifth century B.C., w h e n the begi nnings of free 
soc ieties in Ath ens b attled the b irth of the mul tina
tional federat ion i n Persia. T h e Roman Republ i c 
a ttempted to unite th ese twin themes of human histo
ry, but fe ll to domesti c despotism and barbarian 
invasion. For th e next millennium, th e huma n destiny 
lay in pieces. Th e Catho lic Church defended the sanc
tity of human life and equa lity of a ll men and nations 
before God, but den ied free thought and inquiry. The 
c ity-states of the sou thern Medi terranean let free 
thought and crude democracy flower, but exp lo i ted 
oth e r nation s in c rue l Crusades and th e rebirt h of s lav
ery. 

Over the next five centuri es, humanity continu e d 
this schizophre ni c g rowth : As art, scie n ce, and free
dom expanded, s lavery, tyran ny, and warfare 
expanded a lo ngs ide them-som etimes in the same 
country. Engl and gave birth to the rights of m a n w hil e 
d enying the humanity of its colon ia l subjects; the 
Uni ted States declared th at a ll men are created equ a l 
and ki lled ha l f a million of its own citi zens in a fo ur
yea r war to m ake it so. Th e twe ntieth centu ry saw 
both the freest democracies and the blackest despo
t i sms in human history strugg le in a ripple of 
cataclysms w h ich spread into the 21st century; they 
eventua ll y decimated th e human race and nearly 
destroyed t h e planet. But t h e human dream of free
dom, equality, and b roth erh ood d id n ot die. Zefram 

P LANETS OF T H E U F P, VO L U ME I 

: 

Cochrane's inspirational f light from an America in 
shambles re lit the torc h of libe rty and progress in 
humanity's h eart. Cochrane found n ew hopes in new 
a lli es from other planets. The V ulcans recognized 
much of th e ir own tragi c past in humanity, just as 
Centa ura n s saw a brother race with their own 
indomitabl e sp i r it to succeed. V ulcan w isdom and 
Centauran compassion h e lped Earth to confirm w h a t 
it had a lready learne d: that peace, freedom, and 
progress are the common birthright of every human, 
and that this brotherhood uni tes us more than a ny 
race, creed, or f l ag can divide u s. 

POP U LATION 

Earth is the home of humanity, and more specifi
ca lly the home of ten billion huma ns. Describing 
them a ll in a sentence would be a stereotype, and 
even the stereotype depends on whose description 
you use. Huma n s see themselves as b rave, confident 
adventurers l ead ing the Federation into th e fu tu re. 
Vulcans and some Betazoids see humans as emotion
a l, exc itabl e c hildre n w ith great promise and g reat 
potential for mischief. Tel larites see humans as a great 
h e rd, pig h eaded ly placid o r maniacall y intense by 
turns. Centaurans see Earth as a planet of misfits and 
lovab le oddballs; they joke that the a n cient Sky Sp irits 
u sed Earth as A lpha Centauri 's jail and asylum for mil
lennia. Andorians see humans as worthy brothers and 
useful a llies in th e attempt to k eep th e Federati o n 
from disso lv ing into well-meaning chaos; they a re 
quick to agree t h at "a ll an Ea rth e r needs i s a pair of 
a nte nnae to be as blue as anyone." Bolians like every-



body, but often worry that humans are too intent on 
new ideas really to concentrate on anything worth 
doing for lo ng. O n a planet of ten billion individua ls, 
every sing l e one of these ste reoty p es i s correct, and 
none of them i s. 

The average Earth huma n stands just under two 
meters tall (a little less for fem a les), m a rri es for life, 
pretends he can te ll rep) icated food from h ome
grown, plays games w ith his f riends, respects t h e 
Fede ration, j okes about Earth's government, works at 
what h e loves in his main time, works just as hard o n 
something e l se (a rt, sport or science) in his sp a re time, 
w ishes he kept up with the scientific journa l s, 
be li eves in a god or gods, is willing to forgive t h e 
Klingons and unwilling to trust the Cardassians, wants 
to see the colonies some day, knows about crime from 
holoprograms about Ori o n and about poverty from 
histo ry c lass, and thinks that anoth e r ten or twe lve 
sta rships ought to solve a n ything Starfleet runs across. 

Although the m a in cu lture on Earth i s a kind of 
tec hnocratic, broadminded, ambitious o ne vaguely 
similar to that of the best of 20th-century North 
America, there a re e lements of the adventurousn ess 
and optimism of Elizabethan England, the reveren ce 
for learning and c ulture of 11th-century China, and 
the mutual suppo rt and communali sm of t he precon
tact Salish India ns. Ea rth 's c ulture in the 24th century 
is truly multic ul tu ra l: Students read the Odyssey, the 
Sundia ta, and t h e Ra m ayana in school, for example. 
Howeve r, the total global distribution of wealth and 
leisure (made possible b y the replicator and by anti
matte r e n e rgy conversion) has changed huma n 
cu ltures to a degree unimaginable before the 2 1 st 
century. Many traditionalists, from a ll continents and 
all strands of human thought, emigrated to found 
colonies where the "old ways" could remain. A 
United Earth e n couraged this diaspora: It seeded the 
quadrant w ith humanity, preserved cu ltures wh ic h 
progress would o therw ise destroy, and removed those 
p eopl e unab le to adjust to the novel stresses of p e ace, 
freedom, and wea lth. The result on Ea rth is a tapestry 
combining o nl y the best and most prog ress ive of 
human historical e lements into one truly g loba l 
milie u . 

GOVERNMENT 

Earth's government, the United Earth Republi c, 
was born from a union of t he United States of America 
and the European H egemon y in 2113. The resu lting 
structure combines European parliamentary democra
cy and socia l welfare w ith North American federalism 
and individual rights. Although the "national" govern 
m ents still exi st (with t h eoretical powe rs simila r to the 
sta te governments of the 20th-century United States 
o r German Federal Republic), they a re almost com
pletely unimportant to the average Earthling-th ey 
exist mainly to e lect representati ves to th e United 
Earth Senate (a n advisory body with limited veto pow
e rs). Most actual governing takes place at the loca l 
level (ro ug hl y th e "county" level in North A m erica or 
Eng land)-these bodies decide w he re roa d s w ill go, 
local a rchitectura l o r zon ing questions, and similar 
matte rs. 

EARTH 

PLANET NAME: EARTH (TERRA, SOL Ill) 
(LASS: M 
SYSTEM DATA: EARlH HAS ONE LARGE MOON, lUNA. 

GRAVITY: 1.0 G 
YEAR AND DAY: 365.25/24 
ATMOSPHERE: OXYGEN-NITROGEN, WITH TRACE ARGON, CARBON DIOXIDE AND 
WATER VAPOR; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 78% OF EARTH'S SURFACE IS COVERED WITH WATER, INCLUDING 
THREE LARGE OCEANS. 

CLIMATE: RELATIVELY MOIST AND WARM (ALJHOUGH EACH OF THE SEVEN CONTINENTS 
HAS A SIGNIFICANT DESERT AREA); NONTRIVIAL SEASONAL VARIATION IN MOST LATI· 
TUDES 

SAPIENT SPECIES: HUMAN (ABOUT 10 BILLION); OTHER SPECIES, MOSTLY TRAV
ELERS OR FEDERATION PERSONNEL (ABOUT 20 MILLION) 

TECH LEVEL: lEvEL SIX (EARTH HAS lHE HIGHEST TECHNOLOGY OF ANY MAJOR SYS· 
TEM IN lHE FEDERATION) 

GOVERNMENT: REPRESENTATIVE DEMOCRACY 

CULTURE: OmMISTIC CULTURE STRONGLY FOCUSED ON LEARNING, EXPLORATION, 
AND SCIENCE. WITH THIS OfflMISM COMES A NEW REVERENCE FOR NOBLE TRADmONS 
AND HIGH ARTS OF THE EARTH'S MANY PAST CULTURES. 

AFFILIATION: (ORE WORLD OF lHE FEDERATION 

RESOURCES: EARTH'S MAIN RESOURCES ARE HER BilliONS OF TALENTED, HARD· 
WORKING, SCIENTIFICALLY EDUCATED PEOPLE. HUMAN ENGINEERS AND SCIENTISTS ARE 
IN DEMAND THROUGHOUT lHE FEDERATION. EARlH'S PLANTS AND ANIMALS ARE ALSO 
PRIZED FOR USE IN TERRAFORMING AND PLANTING HUMAN COLONIES ELSEWHERE IN 
lHE GALAXY. 

PLACES OF NoTE: As HUMANITY'S HOME PLANET, EARTH HOLDS LITERALLY MIL· 
LIONS OF HISTORICAL AND CULTURAL LANDMARKS OF GREAT INTEREST TO BIWONS OF 
BEING~ FROM THE PYRAMIDS OF EGYPT TO lHE COCHRANE MONUMENT IN MONTANA. 
THE tEDERATION (DUNCIL AND STARFLEET HEADQUARTERS COMPLEX IN SAN 
FRANCISCO, AND THE FEDERATION PRESIDENCY IN PARIS, DRAW MORE PRESENT-MIND· 
ED TRAVELERS AS WELL 

SHIP fACILITIES: STARFLEET'S MAIN SPACEDOCK ORBITS EARTH, AND lHERE ARE 
FOUR OTHER CIVILIAN SPACEDOCK FACILITIES BETWEEN EARTH AND LUNA 

W ithout poverty or crime, there is very litt le e lse 
for the governments to do on Earth, a nd the average 
Earthling can go his entire l ife w i thout ever seeing a 
government employee. A common joke o n Ea rth is 
that the world government "control s everything and 
does nothing, o r maybe v i ce versa." Citizen s of Earth 
vote for delegates to t h e Earth Parliament, wh ich 
includes representatives from di rect colon ies of Ea rth 
su c h as Mars, Ti tan, and Luna. Parliament primarily 
exists to coordinate Earth policy w ith Federation poli
cy (and v ice versa). 

The government theoretica l ly coordinates the var
ious g loba l n etworks of t ra nsporters, rep I icators, and 
a n timatter power plants spread across the g lobe, but 
when a good-sized community college can construct 
such things itse lf, any government ro le p r imaril y 
devolves to promoting safety g u idel ines on the com
puter network. 

An timatter a nd replicators mean that any Earth c it
i zen can, essen t ial ly, have anything he wants for 
o rdina ry li fe-any book, a ny food (or a replicated ver
s io n thereof), any clothing (or lack thereof), and so 
forth. W ith a replicator, h ousing (or anything e lse) is 
lite ra ll y dirt cheap-loca l governments simp ly try to 
keep d we llings reasonably con sistent in style and size 
to prevent ug ly sprawl o r overcrowd ing. 

EAR T H 

133 



84 

STRATEGIC I MPORTANCE 

There is no more strategically important system in 
the Federation. While the human race wou ld surv ive 
the destruction of Earth, the Federation very well 
might not. Earth serves the Federation as a symbolic 
world: a world representing the worst of each species' 
past and the best of each race's future combined into 
one. 

Although not all the members of the Federation 
would say so in as many words, Earth is truly the 
Federation's heart, pumping millions of ambitious, 
inte lligent, dedicated people into the galaxy every 
year via Starfleet, colonial vesse ls, trading ships, and 
scientific exped itions. Without the example of Earth 
always before them, the Federation might very well 
lose sight of its dream of universal peace, prosperity, 
and freedom. 

To this end, the Earth is defended like few other 
syste ms. Starfleet Headquarters, of course, operates 
out of San Francisco, as does Starfleet Academy. Earth 
Station McKinley and the Utopia Planitia Fleet Yards 
often host starships in for refit or upgrades. Allied 
wor lds keep the best and brightest of their own ships 
in Earth space as tokens of their respect and friendship 
for the Federation. 

In addition to the ships and crew of Starfleet and 
of the allied worlds, a network of drones and monitor 
probes, the Mars Defense Perimeter, defends Earth 
and Mars from spaceborne attack. Begun in 2286, 
during the final stages of the Federation's contest with 
the Klingons, it was badl y breached during the Borg 
incurs ion of 2367. Since then, repairs and upgrades 
have had first priority for Starfleet's d efense p lanners. 
Litera ll y thousands of simulations and wargames 
drawn from every Fed e ration-Borg encounter of the 
l ast d ecad e have gone into redesigning and rebuilding 
the Perimeter and keeping it secure. W hether this 
effort wi ll be any more effective tha n the previou s one 
remains unknown. 

UF P, VO L UM E I 

PRESENT CONFLICT 

Earth itself is relatively conflict-free, although as 
the center of the Federation it boils w ith intrigue and 
politics. Certainly any planet of ten billion, even one 
as advanced and comfortable as Earth, wi ll have its 
malcontents and its extremists, but most of them 
either direct their attention entirely to the Federation 
or emigrate to the colonies, or both. The inertia of ten 
billion people tired of war and agreed on peace is 
very difficult to overcome, and since the average citi
zen knows full well that nobody anywhere in the 
galaxy lives any better, it's even more difficult to agi
tate for changes to the status quo. 

This leaves the Federation itself as the arena for 
political discussion and dispute. There are not politi
cal parties as such , or even permanently a llied 
factions, wi thin the Federation. Earth's government 
speaks the loudest, but it rarely speaks w ith a com 
mon voice-some e lements of the Parliament wish to 
see colonization ended while others demand Starfleet 
do nothing e l se but terraform new worlds for human
ity. Earth's voice is further diluted by the votes of the 
other human systems in the Federation such as Rigel; 
although most human worlds look to Earth for guid
ance, they b y no means follow Earth's l eadership 
exclusively. 

Thus, the Federation's political hothouse remains 
re lativel y open and balanced: Politics can never get 
too acrimonious because the Vulcan w ho opposes 
you on war with the Cardass ians today may provide 
vita l support on increased budgets for wa rp-drive 
research tomorrow. 

EXPORT S AND IMPORT S 

Earth 's main exports are living ones. The educa
tion, training, and initiative of Earth's people makes 
them welcome in laboratori es, colonial offices, facto
ries, and universities across the galaxy. These 



colonists a nd expatriates then import anima ls and 
plants from Earth's vibrant ecologies to populate 
newly terraforme d worlds under distant suns. Earth's 
vast production of know ledge and c ultura l good s from 
scientific papers to holodramas also earns it g reat 
credit in the postmonetary Federation econom y. 

Ear th 's system h as very little dilithium, wh ich i t 
imports in g reat qua ntity from other worlds. Even this 
trad e (and the trade in othe r rare minera ls not found 
in the so lar system) is dwarfed, however, b y the 
incom ing floods of tou rists and of luxury i tems . 
Foodstuffs like Ro mulan ale or Vulcan plomeek find 
ready appetites in Earth 's gourme t restaurants; Spi ca n 
flame gem s d e light the more cosmopolitan of Ea rth's 
newl y e n gaged cou p les; even handicrafts and a rti facts 
from Andoria or Vu lcan gain honored p la ces on the 
m ante lpieces of Earth's t radition-minded and cultural
ly aware populace. 

NOTED INHABITANTS 

Federation President Ja resh - Inyo i s probabl y the 
m ost famous inhab itant of Earth currently, alth ough 
v irtua ll y every wa lk of life h as a practi t i o ne r of inter
stella r renow n h ere on humanity's homeworld. From 
actors (Delia Thomax's version of Blanc h e Dubois h as 
b ecom e synonymous across the Federation w ith thes
pian p e rfectio n ) to zoologists (the Candless-Cha ng 
tea m w hic h mapped the gen etic code of the tricer 
atops h as standing inv itations to lec ture at the Sc i e n ce 
A cademies on Vu lcan, A lpha Centau r i , and Te lla r), 
huma n s f rom Ea r t h achieve fame and g lo ry in every 
fie ld. 

CREATURES 

Earth's fabulo u s gen e ti c h e r i tage draws inte rste ll a r 
tourists to see lions in the Sere n geti , wo l ves in 
Ye llowston e, bea rs in O khi chievsk, wha les off 
Auckland, and more . Both ecotourists and xenobiolo
gists f ind much to m a rvel a t, and Ear th's Office of 
Sp ecies Restoration continues to work wonde rs in 
recovering Earth's natu ra l sp lendors. M a n y previously 
extinct sp ec ies have been return ed to their natu ra l 
h abita ts (thanks to the wonders of DNA Rejuven a tion). 

EPISODE IDEAS 

The S ta rfleet A cad e m y Series: A n entire seri es 
could cente r on Starfleet Academy, fo llow ing cad e ts 
through the ir years in classes o n Earth, flight tra ining 
nea r Saturn, and on to the cadet c ruise. (See The Price 
of Freedom: The UFP sourcebook, for more info rma
tion o n b asing a series in this exc iting setting). 

M anhunt: The C rew i s looking for someon e: a spy, 
a fugitive, or a n unw itting plagu e carrier. H ow do you 
f ind o n e being o n a world of ten billion peop le, and 
how do you corner him o n a planet w ith a hundred 
mi II i o n t ra nsp o rter boo th s? 

Politics: A ny episod e of high Federatio n po litics 
w ill b e ne fit from sce nes o n the capital world of the 
huma n race. Pari s or Sa n Francisco m akes an excel
le nt background setting for ep isodes of intri g u e, 
rom a n ce, or a n y thing in between. 

GA L C>R I V 

6ALOR IV 
Primaril y a research colony, Ga le r IV holds both 

prag m a tic coloni sts and visionary experimente rs. 

SOLAR SYSTEM & EN VI RON ME NT 

Galor, an FS IV yellow -w hite subgiant star, has four
teen p lanets o f the u su al range from rocky C lass F 
worlds on the inner orbits through var ious ly si zed C lass 
J and C l ass G worlds out toward the cometary halo. 
Starfl eet mainta ins advanced listening posts and detec
tio n g rids centered on Gale r XIII, a C lass K ammon ia 
world nea r the edge of the system. 

Ga lor JV's environme nt is genera lly temperate, w ith 
season a l and geographic va riations, but i s h otter and 
drier than Earth. It has a large tropical be lt at its equato r. 

GALOR IV 

PLANET NAME: GALOR IV 

(LASS: M 

SYSTEM DATA: GALOR IV HAS ONE LARGE MOON, KEPLER. 

GRAVITY: 0.98 G 

YEAR AND DAY: 388/27.1 

ATMOSPHERE: 0XYGEN·NrTROGEN·CARBON·DIOXIDE, WITH TRACE XENON AND 

WATER VAPOR; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 64% SURFACE WATER CONCENTRATED IN FOUR LARGE OCEANS 

CLIMATE: RELATIVELY DRY AND COOL WITH A LARGE TROPICAL BEll AND NONTRIVIAL 

SEASONAL VARIATION IN MOST LAnTUDES 

SAPIENT SPECIES: (ENTAURANS (31 0,000), HUMANS (250,000), TELLARITES 

(45,000), VULCANS (24,000) OTHERS (15,000) 

TECH LEVEL: lEvEL SIX; SOME EXPERIMENTAL TECHNOLOGY IN ADVANCE OF COM· 

MON FEDERATION TECHNOLOGY 

GOVERNMENT: STARFLEET-SUPERVISED ACADEMIC OLIGARCHY FOR THE 0AYSTROM 

INSTITUTE SIDE BY SIDE WITH REPRESENTATIVE DEMOCRACY FOR THE GALORIAN 

COLONISTS 

CULTURE: PROUDLY SCIEHnAC AND RATIONAL; HEAVILY VULCAN-INFLUENCED 

AFFILIATION: FEDERATION RESEARCH AND SCIENTIFIC COLONY WORLD 

RESOURCES: NONE BESIDES SCIENTIFIC RESEARCH. GALOR IV IS SELF-SUPPORTING 

IN FOOD AND MINERALS. 

PLACES OF NOTE: THE GALOR IV PLANETARY ANNEX TO THE DAYSTROM INSTITUTE 

DRAWS SaEHnSTS, EXPERIMENTERS, AND ENGINEERS FROM ALL OVER KNOWN SPACE. 

SHIP fACILITIES: THE STYL£S ExPERIMENTAL SPACEFRAME SHIPYARD (SESS) 

ORBITS GALOR IV AND ALSO SERVES AS A GENERALIZED ORBITAL LABORATORY SPACE. 
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HISTORY 

Starfleet charted the Galor system in the l ate 23 rd 
century, using starcharts from a vanished civilizat ion 
w hich later a rc haeologists believe to be a forerunner 
of th e pre-Cardassian Heb itia n civilization. The name 
"Galor" appeared on those charts, and the name 
stuck. Galor IV received a few co lonists, but was 
m ostl y i g n ored until 2322, when i ts colonial govern
ment won th e bid to become the planetary annex of 
the Daystrom Institute. The Institute's research needs 
h ad outstripped its resou rces e l sewh ere, and Ga lor IV 
proved to be a n exce lle nt location for an auxi liary 
faci lity. Starfleet has been increasing its presence in 
the Galor system ever since. 

POPULATION AND GOVERNMENT 

Galor IV has a population of a l ittle less than a 
million, scattered in large roboti zed fa rms over the 
temperate centra l conti n ent. The Planetary Annex sits 
at the center of a low tableland o n that continent, a n d 
a smallish t own with a very "college town" atmo
sphere h as grown up around i t. Starfleet headquarters 
is on the Styles Station in geosynchronous orbit over 
the Annex. The population is roughly divided between 
the colonists, the scientists, and Starfleet, each group 
w ith its own government. A Federati on Commissioner 
(a Balian named Vohn) runs t he col o ny with input 
from the farmers, t he Daystrom Institute academi cs 
unde r Professor Serak run the Insti tute and its faci li -
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ties, and Starfleet Admira l Anth o ny Haftel commands 
the Styles Station a n d t he secu r ity personnel in t he 
A nnex. This triplicate government structu re can cause 
friction, especia lly when i nterests c lash. The colonists 
want trade and security, the Annex wants f ree rein for 
experimentatio n and n o interference f rom a nyone, 
and Starfleet wants to keep a l id on everything that 
happens on Galor IV. 

STRATEGIC IMPORTANCE A N D 
PRESENT CONFLICT 

In the early 2320's, when Galor IV was c h osen as 
the p la n etary annex site of the Daystrom Institute, i t 
was far from both the Klingon and Romulan Empires, 
deep in A lpha Q uadrant. Starfleet considered the 
Galor sector a safe one for advanced and classified 
research-it was so far from Earth that it posed no 
threat to Sector 001, and was virtua ll y impossible to 
enter covertly f rom Romu la n space. Unfortunately, it 
turned out to b e rather nearer to t h e Cardassian fron
ti er than Starfleet real ly fee ls comfortable with , but so 
much work and.research has gone into the Annex that 
moving it would be impractical. The Annex holds 
some of t h e most advanced cyberneti cs and robotics 
research fac il ities in the Federation a n d is o n e of the 
main Starfleet centers for research into Borg technol
ogy. It is the repository for all known files by Dr. 
Noonien Soong. Other programs of the Daystrom 
Insti tute, such as archaeology and computer sc ience, 
a l so have major presences at the Galor IV a n nex. 

I. Galor I (Class F) 
II . Galor II (Class F) 
Ill. Evron (Class K) 
IV. Galor IV (Class M ) 
V. Galo r V (Class F) 
VI. Farlan (Class G) 
V II. GalorVII (Class G) 

V III. Sardon (Class J) 
IX. Meron (Class J) 
X. Tharon (Class J) 
XI. Galor XII (Class G) 
XII . Galor X III (Class K) 
XIII. Galo r X IV (Class 0) 



Starfleet has clamped a heavy security regime 
onto the Annex, which causes a degree of friction 
with the civilian scientists and researchers on site. The 
Calorian colonists, on the other hand, approve of the 
inc reased Starfleet presence, since it brings increased 
trade and security to their world. Much of the Calor 
IV annex's research h as been converted to military 
purposes over th e last decade following the 
Cardassian War and the Borg incursion. 

NOTED INHABITANTS 

Calor IV's most noted inhabitant is Dr. Lona ri a 
H e lvre n , a Centauran. She is one of the Federation's 
foremost experts on robotics and cyberneti cs. Most of 
h e r c urre nt research is devoted to study ing Borg 
implant technology and finding ways to disable it. 

CREATURES 

Calor IV's tropical reg ions are home to several 
varieties of sma ll primates. These monkeys h ave bril
liantl y colored fur which camouflages them against 
the bright flowers w hich many Calorian plants have. 
Because of their coloration and docile temperament, 
these creatures have become popular as pets through
out the Federation. 

EPISODE IDEAS 

The Infiltrator: Th e Crew traces a Cardassian infil
trator to Calor IV. The Crew members not only h ave to 
catch the Cardassian, but must deal with cautious 
Starfleet security men, scientists who don't believe 
there's any threat, a nd coloni sts who demand tha t the 
Crew investigate every suspicious occurrence on the 
planet. 

Soong-type Androids: Galor IV, as the site of the 
Federation's premier research facility into robotics 
and cybernetics, continues to recon struct Dr. 

-

Noonien Soong's work on androids. The few files 
retrieved from Dr. Soong's laboratory on Omicron 
Theta are stored at Calor IV, though they are frag
mented and incomplete. 

Cyberneticists at Calor IV attempt to build their 
own Soong-type android, a nd Starfleet sends the 
Crew's starship to transport it to Starfleet Command. 
Along the way, the android wrestles with adapting to 
humanoids or perhaps begins to malfunction. 
Alternatively, a (mad?) sc ie ntist might steal these 
plans, in an attempt to construct his own Soong-type 
android; the Crew lea rns of the theft and must retrieve 
these valuable files, or perhaps confront the results of 
the scientist's work. 

