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Po l itica l un ion_ Cultural melting- poL Think tank_ 
Peacekeeper_ The United Federation of Planets 
stands as a testament to the col lective vis ion of 

its member worlds_ United by the precepts set forth b y 
the A rti cles of Federation, its members h ave become 
the foremost guardians of freedom in the galaxy_ 

In the two centuries since i ts foun ding, the 
Federation h as come to assume a n al most m ythical 
stature among both its member worlds and its starfar
ing ne ighbo rs_ Starfleet vesse ls a nd o ffice rs, U FP 
ambassadors and diplomati c miss ions, Federation sci
e ntists and researchers-all have p layed pivotal ro l es 
in ga lactic hi story, and in many cases their exploits 
and actions have taken o n the mantle of l egend_ The 
legacy of the UFP is one of v ig ilance, of hope, a n d 
ultimate ly of universal accepta n ce and freedom_ 

Remain ing true to this legacy, the modern UFP 
stands for something larger than the su m of its many 
p a rts_ Its very ex istence represents a n association born 
of unparal leled cooperation and optimism, and its 
continued prosperity and growth serve to remind the 
e n tire ga lacti c community that freedom an d 
sovereign ty are not mutua ll y exclusive_ 

Si nce its inception, the Fe d e rat i o n has e njoyed a 
co lorfu l and storied history, and at t imes the fact and 
the myth coll ide_ Thi s book is not intended to be the 
"one true repository " of all things UFP; rath e r, con sid 
e r i t a co llection of v iewpoints and perspectives _ I t 
does not contain an exhaustive hi sto ry o r timeline of 
Fe d e rati o n events_ Instead, it presents UFP h i story as 
a series of linked inc idents and high points, often 
drawing on personal accounts in order to p lace events 
in th e proper historica l context- This method gives the 
N arrator a certa in degree of f reedom when deciding 
w hic h events a re appropriate for hi s own Star Trek: 
The Next Generation game series_ 

How TO USE THIS BOOK 

Th is book g ives players and Narrators alike an 
overview of thi s g ra n d i nterstell a r exp e r iment_ 
C urious about the origins of the UFP? You' ll find the 
story w ithin t h ese pages_ Want to kn ow m o re abou t 
the politi cs of the member worlds? Look n o further_ 
A lo n g w i th its companion vo lumes, P lanets o f the 
UFP: A G uide to Federation W orlds a nd Planetary 
Adve n t ures, Vol_ 1: Adventures in Federation Space, 
this book g ives playe rs the m ost comprehensive pic
tu re yet ava ilab le of this n oble and far- f lung a ll iance_ 

Within the pages of this book, p laye rs and 
Narrators a like wi ll find the information they need to 
f l esh o ut c harac t e rs and events set w ithin the 
Federation_ Players can use the Overlays included 
herein to play characters other than Starfleet officers, 
yet stil l stay w ithin the bounds of the Fed eration _ 
N arra tors wi ll f ind this book useful for understanding 
how the Federation operates, opening up new possi
bi l ities for the ir series_ 

Inc luded in The Price of Freedom a re a number of 
a l tern ate campaign ideas, from the Federation's 
Merc hant Marine to a series set o n a d i stant colony_ • Narrators can u se the information provided to create ..... 
supporting cast membe rs, such as Federation bureau-
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crats, Starfl e et diplomats, and m e mbe rs of the 
Federation Press and Information Bureau. Finall y, this 
book colle cts and presents the history and orga niza
tion of the Fede ra tion, its member worlds, its 
bra n c hes, and its Sta rfl eet. 

Chapter One disc usses Federation hi story and 
c hronicles the m ajor events and conf licts that hav e 
shaped the UFP throug hout its relative ly brief exis
te nc e. It also analyzes the motivating factors and 
c ircumstances that le d the founding membe rs to e nter 
into this untested alliance . From the dark clays of each 
of the five origina l m e mbe rs to the histori c signing of 
th e Federation C o n stitution and bey ond, this c hapter 
g i ves players and N a rrato rs a sense of the forces that 
sh ap e d w hat w ould b ecome the strongest a lli a n c e for 
p ea ce and justi ce in the Galaxy. 

Ch a pter Two discusses the organiza ti o n and 
a dministration of the UFP. To administe r such a large 
amount of territory a nd k eep the Fed e ra tio n 's goa ls in 
foc us requires a g reat d eal of coordination. Thi s chap
te r includes sectio n s on th e m a in bran c hes w ithin the 
Federation and the ir atte ndant duties, a s well as 
important figures within the UFP. It details organiza
tions like the Fe d e ration Press and Info rmation 
Bureau, the Federation Internal Sec uri ty Force and the 
Fed e ration Diplo m a ti c Corps. 

Chapte r Thre e d eta i Is the rights and responsibi I ities 
of Federation m e mbe rs, as w ell a s the process for 
j o ining this a ugust b ody. With it, Narrators ca n set up 
epi sodes a nd series in volving the a dmitta n ce o f a new 
planet, and players can ta k e a n active ro ll in b ring ing 
a n ew world into the Fed e ratio n fold. A lso discu ssed 
i s the Fede ratio n 's re la tio n ship w ith its man y colonies, 
and both Narra tors a nd players a re pro vided w ith the 
to ol s to play a series cente re d on a colony, f rom ini
tial explora tio n to establishing the ir own Fed e ra tion 
colony. 

C hapte r Fo ur d e tail s the Fe d e rati o n 's re la ti o nship 
w ith othe r sta rfa ring p o wers a nd sp ec ies . Fro m the 
Fe rengi to th e Th o li a n s, this c hap ter provides m o re 
in formatio n on th e UFP's hi story w ith th ese inte r
ga lacti c powe rs, the stru c ture of those re la tio n s, and 
h o w those g ro ups re late to the UFP. 

C hapte r Five intro duces a new g ro up w ithin the 
Fe d e rati o n-the M e rc hant M a rines. Resp o n sible fo r 
h a uling every thing from m edica l supp lies to industri
a l replica to rs across the ga laxy, the M e rc h a nt Marines 
are th e g rease t ha t keep s the w h eel s of Fed e ra tion 
c omme rce m ov ing. Ta k e on the ro le of a Merc hant 
Marine c rew, hauling supp lies to o utl y ing col o nies 
(a nd p e rha p s h av e a f ew adventures al o ng the way), or 
rescu e a Fe d e ra ti o n f re ig hte r from immine nt d a nger. 
Thi s new g ro up p ro v ides a n ew p e rsp ective to adven 
tu res in Fed eratio n sp ace . 