IYAAR 
A neutral world within Federation space, lyaar is 

the home of a civilization wh ich has only recently ini
tiated contact wi th the UFP. l yaarans are a n advanced 
race with no emotions of their own who are making 
great efforts to understand emotional races. 

SOLAR S Y S TEM 

lyaar is the fifth planet of seven around a bright ye l
low-w hite dwarf (F3 V) star of the same name on the 
edge of Federatio n territory. The three inne r worlds are 
a ll airless rocks: The first two are uninhabitable C lass D 
planets, and lyaar Ill is C lass F. lyaa r IV is a marginally 
habitable Class L world w hich the l yaarans have co lo
ni zed. The two outer planets are both l arge Class J gas 
giants. lyaar itself is a Class M planet which is slightl y 
larger than Earth. Its gravity is five percent greater than 
standard, and its atmosphere is a breathable nitrogen
oxygen mix. Its year is 511 standard days long, and 
lyaar's day is 20 hours lo n g. lyaar h as two tiny moons, 
both of which have l arge domed bases. 

I VAAR 
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ENVIRONMENT 

lyaar is slightly drier tha n Earth, with a genera lly 
warmer climate. Approx imately half of lyaar's surface is 
covered by ocean. There are nine continents, grouped in 
two clusters on opposite sides of the planet. lyaar is very 
geolog ically active, with numerous vo lcanoes and fre
quent sei smic quakes. There a re few forests, but l arge 
expanses of grassland support a substantial population. 

lyaar has a population of nine b illion people, spread 
nearly equally between numerous c ities. These c ities are 
planned with stri ct attention to form and function, and 
wou ld make Klingon accommodations seem luxurious 
in comparison. lyaaran archi tecture does not concern 
itself w ith aestheti cs, but with uti I ity. Practically every 
building is a like, identified so le l y by function and num
ber (such as C hemica l Resea rch Center Four, or 
Dormitory 12428); workers, scientists, and administra
tors live in massive dormitories not fa r from their 
indistinguishable factori es, research institutes, and gov
ernment offices. No lyaaran c ity h as anyth ing like an 
ente rtainment district. This h as led som e human visitors 
to lyaar to compare l yaaran cities unfavorab ly to those 
of the ancient Soviet Union on Ea rth. Even Vulcans find 
l yaaran c ities drab and oppress ive. 

LOCATIONS 

The lyaaran capital city is Oasuu, located in the 
center of the major landm ass in the northe rn hemi
sphere. Oasuu h as forty million inhabitants, crammed 
into row after row of identical towers. The Policy 
Council, lyaar 's ruling body, m eets in a nearl y indistin-

I. lyaar I (Class D) 
II. lyaar II (Class D) 
IlL lyaar Ill (Class F) 
VI. lyaar IV (Class L) 

V. lyaar (Class M) 
VI. Seyaar (Class J) 
VII. lyaar VII (Class J) 

guishable tower known as Government One. The 
Federation's consu late i s locate d in Oasuu, wh ich the 
staffers there have tried desperately to brighten up. 

The famous lyaaran crysta l formation s c over a 
desert plain in the equatoria l region o f the eastern 
hemisphere. Millions of years ago a l andlocked sea 
g radu a ll y became supersatu rated w ith dissolved miner
a l s, which precipitated out in amazing deli cate c rysta ls 
the size of trees. When a geological shi ft a llowed the 
waters to drain away, the o ld seabed was left covered 
by a "forest" of sta r t ling beauty. Travelers from a ll over 
the quadrant come to see the crysta l formations, but 
lyaarans themselves a re comp lete ly un i nterest ed. 
Probably more a lie n s h ave visi ted the crysta l forma
tions tha n l yaarans. 

HI S TORY 

For as long as lyaaran history records, th e lyaaran 
people h ave remained unchanged. Scholars from other 
worlds a re often struck by how uneventfu l much of 
lyaar's hi story seems. The irs is not a story of conflict and 
strife, out of wh i ch arose new social and technological 
advancemen ts, but one of near-linear progression. 
A n c ient l yaa rans simp ly banded together into sma ll trib
a l groups to maximize effi ciency, and the process 
continued a long an ever-increasing progression-tri bes 
became c ities, cities became n ations, and nations uni
fied into one planetary government-all in th e name of 
effi ciency. Because of the lyaaran absen ce of aggres
sion, lyaar n ever experienced war. The few disputes 
arose out of mutually conflictin g goals, and were sol ved 
thro ugh reason ed debate and passionless negotiation. 

-~ PLANETS oF Tt-tE UFP, V o L UME I 

---~~~~~-



Techno logi ca l advan cement, no rmall y the byproduct of 
stri fe, p roceeded f rom the lyaaran drive for productiv i ty. 
The invent io n of steam power and la ter com b ust io n 
engines an d fu sio n reactors, e lectricity, w ire less com
m un ication s, a n d eventua lly sp ace travel a llowed 
lyaaran s to ach ieve econ omies of scal e and o u tput. 

The development of space travel approximate ly two 
hund red yea rs ago provided l yaar with new resources to 
exploit. lyaaran s first ventured out i n to the ir own system 
and explored the inne r pla nets. lyaar IV, a C lass L planet, 
possessed abu ndant m inera l w ea l th, w hich, because of 
its habitabili ty, coul d be easily mine d. Su rveys of the sys
tem's o u ter pl an ets revealed two gas gi ants, with t he 
lyaarans even tua ll y estab lish ing a gas-mining station to 
process deuterium in o rb i t around lyaa r V I. This provided 
lyaar w i th fue l for its fusion impulse-eng ine reactors. O ne 
hund red fi fty years later, lyaara n scientists developed 
warp p ropu lsio n, u t iliz ing d ili thiu m c rystal s m ined f rom 
lyaar IV. Fi rst contact with aliens came in 2365 w he n an 
lyaaran explorer surveyed a n earby system and found the 
wreckage of a crashed freighter. In the logs of the lo n e 
human survivor, the lyaaran s learned not onl y about th e 
ex isten ce of o ther sapient li fe, but also about emotions
con cepts w ith w h ich lyaaran c iv ilizati o n was unfamili ar. 

The lyaaran government establish ed con tact w ith 
the Federatio n i n 2367, afte r b ro ad casting a su bspace 
sign a l desig ned to be p i cked up b y Starfl eet re l ays, an d 
opened forma l dip lomatic re l at ions three years l ate r. To 
th e lyaa ra ns, cu rious about a lien life, it seem ed th e m ost 
effici ent m eth od o f m aking f irst contact. In 2370, the 
Federatio n sent the U.S.S. En terp rise-0 to parti cipate in 
a c ul tu ra l exchange progra m w i th the lyaarans. Two 
l yaara ns v isi ted th e Enterprise, w hile Capta in j ean-Luc 
Pi ca rd j o u rneyed to lyar. Th e lyaarans used th e opportu
ni ty to stu dy a li en emotions, but met w i th o nl y partia l 
success. Since th i s i n i t i a l foray into mutu a l u nderstand
ing, contacts between t he Fed e ration a nd lyaar have 
contin ued, w ith varying degrees of success. 

POPU LATIO N 

The most notable feature of l yaaran p hysio logy i s 
the i r asexuali ty; a ll lyaarans resemble human ma les in 
b uild and facia l featu res. They lack rep rodu ctive organs, 
instead p ropagating th rough a p rocess known as postcel
lular compound ing. A parent releases a "natal pod" into 
a f resh water va t, w he re it rem ains for ten m onths. There 
it slowly absorbs n utr ien ts and orga n ic materia l from the 
water as the fetal l yaaran deve lo p s. The infan t emerges 
fully grown, as a nearl y exact copy of th e paren t, though 
emotion a lly an infa nt. Teachers t he n educate th e "child" 
to serve a predetermined fu ncti o n in lyaara n society. 

A nother cu r ious facet of lyaara n biology is th eir com
p lete lack of emoti ons. They do no t u nderstand th e 
concepts of love, p l easure, an ger, hatred, a nd t he li ke. 
Even th e bond between parent an d offspring remains 
mysterio us to them. The experie nces of the U.S.S. 
Ente rprise-D-in w hich lyaaran am bassadors attem p ted 
to experience aggress ion, p leasure, and love- suggest 
lyaaran s are capable of sharing these concepts; th ey can 
"act" angry, p leased, o r affectionate, but h ave yet gen
uine ly to experie n ce these em otions. Federatio n 
exosociologists beli eve th e areas of the lyaaran brain that 
govern emotio n s atroph ied over centu ries of disuse. 

IYAAR 

PLANET NAME: IYAAR (IYAAR VJ 

(LASS: M 

SYSTEM DATA: IYAAR HAS lWO MOONS. 

GRAVITY: 1.05 G 

YEAR AND DAY: 511/20 

ATMOSPHERE: OXYGEN-NITROGEN MIX; SLIGHnY GREATER THAN EARTH-NORMAL 
PRESSURE 

HYDROSPHERE: 50% OF IYAAR IS COVERED WITH WATER. 

CLIMATE: IYAAR IS HOffiR AND DRIER THAN EARTH, AND MORE GEOLOGICALLY 
AGIVE AS WELL. IT HAS NINE CONTINENTS (AND HUNDREDS OF ISLANDS). 

SAPIENT SPECIES: IYAARANS (9 BILLION) 

TECH LEVEL: lEvEL SIX 

GOVERNMENT: A FORM OF MERITOCRAa. THE RULING BODY IS THE PoLia 
(OUNOL; MEMBERS OF THE (OUNCIL AND LESSER GOVERNMENTAL BODIES ARE SELEG· 
ED AND TRAINED BY THE INSTITUTE FOR ADMINISTRATIVE SELEGION. 

CULTURE: IYAARANS ARE A SOOETY OF ABSOLLITELY EMOTIONLESS, COMPLETELY LOG
ICAL BEINGS. THEY HAVE NO CONCEPTS OF ART OR ENTERTAINMENT. 

AFFILIATION: INDEPENDENT/NEUTRAL 

RESOURCES: MAINLY TECHNOLOGICAL, THOUGH IYAAR ENGAGES IN RELATIVELY LIT· 
TLE TRADE WITH THE REST OF THE GALAXY. 

PLACES OF Non: IYAARAN CRYSTAL FORMATIONS; 0ASUU, THE CAPITAL CITY 

SHIP fAaums: SEVERAL MINOR STARPORTS ON IYAAR V. A HYDROGEN MINING 
STATION AND DEUTERIUM REFINERY ORBITS IYAAR VI. 

W hile l yaarans d o n ot experi en ce em oti o ns as o ther 
species do, th is does not make them perfectly moral 
beings. Taki n g effi ciency to its logica l extreme, they sub
scribe to the con cept of the "ends justi fy ing the m eans." 
If an actio n ca n be justi f ied as p racti ca l and necessa ry, an 
lyaaran w ill p ursue it. In an effort to understand love, 
lyaaran s had no mora l q ua lms about kidnapping Captai n 
Jean-Luc Picard and sub jecting him to an e laborate 
deception, fo r example; i n deed, they did not understand 
w hy the i r actio ns were wrong. 

lyaarans possess a prominen t bone ri dge a lo n g the 
skull's fronta l lobe, and possess physica l and m enta l abi l
i t ies i n the human- K i ingon range. lyaaran s do not exh ib it 
ps ion ic abi I i ties. 

GOVERNMENT 

Th e l yaa ra n govern ment is man aged by hig hl y 
tra i ned exper ts. The Insti tute for Administrati ve 
Selection c h ooses ind ividua ls to serve i n government 
position s as soon as th ey e m erge from the ir natal 
pods, a nd su b j ects them to a r igorous educat ion in 
government m ethods a n d policy i m p l e m e n tati o n . 
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lyaaran Bureaucrats advance through competitive 
examination. The highest level of government is the 
Policy Council. 

lyaarans have no control over their government, and 
find the concept of democracy, of placing the fate of 
society in the hands of billions of individuals, confusing. 
They find it much more efficient to leave governmental 
decisions up to those trained in administration. lyaarans 
obey laws because it is efficient to do so. Were the gov
ernment to announce an illogical policy, the populace 
would simply ignore it. 

lyaarans learn their society's rules for conduct early 
in life and follow them without question. Because crime 
stems from desire or passion, both of which lyaarans 
lack, there is no need for a police force. The closest 
equivalent to a legal system or police organization is the 
Investigations Bureau, which determines the facts in any 
dispute. Once the facts are known, the situation can be 
resolved logically. The Investigations Bureau can use 
any means necessary to determine the truth . 

Contact with aliens has given lyaarans their first 
exposure to the concept of d e liberate crime. The idea is 
difficult for them to understand-w hy would somebody 
take something if there was no reason to do so? If the 
"thief" did need the item, why would the owner refuse 
to give it to him? Crimes of aggression are even more 
baffling; lyaarans deal w ith them the same way they 
deal with attacks by animals-by capturing and destroy
ing the dangerous individual. 

PRESE N T CO N F LICT S 

Currently, the lyaarans face the dilemma of interact
ing with a universe populated by billions of aliens, most 
of whom experience mysterious impulses called emo
tions. Efforts to understand a lien emotions have met w ith 
mixed success. Some lyaarans argue that emotions 
remain unnecessary, and advocate a policy of strict iso
lation from more emotional alien species. Others 
contend that lyaar must interact with alien societies, and 
so should understand emotions. A sma ll minority believe 
they must learn to experience emotions th emsel ves-to 
add meaning and purpose to the ir lives. Most lyaarans 
consider these poor fanatics to be hopelessly insane. 

EXPORTS A N D IM PORTS 

So far, lyaar has found little to export to other planets. 
lyaaran bioenzymatic wafers are unlikely to take galacti c 
cuisine by storm, and lyaar produces nothing in the way 
of art or entertainment. The planet possesses rich miner
alog ical wealth, wh ich the Federation has expressed som e 
interest in exporting. lyaaran holographic technology 
attracts some outside interest as well, in particular the 
ho lographic disguise device; this device a llows the wear
er to assume the appearance of another p erson. 

So far, however, trade negotiators have yet to con
vince the l yaarans of th e utility of intergalactic 
commerce. Similarl y, few merchants have found goods 
of interest to the lyaarans; lyaa r produces enough to sup
port itse lf, thus the inhabitants see little need to import. 
Only when a product h as a demonstrably greater practi
cal va lue than domestically p roduced items wi ll the 
lyaarans agree to trade. 
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The fantastic beauty of the crystal formations on 
lyaar have attracted a growing number of tourists, but so 
far the lyaarans show little interest in promoting tourism 
on their world. Trave lers to the planet find the accom
modations leave much to be desired; lyaaran cuisine 
consists solely of bioenzymatic wafers, and the lodgings 
are decidedly utilitarian. A small number of Vulcans 
have v isited lyaar to admire their entirely logical society 
(though many come away convinced that the complete 
elimination of emotions is a bad idea). 

HOLOGRAPHIC DISGUISE DEVICE 
USED BY IYAARANS TO ASSUME DIFFERENT GUISES, THE HOLOGRAPHIC DISGUISE 

DEVICE ALTERS THE USER'S APPEARANCE COMPLETELY. IT APPEARS AS A LARGE PENDANT 
WORN AROUND THE USER'S NECK. THE POWER SYSTEM AND PRINCIPLES REMAIN 
UNKNOWN, THOUGH FEDERATION SCIENTISTS ESTIMATE THE DEVICE'S DURATION TO BE 
UNUMITED, SOMEHOW WORKING OFF THE WEARER'S BIOELEaRIC FIELD. SIMILARLY, 
HOW IYAARANS PROGRAM THE DEVICE REMAINS A MYSTERY; IT APPEARS TO RESPOND 
TO THE WEARER'S THOUGHTS. THE HDD HAS ITS UMITS, HOWEVER. IT CANNOT MAKE 
A PERSON APPEAR MUCH TALLER OR SHORTER-AN AN DORIAN APPEARING AS A 
TELLARITE, FOR EXAMPLE-THAN HIS PHYSIQUE ALLOWS. 

SIZE: 5.5 CM X 5.5 CM X .5 CM 

MASS: .15 KG 

DURATION: UNKNOWN; BEUEVED TO BE INDEFINITE 

CREATURES 

Extremely pragmatic, lyaarans deliberately ordered 
their planet's biosphere. Every aspect of the planet's ecol
ogy has been tamed and regulated. After ca refu l 
examination, they exterminated all h armful species, as 
well as those the lyaa rans deemed " useless." This eradica
tion was handled systematica lly-the lyaarans carefu lly 
preserved DNA f rom every species they removed, in case 
they discovered a use for the creatures later on. 

l yaara ns have a similar attitude toward the native 
fauna of their colony worlds. All an ima ls that do not 

· serve a cri ti ca l ecological function, or present a logical 
benefit, are removed. When lyaaran co lon ists arrive to 
colonize a world, they conduct a detailed investigation 
into the planet's ecology; once the role of every creature 
i s understood, the lyaarans commence with "ecological 
reengineeri ng ." 

EPISODE IDEAS 

A wakening: A group of lyaaran researchers h as dis
covered that their brains do have atrophied centers of 
emotion, which can be stimulated wi th complex hor
mones. Of course, humans take nearly twenty years to 
learn how to regu late their emotions; the lyaaran test 
subjects wi ll have great difficulty adjusting! A newly 
emotiona l lyaaran might flee to al ie ns (i.e., the Crew's 
starship) for h e lp-or he might w ish to share his new gift 
with all his people, w hether they want it or no t. 

Biosphere: The extremely efficient attitude lyaarans 
have toward other lifeforms causes problems on a newly 
estab lished co lony world. Federation scientists and 
environmentalists strongly protest the lyaara n practice 
of removing a ll "unnecessary" lifeforms. Some individu
a ls may decide to do more than protest. The C rew might 
have to try to prevent ecoterrorists from str iking at the 
lyaaran colonies, or might have to resc ue a group of 
activists from the harsh reaction of the lyaarans. 
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MINOS 
Th e p lanet M inos i s the scen e of one of the 

ga laxy's great unsolved m yste ries. I t was o n ce a th r iv
ing, advan ced p lan e t k n o w n as t h e "a rsen a l of 
f reedom" fo r i ts busy weapons industry. Then some
thing k i l l ed the e nti re popu lation, an d Minos rema ins 
a deadly p lace to this day. 

SOLAR SYSTEM 

Minos lies w ithin the Lo ren ze C luster, a den se for
m a tion o f n ea rl y a hund re d stars w i thin a sp ace o nl y 
twenty l i ght years across. T h e Minos system itsel f con 
si sts of ten p l an et s c i rcling a Ty p e F2 V (brigh t 
yellow-white d warf) star. The three inne r p lanets a re 
a ll sm a ll a nd b a rren , a nd th e s i x o u ter worl ds a re a 
mix o f gas g i ant p lan ets a nd sm a ll g lac ier worl ds. Th e 
fourth p lanet i s Minos. A l l th e worlds in t h e system 
are r ich in m e ta l s a nd ra re e lem en ts. 

ENVIRONMENT 

Minos is a C lass M p lane t, w i th a warm clim ate and 
large ocean s. The surface is a very p leasant enviro nmen t 
w i th extensive fo rests, th e resu l t of ecological eng ineer
ing by the M in osian s. From space, the enti re world looks 
g reen, as the ocean s a re colo red by copper sa lts and 
algae. There i s on e large landmass covering most of the 
southe rn hemisphe re. Th e gravi ty is ten percent less th an 
standa rd, and the p lane t's d ay is fo rty ho u rs lo ng. 

I. Tharnos I (Class D) 
II. Kimra (Class F) 
Ill. Tharra (Class F) 
IV. Minos (Class M) 
V. Galtos (Class K) 

LOCATIONS 

VI. Tharnos IV (Class J) 
VII. Nevra (Class G) 
V III. Fargos (Class G) 
IX. Tharnos IX (Class J) 
X. Tharnos X (Class J) 

---

A t i ts h e ight Min os had a population of more than 
three bi ll ion, so there are naturally hundreds of 
ancien t c ities now lying abandoned. The Minosi an s 
con structed m ost of their offices, factor ies, and labo
ratories unde rg ro und, leavin g the su rface free for 
hou ses an d p u b l ic b uildings su rrounded by large 
tracts of parkland. Since the disaste r which killed a ll 
the Minosian s, t heir c ities have fa llen into ru in . Many 
of the unde rgroun d sections have flooded o r co l
lapsed. 

The form er cap ital city o f M inos was Koson , 
located on t h e coast of th e m a in con tinen t. O n ce 
h o m e to ten millio n p eople, i t is bei ng recla imed 
slowl y by jung le . The ta ll towers former ly ho u sing 
M in os' go vernmen t and i ts grea t corporatio ns a re 
now surro unded by a sea of green an d sh rou ded in 
dense v ines. 

The p rimary weapons-development labora tori es 
were in the tow n of La m aso, on a h igh desert p lateau 
in the far south. Weapon systems were tested in the 
desert nearby, or else o n the u nin h ab i ted th ird p lanet 
of the system. T he Lamaso complex is sti ll guarded by 
e l ab o rate force sh ields, mak in g it impossib le to tran s
por t i n or to sc an the area w i th sensors. 

The l a rgest weapon s-p rodu c tion facili ty on M inos 
was the Yo ndeyo i ndu strial center, located on a n a rt i
fic ia l is land ab ou t fo ur hund re d k i l ometers nor th west 
o f the capita l c i ty. Th e Yondeyo complex h as been 
h eavi ly pounded by ocean storm s a nd i s not l ike ly to 
l ast m an y years longer. 
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HISTORY 

The recorded history of Minos extends back some 
four thousand years. Unification of the single super
c ontinent was accompli sh e d soon after the invention 
of gunpowder. Minosians first ventured into sp ace 
five hundred yea rs ago. Because the stars of the 
Lo re n ze C luster a re so c lose to each other, they c ould 
m o unt interstellar expeditions w itho ut warp drives. 
First contact w ith a n e ig hbo ring c ivi li zation came a 
century later. 

Over the next fou r centu ri es Minos became 
renowned for its a rms industry. Weapon manufactur
i ng was originally a tool of d i p lomacy for the 
Minosians. By supply ing a rms to n e i ghboring worlds 
in the Lorenze C luste r, the Minasian government was 
able to p revent a n y o ne c i v ilization from gaining a 
dominant posi t io n . They proudly ca lled their planet 
the "a rsena l of f reedom" a n d sold a rms to a ll comers. 
Besides serving political a ims, arms sa les soon 
became a major source of income for the Minosians. 
Nearly h a lf of their pl anet's inte rste llar trade involved 
arms exports or pa rts and spares. 

The Erselrope Wars in the early 24th centu ry were 
the h igh point for the Minasian a rm s industry. Minos' 
factori es worked at full capac ity to produce weapons 
for both sides i n the conflict, and the war continued 
until the planet Erselrope itsel f was destroyed by a 
Minasian product. Contact between Minos and the 
Federation was limited. Th e Minosians resented 
Federati o n " interferen ce" in their a rms trade, and 
acti vel y wor ked to limi t Federation inf lue nce in the 
Loren ze C luste r. Starf leet h ad n o need of Minasian 
weapon systems, and t h e Minosians h ad no desire for 
competition. 

Some time a ro und 2350, the Minasi a n civiliza
tion sudden ly disappeared. Sh ips entering the system 
received n o answer to th eir hails, and vessels ent e r
ing orb it around the planet were never h eard f ro m 
again. The handful of Minasian techn icians and trav
e lers surv iv i ng in oth e r systems could offer n o clues 
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to the fate of the ir civilization. In 2364 the U.S.S. 
Enterprise-0 beca m e the first ship to return from a 
v isit to Minos. It barely surv i ved a h arrowi ng 
encounter w ith a Minasian automated f ig h ti ng 
m achine. Exactly w hat happe n e d to the Minosians is 
still not known w ith any certainty. The most like ly 
explanation is that one or more weapon systems got 
o ut of cont ro l somehow. The problem with this i s the 
lack of bodies and the absen ce of muc h "collateral 
damage." 

One suggestion i s th at the Minosians developed 
something like the legenda ry Tanta lus Fie ld- a 
weapon able to kill at a distance, leaving no trace 
behind. But in the time it would take to w ipe out a 
population of three billion, sure ly some word wou ld 
h ave reac hed other worlds of w h at was go ing on. 
Oth ers have postulated a deadly v i ru s w hic h li tera lly 
consumed the entire population as it killed the m , but 
subsequent v is its to Minos h ave turned up no sign o f 
a n y pathogens. Possibly the weirdest su ggestion is that 
the Minosians bega n experimen ting w ith psychologi
ca l warfare, and developed a method of persuading 
the e nemy to commit suic ide w hic h worked too well . 

Some p eace activ ists have suggested th at the 
Minosians were exterminated by one of the powerful 
e lde r races, possibly the Q o r the H u snock, as pun
ishment for producing su c h deadly weap o ns. While it 
is possible, such an act seems inconsistent w ith the 
conduct of those powerful beings. 

POPULATIO N 

Nobody lives on Minos anymore. Orbital scans have 
detected n o sentient lifeform s at a ll. W hile it is barely 
possible that some su rv ivors may remain in some heav
ily shie lded locati o n , all indicati o n s are that the p l anet 
is uninhabited. 

The Minosians were a fai rl y ordinary humano id 
race, w ith copper-based blood and a pou ch for their 
young. Both sexes tended to go bald i n front soon afte r 
reaching adulthood. 