C hap ter Six p rov ides readers w i th a g limpse of p e r
h aps the m o st fa m o us UFP institution-Starfleet. How 
i s thi s vas t o rg anizatio n structure d ? How does 
Sta rfleet Comma nd keep t rack o f the fl eet's m y ria d 
ships a nd missions? This c h apte r a n swers these ques
ti o n s a nd m a n y othe rs as yo u ta k e a tou r o f Starfleet 
a nd its vario u s b ra n c hes . W ithin th ese p ages, you' ll 
find new Overl ays-play a Sta rfl eet c ultura l a ttach e, 
a n investigator for the Judge A d vocate G e ne ra l 's 
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o f f i ce, o r one of Sta rfl eet 's intrepid m arines. N arrato rs 
w ill f ind ad v ice fo r running m a n y d i ffere nt t y p es o f 
series. 

C h apte r Sev e n provides info rma tio n a nd te mplates 
fo r c lose to a doze n n ew sta rships, like the 
Steamrunner -, the N orway-, a nd the muc h - requested 
Akira-cl ass ships. Inc luded in this c h apter are e x p a nd
e d ship classi f i cations, like the fast frigate and the 
heavy c rui ser, and the m a ny ty p es o f flee t o p era ti o ns. 

C h apter Ei g h t g ives players a nd N a rra tors a like a 
host of n e w Fede rat i o n techno logy to add to the ir 
games. Fly o ver a n a li e n l a ndscap e w ith your fli g ht 
vest, o b serve a new c ivi I i zatio n fro m the safety o f 
you r holobase, or fen d o ff a p ack of e nraged le -m a tya 
w ith a n e tw ork of p o rtabl e fo rce fi e ld gene rato rs. 

Fina lly, the Appendix prov ides informatio n and 
gam e sta tisti c s for the c rew of o ne of Starfleet 's most 
famous ships-the U .S.S. Enterprise NCC 7 7 07-0. 

STAR TREK: INSURRECTION: THIS BOOK CONTAINS INFORMATION 
FROM THE NEW STAR TREK FILM, /NS/JRRECTION. INCLUDED HEREIN IS 
INFORMATION Oil THE SON ' A, MYSTERIOUS ALIENS RECEilTLY ALLIED 
WITH THE FEDERATIOII, IHW WEAPONS LIKE THE ISOMAGflETIC DISIII
TEGRATOR, AIID THE U.S.S. ENTERPRISE-E. FOR THE CONVENIEIICE 
OF THE FANS, THIS INFORMATION CAll BE FOUND Ill THE HISTORY, 
DIPLOMATIC RELATIONS, TECHNOLOGY, ANO STARSHIPS CHAPTERS. 



T he roots of the Federation intertwine deeply 
throughout the histories of the f ive founding 
members. A lpha Centauri, Andoria, Tellar, 

Vulcan, and Earth a ll survived dark pasts when their 
civili zations teetered on the edge of annihilation. All 
five races overcame these threats to their ex istence, 
each race finding its own w ay to defeat its particular 
demons. The l essons of these t imes brought each race 
to an understanding of unity and he lped forge the 
Federation into an inst i tution that protec ts the funda
menta I rights of a II beings and works to promote 
p eace throughout the galaxy. 

ALPHA CENTAUR/ IV 
During Earth's nine teenth century, the Centaurans 

faced the threat of extinction. Many c ity-sta tes exper
imented w ith biolog ical agents following a worldwide 
nuclear weapons ban . Either b y design or acc ident, a 
genetically engineered retrov irus was released on the 
northe rn continent of Alpha Centauri IV. This retro
virus quickly mutated into sev eral deadl y strains and 
spread to the four corners of the globe. Millions sick
ened and died. The different c ity-states d ec la re d war 
on the virus and on each other. World lead e rs desper
atel y searched for a n an tidote or a vacc ine. When that 
search failed, governments looked for scapegoats. 

The Centaurans refer to this time of d eath and dis
ease as the Plague Years. It lasted o ver a decade. 
Strains continued to mutate, exacting a te rribl e toll in 
lives. Well over a billi o n C e ntaurans died before the 
p lague ra n its course. T h e different go vernments of 
A lpha Centauri IV eventua lly c eased fi ghting-armies 
died faster than they could be trained- and began 
pooling the ir resources to combat the v irus. The best 
sc ientists and doc to rs o n Alpha Centauri IV gathered 
in a n Emergen cy M ed ica l Council to coordin ate the ir 
efforts in fighting th e plagues. Fina lly, in the Earth year 
1 8 7 1 thi s inte rnational team d eveloped a n eff ective 
antivira l agent a nd vacci ne. 

The Centaura n s stopped the plagues, but th ey did 
not forget the l essons the Pl agu e Years h ad ta u g ht. The 
Emergency Medica l Counci l became a fu ll-fledged 
world governmen t on ly five yea rs after the end of th e 
Plague War, as every surviving Centaura n c ity vote d 
to make Dr. Kulei Asephas, the discoverer o f the vac
cine, i ts leader. Despite Dr. Asephas' objecti ons, she 
b ecame g loba l president by accla m a tion . 

H e r governme n t outlawed biolog i ca l weapons and 
la id the foundations for a lasting time of world p eace. 
This time of ho rro r m ade the Centaurans rea li ze how 
easily confli ct could resu lt in the d estruction of a ll li fe 
on thei r p la n e t. They learned to put aside the ir diffe r
e n ces and work for th e common good of a ll. 

AN DORIA 

The Andoria ns had a hi story simila r to th at of the 
Vu lca ns (see below). With their passionate and v i o le nt 
n a tures, the Andorian clans foug ht one war after the 
next, massacrin g their enemies. Som e c la ns fought 
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vendettas and wars against enemies on the other side 
of the world, and carried on blood-feuds for cen
turies. Seven centuries ago, during the Age of Lament, 
the Andorian civi li zation fel l into comp le te anarchy. 
World trade collapsed, the economies of the Andorian 
fami lies crash ed , a nd in the ensuing starvation ev ery 
Andorian blamed every other for the disaster. 
Infighting tore the c lans apart as relatives even took 
up arms against eac h other. Archaeo logi sts estimate 
that over a quarter of the population of Andoria killed 
each other at the height of the Age of Lament (rough 
ly 1 600-1 670 Earth time). 

Lor'Vela, an in fluential clan leader, sought to end 
the bloodshed. She instituted ritual due ling as a 
means to settle conflicts in h e r clan. A ll members of 
the c lan swore a n oath to abide by the results of these 
due ls and not to seek revenge for those killed w i th 
honor. The process worked, and Lor'Vela's clan grew 
strong. Word spread across Andoria . A council of clan 
leaders gathered and agreed to unite and adopt ritual 
combat to settl e differences between the clans. 
Lor'Vela burne d the histori es of Andoria to prevent 
old feuds from surviving in the minds of the new gen
eration; the Andori a n calendar begins with this act 
(the year 1692 on Earth). The institution of ritua l com
bat saved Andori a n c iv ilization, and Andorians hold 
their rituals sacred to this day. 

TELLAR 

Tella r ite histori es tell of the Voice Wars, w hich 
wracked their c ultu re in Earth's early twentieth centu
ry. The Tell a rite fasc ination w ith e n g ineering a nd 
m echanism spill ed over into politica l sc ience and 
anthro pology around the same time as Tellar's indus
tria l and sci entifi c revo lutions hit. Each Tellarite 
nation sponsored th eories of perfectly engineered 
so c ial and econ o mic syst e m s, none of them compati
b le w ith each o ther. For about a century, these 
theorist s tried to enforce their idealized system s o n 
the Te llarite people, w ith indifferent results. 

According to Te ll a rite soc ia l science, resistance to 
scientific economics and politi cs resulted fro m "pre
scientific" la ng u ages . Since l a n guage obviousl y h as 
an immense effect on tho ught p a tterns, Tellarite engi-

neers derived scientific languages to create properly 
malleable cultures. The new science of lingu i st ics 
became the battleground as Te llarite nations made 
war upon each other to impose various scientifically 
developed languages upon the ir e n emies' reca lcitrant 
populations. 

Th ese Voice Wars spread across the continents of 
Tellar: Many smal ler dialects and tribal languages 
were totally extinguished in the name of the new ly 
engineered tongues and of scientifically perfected 
societies. The Voice Wars militarized Tellarite society 
to an unprecedented degree. Every s ingle Tellarite was 
drafte d and assigned a place in the vast machinery of 
a Tellarite national economy. Th e remain ing Tellarite 
nations teetered on the verge of the Final Voice War 
when the mathematician Cherok began a program of 
public speech es and civil disobedience. 

Cherok u sed chaos theory to d emonstrate that sci
entific economics and po liti cs were, in fact, 
impossible illusions, and that " di ssent and diversity 
create harmony and peace." Cherok's move m e nt 
promised a way out of the d ead end of the Voice 
Wars; hundreds of thousands (and eventually, mil
lions) of Tellarites refused to speak any of the new 
"scientific" l anguages, answerin g on l y " Ukora" ("No" 
in the most primitive Tellarite l anguage) to any ques
tion put to the m. Soldiers left the front lines, 
armaments workers went on strike, students refused to 
attend classes, and the carefu ll y engineered war 
machines of the Tellarite governments crumbled. The 
Uko ra Segment, as C herok had predic ted, provided 
the nucleus for a new society based on d ebate, diver
sity a nd p e rso n a l pride. Ironica ll y, it a lso served as the 
center of a n a lmost acc identa l Te ll a rite w orld govern
ment after on l y four generatio ns, as Te ll a rites refused 
to le t national a ll egiances get in the way of free 
speech , free debate, and free excha nge of informa
tion . 

VULCAN 

The V ulcans guard the ir past zealo us ly, and they d o 
no t al low outsiders to see the ir records . Vu lcan schol
ars say on ly that the earl y hi story ofVu lcan was v iolent 
and destructive, colo red scarlet a nd c rimson w ith 
uncontrollable emotion. The few records to survive this 
Age o f Wrath ex ist only as f ragm e n ta ry legen d s of angry 
gods and end lessly raging b a ttles. W ithout hard data, 
wi ld specu lations rule th e d ay. 

Some theori sts cl a im that these wars destroyed 
Vulcan's ecosystem, turning it from lush jungle to harsh 
desert. Others look to the Romulans for insight into pre
historic V ulcan, and cla im that ruins across the spira l 
arm d ate from a primitive inte rste llar Vulcan tyranny. 
The w ildest theories hold that one of the asteroid belts 
in the Vu lcan system i s the rem a ins of the t rue Vulcan 
home planet, physi call y destroyed in a final war. 

After centuri es of inten se fi ghting, the brilliant men
talist Surak developed a v ita l philosophy of logic, 
w h ich could contro l the strong Vu lcan emotions. 
Surak's teachings, w hic h e levated peace as the precon
dition for rationa l thought ("The calm mind is the mind 
that tru l y knows") took hold across Vu lcan and brought 



ab out t he Time of Awakening. Surak's p e rson a l sacri 
f ices for peace convinced the few h o ldouts to e nd thei r 
wa rs and concentrate o n b ui ld ing a future . Histo r ians 
and xen o logists bel ieve that the Romula n s may have 
broken from the V ulcan s a t th is t im e ra the r tha n accept 
Su rak's doctrines. 

The Tim e of Awakening b roug h t a f lowering of 
V u lcan c iv ili zatio n . Building o n Sura k 's phi losophy, th e 
logicia n Se lok devel o p ed th e Th eo rems o f Governa nce, 
w hic h reconc iled the famou s trad i ti o na l V ulca n culture 
w i th Sura k 's logi c to p rov ide a b asi s for a un i fied p lan
eta ry gove rnment. Un ity, p eace and logi c advan ced 
V ulcan sc ie n ce even faste r tha n Vu lc a n warfare h ad. A t 
the t ime o f the fo und ing of the Fed e rat ion, the V u lcans 
were the most advanced of the f ive orig ina l m ember 
pla nets i n theoretica l scie nce, a lthoug h Vu lcan c u l tura l 
conservatism kept most of the innovation s from dis
rupting the t ime-tested, logical Vulcan ways. 