Given their reputation as "merchants of death," it is 
rather surprising that the Minosians were not an espe
cially warlike species. Their planet was unified about 
the time gunpowder was invented, and the Minosians 
never had ambitions to expand beyond their star system. 
Planetary defense for Minos itself was left to sophisticat
ed computers and automated weapon platforms. The 
Planetary Defense Force was mainly occupied with cus
toms enforcement and rescue operations. As far as the 
Minosians were concerned, war was something which 
happened to other people. 

Minasian technology was very sophisticated-on a 
par w ith the most advanced members of the Federation. 
Minos was especially advanced in the areas of robotics 
and power systems, but l agged behind in warp drives 
and sensor technology. 

GOVERN ME N T 

The Minasian government was an elected parlia
ment, but for centuries the real power was in the h ands 
of an elite group of sen ior bureaucrats and corporate 
executives, all drawn from the prestigious Minasian 
Academ y of Advanced Thought. 

There is no sign of any civil upheaval in the destruc
tion of the Minosians. The few survivors on other worlds 
did not know of any interna l problems that might have 
boiled up into civil war. A small pacifist movement had 
existed for decades with grudging official toleration. The 
pacifists confined most of their activities to peaceful 
protests and symboli c acts of minor sabotage. 

MINOS 

PLANET NAME: MINOS 

CLASS: M 

SYSTEM DATA: MINOS HAS NO MOONS. 

GRAVITY: .9 G 

YEAR AND DAY: 437/40 

ATMOSPHERE: OXYGEN-NITROGEN; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 85% OF MINOS' SURFACE IS COVERED WITH WATER. 

CLIMATE: TEMPERATE, AND USUAUY WARM. MUCH OF THE LAND IS FORESTED. 
THANKS TO MIHOSIAH ECOLOGICAL ENGINEERING, THE PLANET WOULD BE A PLEASANT 
PLACE TO LIVE IF HOT FOR AU THE AUTOMATED WEAPONS TECHNOLOGY. 

SAPIENT SPECIES: NONE (UNINHABITED); FORMER HOME OF THE MINOSIANS 

TECH LEVEL: lEvEL SIX 

GOVERNMENT: NONE (UNINHABITED) 

CULTURE: NONE (UNINHABITED) 

AFFILIATION: INDEPENDENT/NEUTRAL (UNINHABITED) 

RESOURCES: WEAPONS TECHNOLOGY 

PLACES OF NOTE: THE RUINS OF KOSON, lAMAso, AND YOHDEYO 

SHIP fACILITIES: NONE 

S TRATEGIC IMPORTANCE 

None, except as a potential source of military 
equipment. The Federation has q u arant ined the planet. 

EXPORTS AND IMPORTS: THE 
ARSENAL OF FREEDOM 

The nature of the Minasian weapons reflects their 
role as export goods. The "serious" military powers in 
the ga laxy-the Klingons, Romulans, and Federation
rely on stead y improvement of reliable and fami li ar 
weapon systems. Th e Federation has used phasers since 
the 2250's, and disruptors h ave been the mainstay of 
Klingon military power for centuries. By cont rast, 
Minasian weapon designers put a l ot of effort into com
ing up with new and sh owy weapons, in order to appeal 
to the small -t ime planetary rul e rs and would-be imperi 
a li sts w ho made up their customer base. In the area of 
battlefield and personal weapons, the Minasian design
e rs con centrated on m aking "smart" weapons, which 
did not require trained soldiers to operate. In many 
cases the devices were completely autonomous- a 
strong selling point to armies facing superior numbers. 
The Minosians also h ad a very p rofitable line in assassi 
natio n and espionage devices for sale to intelligence 
and police agencies. 
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CREATURES 

Like most long -inhab ited worlds with billions of 
p eopl e, Minos didn' t have many w ild animals o utside 
of protected regions. With the destructi on of Minasi an 
c ivi li zation, the a nima ls h ave b egun reclaiming the 
planet. Most species found in the ruins are small scav
engers a nd gath erers, but a few bigger carnivores h ave 
followed. Still, m ost native Minasi a n an ima ls a re wary 
o f humanoids a nd don' t pose muc h of a threa t to v is
itors. 

Natural li fefo rms a ren't n ecessaril y the on ly ones 
inhabiting Minos. W hile the bulk of Minasian 
weapons inv olved robotics a nd energy attacks, the 
planet did h ave a sm a ll but hig hly i nven tive biolog i
cal warfare division. T he biowar scie ntists spec i a li zed 
in the c rea ti o n of extremely d a ngerous a nima l species 
to serve as l iving weapons. M ost were d es igned to 
have v e ry rapid life cycles, so they could be seeded 
on enemy p lanets to cau se c h aos a nd disrupt t he eco l
ogy quic kly . Som e specim e n s may have escaped after 
their m asters left and wou ld n ow inhabit th e planet 
(assuming they cou l d start a breeding cycle capab le of 
overcoming their artificia ll y shortened l ives) . 

EPISODE ID EAS 

Retu rn to the Arsenal: Scientists have been urg ing 
limited study of Minos ever s ince the Enterprise-0 
successfully re turn ed f rom the planet. Eco logi sts want 
to observe w ha t happe ns w hen a densel y populated 
planet reve rts to w ilde rness. En g ineers and weapons 
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designers want to recover some of the advanced 
Minasian technology. Crew members might be 
assigned to accompany a scientifi c mission to Minos, 
or else might be sent to find out what happened when 
a mission there goes missing . 

Starfleet isn't the only organization interested in 
exp loring Minos. The tales of ship captains who nar
rowly escaped destruction by automated d efenses 
have kept casual si ghtseers and treasure-seekers away, 
but several interstell a r governments are rumored to be 
preparing ex peditions to Minos in search of techno
logical secrets. The Ferengi and the Romulans are 
known to be especially interested. Federation charac
ters may have to prevent a rival from getting to the 
planet, help looters who have triggered something 
deadly, or take one of the surviving expatriate 
Minosians back home. 

The Doomsday Weapon: One persistent rumor 
maintains that the Minosians had developed the ulti
mate doomsday dev ice-a weapon capab l e of 
destroying the entire galaxy in one colossal blast 
propagating at transwarp speeds. While Starfleet sci
entists consider the w hole idea nonsense, the 
potential danger is enough to make some admirals 
suggest a full - scal e occupation of Minos in order to 
settle the issue once and for all. What happens if a 
Ferengi trader claims to have recovered the doomsday 
device and offers to sell it to the highest bidder? 
There's no way to test it (not w ithout blowing up the 
galaxy), but w hat interstellar governmen t could risk 
having such a device in enem y ha nds? Is the Ferengi 
telling the truth, or is thi s a gigantic scam? 



S ilicon Soul: The Minosian s were very advanced 
in the science of robotics and a rti ficia l intel l igence. 
Suppose some of their robot w eapon s become se lf
aware? Shou ld they be recognized as a sentie n t 
sp ecies? What i f t h ey sti ll fo llow their o rigin a l p ro
g ramming an d want to exterminate everything in the 
galaxy? 

MINOSIAN WEAPONS SYSTEMS 

SOME OF THE MORE IMPRESSIVE MINOSIAN ARMAMENTS INClUDED: 
ATMOSPHERIC fUSION PROPAGATOR: THIS DEVICE INDUCED A SPREADING 
FUSION REAOION IN A PlANETS ATMOSPHERE WHICH WOUlD CONSUME EVERYTHING 
ON THE SURFACE IN A SEARING BlAST. fUSION PROPAGATORS WERE USED DURING THE 
ERSHROPE WARS TO DESTROY THE PlANET ERSELROPE. 
DEATH MoLE: A SMAll BURROWING ROBOT WHICH COULD BE RElEASED HUNDREDS 
OF Ki lOMETERS FROM ITS TARGET ZONE. OVER THE COURSE OF SEVERAl WEEKS THE 
DEATH MOLE WOULD TUNNEl ITS WAY TO THE TARGET, THEN WAIT FOR ENEMY UNITS 
TO PASS OVERHEAD BEFORE EMERGING TO ATTACK. MoLES COULD CARRY A VARI ETY OF 
WEAPONS- DISRUPTORS OR PlASMA BEAMS FOR BATTWIELD USE, OR SILENT BlADE 
WEAPONS FOR ASSASSINATIONS. 
DELTA SIX BLACK: A SMAll HUNTER-KillER ROBOT EQUI PPED WITH A VERY 
SOPHISTICATED ARRAY OF HOlOEMffiERS AND ElECTRONIC MASKING SYSTEMS. IT 
COUlD TAKE ON THE APPEARANCE OF ANYTHING AS lARGE AS OR lARGER THAN THE 
ROBOT ITS ELF. THE DEUA SIX BLACK WAS USED BOTH FOR BAffiEFIElD COMBAT AND 
FOR ASSASSINATIONS. 
IRFX-2: THIS WEAPON WAS INTENDED FOR USE AGAINST ENEMY BASES AND COM
MAND CENTERS. IT GENERATED A FIElD WHICH SUBTlY INTERFERED WITH THE NEURAl 
AGIVITY OF SENTIENT BEINGS- HOT ENOUGH TO HARM THE TARGETS, JUST ENOUGH 
TO MAKE THEM START MAKING STUPID MISTAKES AND POOR DECISIONS. WITHIN A 
HUNDRED METERS OF AN IRfX-2, All INTEllECTS ARE EFFEOIVELY HALVED. 
PEACEMAKER: A mANIC GUN FIRING WARP-ACCELERATED PROJEOilES AT SEVERAl 
TIMES THE SPEED OF liGHT. UNliKE ENERGY WEAPONS, THE PEACEMAKER COULD BE 
EFFECTIVE OVER A RANGE OF MilLIONS OF KilOMETERS, AND WAS USED BOTH AS A 
PlANETARY DEFENSE WEAPON AND FOR SURFACE BOMBARDMENT. 
PHANTOM DEVICE: AN INTERPHASIC GENERATOR, CAPABlE OF MAKING A MAN
SIZED WEARER COMPlETElY INTANGIBLE. AN INDIVIDUAl WEARING ONE COULD PASS 
THROUGH WAlLS AND WAS IMMUNE TO THE EFFECTS OF MOST WEAPONS. THERE WAS 
A SERIOUS DRAWBACK TO THE DEVICE, HOWEVER-WHilE WEARING IT, THE USER 
COULD NOT TURN IT OFF, BECAUSE THE CONTROLS WERE AlSO INTANG IB LE. PHANTOM 
DEVICE UNITS HAD A TIMER, USUAlLY SET FOR ONE HOUR, AFTER WHICH THE USER 
RETURNED TO NORMAl. 

LIMITATIONS OF MINOSIAN WEAPONS 

THE NARRATOR SHOUlD AVOID MAKING VISITS TO MINOS AN ENDLESS SERIES OF 
AGHTS AND DEATHTRAPS. IT GETS BORING FAST. BESIDES, THE MINOSIAN WEAPONS 
SYSTEMS ARE TOO POWERFUl TO BEAT IN A STRAIGHT CONTEST OF FIREPOWER, AND 
REAllY EFFECTIVE TRAPS WOUlD SIMPlY VAPORIZE THE EXPlORERS BEFORE THEY COUlD 
REAU. INSTEAD THE STARFLEET CHARAmRS SHOUlD HAVE TO AGURE OUT THE SECRET 
WEAKNESS(ES) OF THEIR OPPONENT. POSSIBlE WEAKNESSES INClUDE 

• A PRE DIUABlE ATTACK PAm RN; 
• A "RECHARGE TIME" AFTER EACH ATTACK; 
• SENSORS WHICH REAU ONLY TO CERTAIN THINGS (HUMANOID TARGETS, FAST
MOVING OBJECTS, POWER SOURCES, ETC.); 
• VUlNERABiliTY TO PRIMmVE WEAPONS; 
• IGNORES "DEAD" OR "SU RRENDERED" OPPONENTS; 
• A ROBOT WEAP ON SMART ENOUGH TO BE REASONED WITH, OR 
• A ROBOT DUMB ENOUGH TO BE CONFUSED BY IlLOGICAl STATEMENTS. 

THE EXAU NATURE OF THE CATASTROPHE RESPONSIBLE FOR THE EXTERMINATION OF 
THE MINOSIANS HAS BEEN DEliBERATElY lEFT VAGUE. NARRATORS CAN DECIDE WHICH 
OF THE MANY POSSIBlE EXPLANATIONS THEY liKE BEST, OR THEY CAN lEAVE THE FATE 
OF THE MINOSIANS AN ETERNAl MYSTERY. 

--
NA U SI C A A 

N AUS/CAA 
Nausicaa h as a well deserved reputation as an eco

logical an d sociological n ightmare. The p lanet has 
suffered t he ravages of unrestricted industri al growth
toxic p o l lution of the water table and atmosphere, 
deforestation, and the extin ctio n of many native species. 
Barbari c and b u ll ying, the Nausicaans firmly believe 
"might m akes r ight" and can often be fou nd serving as 
mercen aries fo r anyone who wi ll pay for their serv i ces. 
Nausi caa itself harbors many fugitives from t he UFP, 
t ho ugh o nl y t h ose strong enough to withstand th e envi 
ronment su rv ive. 

A l though N au sicaa's many t ribal war lords recogn ize 
thei r p lanet's ecological peril, they are il l-equipped to 
deal with t h e p roblem. The lack of a un ified world gov
ernment prevents the Nausicaans from tackling thei r 
p roblems coh erent ly, and each warlord tries desperately 
to maintain his own power base. As the Nausicaans face 
an ecological d isaster which threatens their world, they 
become more and more desperate to f ind a way to su r
vive. Som e N ausicaan warlords wish to cement ties to 
so m e g reate r power- the Romu lan s, K l ingons, or 
Cardassians. 

SOLAR SYSTEM 

The N a usicaan system, located in Beta Q ua d ran t 
near both Kli ngon and Romu lan space, cons ists of 
f ive pl an ets o rbi t ing an orange subgiant (K2 IV star). 
Large asteroid b elts are fou nd thro ughout the system, 
indicat in g vio le nt cataclysms in the distant past. 
Some scient ists bel ieve that as many as nine oth e r 
p lanets m ay h ave once orbited the Nausicaan su n. 

In t h e period fo l lowing Romu lan patronage, t h e 
Nausicaans expanded throughout their home system 
(and even conquered prim it ive species in neighbor
ing star system s). Gelvar (Nausicaa I) is a ti ny Class D 
plan et far too close to its sun to support life. Rylan 
(Nausicaa II) is a C lass G world with large amou nts of 
i n d u stria l m ineral wealth ; Nausicaan slaves and crim
i nals d ig for these radioactive e lements in Ryla n 's 
many mines. M a lfunc t ion ing life-support systems and 
m ob rul e m ake conditions here m arg inally worse 
than the Klingons' Rura Penthe m ine. 

Nau si c aa i t se l f is s l igh t l y larger t h an Eart h, 
t h o u g h with a h eavier g rav ity and h i gh e r atm ospher
ic pressu re. A single large satel lite, Eizan, keep s the 
pla n et's seasons an d tides stab le. Eizan is hom e to the 
Kes han Warbase, the headquarters of Nau sicaa's rag
tag f leet. Com pared to l ife on the planet's surface, 
Eizan seems like paradise to Nausicaan soldiers. The 
warbase i s clean and functional, although many parts 
of i t a re he ld togeth er with subpar mater ia ls. 
Strangers a re not allowed on Eizan un less specifical 
ly i nv i ted. 

Takkara (Nausicaa IV) is a Class K planet with 
tem peratures we l l below the norm for human o id 
habitat ion. T he Nausicaans, h owever, h ave been able 
to thrive h e re. Takkara i s ecologica ll y almost as b a d 
as Nau sicaa. The f i fth p lanet, Melvar, is also Class K, 
tho u gh h e re the atm osphere is pure ammonia, mak
ing even pre ssure domes unfeasib le . T he Ro mulan s 
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con stru c ted an early-warning listen ing post on one of 
N ausicaa V's small moons, wh ic h the Nausicaa n s 
expanded. 

Fina lly, the N a u sicaan system h as two aste roid 
be lts. The Inner Be lt l i es between Ry lan and 
Naus icaa, and c ontains la rge chunks of nickel , iron, 
a nd uridium. Severa l Fere n g i own asteroid mines 
h e re and employ hundred s of Nausicaans. The Oute r 
Be lt lies between Nausicaa and Ta kka ra . While th e 
mine ral wea lth h ere might surpass that of the In ne r 
Be lt, the Nausicaan s lack the resources to exp loit the 
regi o n ; the Fe rengi re m a in conte nt to stay in the Inne r 
Belt. Sta rfleet Inte lligence believes one of N a u sicaa's 
wa rlords obta ined antimatte r mines and seeded th e m 
throughout at least p a rt of the O ute r Belt. 

ENVIRONMENT 

O n ce a b eautiful world, Nausicaa suffe rs from cen
turies of abuse and m i sm anagement. H er inhabitants 
have raped the world of its resources, first a t the 
encouragem ent of the Romulans and la ter for thei r own 
ends, caring little how badly they despoi led the envi
ronment. N ow Nausi caa is a n ecologica l nightmare. A 
greenhouse effect caused by decad es of air pollution 
h as rai sed the temperature by over 10° . Acid rains scour 
the surface of the planet, pouring down liquid so pol 
luted that h eat lightning can ignite f lashstorms. Burning 
fog, caused by low-ly ing combustible vapors, scorc h es 
unpro tected flesh. Years of unc hecked po llution h as 
turned the ri vers, streams, and oceans into f lows of tox ic 
chemica ls. W idespread d eforestation and unch ecke d 
farming techniques h ave c reated numerous d eserts . 
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The Nausicaans survive b y continua lly shoring up 
the domed habitats left behind during the Ro mula n 
occupation, or by retreating underground to subte r
ranean settlem ents. Even in th ese artificial she lte rs, pure 
water is a rarity and starvation is common. Crime is 
ramp ant in these m eta l pens; the rule of law h as a lways 
been th e rule of the strong, and a ll Nausicaans h ave 
on ly w hat they c an take. In som e areas, li fe-suppo rt 
equipment, lighting, and other necess ities h ave broken 
down, reduc ing th e inhabitants to near-primitive exis
te nce. Right-th ink ing humanoids avoid the depths of 
Nausicaan ci ties. The Nausi caa ns l ack either the ability 
or the interest to e ffect repa irs. The United Federati o n of 
Pla nets long ago issued a warning aga inst travel to 
Nausicaa. 

The few travel ers unlucky or desperate e n o u g h to 
v isi t the Nausicaan homeworld should wear environ
m enta l su its a t a ll times and stay c l ose to the 
spaceports. A popular j oke advises v isitors not to get 
ca ught on a well l it street on Nausicaa-it o nl y l ets the 
muggers see you better. Som e d iscover this is more than 
a j o ke . 

LOCATIONS 

Mount Ky roa, o ne of the largest vo lcanoes o n 
Nausi caa, is the resu lt of geotherma l m ining gone awry, 
and the site o f the largest c ity o n Nausicaa. A ll m anner 
of t rade, both lega l and ill ega l- in armam ents, contra
band, and slaves-can b e found in Kyroa. Accord ing to 
the best geologic predi c tio ns, the Mount Kyroa volcano 
is expected to e rupt w i thin the n ext fifty yea rs. Despite 
thi s, the warlord of Kyroa refu ses to evacuate the c ity. 



The volcano produces rare Nausicaan fire crysta ls, one 
of t he few i tems of va lue e xported from Nausicaa. 

Nau si caan fire c rystals a re rare gemsto nes created 
by the rich mix of pollutants in the Nausicaan soil and 
vol ca nic activity. These multicolored c rysta ls h ave sma ll 
interna l reactions, cau sing them to glow. M any c itizens 
of th e Ky roa h ab itat spend th eir time p rospecting on the 
slopes of the vo lcano, searching for these jewels. 
Prospecting, like most activ ities on Nau sicaa, is 
extremely hazardous. 

HISTORY 

From the beginn ing of Nausicaan hi story, th e 
Nausi caa ns have fought among the m selves. Organ ized 
into tribes, th e Nausi caan s fought ove r resou rces and to 
dominate weaker tribes. Because of the ir inherently bar
baric nature, they did not advance beyond their 
primitive culture. Warlords would carve out small 
empires for themselves, on ly to have them crumble soon 
after their deaths. O nl y the m ost rudimentary ci ties and 
m anufacturing facili ties deve lope d. 

Into this milieu came t he Romu lan s. During their 
21st-century conflict w ith the Klingons, the Romula ns 
rap idly advan ced the Nausicaans to an ind u strial level. 
They selected the strongest warl ords to work w ith, 
impos ing a semb la nce of unity, but also pitting riva ls 
aga inst o n e an o ther to m a intain their ho ld . They en cour
aged th e Nausi caa ns to explo it their natura l resou rces, 
to support the Romulan wa r effor t. For their p art, the 
Nausicaan warlords recognized a good thing w h en they 
saw it, and used Romulan- supp lied weapons to ce m en t 
their positio ns. They dutifully battl ed the Klingons in 
Romulan- m ade starships and launch ed wave after wav 

NAUS I CAA 

of g ro und attacks against Klingon colonies. The 
Nausicaans scavenged Klingon weapons and ships to 
support the ir war machine, and captured Klingons were 
forced to work in Nausicaan mines; rumors continue to 
surface of Klingons still imprisoned on Rylon. 

The Romulans then retreated into one of the ir bouts 
of periodic isolationism, leaving the Nausicaans to fend 
for themselves. The political cohesion between 
Nausicaa's warlords continued for a brief time, under 
the guidance of Rr'tak' ma, Nausicaa's strongest warlord. 
They continued to industrialize and used their new 
found technology to expand beyond their homeworld. 
U sing military surplus ships and weapons, the 
Nausicaans conquered primitive humanoids in a few 
neighboring systems. Edari and Sandal a slaves were 
forced to work Nausicaan mines, and grow food for 
Nausicaa's inhabitants. A fter Rr'tak'm a died, during an 
attack b y a rival, w hat little cohesion existing between 
Nausicaa's warlords rapidl y disintegrated. 

NAUSICAA 

PLANET NAME: NAUSI CAA ( NAUSICAA Ill) 

(LASS: M 

SYSTEM DATA: NAUSICAA HAS ONE MOON, EIZAN. 

GRAVITY: 2.0 G 

YEAR AND DAY: 377.20/ 28 

ATMOSPHERE: OXYG EN-ARGON; SLIGHTLY HIGH ER THAN EARTH-NO RMAL PRESSURE 

HYDROSPHERE: 55% OF THE SURFACE OF NAUSICAA IS COVERED WITH WATER" I 

HOWEVER, A LARGE PERCENTAGE OF THAT IS THOROUGHLY POLLUTED AND UNUSABLE 
FOR ANY PURPOSE. 

CLIMATE: THANKS TO A RAMPANT GREENHOUSE EFFECT, NAUSICAA IS OmN HOT AND 
HUMID. MUCH OF THE PLANET HAS BEEN RAVAGED BY INDUSTRIAL EXPLOITATION" ACID 
RAINS AND BURtiiNG FOGS ARE FREQUENT OCCU RR ENCES. 

1 

SAPIENT SPECIES: NAUSI CAANS (7 .8 BILLION) 

TECH LEVEL: LEVEL Stx IN THE MOST DEVELOPED PARTS OF THE PLANET; LEVEL FIVE 
OR BELOW IN OTHER PLACES 

GOVERNMENT: FEUDAL 

CULTURE: THE NAUSICAANS ARE A SAVAGE, ALMOST BARBARIC RACE WHICH SEEMS 
TO REVEL IN VIOLENCE, BLOODSHED, AND WAR. COMPARED TO NAUSICAANS 
KUNGONS SEEM DISCIPLINED AND POLITE. ' 

AFFILIATION: INDEPENDENT/NEUTRAL 

RESOURCES: fEW; THE NAUSICAANS FULLY EXPLOITED ALL OF THEIR USABLE NATU· 
RAL RESOURCES YEARS AGO. SERVICES, FIRE CRYSTALS, AND METALS MINEO AT VARIOUS 
COLONIES OR ASTEROIDS FORM THE BULK OF THE NAUSICAANS' RESOURCES. 

PLACES OF NoTE: MOUNT KYROA, SOU RCE OF THE FAMED NAUSICAAN FIRE CRYS· 
TALS 

SHIP fACILITIES: SEVERAL SMALL SPACEDOCKS 
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NAUSICAAN WEAPONS 

GENERAUY, NAUSICAANS EMPLOY A VARIETY OF WEAPONS FROM ACROSS ALPHA AND 
BETA QUADRANTS. EVER UTIUTARIAN, IF AN OBJECT CAN BE USED TO INFLICT PAIN, 
NAUSICAANS USE IT. EVERYTHING FROM ILLEGAUY OBTAINED PHASERS TO RDMULAN 
DISRUPTDRS FINDS ITS WAY INTO NAUSICAAN HANDS. NONETHELESS, NAUSICAANS 
HAVE A FONDNESS FOR ARCHAIC, BLADED WEAPONS BECAUSE OF THEIR INTIMIDATION 
VALUE. NOTHING CONVINCES A MARK TO SEE THINGS A PARTICULAR WAY LIKE AN 
ANDDRIAN CHAKA, A VULCAN TRIUPA, DR A FOUR-BLADED NAUSICAAN SCYTHE. 