EARTH 

The n ati o ns o f Ear t h f luctu ated between d isastro u s 
world wars a n d ever-more -w idespread worl d govern
m ents for th ree cen turies. The " Seven Yea rs" a n d 
Nap o leon i c Wars (1 754-1 8 15) le d to the Con cert of 
Europe, Wor ld War I (19 14- 1 9 1 8) led to the League of 
Nations, and Worl d War II (193 1-1 9 45) le d to the 
United N atio n s. Tiring of the ineffectu a l UN, a g ro u p 
o f fanatical human sci entists crea ted a genetica lly 
a l te re d m aste r race in a n attempt to forc ib ly impose 
world peace. The m ost infamous of th ese "superme n," 
Kh a n N oonian Sing h , se ized pow er in As ia in 1 992 
and u sed brilliant diplomati c and mili tary strategy to 
conquer muc h of the devel o ping w orld. 

As he amassed an e m p ire contro ll ing a lmost a 
quarter of the Ear th, Kh a n p layed p o l i tics, m a nipu lat
ing the world powers into app easem e nt strategies, 
w hile he demand ed t h e reverenc e a n d worsh ip of c it
i zen s in his e m p ire. Fo rty o the r n at i o n s fe ll unde r the 
d o m inati on of Kh an's fe llow "superm e n," b ut the 
U nited Nations coord ina ted e ffo rts to stop t he gen eti
ca ll y altered conquerors. C o o p e rati o n between the 
unconquered countries of Earth , combine d w i t h 
inf ig h t ing among Kh a n and t he o ther "supermen," led 
to a slow, but inevi tab le d efeat of th e "superme n ." 

1-lt S TO f~V 

Khan a n d his fo llowers f led into exile using a DY- 700 
sleeper ship, t h e U.S.S. Botany Bay. 

T he Eugen i cs Wars were the turning point. Khan's 
war had so seriously damaged th e world economy 
a nd eco logy th at n o n ation felt secu re e no u g h to sup
p ort the New United N ation s. Even the relatively r i ch 
a n d f ree Uni te d States suffered, both from dom esti c 
unrest a n d f ro m econ o m ic decl ine . Co lo n el G reen, an 
a mbiti o u s A m eri can soldier, attempted to launc h a 
coup to resto re American greatn ess after losing t he 
2052 Pres i d enti a l e lect i o n. G reen favored extermina t
i n g t h e unfit and excess populatio n, and historians 
c redit G ree n o r his fo llowers w i th la u nching the vo l
ley o f nuclear and b i o logica l weapons that starte d 
Worl d W a r Il l i n 2053. 

A l t ho u g h the Eu ropean n ations o r iginally stood as 
o n e aga inst G reen , after suffering devastating attacks 
severa l of the all ies turned against each other. Bomb s 
tore apart many European cap i tals. Destruction of 
trade ro utes left mi ll ions starving. Some accou nts tell 
of canniba l ism in heavily popu lated cities. Nationa l ist 
g ro u ps sla u g h tered m inorities en masse in these a reas. 
Revolut ion ca ug h t f i re t h roughou t Europe as som e 
fough t desperately to bring back a u n ited Eu rope. 

Fo r o b v ious reasons, few records survive fro m 
t h ese d a rk d ays. The war was over a lmost before i t 
began, since n ation s simply co llapsed into n ear-com
p l e te anarc hy. Po r t io n s of the U nited States, East As ia 
a n d Eu ro p e surv ived, b u t the n u c lear win te r a n d eco
logical d evastati o n h i t even these re latively lucky 
regio ns hard. Famines, p lagu es, and r io ts ki lled bi l 
l i o n s. C iv ili zation was knocked back to 
seventeenth- cen tu ry levels in even the most p rosper
o u s reg io n s, a n d a lmost to the Stone Age everywh e re 
e l se. O n ly i so lated g roups of scientists and e xper i 
menters surv ived the chaos of the middle 21st 
century. 

O ne su c h was Zefram Cochrane, who became the 
f irst human to b reak the light barrier w i th h is ship, th e 
Phoenix, i n 2 0 63. His f l igh t a lone might have restored 
h ope across the g lobe, b u t when a V u lcan scou t sh ip 
d e tected t he Phoenix's warp signature, that firs t con
tact w ith C o chra n e u shered i n a new era on Earth . 
First the Vu lca n s and then the Cen tau rans worked to 
save humani ty f rom i ts w reckage. A l thou g h the road 
to unity was d i ffi cu l t, no government wou l d wi llingly 
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risk both its n ewfound interstellar allies and the futu re 
of the planet for another war. 

In 2113, the European Hegemony and the resto red 
United States of Ameri ca merged as the United Ea rth 
Republic. The popular enthusiasm for unity swayed 
the South America n Union and the Eastern Coalition, 
w ho joine d by 2130 rath e r tha n be overthrown by 
their own p eop le. Australia, the final holdout, joined 
United Earth in 2150. 

A S HARED D EsnNAnoN 

Although each of the five founding members over
came its conflicts in its own manner, they a ll gained 
an appreciation of the same ideals and concepts. Each 
world had fallen to the edge of self-destruction and 
pulled itse lf back from the brink. These idea l s would 
see the ir ultimate e xpression in the founding of the 
UFP. H owever, before the five worlds could join in th e 
Federati o n, they h ad to venture into space alone. 

ALPHA C E N TAU RI IV 

Of a ll th e five founders, the Centaurans h ad the 
least experience with spaceflight. The first Centaura n 
astro n auts landed on Alpha Centauri V only a hun
dred years before th e Centaurans encountered Earth's 
sta rships. The Centaura ns founded a colony and 
d eveloped th e ir famous terraforming technology to 
tame the hostile environment. Although they pos
sessed vesse ls capab le of traveling across thei r solar 
system, warp drives had eluded the Centaurans. 
Whe n Earth m ade contact with Alpha Centauri, 
Centaurans considere d it one of the greatest moments 
in th e ir history. 

Warp drives received from Earth sparked a n exp lo
sion of Centauran exp loration. The Centaurans 
established colonies on distant planets and c h a rted 
unknow n regions of space. Centauran innovations in 
starshi p design made vessels far more " liveab le," and 
Starfleet has long recognized these s ig nifi cant contri 
butions. 

AN DORIA 

Th e Andorians developed spaceflight around the 
Earth year 1800. Competing clans sent the ir own 
ships to the far reach es of their solar system, seeking 
honor and glory. During thi s initi a l p e riod of rapid 
expansion, the Andorians established co lonies 
throughout their system. The c iti zen s of Andoria cele
brated the conquest of their so lar system and started 
looking toward the stars. 

Andorian scientists worked to develop more pow
erful e ng ines, but h ad little know ledge of warp theory. 
Using impulse drives, Andoria sent sleeper ships on 
colonization missions to n earby stars. These vas t ships 
contained hundreds of frozen Andorians a nd repos i
tories of data about Andorian civilization. Most 
sleeper ships malfunctioned and disappeared. in the 
depths of space. A few succeeded and colonized new 
solar systems. Andoria sent robotic supply ships on 
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multiyear journeys to support these colonies. 
A ndo rian ex periments wi th warp drives showed 

less success. Vessels ex plode d or vanished into sub
space, never to be seen or heard from aga in. The New 
Andoria was a combined effort from leaders of each 
c lan to construct a warp-drive vehicle. Once it was 
constructed, initial tests of the warp drive indica ted 
success. However, w h en the New A ndo ria attempted 
i ts first interstellar flight, its unstable engines detonat
ed, ripping a wormhole in the fabric of space-time at 
th e edge of the A ndorian system. This rift destroyed 
everything th at it touched and Andorian exp lore rs dis
covered that the laws of physics altered nea r it. As a n 
unfortunate side e ffect, powerful ion storms were gen 
e rated throughout the Andorian system, m a king a ll 
spaceflight m o re hazardous than ever. 

The Andorians gave up on making the ir way to the 
stars for over a century and a half, losing contact with 
a ll of the Andorian co lonies. Political move m e nts on 
A ndoria concentrate d on domestic matters. At four 
different times, the Council of Clans narrowly rej ect
ed proposals to dismantle Andorian spaceports. 

The spaceports and launch sites h e lped save 
Andoria. Global climate changes triggered by the ion 
storms brought a n ew ice age, w hich threatened to 
make Andoria almost uninhabitable. Anclori a n sc ie n
tists designed a satellite weather control system, 
preventing this climatic catastrophe. Andorian space
flight technology served them well and reminded the 
peopl e of the time before the New Andoria disaste r. 

The unstable wormhole eventually collapsed, and 
the io n sto rms burned out. Although many Andori ans 
were skeptical, spaceflight resum e d and ships set o ut 
to discover the fate of Andoria's colony worlds. When 
contact was reestablished, the Andorians discovered 
that on l y one of their four colonies h ad survived. 
Geologic act ivity had destroyed th e co lony on 
Thalassa, while sett le rs on Quardis had died from sup
ply shortages . Trilith VII's colony had simply vanished, 
leaving no trace (even modern UFP teams h ave not 
determined the fate of this lost colony). Only the 
Cimera Ill colony remained. The Andorians rebuilt 
the ir colonies on Quardis and Thalassa, but decided 
to leave Trilith VII uninhabited. 

Finally, experiments in warp drive began aga in, 
despite major protests. Many sc ie ntists died in ritu a l 



due ls in o rde r to resta rt the researc h. The la u nch of 
the new vessel, the Lor'vela, w ent perfect ly-the data 
from over a century of study ing the wormhole helped 
the An d o ri a n s to sta b i lize the Lo r 'vela's e ng ines. 
A l t ho u g h now possessed o f a func tio ning warp-d rive 
d esig n, A ndo ri a lacked natura l di lith ium , a key e le
m ent in stab ili z ing the e n g ine co res. Due to the sho rt 
suppl y of this resource, A ndoria built o n e-sh o t warp
cap abl e sta rships u sed p r imari l y to improve tra n sit to 
and from the co lo nies, rather than explore the ga laxy. 

Whe n the U.S.S. Challenger enter~d A ndo ria n 
space in 2 144, warning shots were exc h a nged b e fo re 
th e two sides h a il e d each oth er. Huma n s a n d 
A ndori a n s fo und muc h in c ommon (the n a m e of th e 
Earth v essel m ad e a n excellent f irst impressi o n o n 
A n dori a's d u e ling c ulture) . Contact w ith Earth q uickl y 
led to contact w ith b o th Vu lcan and A lpha Cen tauri. 
The A n doria ns receive d di l ithium through t ra d e w ith 
the ir n ew a llies, and began upgrading t h e ir f l eet a n d 
exp lo ring new worlds. 

D u ring t he Ea rt h-Romulan War, the A ndoria n s con 
struc ted a f leet o f ships w ith the intention o f ente ri ng 
th e struggle at Ea rth 's fi rst request. W h e n the 
Fed e ratio n was fo rme d , the A ndorian ships were con 
ver ted to m e rc h ant vessels beca u se t h ey cou ld n ' t 
m atch t h e techno logy leve l of the D a eda lu s pro ject. 
Since th a t time, A n d ori a h as been a cente r of 
Fed e ratio n inte rste l l a r t rad e . 

TELLAR 

Th e Te ll a rites h ave a long history of spacefl ig ht, 
d ating b ack severa l centuries. The first Te llarite astro
n a u t was Ra n x, a b o l d exp lo re r/sc i e n t i st w h o 
d es igned h is own rocket sh ip in 1 867. Ra nx p u sh e d 
the l imits o f hi s d es ig n s a nd p e ri she d in a la nding on 
Te llar II, a lthough h e becam e the first Tel larite to e n ter 
the a tmosphe re of a nothe r pla n et i n the pro cess. He 
insp ired gen erations o f Tell a rites to seek the sta rs. 

With i n twenty- f ive years of Ranx's death, the 
Tel la rites h ad conquered th eir sol a r system. Co lo nies 
were star ted o n the f irst, fou r t h, and fi fth p l a n e ts o f 
the ir syste m and o n three of the m oon s of B o ragu s, 
the si x th p l a n et, a gas g iant r iva l ing Jup ite r in Earth 's 
sol a r system. Tel la ri te e n g ineers sp e n t th e n ext fifty 
years improv ing t hese o utposts so they wou ld su rv ive 
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a ny disaste r. Many o f the engineers on Te llar's space 
col o nies played m aj o r ro les in t h e Ukora Segmen t, 
and the p restige of sp ace con tributed to Ukoran su c
cess i n ending the Voice Wars. 