SIMILARLY, NAUSICAANS ARE ADEPT AT FASHIONING THEIR OWN WEAPONS. THE APTLY 
NAMED WARSTAFF MAKES A GOOD EXAMPLE. A NAUSICAAN FASHIONS HIS OWN, 
UNIQUE WARSTAFF BY CANNIBALIZING PARTS FROM PHASERS DR DISRUPTDRS AND FAS
TENING THEM TO A STAFF. THE SARIUM KRELLIDE POWER CELL IS RIGGED ALONG THE 
LENGTH OF THE POLE, WHILE THE LITHIUM-COPPER PREFIRE CHAMBER AND EMmER 
CRYSTAL ARE FIXED TO ONE END; A VARIETY OF BLADES PROTRUDING FROM BOTH ENDS 

, ROUND OUT CONSTRUCTION. THUS, A NAUSICAAN CAN USE A WARSTAFF AS A CLUB, 
SPEAR, SMHE, AND ENERGY WEAPON. As A BONUS, THE WEAPON LOOKS PARTICU
LARLY MENACING. 

SIZE: TYPICALLY 2 M LONG 

MAss: 5 KG 

AccuRACY: 9 
BLOCK: +2 

DAMAGE (BLADES): fROM 3+2D6 TO 5+2D6 DEPENDING ON THE TYPE OF EDGE 

(PHASER): As PER PHASER DAMAGE TABLE, ST:TNG RPG PAGES 234-235 

(STAFF): 4+2D6 

ENERGY: 160-1,500 CHARGES (DEPENDING ON PHASER USED) 

N ow led by a gan g o f squab b ling wa rl o rds, the 
N a u si caa n s aga in turned their attention t o a n o ld 
ene m y- t h e K ling o ns. Variou s tribes l aunc h ed attacks 
aga inst Kl i n gon shipping a n d b o rde r colonies in a 
se a rc h fo r b ooty a n d resou rces. Eventu a lly, t h e 
Klingon H igh Counc il responde d b y attacking 
N a u si caa n posi t io n s in Beta Q u adra nt. The Kli ngon s 
d e m ande d the N a u sicaan s w ithdraw from outposts 
nearest Kl ingon sp ace, a n d the return of a ll prison ers. 
The Nausicaan wa rl o rds, recogniz ing a stronger force, 
backed d own a n d sett le d for t h e small e m p ire t h ey 
had created. 

By the 23 rd century, Nausicaa face d the re p e rc us
sions o f two centuri es of h eavy i ndustri a li zatio n . Th e ir 
ecosyste m h a d su ffered extre m e d a m age fro m p o ll u
ti o n , strip-m i ning, d efo resta t i o n, and overfa rming. 
Over the years, vari o us warl o rds have request ed assi s
tan ce f ro m the Fed e ratio n . Because of the fragm ented 
nature of N a usicaa's government, the Fe d e rati o n h as 
w isel y avoided enta n g lements in N a u sicaan a ffa irs; 
typicall y, these rej ectio n s e li c it threats of a ttack from 
the N a usi caans. To d ay, Nausicaan s wor k as b o d y 
guards and mercen a rie s thro ugho ut A lpha a nd Beta 
Quadran ts, and m an age the ir own affairs. 

POPU LATION 

N ausicaans a re stro n g, f urred , and very ta ll. The ir 
appea ra nce is int imidating to most o the r races, m aking 
th em i dea l enfo rcers for c rimina l eleme nts. Nausicaan 
females a re o nl y slightl y sma lle r than the m a l es, and 
society does n ot d iscriminate b etw een the sexes. 

N ausicaan society o p e rates on the prin c ip le o f t h e 
strong. N a usicaan s ta ke w h at they want fro m those 
weaker than the m se lves, and this ex tends u p to the 
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t riba l leve l. They n atura ll y o rganize the m selves in to 
m a raud ing b ands, le d by the strongest a m o n g the m . 
Next, severa l b ands cong regate into tribes, again led 
by a stro ng wa rl ord. Nau sicaans of the sam e socia l 
g roup rare l y come to b lows, thoug h th ey ofte n int imi
date o n e a n oth er. Dominant Nau sicaan s are easy to 
identi fy-they a re b ette r fed and have th e best equip-
m e nt. 

For m ore information o n N ausicaans, inc lud ing 
t h e ir gam e stati stic s, see the Star Trek: The Next 
Generation RPG c o re ru lebook . 

GOVERNMENT 

N o sing le governme n t con tro l s N a u sicaa. It is a 
feuda l wa rl ord society led by seven powerful milita ry 
rul e rs. Each warlord c ommand s as muc h terri to ry as 
h e ca n h o l d on to, typically as fa r as h is soldie rs ca n 
sh oot. Leadership i s d etermin ed by stre ng th ; fro m 
tri ba l lead e rs to warlords, the Nau sicaan in com mand 
is typ ica ll y the o n e capable o f d efeating a ll c h a l 
lengers. This power vacuum con t ri b u tes to t h e 
p ro bl e m s p resented b y Nau sicaa's ravaged e n v iron
m e nt a nd co ll a p sing infrastruc ture . The wa rl o rds 
n omina ll y m eet i n a Counc il of Comm and, but t hi s 
g ro up h as m e t sp oradica ll y over t h e past few 
d ecades. Nau sicaa m a kes no c la ims to the safety of 
v i si tors, and the re is no ce n t ral governme n t to w hic h 
o n e ca n app ea l. The pl a net h as n o po li ce force, fos
te ring lawle ssness and a n o p e n-a ir b lack m a rke t in 
con traband. 



STRATEGIC IMPORTANCE 

The Nausicaa system lies near th e borders between 
Romu lan and Kl ingon space. It is sure to b e a strategic 
pawn i f those two races ever go to war against each 
othe r again. Instead of being smart enough to exp lo it 
thi s fo r their own ga in, the Nausicaans seem content to 
sell the ir services to w homever can pay for them, o r to 
follow the orders of w hic hever race controls their sys
tem. 

PRESENT CONFLICTS 

Interna l ly, the various warlords fight w i th one anoth
er for dominance. Currently, the strongest warlord i s 
Gr'rak ' taa, w h o sporadical ly fights with lesser t ribes 
o ver resou rces. In the cities, ri va l gangs f ight each other 
for terr ito ry and supplies. 

Externa l ly, t he Nausicaans know better than to pick 
a fight wi th the more powerfu l groups a lo ng their bor
d ers-the K l ingon s, Romu lans, and Federation. Severa l 
wa rlords support piracy a lo ng the border of Nausicaan 
space, h arrying both Federation and Klingon shipping. 
Both can do l ittl e more than protect their freighters w ith 
convoys. N ausi caa n f leets prowl nonaligned sta r sys
tem s, however, looking for new plan ets to conquer. 
Various tribes become invo lved in w hatever conflicts 
the ir employers hire th em to become involved in. 

EXPORTS AND IMPORTS 

The most common Nau sicaan export is the services 
of her p eople. Naus icaans can be foun d throughout 
know n space serv ing as intimidating bodygu ards, mus
cle for the unscrupulou s, and m ercena ries. Less ab le 
wa rr iors find employ m en t as heavy laborers, work ing in 
a var ie ty o f dangero us environments. The Nau sicaan s 
exp o rt fire crystals fro m Mount Kyroa and salvage parts 
from the ir own habitats; that this o nly h astens the ir 
planet's decline does not concern t hem. They a l so 
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export the dangerous loca l fauna for use as guard 
beasts, in particula r to the Klingons, who enjoy t he 
Nausicaan devi l dog. 

Nausicaans have to impor t nearl y every thing, hav
ing exhausted their planet's natural bounty. They import 
foo d from their client worl ds of Edara and Sandala, and 
minera l wealth from the Inner Belt and Ry lan. What 
mone y they earn from their employe rs, they sp end on 
muc h needed technology, to repair their aging infras
truc ture or support their mil ita ry. Nausicaa desperately 
needs replicato rs and terraforming technology, but only 
t he Federation can supp ly these in bu lk. 

NOTED IN HABITANTS 

A warlo rd known as Gr'rak' taa claims leadership of 
Nausicaa, though in truth he is one of seven rival war
lords. G r 'rak'taa is certainly the strongest warlord, and 
contro ls the mi l itary base a t Melvar, the Kyroa habitat, 
and vario u s settlem ents on Edara and San da la. H e c ur
rently v ies for control over the mines on Rylan w ith 
Warlord Kr'kall 'a. Reputed to be sly as well as bu l ly ing, 
Gr' rak'taa is a force to b e reckoned w ith in Nausicaa n 
space. 

CREATURES 

The few creatu res which continue to 
survive in Nausicaa's harsh env iron

ment are in im ica l to most li feforms. 
One example is the toxic s lug. It ca n 
grow to over ten feet long, and th rives 

on waste products. Toxic slugs p ose lit
t le threat to o ther l ifeforms, and a re 

sometimes exp orted to other worl ds to 
TOXIC SLUG he lp clean up chemica l spi l ls and treat 

similar enviro nmental p roblems. 
Nausicaan Behemoths remain the stuff of chi ldren's 

nightmares throughout the kn own galaxy. W ith wi ld 
specimens over 500 m eters in g i rth rumored to ex ist, 
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these creatures strike terror into 
the ha rdiest Nausicaan warrior. 
Ancient legends tell of tamed 
Behemoths leading seaborne 
Nausicaan legions into battle
whatever the truth of such tales, 
Behemoths have become scarce in 
the oceans of modern Nausicaa, 
although these gigantic creatures 

HAUSICAAN BEHEMOTH occasionally still plague traditional 
shipping and fishing concerns. The ir 

tru e n ature belies their terrifying appearance; similar to 
Earth's whales, Behemoths have adapted to feed on the 
pollution and waste products of Nausicaa's oceans. 

Ripperworms live in the filth of Nausicaan habi 
tants. When fully grown they range in size from one to 
four feet in length. The first quarter of their bodies con

tains nothing but poisonous barbs and. 
teeth. Attracted to heat sources, they Jt .,. 

attack in large swarms. Ripperworms 
devour their prey completely, leaving no 
trace of th e remains. Kaldo Pell, a reput- " 
ed Orion crime boss, allegedly disposes 
of rivals and double-crossers by tossing RIPPERWORM 
them into pits of ripperworms. 

NAME: RIPPERWORM 
TYPE: CHASING HUNTER 
SIZE: 30-120 CM LONG 
FORM: LONG WORM WI1H WICKEDLY TOOTHED JAWS 
ATTRIBUTES: COORDINATION 2 (REACTION + 1}, fiTNESS 3 (STRENGTH +2, 
VITAUTY + 1 ), INSTINCf 1 (fEROCITY +2), PRESENCE 2 
BASE MOVEMENT: CRAWL 2/4 
RESISTANCE: 1 
SPECIAL ABILITIES/UNUSUAl SKILLS: NIGHT VISION (DETECf HEAT) +2 
WEAPONS: BITE 
DIFFICULTY: 7 
DAMAGE: 1 + 1 D6 
DESCRIPTION AND ADDITIONAL Nom: SEE TEXT. 

EPISODE IDEAS 

Desp eratio n : A reactor breech occurs in the main 
power station of a Nausicaan domed c ity, prompting 
an uncharacteristic distress ca ll. Millions of lives are at 
stake, a nd the Nausicaans desperately need outside 
assi stance to repa i r the damage and avert disaste r. 
When the Crew's ship comes to the rescue, a band of 
Nausicaan renegades captu res the away team in a n 
attempt to force the UFP to take them to a new colo ny 
world . The Crew must resolve the situ ati o n and save 
the Nausicaan c ity, too. 

Ged ya: A spy h as come into possession of sensitive 
inform a tion sto l e n from the Federation. Starfleet 
Inte lligence tracks the spy to Gedya, a subterranean 
Nausicaan c ity. Starflee t assigns the C rew to retrieve 
the information, requiring a dangerous miss ion into 
Nausicaan space. The C rew must negotiate not only 
the mean streets of Gedya, but a lso roving Nausicaan 
pirates and maraudi ng press gangs in search of va lu
ables. They may a lso seek the assis ta n ce (or 
permission) of Gedya's warlord, who has his own 
demands. 
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0 YARSA 8 
Oyarsa B is a small planet, a moon of the gas giant 

Oyarsa in the Epsilon Tauri system. The planet features a 
unique biosphe re: The surface of Oyarsa B is technical 
ly Class D and therefore uninhabitable, but a system of 
deep rifts and canyons is filled w ith a breathable atmo
sphere and lush jungles and rainforests . Oyarsa B is the 
home of the Tr'Nee, an as yet unclassified sentient 
species. Recentl y, a group of pirates built an outpost on 
Oyarsa B for use as a hidden refuge . 

SOLAR SYSTEM 

Epsilon Tauri is a large Type G9 V (dim yellow d w arf) 
star w ith thirteen planets. Oyarsa, a Class J gas giant, is 
the fourth most distant f rom the star. Oyarsa B is the sec
ond of Oyarsa's eight moons. O yarsa B h as a surface 
gravity of .6 G and is almost completely locked, with a 
day of 67 standard hours. Oyarsa B's year (its orbital 
period around O yarsa) is 78 standard days long. Tidal 
stresses produce high amounts of geologic activity in the 
core of the moon and are critical to the moon's unique 
ecology. 

Once every 5.9 local days (at intervals of approxi
mately 3 94 standard d ays) Oyarsa passes through a belt 
of cometary debris. The massive gravity of the gas giant 

OYARSA B 

PLANET NAME: 0YARSA 8 (EPSILON TAURI IVB) 

(LASS: SEE "ATMOSPHERE." 

SYSTEM DATA: 0YARSA 8 IS THE SECOND OF EIGHT MOONS OF 0YARSA, A (LASS 
J GAS GIANT. 

GRAVITY: .6 G 

YEAR AND DAY: THE 0YARSA 8 YEAR (ITS ORBITAL PERIOD AROUND 0YARSA) HAS 
78 STANDARD EARTH DAYS, BUT BECAUSE THE MOON IS VIRTUALLY LOCKED, A DAY 
THERE IS 67 STANDARD EARTH DAYS LONG. 

ATMOSPHERE: MOST OF 0YARSA 8 HAS NO ATMOSPHERE AND IS CONSIDERED 
(LASS D; DEEP RIFTS IN THE CRUST ARE FILLED WITH AN OXYGEN-NITROGEN ATMO
SPHERE AND ARE'THE EQUIVALENT OF (LASS M. 

HYDROSPHERE: 15% OF 0YARSA 8 IS COVERED WITH WATER, ALL OF IT IN THE 
RIFTS. SEE TOO FOR FURTHER DETAILS. 

(UMATE: THE CUMATE IN THE RIFTS TENDS TO BE HOT AND HUMID. 

SAPIENT SPECIES: TR'NEE ( 1.7 MILUON) 

TECH LEVEL: LEVEL ONE 

GOVERNMENT: EACH BAND IS LED BY A CHIEF; THERE IS NO PLANETARY GOVERN
MENT, THOUGH "GREAT MOOTS" ARE CALLED EVERY FOUR YEARS OR IN TIMES OF 
UNIVERSAL PERIL. 

CULTURE: ExTENDED FAMILY "BANDS" OF ARBOREAL LEMUR·UKE SENTIENT BEINGS 
WITH A HUNTER-GATHERER UFESTYLE. 

AFFILIATION: INDEPENDENT/NEUTRAL 

RESOURCES: THE RIFTS ARE FILLED WITH LUSH JUNGLES. 

PLACES OF NoTE: VOLLOST GREEt'S PIRATE BASE. 

SHIP FACILITIES: NONE. 
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deflects the path of many of the fragments into Oyarsa 
B's orbit. For a period of fifteen standard days, meteor 
showers and impacts b ecome commonplace. 

Both Epsilon Tauri and Oyarsa emit vast amounts of 
e lec tromagnetic en ergy, raising a wall of static to most 
standard sensor and communications equipment. lon 
storms are frequent, making navigation through the sys
tem h azardo u s. St arships scan ning the system a re 
unlike ly to detect Oyarsa B at a ll. Even if the planetoid 
were detected, any scan cou ld easily miss the biological 
activity in the rifts, misclass ify ing the moon as C lass D. 

ENVIRONMENT 

Oyarsa B is encased in a thick c rust of i ce. Tidal 
forces and reflected heat from Oyarsa h ave created a 
network of rifts and chasms w hich criss-cross the surface 
of the planetoid, m a ny 5 km deep or more. Heat from 
geological act ivity at the moon's core warms the rifts, 
melting the surface ice and venting atmosphere into the 
rift floors. The warmth, water, and atmosphere susta in a 
lush ra info rest environment with a remarkabl y diverse 
eco logy. In the low grav ity, the trees of the rift jungles 
reach he ights of two or three kilometers. 

Oyarsa B's rift jungles contain three distinct ecosys
tems, each with its own distinct flora and fauna. The 
uppermost reach es of the jungles, encompassing the 
treetops and the top 1 ,600 meters of growth, are cold 
and n early airless. The centra l two kilo meters of the jun
g le are a warm and humid C lass M environment, home 
to a wea lth of plant and an imal forms. Th e lower 500 
meters of the rifts is a very different biome: Vo lcan i c 
vent gases and the decomposition of a ll th e biomass 
wh ich eventually falls to the rift floor create a den se, 

OVAR S A B 

I. Adun (Class D) 
II. Cimra (Class F) 
II. Badun (Class F) 
IV. Oyarsa (Class J) 
V. Takarsa (Class K) 
VI. Esem (Class K) 
VII. lversa (Class G) 

VIII. Karna (Class G) 
IX. Epsilon Tauri IX (Class J) 
X. Epsilon Tauri X (Class J) 
XI. Epsilon Tauri XI (Class J) 
XII. lmra (Class J) 
XIII. Tenra (Class F) 

highly toxic atmosph ere composed of methane and 
caustic trace gases. Light never reaches the canyon 
f l oo rs. During Oyarsa B's meteor season, meteor 
impacts frequently ign ite vast pockets of accumulated 
m etha ne on the rift floors. Th e resu lt ing expl osions gave 
ri se to the natives' name for the season: Hiding Time. 

On Oyarsa B, "day" and " night" can be confusing. 
The moon's day, that porti o n of time w hen the surface 
faces Epsilon Tauri , is actually darker tha n th e night, 
when the surface faces Oyarsa. Whereas Epsilon Tauri is 
a bright point source among the stars, Oyarsa dominates 
the night sky, and is reflective enough to provide a l arge 
am ount of I ight to the surface. At any event, the thick 
canopy of the jungle rifts filters the li ght, b athing the 
centra l and lower reaches in a dim, rosy light w hich 
turns to near total darkness during the day. 

Away teams v isiting Oyarsa B's habitable zone find 
themsel ves in a vertical world of dizzying heights and 
shadowy depths, w i thout any hint of ground o r f l oor. 
Vis itors must quick ly learn to move about as the local 
an ima ls do: leap ing a nd crawling from branch to 
branch, o r swin ging f rom vines. Th e low g rav ity makes 
fa lls less hazardous than t hey might be o therwise, but 
the care less o r un lucky cou l d f ind themselves impaled 
by thorns or branches o r p lummeting onto the dark toxic 
ri ft f loor. Landing zones for shutt lecraft are practically 
n onexistent, and the density of the canopy ca n make 
beaming in a tricky proposition. 

LOCATIONS 

A great mesa stands at the juncture of two large rifts. 
The surrounding jung le is much thinne r than no rmal , 
providing a clear flight path to and from the promonto-
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ry. Vollost Greel, an infamous p irate a nd smuggler, has 
establish ed a base in a syste m of c aves halfway up the 
m esa. Greel and his b a nd a rrived just over three Earth 
yea rs ag o and have yet to be traced back to th eir hide
out. The smugg le rs h ave ta ke n to p o aching and 
expo rting ra re f ruits and anima ls as a sideline, activities 
outraging the m o on's nati ves. 

HISTORY 

Long ago, the l conian s first arri ved o n O yarsa 8 and 
soon no ti ced the chem osyntheti c m icrobes w hi ch teem 
around the vo lcanic ven ts at the rift floors. A fter l o n g 
experimentation and careful research, the lconians w ere 
ab le to terraform the ri fts into a m o re h abi tab le en v iron
m ent. Th ey seede d spec ies f ro m o ther w orlds and 
geneticall y a ltered t hem to thrive in t he n ew en v i ro n
m ent. O n ce the experiment was complete, t he lconia ns 
m oved o n . The ini t ia l Federati o n survey of the Ep sil o n 
Tauri syste m in 22 4 0 missed the m oon en t i rel y, and 
Oyarsa 8 m atured unmo lested unt il th e arri va l of G reel 
and hi s b and. 

POPULATION 

Th e jung les o f O ya rsa 8 she lter o ne sen t ient speci es: 
the Tr'Nee. The Tr' Nee are arbo real m arsupia ls wi th p re
hen sil e tails, long d exterous d ig its, and la rge ro und 
eyes, simil a r to terra n lemurs. The average adul t m a le 
m easures 1 .3 m e ters f ro m h ead to tail, a nd the femal es 
are s lightl y sm a ll er. Infant Tr' N ee cl ing to th e ir m oth er's 
coats until they are m atu re enou g h to travel the bra n ch 
es on t h e ir own. Tr'Nee a re primaril y f rug ivores, 
subsisting o n the m a ny varie ties of fruit and supp le
m enting t he ir di et w ith captured gam e . Average li fespa n 
i s 1 5 5 local years (3 1 standa rd years). 

The Tr'Nee h ave v isua l a nd au ra l acuity wh i ch su r
p ass human n o rms, b ut their keenest sense is sm e ll. A ll 
Tr'Nee possess scent g lands on the i r ha nds and at the 
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b ase of the i r tai ls, which can p roduce a wide vari ety of 
chemical m arkers. The Tr'Nee lang u age con sists of a 
com p lex array of h oots, shrieks, and ch irps, w ith an 
olfactory compo ne nt that conveys variou s nuances and 
subtle shades of m eaning. Universa l trans la to rs are 
unabl e to inte rp re t o r d u p l icate Tr'Nee scents accurate
ly, w hic h might lead to interesti ng b lun d ers d u r ing 
i n iti a l commun ications. 

Socia lly, the Tr'Nee a re organi zed into b a nds con
si sting of several extended fam i ly g roupings. The band s 

TR'NEE 

ATTRIBUTES 

FITHESS 2 [ 4] 
SliENGTH -1 

COORDINATION 3 [5] 
DEXTERITY + 1 

IIITillKT 2 [ 5] 
PRESENCE 1 [5] 
PSI 0 [3] 

SKILLS 

ATHLETICS ((UMBING) 2 (3) 
(RAFT (CHOOSE SPECIAUZATION) 1 (2) 
CULTURE (TR'NEE) 2 (3) 
HISTORY (TR'NEE TRIBE) 1 (2) 
HUNTING (fOREST) 1 (2) 
lANGUAGE 

TR'NEE 2 
PRJMITIVI WEAPON (CHOOSE SPEOAUZATION) 1 (2) 

TYPICAL ADVANTAGES/DISADVANTAGES 

ENHANCED VISION +2, NIGHT VISION +2 



wander th rough the jung les in seasona l round s, m oving 
from foo d sou rce to food sourc e. Each b and is l ed b y a 
c hief w ho is a dv i sed by a coun c il of e lders ca lled 
H ree'tokk ( lite ra lly, "star watc hers"). The Hree'tokk, typ 
ica ll y fem a les p ast thei r childbearing years, c limb to th e 
h ighest boughs of the j ungle, b ravi ng the cold and d izz i
ness to watch th e stars and keep the cou n t of days. 

The Tr'Nee live a hunter-gatherer li festyle u sing 
prei n du stria l tech nolog ies. C lo th in g i s minima l, 
a lt ho ugh hunters and Tr'Nee of status often wear e l ab o 
ra te b raided ropes fo r ornam entat ion. The Tr'Nee exhibit 
an aptitude for too l-making, although most tools are 
qu ick ly discarde d after u se. They use ston es carr ied from 
r i ft walls to crack nuts, gourds to sto re water, and bo n e
or tho rn-tipped spears to hunt. They catch certai n types 
of game using traps. The Tr'Nee are also adept at using 
scen t to help them hunt or in d efense. Adult Tr'Nee can 
al ter the musk p roduced by thei r scen t g lands to im itate 
the scents of o th er fau na. Tr'Nee hunters often lure away 
p redators by p lanting fa l se scen ts, o r m igh t trick p reda
to rs into attackin g the ir en emies by th e sa m e m ean s. 

The Tr' N ee h ave developed a ca refu l u n derstanding 
of astron omy and rud imen tary m athematics, w hi ch the 
Hree'tokk use to calcu late t he arr ival of H id ing Time. 
Duri ng th at tu rbu lent season, the bands move to th e c l iff 
wall s and ride ou t the season in caves, liv ing on stored 
food. 