As the col o nies g rew, so did the costs of launc h in g 
ships fro m Te l l a r a n d l a n din g vessel s f rom the 
co lo nies. Ta lla, t h e h ead o f Te l la r 's Engineeri ng 
Counc il , propo sed the con struc t ion of a g igan t i c 
space e levato r, e x tending from t h e su r face of Te l l ar 
into o rbi t. Her p lan s were ambitiou s but sou nd, and 
sh e c h a ll enged her fe l low Te l larites to b u il d th i s m o n 
ument o f the ag es. Th e Te ll a rite Agora app roved Ta l Ia's 
pro p osa l and c onstruction began . 

The Te ll a rite Space Elevato r was o ne of the m ost 
ambiti o u s projects underta ke n by a n y race. Tel l arite 
e ng ineers sp ent o v e r th irty yea rs con structi ng it, 
despite co st overru n s, damage su ffered from u p per 
a tm osphe ri c w inds, and occasiona l po liti ca l u n cer
ta inty. W h e n final l y completed, h owever, i t 
func tio n ed exact ly as Tal la had planned, down to th e 
decima l p lace. The Tel lari tes made the f irst day of its 
o p e rati o n a g lo b al hol iday. 

W it h easy access to space laboratories ensured, 
Te l lari te sc ienti sts d evelope d bas ic warp drive a lmost 
a century b e fo re Earth p ossessed th e tech n o logy. T he 
Te l la rites went to d i f feren t star syste m s and swift l y 
g rasp ed the d a n g ers of i nte rste l lar trave l. T h e Tel lar ite 
government h ad stro n g con cern s regard ing e n coun
t e rs w ith a lien l i fe form s. Like th e V ulca n s, th e 
Te lla rites b egan a pol icy of o b serva t ion. 

In 2 105, th e Centau ra n explo rati o n vessel Sh ayna 
Kav ic a rrived in th e Te l lar system. Te l larite lead e rs 
were distrust fu l of the Cen ta u ra n m essage o f peace, 
but upo n m eeting th e crew re lation s improved. The 
story o n Te llar is t h at when the Centauran delegatio n 
f irst saw the Space Elevator th ey reacted w i t h appro
p riate awe and wonder. The Tella r ite leaders were so 
p roud to h ave their works admired that th ey rapidly 
agreed to a n a ll ia n ce. 

VULCAN 

The V ulca ns achieved sp acefl igh t in t h e i r d is tan t 
p ast . A ltho u g h V u lcans rare l y speak of them, m any 
a n c i ent V ulca n m y t hs te ll of v isitors from beyon d the 
sta rs, wars in the ski es, an d Vu lcan h eroes q u esting o n 
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long odysseys through the heavens. The Romulans are 
believed to have exiled themselves from Vulcan over 
two thousand years ago , supporting the theory that 
Vu lcans had interstellar travel even in the distant past. 

Exploration of the stars leads to knowledge. 
Gaining know ledge is logical. After the Vu lcans 
adopted the philosophy of logic, they began a more 
systematic exploration of space. They quickly discov
e red that most neighboring civi I izations were less 
advanced than themselves. A lthough the Vulcans 
cou ld have exploited these races and built an empire, 
they no longer d es ire d war or conquest. The Vulcans 
were sati sfied to observe. Several legends of unidenti
fi e d flying objects amon g neighboring cultures, 
including Earth, are now attributed to Vulcan scout 
ships. 

A millennium after the rift that separated them, the 
Vu lcans and Romula ns again encountered each other, 
l eading to a sporadic wa r. The Romulans no longer 
possessed the technology to carry the war to Vu lcan, 
and the Vulcan d evotion to pacifism m eant that the 
Vu lcans never followed up on their strategic advan
tage. After a century, the Romulan threat receded and 
Vu lcan forgot h e r foes. After this war, however, Vulcan 
scout craft carefully observed any new cu lture before 
making contact. Vu lcan explorations, never plentiful, 
nearly ceased entirely for seven hundred years. 

The unex pected detection of a warp-drive signa
ture from the b attered planet Earth lured a curious 
Vu lcan scout into contacting huma nity. Rea liz i.ng th e 
great potentia l of humanity, Vulcan advi so rs cam e to 
Earth and helpe d b r ing i t about. As human explore rs 
traveled to distant sta rs, Vu lcan kept a firm a lliance 
w ith Earth. After Earth faced down the Romu lans, the 
Vu lcan government fe lt creatin g a unif i ed interste llar 
government o f Earth, Andoria, Alpha Centauri, Tellar, 
and itse lf conformed w ith its philosophy of " Infinite 
Diversity in In finite Combinations." 

EARTH 

Humans have dreamed about the wonde rs o f space 
since the i r eyes f irst gazed up into the h eavens. They 
built temples a lig ned to celestial move m ents and saw 
anci ent gods in the patterns of the stars. For four cen
turi es, huma n s h ave had the powe r of spacefli ght, and 
their connection to the stars li f ted them out of the 
dark nig htma re of World War Ill. 

In 1 957, Sputnik became the first man-made satel
lite, and huma n exploration of space began. Yuri 
Gagarin, a Russian cosmonaut, was the first man in 
space. A race b e tween Earth 's tw o superpowers, the 
Sov iet Union and the United States of America, 
pushed sci entists, techn i c i ans, and astronauts to cha l
lenge the skies. The space race ende d in 1969, when 
Apollo 7 7 astronauts N e il Armstrong and Buzz Aldrin 
reac h ed Earth's moon. Seven yea rs later, two robotic 
Viking sp acecraft l an d e d o n M ars in a search for 
extrate rres trial li fe. B o th si tes wou l d become home to 
millions of humans by the 2 4th century. 

In 1 977, Earth's first re u sab le spacecraft, the proto
type space shuttle Enterprise, completed its first 
subo rb ital fli g ht. The shuttl e Columbia achieved 
o rbita l flight in 1981. Several successful space shuttl e 
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missions followed until 1986, when the space shuttle 
Challenger exp loded, killing a ll seven astronauts on 
board. This tragedy crippled American spaceflight, 
although the Russian space station Mir launched in 
that same year lasted for decades. 

The Eugenics Wars started a new space race as the 
genetically altered conquerors pushed the envelope 
of spaceflight technology. Khan Noonian Singh was 
successful in constructing a DY-1 00 sleeper ship, the 
Botany Bay, w hich he and his c ompatriots used to f lee 
Earth when they were overthrown in 1996. The new 
space race survived the Eugeni cs Wars. Unmanned 
spacecraft, including Voyager 6 and the Nomad space 
probe, and manned missions, su c h as Shaun Geoffrey 
Christopher's pioneering flight to Saturn, c ontinued 
sp o radica ll y until World War Ill. 