Th e coming of a lien s to Oyarsa 8 has left t he Tr'Nee 
in a state of t urmoi l. Won drou s as these strange Sky 
Peop le seem , the destruc tive tenden c ies of C reel 's 
p i ra tes h ave left th e natives very suspicious. Once the 
pi rates started poach ing and k idnapping Tr 'Nee, the 

0VAR S A B 

NEW SKILLS 

HUNTING (INTELLEa} 
(HARAmRS WITH THIS SKill ARE FAMIUAR WITH PURSUING ANIMAlS AND KllUNG 

THEM FOR FOOD. THEY KNOW WHERE TO FIND GAME AND THEIR HABIB, AND HOW TO 
PURSUE THEIR PREY. IN THE 24TH WITIJRY, WITH 115 REPUCATORS AND PROCESSED 
FOODS, THIS SKill IS lARGElY FORGOffiN. GENERAllY MOST fEDERATIO N OTIZEHS 
HUNT WITH HOlOCAMERAS. SPEOAUZATIONS COVER THE TYPE OF GAME BEING HU NT
ED. NoTE: THIS SKill DOES HOT COVER THE KIWHG OF PREY, JUST ANDING AND 
TRACKING IT. 
SPECIALIZATIONS: URGE ANIMAL, SMAll ANIMAL, SPECIFIC TERRAIN (FOREST, 
MOUNTAIN, DESERT, AND SO FORTH) 

(RAFT {/NTELLEa} 
A CHARAmR WITH THIS SKill CREATES OBJECTS FOR THEIR UTIUTY, AND FOR A UV

ING. THIS DIFFERS FROM ARTISTIC ExPRESSION, WHICH IS lARGElY CON CERNED WITH 
CREATING OBJECTS FOR TH EIR BEAUTY. AN OBJEG MADE USING THE (RAFT SKill 
COUlD BE CONSIDERED ART, BUT THAT IS NOT 115 PRIMARY FUNCTION. MAKING A ClAY 
POT TO HOLD WATER IS VERY DIFFERENT FROM MAKING ONE AS A WORK OF ART. 
SPECIALIZATIONS: BASKET-MAKING, PomRY, SEWING, WEAVING 

local bands put aside their differences and sen t out the 
ca ll for a g reat m oot. Soon more than forty bands wi ll 
come together to draw battle l ines against the Sky 
People. The Tr'Nee consider hostile any a l iens they 
encounter, an d may lure them into an ambush using 
manipu lated predato rs. 

GOVERNMENT 

Oyarsa 8 has no centra lized government. The Tr'Nee 
bands of each rift meet once every four local years i n a 
great moot to arrange marriages and reaffi rm tribal 
a llian ces. 

STRATEGIC IMPORTANCE 

The Oyarsa system l ies near th e border w i th K lingon 
space. The interference from Epsilon Tauri and Oyarsa 
make the moon diffic u l t to scan accurately, and t he re
fore an ideal location for a secret base. 

PRESENT CONFLICTS 

W hile feuds and competitio n among the various 
Tr'Nee bands a re frequent, the confl icts never escalate 
into full-scale war. The d i sparate ban ds are nei ther 
advanced nor organized enough to bear out such a pro
trac ted conflict. 

H owever, the increasing cruelty of the Sky People 
has enraged the Tr'Nee; they realize that some sor t of 
coordinated action w ill be n ecessary to p revent the 
who lesale violation of thei r homes among the r ifts. 
Exactly w hat this action will be, no ne can say. 

EXPORTS AND IMPORTS 

C reel's sm uggling operations are Oyarsa 8's only 
exports. The p i rates have made a lucrative business of 
se ll ing Oyarsan fauna, skins and hides, and various 
exotic fru i ts. More recently, enslaved Tr'Nee have joined 
the l ist of exp o r ts; they are sold to the Ferengi for use as 
sl aves or pets. 
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NOTED IN HABITANTS 

K'chao-Looo, chief of the Fralat band, witnessed 
firsthand the massacre of a n e ighboring band. He is con
vinced that the Sky People must be driven from the 
jung les forever. A ch arism ati c lead e r and shrewd tacti
cian, K'ch ao-Looo ga ined a reputation as "ch i ef of 
chiefs" a nd is the driv ing force behin d the great moot. 
Suspicious and h ostile toward a lien s at first, h e i s canny 
enough to recogn ize genuine offers of peace and fr iend
sh ip when h e hea rs th em. 

Vollost G reel, the lead er of the band of "Sky Peop le" 
pirates and smugglers, is a native of Rige l IV. H e is want
ed for piracy, theft, and murde r throughout Federation 
and Cardassian space. Gree l has at least two ships at his 
command, a long w ith a large freighter used to haul 
booty o r contraband. A favored tactic of hi s gang is to 
u se the freighter as a lure, drawing targets with a fa lse 
distress si gnal. Greel h as shady connectio n s w i th bo th 
the Ferengi and the Orion syndicates, and has a lready 
amassed a sma ll fortune. 

CREATURES 

The three climates of Oyarsa Bare home to a bew il
d e ring variety of f lo ra an d fauna. V ines, c reepers, and 
other opportunistic p lants thrive in the col d zones, 
a long with slime molds, in sects, and a few avian forms 
w hich are adapted to the col d . The c entra l zone offers 
the widest variety of an ima l l ife. M assive tree s loths 
hang from t he jung le bough s, and insec ts of a ll descrip
tions- som e qu ite venomo us-crawl, buzz, and swa rm 
among the bou g hs. 

Eyeless v ipers and con stri c ting sn akes which hunt 
b y sm ell a lone a re common. Other dangero us predators 
include lightning -fast, 4-mete r- lo ng centiped es with 
razor-sh arp m andibles, a nd a part i c ula rly voracious 
g l id ing m amma l wh ich drops on its prey by surprise. All 
m anner of shrew-, squirre l-, and birdlike an ima ls live in 
th e can opy. The lower reaches are home to some partie-

P LANET S OF T H E U f P, V O L UM E I 

ularl y dangerous l ifeforms, including swarms of f luores
cent beetles w hich can devour a carcass in a matter of 
minutes, and a m assive scavenger w ith dense armor 
plates and long horns w hich aggress ively defends its ter
ri tory against intrude rs. 

The flora of Oyarsa B is, if anything, more diverse 
tha n the fauna. Ferns, vines, and hanging mosses are 
omn ipresent. Fru it- and f lower-bearing pl ants a re pl enti
ful. Some of the f lora a re carnivo rous, utilizing toxi c 
thorns, sticky g lues, or con stri c ting tendri Is to overcom e 
their prey. The kilometer-ta ll trees form the cr itica l skele
ton of the rift jungles; their trunks and branc hes provide 
h abita ts for opportunistic plants and a ll of the jung le's 
anima l l ife. 

EPISODE IDEAS 

Bitter Fruit: Th e Crew is ca lled in to he lp treat an d 
contain an outbreak of a strange paras it ic infection 
affecting severa l colon i es near the Epsilon Tauri system. 
After carefu l research, the source i s found: an a lmost 
mic roscopic mite that thrives in ultraviole t light. A new, 
very tasty variety of fruit is the source of the mites. The 
fruits can , b y way of an unscrupulous free trader, be 
traced to a g roup of smugglers w ho operate in the v ic in
ity of Eps ilon Tauri. The smugglers are Creel 's band, 
f inall y caught poaching. Once on Oyarsa B, the C rew 
might find out about the p i rates' offenses aga inst the 
Tr'Nee. Once the sentie n ce o f the Tr'Nee is d i scovered, 
the C rew must dec ide h ow to minimize the cul tura l 
damage to the moon's inhabitants. 

Hidden Hand: Any biolog ist w h o carefully stud ies 
the rift jungles cannot h e lp but come to a start ling con
clusion: The b iosphere of Oyarsa B, w hile sel f-susta ining 
and perfectl y b a lanced , could never have ari sen on its 
own. A ca reful survey of the fl o ra and fauna and a jour
ney into the dark underregions might at l ast revea l the 
truth: Oyarsa B was terraformed mill ennia ago b y the 
l con ia ns. In tact Icon ia n installat io n s might still li e at the 
bottom of the d eeper canyons. 



QUALOR II 
Qualor II is home to a Federation surplus ship depot. 

Its remote location in Sector 213, a region frequented by 
pirates, smugglers, and illegal arms traders, ensures that 
Qualor II often finds itself in the midst of intrigue and 
illicit activity. In addition, Qualor II li es only 1.3 light 
years from the Romulan Neutral Zone, a fact which 
played a key role in the establishment and development 
of both Qualor II and the entire Qualor system. 

SOLAR SYSTEM AND 
ENVIRONMENT 

Qualor II is the second of six planets orbiting the 
star Qualor. It is a Class M world similar to Earth and 
Alpha Centauri in m any respects. Its sister, Qualor Ill, is 
also Class M. However, neither planet has any sentient 
native lifeforms. 

LOCATIONS 

There are only a few notable locations on Qualor II 
(besides, of course, the Zed 15 ship depot). Torrallia is 
the planet's "capita l" and largest city; it is an important 
trade center in Sector 213. Amarie's Bar, a "watering 
hole" o ften patronized by arms dealers, is located in 
Torrallia; it is named for its four-armed piano player. 

FEDERATION S U RPL U S S H IP D EPOT Z ED 15 

Encircling Qualor II, the Federation surplus ship 
d epot Zed 15 stands as a vast sh ip graveyard. It i s home 
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to hundreds of decommissioned Federation and Starfleet 
starships, including those from nearly every Federation 
member world. Although the depot and shipyard orbit 
Qualor II, the depot's administration facilities are locat
ed on the planet's surface. 

The enormous shipyard, which virtually surrounds 
the planet like one of the rings of Saturn, holds over 
5,000 ships. It is divided into over 7,000 areas, each 
designated by a system of coordinates devised by the 
Zakdorn. The Zakdorn organize the shipyard into 360 
distinct areas, each stretching the equivalent of one 
degree along the orbit of the shipyard around the plan
et. Each of these areas is then further divided into 200 
individual sections. In most cases only a single ship 
occupies any single section of the shipyard, but some 
areas contain multiple smaller-sized ships such as trans
port ships, runabout-class ships, and small fighter-type 
craft. 

Generally, ships visiting Zed 15 must remain outside 
its perimeter rather than being permitted to navigate in 
and around and between the ships stationed at the ship
yard. In certain circumstances, navigation through the 
shipyard itself is permitted, but is limited to a top speed 
of 200 kph. 

When a ship arrives at Zed 15, the Zakdorn catalog 
it and assign it a section of the shipyard. Within a few 
days of its arrival, a team of technicians reviews the ship 
for any salvageable equipment and components and 
files a salvage report with the shipyard administrator. 
Engineering teams then board the ship and begin the 
long process of sa lvag ing its equipment and compo
nents. The sa lvage team marks and cata logs the 
components removed from each ship before transport
ing them to holding ships located a long the perimeter of 

I. Qualor I (Class K) IV. Nulor (Class J) 
II. Qualor II (Class M) V. QualorV (Class J) 

Ill. Qualor Ill (Class M) VI. QualorVI (Class G) 
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the shipya rd . This thorough, but often painstakingly 
slow, p rocess has led some larger ships to remain sta
tioned at Zed 15 for yea rs before b e ing stripped 
comp letely of salvageable components. 

The Zakdorn sell some components to merchants 
and traders and Federati o n m ember worl ds, but keep 
m an y in sto rage until requested or purch ased. As sup
p l ies of vari o u s com p o n ents and equipment change 
over time, the Zakdorn ro ute t he stockpi les of compo
nents between the vario us holding sh ips located a long 
the sh ipya rd's perimeter. The frequent an d regular trans
port of goods and components betwee n the holding 
ships a nd the ground -based facilities r ivals that o f even 
the busiest starbases. 

Although Zed 15 i s som etim es re ferred to a sh ip 
graveyard, most of th e sh ips there are n o t dead in space. 
Maneuvering t hrusters o n most sh ips ensu re that th ey 
remain in positio n and in o rbit, and minima l power 
remains on line to maintain li fe support on those ships 
w here sa lvage operatio ns sti ll take p lace. Most of the 
ships whi c h arri ve at Zed 15 are no longer serviceabl e, 
but th e shipyard u ses som e as h o ld ing ships an d tra ns
ports. The decommissioned U.S.S. Tripoli was one such 
sh ip before its theft in 2368. 

Most of the personne l a t Zed 15 are Zakdorn , but 
they a l so employ a number of technicians and e ng ineers 
of oth er races. In particular, th e e ng ineer corps that ser
v ices the Zed 15 sh ipyard includes Te ll ari tes. Ju st as the 
Tellarites are experts a t sh ip design and constructi o n , so 
too are they expert at salvage. 

HISTORY A N D POPULATIO N 

Qua lor II remained uninhabited until just over one 
hundred years ago, w h en Starfleet established a n o u t
post on Qua lor III, a lso a C lass M world. T h is outpost's 
mission was to monitor activity near the Romu lan 
Neutral Zone. Th e f irst to inhabi t Qua lor Ill were 
Centaurans, followed by humans and, later, A ndori ans. 
Withi n a few decades these sett lers h ad a l so colon ized 
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Qualor II, which quickly became a popular trading post 
i n this sector of the Beta Quadrant. Eventually Q u a lor II 
formed its own government. When the Zakdorn jo ined 
th e Federation, they were asked to lend thei r con sider
able strategi c exper t ise to monitoring the Romulan 
Neutra l Zone, and m any of them were posted to Qualor 
Ill. W h en the Federation chose Q ua lor II as the si te for a 
surp lus sh ip depot i n 23 12, the Zakdo rn assumed the 
duties of administe ring the fac ility, a ro le they h ave held 
since. 

From its estab li shment in 23 12 until 2368, Zed 15 
enj oyed the reputation of having never been the v i ct im 
of the theft o r loss of any sh ips or equipment. In 2368, 
agen ts worki ng for the Romu lan Star Empire stole two 
sh ips, th e U.S.S. Tripo li and th e Vulcan ship T'Pau. These 
sh ips were both u sed i n the fa iled Romu lan takeover of 
Vu lcan of 2368. Since that time, the Zakdorn have 
attem pted to restore their a lm ost spotless record thro ug h 
increased security measures, but g iven the vast si ze o f 
the sh ipyard, thefts of both ships a nd components still 
occasio n a lly occur. 

Beyond th e lega l trade w hi ch f lows throug h the m er
ch ant centers of Q u a lor II, a conside rabl e level of i llic it 
trade a lso fi nds i ts h ome o n this remote world . A m o ng 
the var ious types of illici t trade e n countered o n Q u alor 
II , arms trade i s perhaps th e most commo n in several 
cities on the p lan et. Th e undergroun d arms m arkets o f 
Qua lor II attract interest from as fa r away as A lpha 
Quadrant. Among those to profi t from the ill icit arms 
trade on Qualo r II include the Duras fami ly of the 
K lingon Empire, th e Cardassian Union, a nd even the 
Maquis. 

GOVERNMENT 

The personnel of Zed 15 and re lated facili t ies 
come under t h e direct administration of the 
Federation. The colo nists, o n the o ther hand, a re m o re 
independent. The ir government is a n economi c o li
garchy, o r p lutocracy, in w hi c h the wea l thiest 1 5 



persons on the planet, as determined b y a p e rmanent 
bureaucracy, rul e. In effect, this m a kes the bureaucra
cy the real ru l ers; the bureaucrats have tremendo us 
influence over Qualorian soci ety. 

STRATEGIC IMPORTANCE 

Qualor II, or, more prec isel y, the Qualor system, 
holds g reat strategic importance. Its location near the 
Ro mulan Neutral Zone m akes it a n idea l place for lis
tening posts, as well as a jumping-off point for any 
missions or exped it ions into the Neutral Zone or 
Romulan space (if Starfleet ever fe lt it necessary to 
take a n y). Presumab l y it wou ld be one of the 
Romulans' f irst targets in the event of a Federation
Romulan wa r. 

PRESENT CONFLICTS 

Qualor II is generally peaceful, wi th no major soci
etal conflicts. Because of the amount of illicit trade 
going on, there a re plenty of shady c haracters on the 
planet at any given time, though, a nd there have been 
inc idents of violence. Furthermore, the colonists ' desire 
for free trade and Starfleet's desire for security often 
cause ten sion. 

EXPORTS AND IMPORTS 

Qualor II's economy, w hich is based primaril y 
around trade in arms and ship equ ipment, is desc ribed 
in the previous sectio ns. 

QUA. L O R II 

NOTED INHABITANTS 

Klim Dokachin is the chief administrato r of Zed 15 . 
Like many Zakdorn, he is fussy, precise, m etic ulous, 
and disdainful of conflicting opinions, but even for a 
Zakdorn Dokac hin takes these qualities to extremes. In 
short, he's an extremel y unpleasant person to work for 
or spend time with. 

A f at Ferengi named Omag, one of the most w ell 
know n arms traders on Qualor II, can be found regular
l y at Amarie's Bar in Torra llia. He v isits the lounge 
nearly every day and always requests his favorite song, 
"Melor Fan agal." Omag was among those invol ved in 
the theft of sh ips and components from the Federation 
shipyard which were used in the failed Romulan con
quest of Vulcan in 2368. 

CREATURES 

There a re many indigenous lifeform s on Qualor II, 
though few are bigger than a large dog. The best know n 
is probably the gzilgra, a greenish-brow n porcupinelike 

QUALOR II 

PLANET NAME: OUALOR II 

(LASS: M 

SYSTEM DATA: 0UALOR II HAS NO MOONS. 

GRAVITY: 1 G 

YEAR AND DAY: 330/25 
ATMOSPHERE: 0XYGEN·NITROGEN, WITH HIGH CARBON-DIOXIDE AND TRACE ARGON 

CONlEHl; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 65% OF THE SURFACE OF QUALOR Il lS COVERED WITH WATER, 

WHICH INCLUDES FOUR OCEANS. 

CLIMATE: DRY AND WARM, WITH STRONG SEASONAL STORMS 

SAPIENT SPECIES: (ENlAURANS (30 MILLION), HUMANS (1 0 MILLION), 

ANDORIANS (5 MILLION), ZAKDORN (2 MILLION) 

TECH LML: lEvEL SIX 

GOVERNMENT: ECONOMIC OLIGARCHY (PLUlOCRACY) 

CULTURE: OPPORTUNISTIC CULTURE, LARGELY DEVOTED TO TRADE AND COMMERCE 

AFFILIATION: FEDERATION COLONY 

RESOURCES: SURPLUS SHIP COMPONENTS TAKEN FROM THE SHIP DEPOT 

PLACES OF NoTE: TORRALLIA, THE LARGEST CITY OF QUALOR II, IS A CENTER OF 

TRADE AND COMMERCE IN SECTOR 213. QUALOR IllS ALSO THE lOCATION OF THE 
ADMINISTRATION FACILinES OF FEDERATION SHIP DEPOT ZED 15. BEYOND ITS lEGAl 

TRADE AND COMMERCE, TORRALLIA ALSO HOSTS CONSIDERABLE IlliCIT TRADE, MOST 
NOTABLY ARMS TRADES. AMARIE'S BAR, A POPULAR lOUNGE OFTEN FREQUENlED BY 

ARMS DEALERS, IS lOCATED IN THIS CITY. 

SHIP fACILITIES: 0UALOR II HAS LIMITED SHIP REPAIR/REFIT FACILITIES IN ORBIT. 

OTHER DETAILS: HOME TO FEDERATION SHIP DEPOT ZED 15. 
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creature whose extremely tough, leathery hide is cov
ered with sharp spikes or thorns. These creatures are very 
difficult to find and kill, but are considered a delicacy on 
Qualor II and so are often hunted by the colonists. 

EPISODE IDEAS 

Sym pathies: The Crew's ship receives orders to 
investigate the ruins of a crashed Federation transport 
ship near the Badlands along the Cardassian/Federation 
border. Among the debris are photon torpedo launcher 
components, which the transport ship was not original
ly equipped with. An investigation reveals that the 
components come from the U.S.S. Stalgreave, a 
Starfleet ship decommissioned to Zed 15 several years 
ago. The characters must persuade the Zakdorn to help 
them in their investigation, w hich reveals the compo
nents were stolen from the Stalgreave. Further 
investigation eventually reveals that Maquis sympathiz
ers within Starfleet stole the components and were 
attempting to route them to a Maquis base in the 
Badlands. 

Watchers: Several of the abandoned ships are large 
and stable enough to serve as hideouts or bases for 
pirates or smugglers. A small cell of the Andorian Am 
Tal has commandeered one such vessel, a retired 
Andorian cargo ship (see The First Line: Starfleet 
Intelligence Handbook for more information about the 
Am Tal). The agents there are engaged in covert surveil
lance of the shipyard; they are looking for a suspected 
Romulan agent in this sector. If they were to uncover 
something which needed to be acted upon immediate
ly, th ey might surreptitiousl y provide the information to 
the C rew's ship so as not to reveal themselves. 

------
' 

RISA 
Risa. The name conjures visions of exotic vacations, 

beautiful people, and a place w here you can have or do 
just about anything you want-for the right price, of 
course. "A ll that is ours, is yours" is the planet's motto, 
and her citizens do their best to live up to that motto. 
As the galaxy's ultimate vacation destination, Risa is a 
planet the members of the Crew are sure to visit at least 
once in their careers. But it's not just a paradise of 
leisure and relaxation; there's also more than enough 
intrigue going on there to keep the Crew on its toes. 

SOLAR SYSTEM 

Risa orbits a binary star. Its suns, Tau Regulon and 
Tau Adrian, are G2 V (bright yellow dwarf) stars with 
five planets orbiting them. Tau Regulon I and II are both 
Class D planets, crude balls of rock which a re inca
pable of supporting life. Similarly, Tau Regulon IV and 
V are Class J planets and also cannot support life. The 
system contains no asteroid belts and has few comets. 

Risa has one moon, Atheria. It is not inhabited, but 
is renowned throughout the galaxy for its beauty w hen 
seen from Risa's surface. It has inspired countless poets, 
songwriters, and lovers. It lends its name to Atherian 
wine, a popular Risan vintage. 

ENVIRONMENT 

When Risa was discovered, it was a geologically 
unstabl e planet wracked by rainy, stormy weather-in 
the words of one Starfleet officer, it was a "rain-
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soaked, geologically unstable jungle." Today, thanks 
to the Felkar-Terrellin weather-control matrix, a net
work of seismic regulators, and terraforming efforts, 
Risa is a paradise. Its weather is pleasant and balmy, 
usually ranging from 22°-30° Celsius in most areas. 
There are tropical regions which are warmer, and 
northern temperate to arctic regions which are much 
colder and even get snow in the wintertime (how else 
could vacationers go skiing?). 

LOCATI ONS 

There are many locations on Risa which are 
renowned throughout the galaxy. Chief among these 
is the fabulous Risan Grande Hotel, an enormous hos
pitality faci I ity whose reputation for excellent, 
meticulous service is unparalleled in Alpha Quadrant. 
The Grande can host as many as 1 0,000 guests at 
once, and has literally hundreds of conference rooms, 
holosuites, and activity centers to keep its guests 
occupied. On any given day a visitor can take a class, 
go swimming, fight as a Klingon against terrible alien 
foes in a holosuite simulation, and eat a gourmet 
meal- all without leaving the confines of the hotel. 

Risa City, the planet's capital, is well known for its 
exciting nightlife. The hottest of hot spots is Nova, an 
enormous club which offers a wide variety of enter
tainment. Whether a visitor wants to gamble, see a 
show, dance, or engage in activities of a more inti
mate nature, he can do it at Nova. 

Even on a planet known for its great beauty, 
Temtibi Lagoon stands out. Its natural splendor, tran
qu i I ity, and crystal-clear waters m ake its environs 
ideal for swimming, fishing, hiking, or just relaxing in 
the shade with a cool drink. Arandis, Chief Facilitator 
for the Lagoon, i s a l so known for her own g reat beau
ty. 

The tallest mountain on Risa is Mount Kevral. Its 
slopes a re ideal for skiing and othe r winter sports, 
and the Kevral Mounta in Lodge, run by the obse
quious Ferengi hotelier Kreg, caters to vacationers' 
every whim. Because the Lodge is isolated from the 
main vacation spots on the planet, it is the preferred 
destination for vacationers who prefer quiet relax
ation and a hot cup of cocoa to the glittering nightlife 
of Risa City. 

HISTORY 

Risa was first charted by Starfleet in the year 22 72 . 
Althoug h it was a Class M world, it did not seem like 
an appealing home for potential colonists due to its 
tectonic instability and almost constant rainy weather. 
The only lifeforms were various molds, slimes, 
lichens, and algae. 

Enter Federation scientists Grev Felkar and 
judatha Terrellin. A married couple, this Tellarite and 
Centauran were experts at weather control and ter
raforming. Risa was just the sort of challenge they 
were looking for, and an opportunity to test out some 
of their new theories and processes as well. 

Thirty years later, Risa was a diffe re nt place. Felkar 
had first instal le d an elaborate weather-control matrix 
to regulate the ever-present storms, and seismic regu-

RISA 

PLANET NAME; RISA (TAU REGULON Ill} 

CLASS: M 

SYSTEM DATA: RISA HAS ONE MOON. 

GRAVITY: 1.0 G 

YEAR AND DAY: 360/24 

ATMOSPHERE: OXYGEN-NITROGEN ATMOSPHERE; EARTH-NORMAL PRESSURE 

HYDROSPHERE: 73% OF RISA IS COVERED WITH WATER, INCLUDING FOUR OCEANS 
AND NUMEROUS FRESHWATER LAKES, RIVERS, AND STREAMS. 

CLIMATE: RISA'S ORIGINAL CLIMATE WAS WET, STORMY, AND UNPLEASANT. THANKS 
TO WEATHER-CONTROL TECHNOLOGY, TODAY RISA'S CLIMATE IS GENERALLY TEMPERATE 
AND MILD. WHILE THERE ARE REGIONS IN THE NORTH WHICH ARE WEU SUITED FOR 
TOURISTS WHO LIKE TO SKI OR MOUNTAIN CLIMB, MOST OF RISA'S WEATHER AND 
TOPOGRAPHY IS VERY GENTLE. 

SAPIENT SPECIES: HUMANS (95,000), (ENTAURANS (28,000), OTHER RAm 
(23,000) 

TECH LEVEL: lEvEL SIX. 

GOVERNMENT: REPRESENTATIVE DEMOCRACY 

(ULTURE: HEDONISTIC VACATION PLANET 

AFFILIATION: fEDERATION COLONY 

RESOURCES: ITS GALAXY-RENOWNED RESORTS AND VACATION CENTERS 

PLACES OF NoTE: TEMTIBI lAGOON, RISA CITY, MT. KEYRAL 

SHIP fACILITIES: RISA POSSESSES MANY PLACES FOR SHIPS TO DOCK, BUT HAS ONLY 
MINIMAL SHIP REPAIR AND CONSTRUCTION FACILITIES. 

Iators to stabilize the planet geo logically. Then Terrell in, 
with his help, began reshaping the world's terrain and 
ecology to make it as pleasantly Earth-like as possible. 
Harsh lands were molded into beautiful fi e lds, forests, 
and streams. Ordinary lagoons and bays were reshaped 
to make them perfect for water sports. Plants and crea
tures both ordinary and exotic were imported to give 
the planet some life of its own. 

When their work was complete, Felkar and Terrell in 
applied for a colonization permit with the announced 
intention of creating a "luxury resort planet for the citi
zens of the Federation." With the help of several people 
who were inte rested in the business and entertainment 
possibilities Risa afforded, they obtained permission to 
start a colony. They maintained high standards for 
whom they were willing to admit to their colony so they 
could maintain a level of quality which would attract 
tourists and visitors from across known space. Every 
colonist had to file a business proposal with the m and 
explain how his presence on the planet would enhance, 
not hinder, Felkar and Terre ll in's vision. 

The rest, as they say, is history. Risa proved to be an 
enormous success and quickly outstripped all other 
tourist destinations to become the galaxy's preferred 
spot for vacationers, honeymooners, and people in 
search of relaxation. Today the name "Risa" is synony
mous with sybaritic luxury and unforgettable vacations. 

R r sA 
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Among the notable events in recent Risan history 
was the discovery in 2366 that the fabled Tox Uthat, a 
device from the future capable of destroying entire 
stars, had been hidden on Risa by Kal Dana, the 27th
century scientist who created it. Captain Jean-Luc 
Picard of the U.S.S. Enterprise-a and the renegade 
human archaeologist Vash manage d to find the 
device, and Capt. Picard destroyed it to prevent it 
from falling into the wrong h ands. 

POPUlATION 

Risa is inhabited by about 145,000 citizens, virtu
ally all of whom work in the tourist or entertainment 
industry. At any given time its total population is more 
likel y to approach half a million or more, thanks to the 
enormous numbers of tourists and visitors passing 
through. Several million v isitors come to Risa every 
year, including numerous Starfleet officers and enlisted 
personnel on leave or furlough. In fact, Risa has 
becom e something of a haven for official types looking 
to "get away from it all." It's not unusual to see a 
Federation Council member relax ing on the beach next 
to a newly commissioned ensign on his first leave. 

Although they work hard, the native Risans a re 
also known as a carefree people who exalt leisure and 
relaxation above all else. They are sexually quite 
open, and encourage their guests to be the same. A 
small Risa n statuette called a horga'hn is displayed to 
indicate a desire to engage in such activity, particu
la rl y a type referred to as jamaharon. 

P LANE T S OF T HE U f P , V O L UM E I 

ORBITAL SKYDIVING 

A POPUlAR SPORT ON MANY FEDERATION WORLDS, ORBITAL SKYDIVING DIFFERS UT· 
nE FROM ITS ATMOSPHERIC VERSION. A SHUTTLECRAFT TRANSPORTS THE SKYDIVER TO 
HIGH ALITTUDE. To HANDLE THE RIGORS OF REENTRY, THE ORBITAL SKYDIVING SUIT IS 
ESSENTIALLY A STANDARD ENVIRONMENT SUIT EQUIPPED WITH LIFE-SUPPORT EQUIP
MENT TO PROVIDE OXYGEN, HUNDREDS OF SMALL POLYCOMPOSITE PlATES TO 
WITHSTAND THE TREMENDOUS HEAT, AND A TRIPOLYMER PARACHUTE. FEW CAN FORGET 
THE THRIU OF DROPPING TO A PlANET FROM SOME 800,000 METERS UP. RISA 
OFFERS ORBITAL SKYDIVING FOR THOSE VACATIONERS WHO TIRE OF LOUNGING POOL
SIDE OR PURSUING THE PLEASURES OF JAMAHARON. 

ARMOR: 4 POINTS OF PROTECTION FROM PHASERS AND DISRUPTORS 

SIZE: 14 l (FOLDED) + BOOTS AND HELMET 

MASS: 12 KG 

DURATION: 25 HOURS 

OTHER ACT IVITIES 

There are plenty of other things to do on Risa 
besides those associated w ith horga'hn. In fact, just 
about anything w hich a vacationer wants to do can be 
arranged, though it may take c redits and time. Some 
of the more popular activities include eating gourmet 
food (or even nongourmet, yet delicious, foods such 
as baked Risan beans); playing hoverba ll, parri ses 
squares, racquetball, or other sports; exploring the 
planet's w ild areas in a floater (a recreational hover
craft); taking a reyamilk soak (a type of soothing bath ); 
and shopping (Risan tapestries and Risan perfume are 
just two of many well known Risan good s). 

GOVERNMENT 

Most citizens of Risa could n 't ca re less about gov
ernment provided society is kept calm, peaceful, and 
good for business. Every si x years the Risans in each 
Administrative District e lect a Chief Facilitator w ho i s 
responsible for running the loca l government in that 
area. The Chief Facilitators e lect one of the ir number 
to serve as High Facilitator, or leader of the entire 
p lane t. The High Fac ilitator i s commander of the Risan 
Security Force, w hi c h patrols the planet to prevent 
con artists, p ickpockets, and the like from threatening 
o r inconveniencing the g uests. The RSF conducts its 
patrols wh il e disguise d as vacationers so that it dis
turbs the g u ests as littl e as possibl e. 

Risa h as never applied for membership in the 
Federation, and has no real desire to do so. The Risans 
are content t o live in a colony. 

STRATEGIC IMPORTAN CE 

In terms of its location, Risa has no strategic 
importa n ce w hatsoever. As a popula r destination w ith 
Starfleet and Fe deration officers and personnel, how
ever, it i s an idea l location for spi es and a certa in 
amount of cloak-and-dagger intrigue. Agents of the 
Tal Shiar, Obsidian O rde r, a n d simila r organizations 
mingle w ith the guests, h oping to learn va luabl e infor
mation from unwary Federation official s or even 
develop a relationship with a n unsuspecting Starfleet 



officer. For example, in 2368, First Officer Will Riker 
of the U .S.S. Enterprise-0 m et a beautiful woman 
n am ed Etana Jol on Risa and began a romanti c rela
tionship w ith her. Unk now n to him, jol was a Ktarian 
operative w h o hoped throug h him to ga in control of 
the Enterprise. She very nearly su cceeded by intro
ducing Riker to a psycho tropica ll y addictive Ktari a n 
game, but fortunate l y the plot was th warted. 

EXPORTS AND IMPORTS 

Risa h as to import most foodstuffs and other sup
plies w hich it cannot replicate, since it has no n ative 
industries o r agr icu lt ure . It has a few exports, such as 
Risan pe rfume, but most of its economy depends on get
ting p eople to c ome to it, n o t o n send ing things to them. 

N OTED IN HABITANTS 

The cu rrent High Fac ilitator of Ri sa is Gai lea 
Ulreshtri, a Centauran a n d forme r m anager of the Risa 
Grande H otel. She is a tall, middle-aged w oman of 
striking d emeanor. A lthoug h sh e takes her job serio u sl y, 
she possesses a typical Risan " m an ana" attitude wh ich 
a lien bureau cra ts may fi nd a littl e d i fficult to d ea l with . 

Kreg, the Fere n gi w ho owns the Kevral Mountain 
Lodge, is perhaps the richest indiv idual on Risa . 
A ltho ug h he i s as interested as m ost Ferengi in profit, he 
a l so genu ine ly cares about his g uests. Much to th e c ha
grin of his staff, he is a lways w illing to go the ex tra mile 
to m ake sure hi s guests have every thing they need or 
want (an attitude w hich m any oth er Fereng i find puz
z l ing). 

CREAT URES 

Risa h as no n ative c reatures, but is h ome to 
d ozens of species introduced h ere by terrafor mers. 
Most a re Terra n or Centauran speci es, but the re a re 
representatives from dozens of planet s across th e 

ga laxy. They range from f ie rce predators (such as 
tigers) to gentle, beautiful herbivores and birds. 
Dangerous animals are kept confined in vast nature 
preserves. 

EPISODE IDEAS 

The W eb : W hile the C rew enjoys shore leave o n 
Risa, o n e of the m accide ntally bumps into a b eautiful 
woman, knocking h e r down. The woman is unhurt, 
and whi l e she w ill accept apo log i es, sh e polite ly 
refuses a ny invitations to d inner or floater rides, 
w hic h her g ood looks and pleasant attitude w ill no 
doubt bring. That's not the last the Crew w ill see of 
he r, however. 

Unkn own to the unfortunate Crew member, this 
wom an is a Centauran agent for Starfleet Inte ll igence 
carry ing an isolinear c hip conta ining va luabl e i n te lli 
gence about O'deridex-cl ass warbirds. She is being 
pursu e d by disguised Ta l Shiar members who want the 
information back. She ta kes the opportuni ty to pl ant 
the chip on the Crew m embe r w h o ran into her. 
Sho r t ly thereafter she tracks the Crew member dow n 
to take him up on his o rig ina l o ffe r. The two o f them 
must dodge Tal Shiar attacks w hile sh e tries to keep 
h er secret for as long as possible, then fend off a fina l 
Romula n effort to recover the c hip b ef ore the agent 
has a rendezvou s w ith her sta rship. 

Surviva l: W h i l e on vacati o n in the i so la te d Risa n 
back country, the Crew and some NPC's are c ut off 
from the rest of the p lanet and th e galaxy w hen a freak 
io n storm temporaril y rende rs both the ir communica
tors and th e p la n e t 's weather c ontrol matrix 
no nfunctiona l. As storms beg in to kick up and minor 
earthquakes b egin, things quickly go from bad to 
worse. One of th e NPC's is m auled b y a wi ld anima l 
(or injured in a n accident, as the Narrator prefers) . The 
Crew h as to work together to get t h e ir injured com
rade back to safety through a series of minor natura l 
disasters and diffic ulties. 

RI SA 
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TELLAR 
Te llar li es in the spinward region of Be ta 

Quad rant, just b eyond Alpha Centauri . Know n for 
their g reat love of d ebate and engineering expertise, 
the Te ll a rites p lay a key role in the Federatio n . 

SOLAR SYSTEM 

The Te ll a r system consists of six planets orb iting a 
white subg iant star in Beta Quadrant. The Tellar 
homewo rld, known simply as Tellar, is the third plan
et in the Te ll a r system. In additi o n, colonies thrive on 
the first, fourth, and fifth worlds of the system. The re 
are a lso co lonies on three of the five moo n s of the 
sixth planet, a gas giant named Boragus w h ich i s very 
simila r in many regards to Jupiter. 

Of the planets in the Tell ar system, onl y Te lla r II 
rem ain s unsettle d . The site of the fatal crash of an 
experimental ship d esigne d and flown b y Tella r 's first 
astro n aut, Te llar II proved too difficult to te rraform 
and settl e, and so remains lifeless and barren. The 
p lanet was once home to several mining operations, 
but its bounty h as long si n ce been exhausted. 

ENVIRONMENT 

Lush jung les and mountains cover most ofTellar's 
surface. Vast stre tc h es of mountain ranges occupy the 
m aj ority of Te lla r 's contine nts, w i th smal l e r regio n s of 
deserts a nd temperate p la ins situated b etween these 
mounta ins. The mounta ins of Te ll a r host a wide v ari-
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ety of plant life, as diverse i f not m o re so than Earth 
itse lf. From the deepest reach es of mounta in valleys to 
the tops of these massive peaks, plant life ranging 
from tropica l vines to giant pine trees covers nearly 
every square meter of these ranges. Only the upper
most portions of the Te llarite mountains a re barren of 
plant life, w h ere the rock and so il w hi ch form t hese 
peaks stretch up to the sky b eyond the reach of the 
trees and plants below . 

Arctic reg ions cover a full quarte r of the planet, 
sp lit even ly among Te lla r's no rth and south polar 
regions. Solar flares combined w ith gases in Tell ar's 
uppermost atmosphere turn the sky ove r these polar 
regions a brilliant yellow-orange co lor during the late 
evening hours of the w inter and summer seasons, an 
effect very much l ike the aurora borealis and aurora 
australus on earth. 

Small settlemen ts and communities ca n be found 
a ll ac ross Te ll ar's surface, but most of the popu lation 
makes their home in vast mountaintop citi es, some of 
w hich span entire m o untain ranges. Some Te llarite 
cities perch on the sides of steep mountains, w hile 
o thers lie atop massive p lateau s, a nd still others 
stretch across valleys b etween p eaks, connecting 
nearby mountain r idges. These c iti es represent some 
of the most advanced achievements in Te lla ri te engi
n eering, surpassed only by the Space Elevator (see 
" Locations", below). Engineers and arc hitects from 
other w orlds v isit Te llar frequently to study the a rchi
tecture and design of these citi es, and even the most 
accompli shed of these e ngineers can on ly stand in 
wonder and awe at the ingenuity whic h Te lla rite c iti es 
represent. A veritab le spider web of m ov ing sidewalks 
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c riss- c ross through the c 1t1es, connecting la rge c ity 
blocks and b uild i ngs and e nab ling c itizen s an d v i s i
t o rs to m ove about eas ily and quickly. 

C loc k w o rk d evices o f numero u s sty les a n d 
desi g n s ad o rn m any of the wa ll s and su rf aces o f th e 
ci ties o f Tell a r. Som e serve n o p urpose beyon d d eco
rati o n, w hil e o thers p lay a n integra l ro le in th e 
operatio n of serv i ces su ch as plumbing and p owering 
the mov ing sidewalks. From a dista nc e, the preci se 
m ovem e n ts of t h e gears a nd cogs o f t hese c lockwork 
d evi ces a lmost bl end into the i ntricate decoratio n s 
a nd ornaments comm on to m ost structures i n t h e 
ci ties, b ut as o n e gets c loser and close r, t h e con stant 
turning a nd moving o f the clockwork compo n ents 
becom es appare nt, b ring ing these m etallic ci ti es to 
life i n a con stant, g raceful cycle of moti o n. 

In additio n to t h e port ions of the ci ties b u ilt above 
g ro und, Tell a rites cities a lso include expans ive subter 
ra nean areas. The u nderground areas stretch d eep 
beneath t he surface of the mounta ins, more t han d o u
b l i n g the act ual s i ze a n d space o f t hese enormous 
cities. Rath e r t h a n carve o u t a singl e vast c hamber of 
rock inside t he m o unta ins, as is t h e practi ce a m o ng 
o the r races w h o buil d undergrou nd cities, Te llarite 
e ng ineers carve o ut nume ro us sma ll cham bers, l eav
ing h u ndreds of m eters o f rock b etween the 
h o llowed- o u t c hambers w hich mak e u p t he su bter
ra nean p o rtio n s o f the ir c ities. W hile m ore d ifficult 
than other m etho d s, th is practice resul ts in far safer 
undergro und st r u c tures. In additi o n to these c h a m 
bers, tunnels I ine the u ndergrou nd port ions of the 
ci t ies, p roviding access between neig h boring citi es. 

The most well k nown of Tellarite c it ies i s Agora, 
t he capita l city ofTell a r, n a m ed fo r the Ukora Segm ent 

I. Rukor (Class F) 
II. Thenar (Class K) 
Ill. Tellar (Class M) 

IV. Sive l (Class H) 
V. Varagus (Class G) 
VI. Boragus (Class J) 

and home to the G reat Debate H a ll (see " Locatio n s", 
b e low). It is a lso t h e ci ty c losest to C h e rok's Span, a 
natura l rock f orm ation sp anning two p aralle l m o un
tai n ridges in Te lla r's northern hemisph ere. The tw o 
mounta in ran ges connected by Chero k 's Sp a n were 
each o n ce p art of riva l nations, Lurok a n d Thivel, 
w hic h fou g h t v io l e n t battles against each o ther during 
t he h e ight of the Voice Wars, th e ages-o ld con f lic t 
w h ich nearl y t o re the world asu nder. T he rock forma
tion between them, cla imed b y each n atio n as i t s 
o w n , st o o d ta ll abo ve many g ro u nd battles f o ug ht 
between these t wo warr i ng facti o ns. 

TELLAR SYSTEM 

SYSTEM NAME: TEUAR 

AFFILIATION: FEDERATION MEMBER 

SYSTEM TYPE: SINGLE TYPE A4 IV (WHITE SUBGIANT} STAR 
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It was only when Cherok and his Ukora Segment 
brought an end to the Voice Wars that these two 
nations, bitte r rivals for centuries, agreed to live 
peacefully together. Seeing it as a symbol of the con
nections between their two peoples, the leaders of 
both Lurok and Thivel agreed that the span belonged 
to neither of them and both of them, and named it 
Cherok's Span in honor of the man responsible for 
ending their centuries-long conflict. The two nations 
then worked together to build the city of Agora, sev
eral kilometers to the south of Cherok's Span, which 
would serve as the capital of a new nation built from 
the remnants of the former rivals. 

LOCATIONS 

Towering from the c ity of Koral beyond the rim of 
Tellar's atmosphere, the Tellar Space Elevator stands 
as a proud monument to the engineering prowess of 
its builders. The tallest freestanding structure in the 
Federation, the Space Elevator allows ships to dock at 
its top and travel to the planet's surface without the 
use of a shuttl e . The tower contains several lifts and 
transport tubes designed for both cargo and civilians, 
and, though not needed since the invention of trans
porters, the elevator remains an important symbol of 
the engineering skills of the Tellarites. Up to six star
ships can dock at the elevator's top at one time, and 
the lifts an d tubes can move thousands of people and 
hundreds of tons of cargo per hour. Numerous levels 
lie between the e levator 's top and bottom floors, all of 
which contain shops, restaurants, and marketplaces 
w hich service the millions of tourists and v i si tors from 
across the Federation w ho travel to this unique archi
tectural and engineering marve l. 

In the midst of Tel lar's capital c ity of Agora sits the 
Great Debate Hall of Tellar, the seat of the Tellarite gov
ernment, which is known as the Emporium. It was to 
this h a ll that Tarnoc brought the proposal of a unified 
interstellar government after th e first Terran 
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Conventions of 21 60, and w here the assembled 
Tellarite government elected to sign the Articles of 
Federation shortly thereafter. The Debate Hall has been 
the site of more debates t han any other such h a ll in the 
entire Federation. Chairs and tables for the five divi
sions into w hich the Emporium is divided occupy the 
center of the hall, while around its perimeter lie rows 
of seats for spectators and observers. Though spectators 
are not common on most days when the Emporium is 
in session, it fills beyond capacity w hen scheduled 
debates take place. Most such debates relate to issues 
before the government, but public debates are also 
held here when possible, ranging in subject from the 
latest news of th e Federation to issues concerning local 
communities and c ities. Whatever the subject, public 
debates held in the Great D ebate H a ll draw large 
crowds of spectators, some there to support their posi
tions, other simply to enjoy a good argument. 

Located in Tellar's southern hemisphere, the 
Te llarite Engineering Upperschool outshines nearly all 
other such institutions as the finest engineering school 
in the Federation : Staffed by the best and brightest 
Tellarite engineers, as well as so m e instructors of 
other races, the Upperschool's reputation for the high
est standards of education in the engineering fields is 
well deserved. Starfleet cadets specializing in engi
neering ofte n spend a semester here, and some spend 
considerably more time at the Upperschool than that. 
Among the more popular and well known Starfleet 
cadets to have attended the Upperschool are Geordi 
La Forge, c urrently the Chief Engineer of the U.S.S. 
Enterprise-0, and Montgomery Scott, Chief Engineer 
on the original U.S.S. Enterprise under the command 
of Captain James T. Kirk. 

HISTORY 

Understanding Te llar and its role in the formation 
of the Federation first requires an understand ing of 
how the Te llarite society evolved into its c urrent form. 



This process of socia l evolution began w i t h t he Vo ice 
Wars, wh ich occurred at approximately the sam e t ime 
as World War I on Earth. 

The Voice Wars began as a resu lt of attempts at 
science-based socia l en gineering b y a number of 
Tellarite n ations. The Te ll a r ites' natural fascination 
with eng ineering and m ech anica l devices led m any 
nat io n s to sp o nsor and p romote "enginee re d " soc ia l 
and economic system s, n one of w hic h were comp ati
ble w ith those sponsored by other n ations. After years 
of fai le d attempts at imposing t hese idea l ized systems 
upon the ir peop le, the Tellarite theorists sought a new 
approac h . Argu ing that Tellar's "prescientific" lan 
gu ages were respon sible for the people's resi stan ce to 
t h e scienti fic, economic, and social policies, Tellarite 
en g ineers derived a number of "scientific" langu ages 
in hopes of in f luenc ing the thoug ht p atte rn s of th e 
p eople su ch that they w ould be more open to the 
"engineered" socia l and economic systems they p ro
m oted. Tellarite nati o ns made war upon each other to 
impose vario u s sc ie ntific lan guages upon their e n e
mies. These so-ca lled Voice Wars spread across the 
planet, extingu i shing many tribal languages and local 
dialects in order to make room for the newly en gi 
n eered lan gu ages wh ich might one day lead to 
scientifica ll y p erfected societies. These wars con
sumed t he worl d, with every able body b e ing draf ted 
into service. 

As the remain ing Te llarite nations stood on the 
brink of devastatio n , a mathematician named Chero k 
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b egan to promote public speeches and civil disobedi
en ce. Citing chaos theory, Cherok argued that on ly 
through diversity and dissent could peace and harmo
ny ever be achieved, and that scientifi c economics 
and politics w ere l ittle more than ill u s ions. Fo llowing 
C h erok's lead, hundreds of thou san ds of Te llarites 
steadfastl y refused to speak the new scientific lan
g u ages. When questioned by so ldiers, these rebels 
wou ld an swer " Ukora", the word for " no" in the most 
a n c ient and primitive ofTellar's l ang u ages. Thi s rebel
lion spread a ll over Tell a r, even tually lead ing to the 
c rumbling of the engineered mi li tari es of the Tellarite 
nations. 

The Ukora Segment, as C h erok's m ovement had 
come to be know n , provided t h e founda tion for a new 
society based on debate, d iversi ty, and personal pride, 
and a l so served as the basis for the world government 
which formed within a few generations of the end of 
the Voic e Wars. From that point on, Tellarites refused 
to let national allegiances get in the way of free 
speech, debate, or the exchange of information. 

Spaceflight on Tell a r began decades b efore the 
Voic e Wars, and within forty yea rs of the Tellarites' 
first trip into space via the famed astronau t Ranx they 
had explored and colonized their entire solar system, 
estab lishing colonies on the f irst, fou rth, and fifth 
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planets, as well as on three of the m oons of the sixth 
planet, Boragus. Although the Voice Wars d i srupted 
the Te ll a rite sp ace program, soon after they e nded the 
Tella rites developed warp-capable ships, a n d travel to 
diffe rent sta r systems demonstrated to the Tellarites 
th e h azards of inte rste llar space travel. The Te lla rite 
government developed strong concern s about 
encounters with a l ien lifefo rms, and like the V ulcans 
adopted a po li cy o f observation of oth e r worlds, 
avoiding contact when possible . The Tella rites a l so 
sp ent thirty yea rs constructing their fa med Sp ace 
Elevato r. 

I n 2 1 05, the vessel Shayna Kavic of A lpha 
Ce ntauri arrived in the Te lla r system. A lthough Te llar 
was initi a lly d istrustful of the Centaurans' m essage of 
p eace, re la tions improved shortl y afte r the Te lla rites 
m e t the Centaurans. Legends insi st that the Te lla rites 
on l y accepted the Centaurans after they sh owed the 
p roper respect and admiration for the engineering 
marvel o f the Sp ace Elevato r. The Centaurans intro
duced th e Te llarites to Terrans, and w he n the la tte r 
becom e embro il ed in the Romulan- Earth War, the 
Te llari tes a llowed the humans to rent the Tellar sp ace 
docks fo r starship construction, and even a ided in th e 
d esig n and construc tion of the ships bui l t th e re. T his 
was the first ste p in w hat would la te r b ecom e a pro
duc tive co llabo ration b etween human and Tella ri te 
e ng ineers. 

Ea rth, Vu lca n , and A lpha Centauri l ate r inv ited 
Te lla r, a long w ith Andoria, to j oin in ta l ks concerning 
inc reased trade and d e fe n sive a lliances among the 
five worlds- ta l ks which eventually led to the found
ing of the Fed eration . Te llar was the f irst world to si g n 
the A rtic les of Federation. 

POPULATION 

Tella rites a re s l ightly shorter and stockie r th an 
humans o n average, and their bod ies are covered 
wi th a h eavy fur. The i r faces resemble oth e r 
huma no id races, and share the skin coloration of 
huma n s a nd Centaurans, but h ave piglike sn o uts for 
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noses. Tellarite m a les h ave th ick fac ia l h air from a 
young age, sporting b eards a t ages as young as 10 
years. 