When World War Ill b egan, spaceflig ht was a ll but 
fo rgotte n. As the d evastation and loss of life mounted, 
m any lost hope th at humanity could p reserve its own 
civi l izati o n, muc h less reach for the stars. Zefram 
Cochrane's first contact w ith the Vulcans turned this 
d efeati sm into re newed hope . A ll n ations w orked 
together to launch new warp ships. The Va liant was 
on l y o n e of the earl y ships tha t vanish ed during this 
dangerous, m ysterio u s period. The Cochrane, h owev
e r, discovered another civil i zation on A lpha Centauri 
IV. Whe n the Centaurans and Vulcans insp ire d Earth's 
n a tions to unite, the United Earth Republic estab
lish ed a United Earth Space Probe A gency to continue 
interstell a r exploration. 

UESPA ships e n countered the Andori ans and fo l
lowed the Centaurans to Te ll ar, and the ir resourceful 
c rews made fast alliances w i th these newly discov
ered races. Earth founde d col o nies and expanded its 
inf lue nce across space; many human groups dissat is
fied w ith the United Earth left to fo und their own, 
more isola te d , colonies as well. When Earth encoun
te red the Romulans in 2 1 56, she commanded the 
respect of her a llies and had the most powerful fleet 
of any Federation founding member. The dangers 
faced b y Earth forces m ade th e peop le of Earth rea lize 
h ow important their interstella r a llies were to the 
huma n destiny, and, b efore the war ended , politi c ia n s 
were carefully conside ring the m e r its of a ga lac tic 
governme nt. 



THE ROMULAN-EARTH WARS 

In 2156, the Earth starsh ip U.S.S. Endeavor 
encounte red an unknown spacecraft in orbit a round 
Cheron IV. According to the Endeavor's log, the 
unknow n vessel droppe d severa l nuclear bombs on 
the planet's surface, then moved to approach. The 
Earth starship hailed the unknow n ship, but received 
only a barrage of nuclea r missiles. The Endeavor suf
fe red serious damage from the initial onslaught. The 
unknown vesse l the n identi f ied itsel f as a warship of 
the Romulan Star Empire and d emanded the immedi
ate surrender of the Endeavor. The captain of the 
Endea vor returned fire and used the ship's warp 
engines to retreat. 

When the Endea vor a rri v ed at the colony of 
G amma H y dra IV, she had lost over 90°/o of her crew 
due to the fa ilure of life support. The story of the 
attack spread throughout Earth's colonies. The lead ers 
of the United Earth Republic sent several warsh ips to 
the Cheron system and into the su rrounding sectors. 
United Ea rth forces fought in their f irst interste ll a r 
confli ct. Vesse ls armed w ith atomic w eapons dueled 
in space, mostl y in empty systems between the 
Romul a n and Earth borders. No two combatants ever 
cam e face to face in th e four years of the war. Both 
Earth and the Romulans suffe red terrible l osses in th e 
initia l stages . 

As th e campaign progressed, Earth proved to pos
sess dec isive advantages. The Romulans lacked Earth's 
reli abl e warp drives, in stead u sing a precursor of the 
quantum singularity drive to power warp flight. These 
primative quantum singula rity drives cou ld o nl y pro
duce enough power to p rope l a Romu la n sh ip 
one-way b efore the singu la rity collapsed . O n ce a t 
the ir d estination, they could on ly u se impu lse power, 
effectivel y stranding their vessel s w itho ut warp d r ives. 
T hi s meant th at Earth sta rships could tacti ca lly o ut
m a n euver th e Romulans. 

THE CHERON ENIGMA 

As A FINAl NOTE ON THE EARTH-ROMULAN WAR, SCHOLARS STill REMAIN UNCER
TAIN OF THE REASONS THAT THE ROMULANS WERE IN THE (HERON SYSTEM AND WHY 
THEY BOMBED THE PlANET'S SURFACE BEFORE ENGAGING THE ENDEAVOR. THE PRE
VAILING THEORY IS THAT THE ROMULANS HAD DISCOVERED AliEtl ARTIFACTS OR HAD 
BUIU A SPECIAl WEAPONS FAOUTY THAT THEY FEARED WOULD FAll INTO EARTH'S 
HANDS. HOWEVER, INVESTIGATORS HAVE FOUND NO EVIDENCE OF EITHER A(THE 
BOMBING SITE, lEADING SPECULATORS TO SUGGEST THAT THE BOMBING WAS A DIS
TRAOION, BUT FOR WHAT NO ONE KNOWS. MANY fEDERAnON EXPERTS BELIEVE THAT 
THE (~RON SYSTEM STill HOLDS A SECRET. 

In addition, Earth's a lli es provided va luab le su p 
port. Al p h a Cen tau ri donated m ed ica l supplies a nd 
food to h e lp Earth in h e r w ar effort. Th e V ulca n s gave 
insightful tacti cal ad v i ce on Romu l a n tendencies. The 
n ewly encounte red Tell arites a llowed humans to rent 
their sp acedocks for sta rsh ip construct io n . Toward the 
final stages of the war, the Andorians upgraded th e i r 
fleet in hopes of g iv ing Earth mi li tary su ppor t. 

The war came to a conclusion in the same system 
w here it h ad begun. In the Battl e of C h e ron, Earth 
forces decisively defeated the Romula ns. A sm a ll 
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detachment of Earth ships lured the Ro mula n f leet 
into a trap. When the Romulan comm ander dec ided 
that he h ad surprised the humans, h e launched a n all
out attack. Earth's reserves warped in on a ll sides of 
the Romulans, catch ing them comp letely unaware. 
No Romulan vessel s survived the battl e . 

After the Romul a n s had suffered this humiliating 
defeat, both sides negotiated a peace over subspace 
rad io . Like the war, th e peace was conduc ted b y 
remote control. The Romulans agreed to the Treaty o f 
Cheron in 21 60, w hich ended hosti I ities and estab
lishe d the Romulan N e utral Zone. Both s ides agreed 
that v i o lation of the Neutral Zone would be consid
ered an act of war. At the end of th e Romu lan war 
neither side had yet seen its opponents. 