Te llarites have an inborn love of d ebate and argu
ment, seeing any c h allenge to their position or 
op inion as an opportunity to debate. Te lla rites are not 
a t all shy about expressing the ir opinio n s, nor are 
they shy when it comes to questioning another's posi
ti o n or opin ion. Many Tell a rites e ngage in debate 
m e re ly for th e sake of the activi ty, and h ave bee n 
known to a rgue the o ppos ite o f w h at t h ey bel ieve 
simply for the enjoyment of the d e b a te. This love of 
d ebate m akes Tellarites som e of the best debaters in 
the Fed e ration. 

Tell a r ites also have a stro n g sen se of e ng ineering 
and mechanics, with a n i n st inctive understanding of 
how objects work togeth e r. Thro ug h their clock w ork 
v iew of the world around the m , Te lla rites see the 
ga laxy as a vast machine, a nd seek to unde rstand the 
workings of th at m achine. Th e ir c uriosity and unwa
vering d et e rmination to make things work drives 
them to sol ve prob le m s w hic h appea r unsolvabl e, 
and to f ind e x planations for those events wh ich defy 
scientific pl ausibility. 

T h ough c urio us and inquisi t ive, Tell a rites do not 
rush into c ircumstances wh ic h might be d a n gerous or 
volati le, and approach m ost n e w experiences w ith a 
great d e a l of caution . O n ce a Te lla rite lea rns the 
n ature of any new experie n ce or c irc umstance, how 
ever, hi s curiosity takes over and h e d ives into 
a n a lysis and study of the n ew an d u n known in h opes 
of learning as muc h as poss ib le. 

Te llarite s sel d o m back dow n w h e n con fronted 
w ith opposition , rega rd less of the type. The ir w illing 
n ess to t ake a st and for w h a t they bel ieve m akes them 
p illa rs of the Federation . 

Te llarite cu lture refle c ts thei r inquisi tive and a rgu
mentative nature. A ll Te ll a rites seem born w it h a l ove 
of technology and a drive to make d evices and 
m achines more effic ient, and many decorate their 
homes w ith small, h andma d e c lockwork d evices sim
ilar to those w hic h adorn Te lla r's c ities . Th e Tell a rites' 



exp erti se i n a rgument a nd d eb ate a l so makes them 
skille d m e rc h ants; some say tha t o nly Ferengi are b e t
te r at ha n d ling m o ney tha n Te lla rites. 

Spiritua lity does not play a larg e ro le in Te lla rite 
c ultu re, and m ost Te lla rites w ould pro b ab ly d escribe 
t he m sel ves in te rms w hich humans would equa te w ith 
eithe r agnostic i sm or athe ism. Th o ugh they don' t l ook 
dow n u p on c ultures w hic h embrace spiritua lity, the ir 
eminently practi ca l v iew of th e ir world often ca u ses 
the m to q u esti o n a n y c ulture in w hic h spi r itua lity 
comple te l y o vershad ows practicality. 

Free sp eech , public d e b a te, and the free exch a n ge 
o f info rma tion a re corne rsto n es o f Te ll a rite socie ty. 
Emb racing these ideals save d the Tell arite p eople from 
killing them selves during the V oice W a rs centuries 
ago , and the Te ll a rites h ave not f o rgotte n that. Though 
the resolutio n o f the Vo ice Wars led to the uni f i e d 
world governme nt w hic h h as ruled Tella r ever since, 
diffe re n ces b e tween Te ll a r nations re m a in in place
but w hereas o n ce these differences led to war, now 
they serve as a source of subjects for d eb ates and 
arguments. 

The sci entific a nd techno l o gica l ad van ces d evel
o p e d by the Te ll arites h av e cont ribute d , and c on t inue 
to c ontr ibute, g reatl y to the ad v ance m e nt of 
Fe d e ratio n a n d Sta r f leet interests across the ga laxy. 
Te lla rite e ng ineers invented the a lloy duranium, one 
of the key mate ria l s u sed in the constructi o n of sta r
ship supe rstru c ture frames. Working with eng ineers of 
othe r earl y Fe d e rati o n m embers, Te ll a rites h e lped 
d eve lop the hull d es ig ns w h ich would e ventua lly be 

used in nearly a ll Starflee t v essels, inc luding t he 
Horizon-cl ass starship (which became the basis for 
most modern Starfleet starships). They also participat
ed in the deve lopment of the m eans b y whi ch 
dilithium mining became practica l, leading to th e 
prolife ration o f w a rp-drive travel thro u g hout th e 
Federation, and took the initiative in m any othe r 
Federa tion mining projects, such as those projects run 
b y the Te llarite Mining Corporation, as w ell as the 
D y talli x Mining Corporation, both whi c h have the ir 
headquarters on Tellar. 

GOVERNMENT 

Te ll ar's government, the Emporium, takes i ts name 
from an ancient Te lla rite l a ng u age, the sa m e tong ue 
from which the word agora originates. The na m e means 
" unity", a n ideal sought by the former warring n atio n s 
ofTellar a fter the ri se of the Ukora Segment and the end 
of the Voice Wars. The Emporium consists of f ive div i
s ions of equal size, each composed of representatives of 
Tellar's va rious nation -states. A total of 1 ,000 represen
tatives sit in eac h div ision, each indiv idua l an elec ted 
officia l from his home nation-state. Whil e the fi ve d iv i
sions a re of e qual size and inf luence in the go vernment, 
all nation-states do not seat the same number of repre
sentatives in each division. Th e popul ation of each 
nation d etermines the number of representa tives it m ay 
send to its div ision o f the Empo rium. 

TE LL A R 

1 1 7 



1 1 13 

Each division is further broken down into coun
cils-groups of 1 00 representatives-drawn evenly 
from the nations represented in the division. This means 
that smaller nations with fewer representatives in a divi
sion will have seats on more councils within their 
division, somewhat compensating for their lower num
bers by offering them more influence at the lower levels 
of government. 

Though some councils are permanent fixtures with
in the bureaucracy of a given division, such as the 
Commerce Council or judicial Council, many are 
formed to deal with specific issues and problems, and 
in the case of temporary situations are dissolved upon 
resolution of the issue or problem for which the coun
cil was formed. 

Any representative may bring an issue before the 
government, but all issues brought before the 
Emporium must start at the council level. If the issue 
falls under the jurisdiction of an existing council, that 
council addresses the issue first; if not, a new council 
forms to address it. Debate is the first step in evaluating 
an issue, after which the council votes on the issue. If 
the issue passes (by receiving a simple majority of sup
porting votes), the issue then moves on to be addressed 
by the division, where again debate starts, followed by 
a vote, this time requiring a two-thirds majority vote to 
pass. Once passed by the division, the issue is brought 
before the entirety of the Emporium (all 5,000 mem
bers), where once again debate is followed by a vote, 
requiring a two-thirds majority to pass. 

Representatives to the Emporium serve three-year 
terms, and though there is no limit to the number of 
terms a single representative can serve, they cannot 
serve in consecutive terms. The members of the 
Emporium e lect one among them to serve as the 
Lor'Empor or "Voice of Unity", who speaks to the peo
ple of Tellar on b'ehalf of the Emporium, and who 
represents the Emporium to the Tellarite Delegates on 
the Federation Council (who are also elected by the 
Emporium) and to the Federation Council itself when 
necessary. Though "officially" the leader of the 
Emporium, in fact the Lor' Empor enjoys no more power 
or influence among the assembly than any other repre
sentative. 

Many outside observers balk at the size of Tellar's 
government, insisting that such large numbers of repre
sentatives render decision-making difficult if not 
impossible. This might be the case were it not for the 
Tellarites' love of large bureaucracies and problem
solving. Trails of paperwork and strict rules and 
regulations concerning every detail of how government 
business is to be conducted keep the political machin
ery of the Emporium moving, albeit slowly at times. 

STRATEGIC IMPORTANC E 

Its location in Beta Quadrant, near both Earth and 
Alpha Centauri, makes Te llar a key strategic point 
within Federation space. Were Tellar to fall into enemy 
hands, that enemy would have a key position from 
which to launch attacks against a number of important 
Federation worlds, including Earth and Alpha Centauri. 
For this reason, the main Starfleet outpost in the Tellar 
system, Starbase 223, is both large and well-defended. 

P L A NE T S O F T HE UFP, V O L UME I 

PRESENT CONFLICTS 

During the past several decades, the Tellarites have 
chosen to give more emphasis to local and domestic 
matters than to those which concerned the Federation as 
a whole. This hasn't diminished the role of the Tellarite 
delegates in the Federation Council, who continue to 
debate issues at great length, oftentimes even when 
those issues have little or no bearing on Tellar itself. Few 
delegates in the Federation Council are surprised when 
Grillon Brok, the chief Te llarite delegate, challenges 
their position on a given issue and initiates debate on 
the matter. 

Tellar now finds itself largely free of conflict, both 
local and interstellar. What few minor conflicts that do 
exist remain in the commercial sector, as Tellarite
owned companies seek to improve their profits through 
increased efficiencies and higher prices. These conflicts 
are few and far between, however, as dealing with the 
ever-efficient Tellarites remains far easier and cheaper 
than most alternatives-such as the Ferengi Alliance. 

EXPORTS AND IMPORTS 

Tellar participates in little traditional exporting of 
goods. The planet's physical resources are la rgely unre
m arkable. In contrast, Tellar receives more than its share 
of imported minerals, in particular pollarium, which is 
use d in the creation of duranium. Most such mineral 
shipments arrive via the Bolarus IX-Tellar trade route 



(part of the so-called Mineral Chute), and many come 
from Tellarite-owned mines, among them Dytallix E, F, 
and G of the Dytallix Mining Corporation. Tellarite engi
neers use these minerals in the manufacture of starships 
in the shipyards above Tellar and Tellar IV. 

Tellar also enjoys a healthy amount of merchant 
business, primarily in technological devices (including 
the clockwork devices for which Tellarites are so well 
known). The markets of Tellar remain busy almost con
stantly, supplied by a steady flow of goods and wares 
moving along a number of w e ll known trade routes. 

· NOTED INHABITANTS 

Morbren Gaer, representative of the city of Koral, 
currently serves as the Lor' Empor, a post he has occu
pied for the last two years. Popular with the people of 
Tellar, Morbren is approaching the end of his current 
term of service, and rumors abound that he w i ll not 
seek to serve again. 

Another well known Tella rite, Grillon Brok, the 
Tellarite Ambassador to the Federation Council, is 
known as one of the greatest debaters .. in the history of 
the Federation. Though Brok spends most of his time on 
Earth to attend to his duties on the Federation Council, 
he returns home to Tellar whenev er possible . 

CREATURES 

Tella r is home to m any unique and f asc inating crea
tures. The b est kno wn i s the b e lvra r, a b ighorn 
sheep- like creatu re native to Tella r's mounta in ranges. In 
ancient times its horns w e re conside red symb o l s of v iril
ity. Another no ted Tellarite b east is t h e aktasha r, o r 
Te llarite eagle, one o f the largest known raptors in the 
ga laxy. A full-g ro wn a ktashar is able to swoop d own and 
carry off an adult Tell a rite. Aggressive hunting centuries 
ago nearly rende red t he aktashar extinc t, but today sev
eral populations su rvive in wilderness preserves. 

EPISODE IDEAS 

Tellar A ll: The C rew's ship i s orde re d to transp o rt 
Lo r' Empor Mobren Gaer from Tell ar to Earth, where he 
i s to address th e Fede ratio n Council concerning recent 
trad e agreem ents which could impact Tella r. This gives 
the c harac te rs a ch an ce to exp e rience som e o f the 

· more unique facets of Tellar, including visiting the 
Sp ace Eleva tor or attending a d eb ate in the Great 
Debate Hall-and perhaps to prevent some threat to 
G aer's life by Te llarite riva ls, Fe ren g i spi es, o r O r ion 
Syndi cate m embers. 

M arketplace of Ideas: Whil e la i d o ver on Te lla r as 
their ship prepares to escort a newly constructed star
ship to a nearby starbase, the C rew m embers find 
themselves in the busy marke ts o f o n e o f Te llar's larger 
cities. They stumble into a lively debate between rival 

·m e rchants. The subject of the deb ate is something 
which strikes one o f the c h a rac te rs close to home, so 
h e sha res his opinion on the m atte r with the d eb aters 
and the onlookers assembled n earby. One of the mer
chants then challenges the ch a racte r to debate the issue 
fully, and not simply sha re his o pinio n without provid
ing an opportunity for rebutta l. This is an excellent 

V AC.RA I I 

opportunity for some fun roleplaying, as the player of 
the character in question must debate the merchant 
(played by the Narrator) concerning an issue that is of 
some importance to the character. The Narrator should 
choose a topic which he knows is a sensitive issue with 
one of the characters. Characters with the 
Argumentative Disadvantage are good candidates for 
this. If the character acquits himself well , he will make 
himself a friend (and perhaps earn a Contact with the 
Tellarite); if he does poorly he will be roundly embar
rassed, at the very least. In either case the character is 
likely to attract the attention of other Tellarites, one of 
whom may seek the Crew's help with some problem or 
other, leading to further adventures. 

VA6RA II 
Once the site of the inspiring Vagran civilization, 

Vagra II has been deserted for millennia. On ly Armus, 
the former inhabitants' "skin of evil," remains behind, 
a deadly threat. 

SOLAR SYSTEM 

Vagra II orbits Vagra, an undistinguished red dwarf 
(Type MS V) in the Zed Lapis sector. Vagra has only four 
planets, two Class H (Vagra I and II) and two small 
Class J worlds (Vagra Ill and IV) . Between Vagra II and 
Vagra Ill lies a very wide asteroid belt composed a lmost 
entirely of silicates and c arbonaceous chondrites. The 
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Vagra system has few usable metals or dense minerals 
anywhere, although there are traces of millennia-old 
mining operations. 

ENVIRONMENT 

Vagra II is hot, arid, and unpleasant. The thin atmo
sphere is high in contaminants; human life on Vagra II 
would be impossible to sustain over long periods of 
time without protective domes. Shallow salt pans, per
haps the sole remnants of long-drained lakes or seas, 
litter the planetary surface. Evidence in the Vagran 
ruins suggests the world may have been rich in miner
al wealth at some far-off point in its history-current 
scans indicate nothing worth mining. The planet's min
eral resources have apparently been depleted. 

LOCATIONS 

The most important locations on Vagra II are the 
Vagran ruins dotting the surface near the drying salt 
oceans and the marsh where Arm us lurks. The Vagran 
ruins show a disturbing mingling of glorious achieve
ment and artistically nuanced perfection with brutal 
construction and contempt for large-scale design 
questions. Vagran technical devices may still operate 
in buried chambers somewhere on the planet. 

Armus' marsh emits occasional energy readings in 
various wavelengths. Overhead, auroras coalesce and 
ball lightning flickers, illuminating the entire area 
with an eerie radiance. At other times, Armus' marsh 
seems as still and placid as any other stretch of this 
deserted world. 
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I. Vagra I(Ciass H) 
II. Vagra II (Class H) 
Ill. Vagra Ill (Class J) 
IV. Vagra IV (Class J) 

HISTORY 
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Thousands of years ago, Vagra II was home to a 
highly advanced civilization. Determined to acceler
ate themselves up the evolutionary ladder, the 
Vagrans sloughed off all evil impulses and psychic 
energies into a psychoactive collagen solution. The 
Vagrans became creatures of dazzling beauty and left 
their once-proud planet behind, a deserted husk. The 
accumulated "skin of evil" of the Vagran culture 
became the sentient entity Armus. 

In 2364, Armus pulled a passing shuttlecraft from 
the U.S.S. Enterprise-0 off course and crashed it. 
When an away team beamed down to rescue the 
castaways, Armus murdered Lt. Natasha Yar in cold 
blood out of pure malice. The Enterprise escaped 
Armus' trap, and Starfleet imposed a quarantine on 
Vagra II to prevent Armus from ever escaping into 
deep space. 

POPULATION AND GOVERNMENT 

Vagra II is an empty world without either. 

STRATEGIC IMPORTANCE 

Vagra II is of little strategic importance-because 
of previous events on the planet, Starfleet has 
declared it a quarantined world and forbids travel to 
the system. Some persons might see the remnants of 
Vagran technology as a strategic resource to be 
uncovered and exploited, but given the presence of 
Armus, they'd likely be fools to try. 



VAGRA II 

PLANET NAME: VAGRA II 

(LASS: H 

SYSTEM DATA: VAGRA II HAS NO MOONS. 

GRAVITY: 1.12 G 

YEAR AND DAY: 366/26 

ATMOSPHERE: THIN OXYGEN-NITROGEN ATMOSPHERE AT LESS THAN EARTH-NORMAl 
PRESSURE; HIGH SUlFUR DIOXIDE AND METHANE CONTAMINATION 

HYDROSPHERE: 16% SURFACE WATER CONCENTRATED IN SHAUOW SAU PANS AND 
THE POlAR CAPS 

CLIMATE: HoT AND ARID 

SAPIENT SPECIES: ARMUS (SEE TEXT} 

TECH LEVEL: NONE 

GOVERNMENT: NoNE 

CULTURE: NONE 

AFFILIATION: EMP!Y WORLD; USTED AS uHAZARDOUS" AND QUARANTINED BY THE 
fEDERATION 

RESOURCES: UNKNOWN, AlTHOUGH GEOlOGICAl SURVEYS INDICATE THAT MOST 
USEFUl MINERAlS ARE MINED OUT. 

PLACES OF NoTE: THE HOME OF ARMUS IS THE PRIMARY PlACE OF INTEREST, IN 
THE lOWEST POINT ON THE PlANET'S SURFACE. VAGRAN RUINS DOT THE SHORES NEAR 
THE SAU PANS. 

SHIP fACILITIES: NONE 

NOTED I N HABITANTS AND 
CREATURES 

Vagra ll 's o nly inha b i tant o r re m a in ing li v ing c rea
ture (b es ides a number of b acteri a, a few h a rdy m o ld 
sp ecies, and a nine-legged s ilv erfish) i s A rmus, the 
sum to t a l of a ll the ev il in Vagran civi lizati o n. Armus 
resemb les a n oil slick, but can assu m e a huma n o id 
form if he d es ires. A rmus ca n attack physica ll y, by 
suc king v i c tims into hi s o i l y " b o d y," o r by emitting 
d eadly e n e rgies. A rmu s ca n project fo rce fie lds and 
o the r ene rg i es, including e no u g h to p ull p assing sh ut
tlec raft into collision with the p la net. Armus' f ields 
w ea ke n if he is provoked to w rath . W ithout a suitabl e 
v ehicle, h owever, o r e n o u g h m e ta l to c onstruc t one, 
A rm u s remains trap ped o n Vagra II. 

EPISODE IDEAS 

Fool's Quest: A n ambiti o us a rc haeologist sne aks 
p ast the Fed eratio n q uaran t ine to study the Vagran 
ruins. D oes h e fa ll afo ul of Armus? Becom e a slave to 
his w ill ? Accidenta ll y l iberate him fro m the pl anet's sur-

V u L CAN 

face? D epen ding on th e a nswers to t hese q uesti o n s, and 
o n how soon Starfleet and the Crew d iscover th e intru
sion, this episode could be a pla n etbou n d race against 
time, a subtl e ta le of infi ltratio n a nd evil , o r a maj o r 
threat to th e Crew's sh ip and th e Fe d eration i tse lf. 

Blockade Runner: Rathe r t h an a n arch aeologist, t he 
intruder is a Fe re n g i smuggler sea rc hing fo r the Vagran 
treasure t he Federatio n hides behind its trumped-u p 
" quara n t ine." O r t h e intruder i s a Card assian o r 
Rom u lan agent convinced th at t he Federat ion main
ta ins a secret base o r research sta ti on con cealed o n 
Vagra II. Did A rm us p l ant t hese rumors te lepathi ca lly? 

What Price Beauty?: A Starfleet ship ch ecking on 
Vagra II e ncounters o ne o f the disem bod ie d b u t utterl y 
b eauti ful Vagra n s. Con su med w i th guil t an d c harity, the 
Vagran is determ ined to resc ue A rmus f ro m exile on 
Vagra II an d seek h i s forgiven ess . H ow ca n th e C rew 
conv ince th is a dvanced being th at A rmus is beyond 
redemption? O r is h e? 

VULCAN 
Well known to most inhabi tan ts o f the ga laxy as the 

h omeworld of th e Vu lcan peopl e, th e p l a net V ulca n i s 
a hot, arid w orld w hic h neverthe less becam e the c rad le 
of one of t he Fed e ration's greatest civ i I i za ti o ns. Its p eo
p le have contributed, and continue to contrib ute, m uc h 
to the United Federatio n of Pla n ets; the ir unswervi ng 
logi c and devotion to duty a re well regarded by a ll 
Federat ion c itizen s. 
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Visito rs to Vulcan often expect to find a stale, sterile 
place where everyone is devoted to logic and nothing 
exciting or unusual happens. Nothing cou ld be further 
from the truth. Within the confines imposed by the 
Vu lcans' d evotion to logic, their p l anet is a fasc inating 
and intriguing p l ace, home to millennia-old t radi tions, 
which offers much of interest to the discerning. Being 
logica l doesn't mean being boring, after a ll. 

SOLAR SYST EM 

Vulcan-or Ti-Va!ka'ain, to give its name in the 
Vu lcan tongue- is a C l ass M world orbiting a trin ary 
star. Its three su ns are Vulcan i s A (Ko'vel) (a Type Kl V 
[orange dwarf] star), the primary sun; Vulcan is B (a Type 
D V II [wh ite dwarf] star); and Vulcan is C (a Type M4 V 
[fa int red dwarf) star). Vu lcan i s B and C orbit each other 
at a di stance of 400 AU from Vu l canis A. Over the last 
two mi lle nnia, the standard scientific names of Vu l can is 
B and C have been rep laced with Su rak (for B) and 
Sudoc (for C). H owever, for ease of discussion w ith oth er 
Federation c i t i zens, Vulcans tend to use the standard sci
entific nomenclature for their home planet and system 
p lanets, instead of their traditional names for them . 

In addition t o V ulcan (Vu l canis II ), there are five 
other p lanets in the V ulcan i s system: Ket-Cheleb 
(Vulcanis I) (Class F), Va ldena (Vu lcanis Ill ) (Class K), Tel
a l ep (Vulcanis IV) (Class K), Kal-ap-ton (Vulcanis V) 
(C lass J superjovia n), and Kir-alep (Vu l can is VI) (a small
er C l ass J subjovian). There are a l so two asteroid belts, 
one inside the orbit of Vulcan is I and one between 
Vulcan and Vulcan is Ill. 

P L ANETS OF T H E UFP, VoLUME I 

ENVIRONMENT 

Vu lca n is a hot, dense world w i th little water and 
an atmosphere which, compared to Earth's, i s quite 
th i n- the atmosph eri c pressure is 0.74 tim es that of 
Earth, equal to the Earth's air pressure a lmost 2 .5 ki l o 
mete rs above the surface. 

On ly 28% of the V ulcan surface is covered by 
water. Most of that water is concentrated in two warm, 
relative l y shallow oceans, th e Voroth Sea and Thanor 
Sea. Rivers, lakes, and other bodies of fresh water are 
comparati vely rare. Vu lcan i s a desert planet marked 
by mountainous terrain (often containing extensive 
cave ne tworks); rocky, c indery, semibarren p l ains; and 
many active volcanoes, geysers, hot springs, and si m i
l ar geologic phenomena. 

A few lush, fertile areas dot the planet a long the 
shores of the two great seas. These areas no t only 
include virtua ll y all of Vu lcan's farmland, but a lso con 
tain vast nature p reserves where o ld -growth forests and 
jungles, a long with the creatures inhabiting them, can 
survive and thrive. Many of Vulcan's c ities are a l so 
located in these fertile reg i ons and/or next to the 
oceans; the population in the dee p deserts and moun
tains is, understandably, relatively lig ht. 

Vu l can's desert c limat e, couple d w ith its thin 
atmosphere and the relatively low l eve l of environ
mental ozone, can make Vulcan a very uncomfortable 
p l ace for humans, Centaurans, and others. W ithout 
protective lotio n or regular pseudomelanin injections, 
humans living on Vu lcan can develop skin cancers 
withi n a decade. Vu l cans, of cou rse, l ong ago adapted 
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to the co nditions o n the ir ho m ewo r ld; they have a sec 
ond eyelid to reduce t h e gl a re caused by th ree suns, 
skin ton e and biochemistry w hi c h tend to prevent the 
formation of skin can cers, and su ffi c ient physi cal 
stren gth a n d l u n g capacity to overcom e the thin atmo 
sph ere. 

V ulcan 's land co nsists m a inly of three continents. 
The first two , Na'nam and H a n-shi r, a re immense l and
m asses simila r to the continents of Earth. Each i s 
div ided i nto severa l provinces w h o se boundaries d ate 
b ack to the Age o f A n t iquity. N a ' n am is t he home o f 
ShirKahr (Vulcan 's cap ita l), V u lcan a Regar (we ll known 
to most v isito rs as the si te of Vulcan 's p rimary sp ace
po rt), and severa l other important locati o ns, suc h as 
Mount Se leya. H a n-sh i r c ontains three m aj o r cities 
(Kw il ' inor, V ulcinis, and Da-le b ) and the enormous 
T'ra lo r Pre serve (whi c h co nta ins many examples of 
o the rw i se extinc t V ulca n w ildlife) . 

The third continent, X i r'tan, is an isl and (much like 
A ustral ia o n Ea rt h , b ut slightly large r). X ir' tan i s the 
m ost tectoni cally unstable a rea o n the pl anet; it has 
over fo rty active volcan oes and i s frequ ently w racked 
by sei sm ic quakes. Fo r this reason it is o nly sparse ly 
inhabited ; m ost o f t h e " reside nts" a re in fact geolo
g ists, o th e r sc ientists, o r p e rsonne l fro m the V ulca n 
Mining Institute or p rivate comp anies. 

LOC ATIONS 

O n the contine n t of N a'N am lies the V ul can capita l 
city, ShirKahr. W ith its m athem a ticall y p rec ise geom et
r ic buildings, ShirKa h r is t he essen ce of the ideal Vul ca n 
c i ty. It is ho m e to m a ny arti sts, schola rs, and scienti sts in 
addit ion to Vulcan's p o lit i cal leaders. 

' 

VULCANIS SYSTEM 

SYSTEM NAME: VULCANIS (ALSO CAllED Ko'VEL OR ~0 [RIDANI). 

AFFILIATION: (ORE SYSTEM OF THE fEDERATION 

SYSTEM TYPE: TRINARY: VULCANIS A (Ko'VEL) (TYPE Kl V, ORANGE DWARF 
STAR) IS THE PRIMARY, VULCANIS 8 (TYPE 0 VII, WHITE DWARF) AND VULCANIS ( 
(TYPE M4 V, FAINT RED DWARF) ORBIT EACH OTHER AT A DISTANCE OF 400 AU 

. FROM VULCANIS A. OYER THE LAST TWO MillENNIA, THE OLD HAMES OF VULCANIS 8 
AND (HAVE BEEN REPLACED WITH SURAK (FOR 8) AND SUDOC (FOR·· C), REPRESEN
TAnYE OF THE TWIN FORCES OF LOGIC AND EMOTION. 

INHABITED PLANETS: VULCAN (VULCANIS II) IS THE ONLY MAIN INHABITED PLAN
ET IN THE VULCANIS SYSTEM, AIJHOUGH SCIENTIFIC COLONIES AND REliGIOUS RETREATS 
DOT MANY OTHER BODIES IN THESYSTEM. 

OTHER PLANETS: KET-(HELEB (VULCANIS ll ((LASS f), VALDEI!A (VULCANIS Ill} 
((LASS K}, TEL-ALEP (VULCANIS IV} ((LASS K}, KAL-AP-TON (VULCANIS V} ((LASS 
J SUPERJOYIAN}, AND KIR-ALEP (VULCANIS VI) (A SMAllER (LASS J SUBJOYIAN} 

OTHER STELLAR OBJECTS: Two ASTEROID BELTS, J!NE INSIDE THE ORBIT OF 
VULCANIS I AND ONE BETWEEN VULCAN AND VULCANIS Ill. 

ARTIFICIAL OBJECTS: MANY ASTRONOMICAL PROBES AND ORBffiNG TELESCOPES 
OPERATING UND~R THE AUSPICES OF THE VpL{AN SCIENCE ACADEMY (OR OWNED PRI
VATELY BY INDIVIDUAL RESEARCHERS}, A SOLAR MONITORING STATION INSIDE THE 
ORBIT OF VULCAN IS I, AND A STARFLEET-CAUBER SPACEDOCK AS PART OF THE VULCAN 
SPACE (ENTER AROUND VULCANIS Ill . . 

SIS: THE HOME OF THE VULCAN RACE. 
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I. Ket-Cheleb (Class F) IV. Tei-Aiep (Class K) 
II. Vulcan (Class M) V. Ka l-Ai-Ton (Class J) 
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The Vulcan Science Academy, home of many of the 
Federation's finest scientists, is located in the Raal 
province, in the mountainous border city of Vulcana 
Regar. This institution has become especially famous for 
its departments of comparative biology and subspace 
studies. 

The Vulcan Institute of Defensive Arts, the world's 
chief school of military tactics and martial arts, lies in 
the sma ll c ity of Pakil Nosa in the a rid Kir province. 
Several monasteries which teach exotic psychic disci
plines are also located in the rugged mountains of Kir 
province. 

Mount Seleya i s the place on Vulcan which is best 
known to most non-Vulcans. It is the heart of Vulcan's 
re lig ious tradition; its ancient temple and monasteries 
are thought to be among the oldest on the planet. Many 
Vulcans make a pilgrimage there at least once in their 
I ives, and even non-Vulcans are encouraged to v isit it. 

HISTORY 

With no large oceans to limit trade and travel, 
Vulcan gained a homogeneous c ulture and a single lan
gu age many thousands of years ago. In spite of this 
unity, Vulcan c ulture was not a lways peaceful. Long 
ago, Vulcans were extremely passionate and violent. The 
various Vulcan nations, w hich arose from the earli er 
tribal/clan structure, fought frequent skirmishes and 
mino r wars. At the same time, the telepathic gifts pos
sessed by all Vulcans gave their civilization a 
religious/mystic aspect. While genera ls ordered soldiers 
to attack distant c ities, monks and psychic adepts prac
ti ced their special abilities in i solated monasteries. 
Some of these adepts actually employed their ab ilities to 
aid Vulcan l eaders, w hil e others produced exotic p sy
ch i c techno logies for u se in these many conflicts. 

THE TIME OF AWAKENING 

The most notable event in early Vulcan history was 
the longstanding conflict between Sudoc, the tyrant ruler 
of the city of Ja leyl who conquered v irtua lly a ll of 
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Vulcan, and the city of ShirKahr. Vulcan has always been 
wracked by interclan strife and warfare, but the wars 
between Jaleyl and ShirKahr were the most violent the 
planet had ever seen. Only the rise of the greatest figure 
in Vulcan history, Surak, prevented them from dragging 
on to the point where the entire planet was ruined. 

Surak was born in ShirKahr to one of the great hous
es. As a child of privilege, he possessed all that he 
desired and could do just about anything he pleased. 
However, his outlook on life changed w hen assassins 
sent by Sudoc murdered his entire family, and his best 
friend Senet was killed on the front lines of the war. 
Surak came to rea lize that rage, sorrow, and other emo
tions blinded his p eople and led them toward 
destruction. Only the path of log ic and emotional con
trol cou ld l ead them away from suc h a fate. He began 
writing and lecturing on logic, even infiltrating the 
forces of Jaleyl to lecture to them, too. He spent years 
preaching his new doctrines, gradually winn ing follow
ers all over the planet. Slowly the Vulcans began to 
convert to the Tu-Surak, the way of I ife Surak spoke of 
and exemplified. The collapse of Sudoc's empire only 
sped the ascendancy of Tu-Surak. Vulcans today ca ll this 
period the Time of Awakening. 

Most Vulcans were eventuall y convinced to 
embrace peace and logic, but one group, followers of 
Sudoc who were disgusted by the new ways of peace, 
commandeered a fleet of primitive interplanetary space 
sh ips. They modifie d these sh ips for interste llar travel, 
placed themselves in c ryon i c suspens ion, and fled to the 
stars. These renegades, who embraced mechanical tech
nology and abandoned mysticism as dangerous and 
weak, were the ancestors of the Romulans. 

Once the renegades l eft, Vulcan was united in 
thought and belief. Following the Theorems of 
Governance developed by Surak's follower Selok, they 
founded Vulcan's first true world government. Each of 
the old nations became a province under the rul e of the 
Vulcan Council. 

Thus dawned Vulcan's "Golden Age." After the Time 
of Awakening, the pace of technological advance on 
Vulcan initially slowed, to allow the inhabitants to 
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PLACES OF NoTE: VULCAN'S RELIGIOUS HEART IS MOUNT SELEYA, ALTHOUGH 
MONASTERIES AND OTHER CONTEMPLATIVE CENTERS DOT THE SURFACE OF THE PLANET. 
0FFWORLDERS USUALLY RESTRICT THEIR TRAVEL TO VULCANA REGAR, THE LARGEST 
CITY, OR SHIRI<AHR, THE\\ PITAL. 

SHIP fACILITIES: THE MAIN SUCH FACILITY IS THE VULCAN SPACE (ENTER, 
ALTHOUGH THE CITIES VULCANA REGAR AND VULCINIS BOTH HAVE SPACEPORTS AND 
GEOSYNCHRONOUS STATIONS CAPABLE OF SPACEDOCK SERVICE. 

understa n d fully the techno logy th ey a lready pos
sessed . H owever, sc ienti fic progress soon b egan aga in 
at a suitabl e pace. The V ulcan s d eve loped inte rp la n e
tary ships and began s lowly and ca refull y to explore 
their solar system; th ey a lso d eveloped a n d enh anced 
their psioni c powers. 

In the Earth year 1270 , V ulcan was attacked by its 
former b rothers, th e Ro mula ns, w h o broug ht a f leet of 
sh ips to the planet by m ea n s of a wormhol e. Th e 
V ulcans foug h t back-a lt ho u g h pacifi st ic, they were 
q uite capab le of defending the m selves- and m an
aged to defeat th e attacking Romu lans. T hanks to 
techno logical developm ents b ro ug ht about b y the 
war, t he V ulcan scientist T'Vran developed warp drive 
techno logy sh o r t ly after t he wa r's e nd. The V ulca ns 
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carefull y and cautiousl y began expl o r ing the universe 
a round them. In 2 0 63, a V ulcan survey ship perform
ing a rou t ine survey of the Sol system d etec ted warp 
signatures f rom the Phoenix, th e f irst warp- c a p abl e 
huma n ship. The scientif ic su rvey ship Vesaya fo l
lowed the Phoenix b ack to Earth a nd initiate d first 
conta c t w i th the huma n race o n A pril 5, 2063. 

After thi s in i ti a l contact, V ulca n advi sors and sc i
entists travele d to Ea rth and helpe d it rebuild from the 
ravages of its earlier a to m ic war. In 2 11 3 the V ulca ns 
helpe d Ea rth establi sh its first tru e world governmen t, 
and i n 2 1 6 1 V ulcan b e ca m e o n e of th e founding 
w orlds of the Unite d Federatio n of Pl anets. Sinc e 
t h e n , V ulcan has b een o ne of the m o re activ e w orlds 
in the Federation. V ulca n sc ien tists, diplo m ats, and 
mediat o rs can b e found th roughout t h e Fede ratio n as 
c h ampions of peace, log i c, and just ice. (For more o n 
V ulca n 's p ast, see The Way of Kolinahr: The Vulcans). 

POPULATION 

Vulcan s a re huma n o ids w ith g reen, co p p e r-ba sed 
blood w ho h ave evol v ed g rea te r stre n gth and 
endurance to cop e w ith the ir world 's h arsh condi
t ions. All V ulcan s h ave g reenish -tinte d skin of v ary ing 
hues, d a rk h a ir, a n d p o inted ea rs. They possess keen 
hearing and h ave a n inner eyelid to p ro tect them from 
t h e pl anet's hi g h er lev el of ultraviolet rad iation. 

V ulca n s p o ssess te lepathic abil i t ies. W hile some 
V ulca ns stu dy the psychic arts a n d develop re m ark
ab le p o wers, most a re cap able on l y of perform ing a 
te le p athi c m i n d-m e ld. For m ost Vu lca ns, per form ing a 
min d -me l d is a deepl y person a l act, u sua ll y on ly p er
forme d w i th lovers o r cl ose friends. Many V ulca n s 
a l so t ra in th e m sel ves to p ossess eid e ti c m e m o ries as 
we ll. 

EMOTION S U PPRESS IO N 

Since the T ime of Awak ening, a ll V ulca n s have 
been tau ght h ow to su p p ress or contro l th e i r emo
t i o n s, as we ll as m e th o d s of contro lli ng t h e ir 
p hysi o logies. W h en injured, a V ulcan can enter a 
m ed itative tra n ce w hich focu ses a ll of hi s perso na l 
energy o n h ea ling. This t ra i n ing is a n applicati o n of 
th e stu dy and p ractice of logi c w hich was Su ra k 's g i f t 
t o V ulca n c ulture. Th e re are m a n y d iverse sch ool s a n d 
sects o f logic o n V ulcan. A worl dwide devotio n to 
logic h as no t p roduced a con sen su s abou t the proper 
approach to lead ing a logical li fe, or even agreem ent 
as to the proper course of actio n i n a n y g iven si tu a
tion. Th ere are, after a ll, many logica l approaches to 
any g iven s ituatio n . 

While a ll V ulcans agree tha t em o t ion s must be 
con trolled to a llow a n ind iv idua l to m a ke carefully 
reason ed deci s io n s, V ulca ns h ave m a ny d i fferent way 
of dealing w ith emotions. Some tra in for the exh a u s
tive Ko lina h r r itua l, w hi c h perma ne nt l y p urges a ll 
e m otio n s f rom th e i r m inds. Oth ers m a inta in stri c t 
e m o tio n a l d iscip l i ne by re leasing th e ir e m o tio n s in 
vast, extremely p ri vat e bursts of p ass io n ate f re n zy. 
Some seek to l ive the ir lives in a peaceful seren ity 
w h ere e m o tio ns a re fe lt and acknowledged, b ut not 
a llowed to sway or d i stract t h e m ind. 
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V ULCAN T RADITIONS AND RITUALS 

Vulcans are extremely long-lived; a 200-year lifes
pan is not uncommon. This longevity has given 
Vulcan culture a great respect for tradition. Combined 
with the mysticism inherent in Vulcan culture, this 
respect has made Vulcan society highly ri tualized. The 
violence an d passion which previously dominated 
Vulcan have been constrained and directed by care
full y designed rites and elaborate ceremonies. To 
prevent rash decisions, lengthy meditations are con
ducted before all important government debates or 
meetings, and the previous Vulcan passion for v io
l e n ce h as been channeled into elaborate, and rarely 
u sed, codes of dueling. One example i s the se ldom 
invoked koon-ut-kal-if-fee, a ritual mating combat 
w hic h is often to the death. 

This ritual, a long with the koon-ut so'lik (rite of 
marriage proposal), is part of the most high ly con
strained and ritualized aspect of Vulcan behavior, the 
pan farr. The Vulcan emphasi s on ritual i s designed to 
control various innate emotional drives, a nd the vio
lence of the pan farr i s one of the most powerful of 
these. Pan farris the Vulcan period of mating, occur
ring every seven years in adu lt Vulcan males. During 
pan farr, Vu lcan males become highly emotiona l and 
may become v i o l ent if anything thwarts their ab ility to 
seek a mate. If a Vulcan is not allowed to mate during 
this time, he can even die from the chemical imbal
ances pan farr produces. The e laborate Vulcan 
marriage and mating rituals serve to direct this frenzy 
into culturally acceptable c hannels. Prominent fami
lies still engage in the ancient practice of u sing a 
mind-meld to bond their children telepathica ll y when 
they are seven years old. This bond, which i s simi lar 
to a betrothal, irresistibly draws the parties together 
during pan farr. 

Most impo rtant Vulcan ritu a ls are presided over by 
priests. In the far past a ll sen ior V ulcan priests and 
sect l eaders we re fema le. Since the Time of 
Awakening, both women and men can hold high reli
g ious offi ce, but tradition has ensured that most 
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priests are still female. Priests wield a great deal of 
power in Vulcan society. The leaders of the various 
sects in a province gather together to choose a high 
priestess or priest for the province. 

G OVER N ME N T 

Vulcan has had a unified world government for 
the l ast 2,000 years. The planet i s divided up into fif
teen provinces, whose boundaries are based upon 
those of the ancient Vulcan nation-states. The plane
tary government i s referred to simply as the Vulcan 
Council. 

The Vulcan Counci l , the sma llest planetary' gov
ernment in the Federation, consists of seven members: 
the Ministers of State, Defense, Security, Trade, 
Thought, Science, and Health. These seven individu
a l s are e lect ed for ten-year terms. Anyone is eligible to 
r un for thi s office, but in truth the system i s a meri
tocracy - on l y the best and wisest a re c h osen to lead 
Vu lcan. Each of the seven seats is e lected separatel y, 
a nd every citizen of Vulcan votes for each of the seven 
members. The Vulcan Council makes all decisions by 
consensus, and debate continues until one is reached. 

T he Council is in charge of all major governmen
tal decisions on Vulcan. It typically meets on a weekly 
basis; at these meetings each of the Ministers reports 
on the conduct of his department during the previous 
week and brings any significant matters to the 
Counci l's attention. The actual passage of new laws o r 
revision of old ones is relatively uncommon; the l aws 
Vulcan needed were established long ago, and do not 
usually need to be changed or updated. Political 
infighting, jurisdictional squabbl es, and b urea ucrati c 
inefficiency are a ll extremely rare, though intense 
debates are frequent when important issues are 
raised. The Minister of State is generally rega rded as 
the " leader" of the Council, though a ll ministers are 
equally powerful. 

On the loc a l l evel, each province has a governor. 
H owever, the o ld ruling fam ilies of the fifteen 
provinces still exi st. Each "great house" has a n aristo-
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cratic leader who often possesses significant influence 
or political power (either locally or globally), even if 
he does not hold formal office. 

STRATEGIC IMPORTANCE 

Vulcan is one of the founding worlds of the 
Federation. Its scienti sts and diplomats have been 
indispensable to the. Federation's continued prosperi
ty and even its survival. Vulcan's va lue to the 
Federation is often considered to be second only to 
Earth's. Vulcan is also the original homeworld of the 
Romulans. In 2368 the Romulan Star Empire made an 
unsuccessful attempt to capture Vulcan and reunify 
the Vulcan and Rom ulan peoples, under the direction 
of the Romulans. While the Federation has now been 
warned of these plans, many political analysts assume 
that the Romulans are likely to try to conquer Vulcan 
again. 

PRES ENT CON FLICTS 

The most well known conflict on Vulcan involves 
the Vulcan Isolationist Movement. This group is com
posed of a smal l number of radicals who believe that 
contact with alien cultures has polluted Vulcan culture 
and destroys the purity of the Vulcan way of life. While 
widely regarded as a fringe movement, the VIM's mem
bership has grown in recent years. Some Federation 
officials worry that the Vu lcan Isolationist Movement 
may have ties to the Romulan government. 

Even if they have no contact with the Romula ns, the 
more extreme members of this movement have proven 
that they are quite willing to perform terrorist activities 
to fu rther their cause. Many Vul cans worry that if the 
Movement continues to grow, violence on Vu lcan cou ld 
increase. Vulca n is one of the founding worlds of the 
Federation, so any serious attempt to secede would 
have profound affects on the entire Federation. Vulcan 
leaders cu rrentl y treat the Iso lationist Movement as a 
purely internal problem, but Federation observers are 
concerned. 

The reunifi cation movement with Romu lus contin
ues to grow. This movement, based upon the recent 
w ri tings of Ambassador Spack, suppor ts sending teach
ers and covert aid to rebe ls in the Romulan Star Empire 
to help the Romulan people reclaim their V ulcan her
itage. Whi le recognizing its noble goals, several 
Federation military l eaders are concerned that these 
people might secretly be controll ed by Romulan agents. 

EXPORTS AND IMPORTS 

V ul cans abandoned most forms of ordinary com
merce among their own people after the Time of 
Awakening. On Vulcan everyone is expected to perform 
the tasks he does best and/or "enjoys" the most. Vulcan 
education teach es how to lead a good life and helps 
Vu lcans discover their particular calling. Once a Vu lcan 
finds a possible ca lling he is apprenti ced to a recog
nized master of that trade. He performs this task to the 
best of his ability, w hich is seen as an end in itself; 
attracting clients, making a profit, and similar goal s are 
regarded as who lly irrelevant. 
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VU L CAN 

While the internal economy of Vu lcan does not 
involve conventional commerce, Vulcan engages in 
active trade re lations w ith numerous other worlds. 
M a n y offworld traders come to Vu lcan and some 
Vu lcans consider trade their true ca lling . Most trade 
between Vu lcan firms and outsiders is enti rel y non
monetary. Instead, merchants and traders barter for 
local goods with nonreplicable items brought from 
distant parts of the galaxy. 

Many Vu lcans enjoy owning art, especia lly non
replicable handmade works. Large trees are quite rare 
on V ulcan, so works made of exotic woods are espe
cia lly popular. Most Vu lcans also l ove music and 
musical instruments. New music and unusual instru
ments a re well li ked on Vulcan, and exqu i sitely made 
Vu lcan lutes and other f ine musica l instrumen ts are in 
great demand throughout the Federation. 

Vulcan cuisine is also highly advanced. Its rare 
and delicate spices and other ingredients wi ll a l ways 
find a ready market. Similarly, Vu lca n drinks, espe
cially V ulcan port and Vu lcan spice tea, are especially 
popular commodities a ll over the galaxy. While 
Vulcans consider stron g perfumes and other overpow
ering scents unc iv ilized and rude, delicate scents 
(especially pure, nonreplicated, botanical scents from 
p lants unava ilab le on V ulcan) a re in high demand. 
While holonovels are not wide ly used, actua l novels 
and books, whether in physical or digital form, are 
always popular. 

Along more practi cal lines, prec1s1on scientific 
and medical instruments made on Vulcan are in high 
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demand, and many users consider Vulcan-made sen
sors a nd navigational gear to be the best available in 
the Federation. Vulcan medicine is among the most 
advanced in the Federation, and Vulcan-made medi
cal equipment is also preferred on many worlds, 
especially on Andoria and Earth. 

NOTED IN H AB ITANTS 

Vulcans play an extremely important role in the 
Federation, and many Vulcans hold positions of con
siderable authority or are otherwise well known. The 
most notable ones include : 

Ambassador Sarek served as Vulcan ambassador to 
the Federation until shortly before his death in 2368. 
Born in 2165, only four years after the Federation was 
founded, he was one of th e most influential Vulcans of 
his day. In 2267 Sarek took part in the historic Babel 
conference; he is credited w ith helping the planet 
Coridan gain membership in the Federation. In 2293 
he participated in the Khitomer conference, which 
opened the way for the peace accords between the 
Federation and the Klingon empire, and in 2366 he 
single-handedly concluded a treaty between the 
Federation and the Legarans which he had been nego
tiating for over 93 years. Sarek died on Vulcan; his 
third wife, Perrin, and his son, Ambassador Spock, sur
v ive him. 

Born in 2230 to Ambassador Sarek and his human 
wife Amanda, Spock is of mixed human-Vulcan ances
try. Whi le his father w ished him to attend the Vulcan 
Science Academy, Spock chose to become the first 
Vulcan to join Starfleet. H e served as chief science 
officer abroad the original U.S.S. Enterprise and later 
commanded that ship as captain. During his tour of 
duty Spock died saving the Enterprise from Khan 
Noonien Singh and was reborn on the unstable 
Genesis planet. 

After he retired from active duty, Spock took up a 
career as a Starfleet diplomat. In 2293 Ambassador 
Spock acted as a special Federation envoy to the 
Klingon government, and in 2368 he secretly traveled 
to Romulus to help negotiate the ill-fated Romulan
Vulcan reunification treaty. When this treaty turned out 
to be a Romulan plot to conquer Vulcan, Spock 
re mained on Romulus in an attempt to teach Vulcan 
logic and culture to Romulan dissidents and reformers. 
Since that time Spock has also helped several Romulan 
officials defect to the Federation. 

T'Lar is one of the highest-ranking priestesses on 
Vulcan. In 2285, at the request of Ambassador Sarek, 
T'Lar successfully performed the ancient and leg
endary fal-tor-pan ritual to reunify Spack's katra, or 
soul, with his regenerated body. A staunch traditional
ist, she shares some of the VIM's concerns about 
Vulcan cultural purity. However, she abhors violence 
in any form and has publicly denounced the 
Isolationist Movement. Today she is 228 years old, but 
her health remains good, and she remains an active 
and dedicated priestess. 

Admiral T'Lara has served more than forty years in 
Starfleet. While she originally served as a diplomat, in 
recent years she has become heavily involved in 
Federation legal matters and is considered likely to 
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become the next head of the Starfleet Judge Advocate 
General. She works to uphold both the spirit and the 
letter of the law and has put forward severa l changes in 
Federation law, including reforms aimed at strengthen
ing the Seventh Guarantee and limiting the use of 
telepathic scans in legal investigations. 

CREATURES 

350 kg animal with 15-cm fangs. 
In the wild the seh/at lives in 

temperate forests and mountains (some varieties can 
also thrive in desert mountains). It is an omnivore 
which uses its long fangs to help it dig up roots, grubs, 
and burrowing animals. 

Vulcan has many well known forms of desert flora 
as well. These include the cir-cen, a cactuslike plant 
which stores water (the plant's name is said to derive 
from the ancient words for "trave ler's savior"), and the 
g'teth, a desert bush whose berries are used to make 
the delicious Vulcan mocha drink. 

EP ISODE IDEAS 

By the Sword : Starfleet Intelligence believes rad
ical members of the Vulcan Isolationist Movement 
seek to raise tensions between Vulcan and the rest of 
the Federation by arranging for the assassination of 
an important Federation official, Caroline 
McCallister, whi le she visits Vulcan. The Crew's ship 
transports McCallister to Vulcan, and Starfleet assigns 
the Crew the task of protecting her. For an added 
story complication, perhaps romantic attraction blos
soms between McCallister and a member of the 
Crew. 

T'Shaan: An influential Vulcan priestess, T'Shaan, 
travels aboard the Crew's starship to a Vulcan colony 
world to perform an important ceremony. Starfleet 
believes T'Shaan is somewhat sympathetic toward 
the Vulcan Isolationist Movement, and hopes that 
contact with Starfleet personnel may help improve 
her opinion of "offworlders." She is quite demanding 
and somewhat disdainful of non-Vulcans, but if the 
Crew manages to impress her, some of them may be 
invited to the ceremony, and might help to reduce 
her mistrust of non-Vulcans. 
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