The Earth-Romula n War's lasting impact was to 
remind Earth and her a ll ies of the d a n gers that space 
cou ld hold. Eart h added defensive p rotoco ls to her 
exp loration guide lines. The allied planets h e ld nume r
ous meetings a nd conferences to work out defensive 
m easures in case of another encounter w ith hostil e 
alie ns. Every race was uncomfortabl y aware that 
a lthough it was no longer in dange r of d estroy ing 
itself, it was still in danger of destruction by others. 

TERRAN CONVENTIONS OF 2160 
Even b efo re the Treaty of Cheron, offi c ia ls from 

Earth had m e t w ith Vu lcan and Cen taura n ambas
sadors on the pla netoid Babe l to disc u ss increased 
t rade a nd mutua l defense a lliances. After a su ccessful 
round of agreements, the three powers inv ited repre
sentatives from A ndo ri a and Tella r to j o in in th e ta lks. 
The economi c and m ilitary conference on Bab el pro
duced nume rous agreem ents. During a late-ni gh t 
ce lebration o f the accords (wh i c h som e historians 
c red it w ith introduc ing Andorian a l e to th e re st of the 
ga laxy) the lead ambassadors-T'Sh enn o f Vu lcan, 
j asm yne Ray of A lpha Centauri, Mark Well s of Earth, 
Ta rnoc of Tella r, a nd Sh e ras of Andoria- ca m e to the 
mutual concl u s ion that the creat io n of a unified gov
ernment and econ omy would benefit a ll five worlds. 

Rather tha n merely reacti ng to future d isaste rs, a 
n ew federat ion could head dangers off ea rl y and build 
a zone of peace and prosperity across the quadrant. 
Afterward, each ambassador returned home w i th 
news of th e su ccess and a recommendation for d raft
ing A rti c les of Federation, ty ing a ll five worlds 
together in a sing le union. Federation historians still 
don't know wh ich of the ambassadors f i rst suggested 
the c reati o n of the n ew interstell a r government. Some 
suspect th at T'Sh enn was operati ng under a secret 
V ulcan agenda, and a few h ave gone so far as to su g 
gest that th e confusion over w hic h ambassad o r first 
proposed the Federati on was intentional. In a n y event, 
the ci t izen s o f a ll five foundi ng world s ca n make a 
va lid c laim that the ir peop le proposed the UFP. 

In itia l reaction to the ambassadors' messages was 
mix ed . On Andori a, Sheras had to w in a duel w ith hi s 
chief pol itica l oppon ent Rexar for t h e Counci l of 
C lans to cons ider the proposa l. Th e V ulcans held 
numerou s meetings w here every aspect of increased 
contact w ith outsiders was a n a lyzed in a searc h for a 
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l og i ca l course of act ion. j asmyne Ray of A lpha 
Centa uri was h a ile d a s a hero on h er return, a nd w ith
in th e yea r was e lecte d President of A lpha Centauri. 
The Te llarites d i strusted the concept and held a l ong 
series of g loba l d ebates. Some say t h a t the Te lla ri tes 
f ina lly were won o ver because they enj oyed a rg uing 
a bout the Federation so much. On Earth , reactions 
varied. Many peop l e claimed that Wells was try ing to 
sell out hi s own planet and that he had stepped 
b eyond his authority as ambassador. A media report 
circu la ted that he had been seduced b y j asm y ne Ray 
of Alpha Cen ta uri into betray ing Earth. Another sto ry 
held that the Vu l cans had mind-controlled the repre
sentatives from the oth er worlds. 

However, w ith the Romulan War sti ll going on, the 
logi c behind th e proposed Federati on was cl e ar to a ll. 
The vetera n s of the Ea rth-Romulan War came out in 
favor of th e concept, as did the populations of the 
co lo nia l p l a nets. Once e nough inte rest was generat
e d , the m aj ority threw their support behind the 
concept of the Art icl es of Federa tion. Despi te t he con
trove rsy, Earth was the first p lanet to vote for 
con vening a co nventio n , and so the talks came to be 
know n as th e Terra n Conventions. 

Th e t hree Te rran Con ven t i ons b egan a lmost imme
diatel y after the Treaty of C h e ron, on the joint 
huma n-Centa ura n co lony of Epsilon Eridani. The H a ll 
of Freedoms w here the ir m eetings were held sta nds 
today as o n e of the g reatest sy mbols of I iberty a nd 
interspec ies coop e ration in the ga laxy. It is main
tained b y t h e five founding races as a shrine to the 
idea ls w hic h the Fede ration embo dies. La rge d e l ega 
tio ns from each of the five worlds came to draft 
A r tic les o f Fe d e ra tion. Elaborate ritual and ceremony 
attended every moment of t h e convention. The p eo
p les of th e f ive worlds were confident tha t thi s 
meeting would result in the c reation of a n ew inte r 
stell a r governm e nt. Instead, th e First Te rra n 
Conventio n of 2 160 would demonstrate how muc h 
work needed to be done before th e Articles of 
Fed e rat io n could be d rafted. 

Protesters from a ll five worlds a lso a rrived on 
Epsilon Erida ni, loudl y d e monstrating against the con
venti on. Del egates from d i ffe re nt co lo n y worlds, such 
as M a rs, C o c hrane, Alph a Eridani, a nd Eps il o n Eridani 
itsel f, d e m a n ded t o h ave a voice in a ny new interste l -
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la r government. Some politicians t ri ed to u se the 
event as a forum for the interests of the ir constituents 
or to boost their political careers. This c haos was 
exacerbated b y the very process of five different c iv i
li zations com ing to common ground at a ll. 

The f ive species rev iewed a nd examined each oth
e rs' soc ieti es, histories, and va lues. They d etermined 
w h at the centra l soci al a nd p o liti ca l tenets of each 
soci e ty were . It w a s in making these determina tions 
that some of the most acrimonious debates broke o ut 
a mong the delegates; m any indiv idual s have diffi c ul
ty accepting a bluntl y objective view of the ir soc iety 
from a n outsider. However, the perspective of truly 
n e utral a nd a lie n viewpoints even tua lly helped create 
a n ewl y m ature self-aware ness in each soc ie ty (even 
that of th e Vu l cans) . Then they compare d t heir find 
ings on each c ivilizati o n to di still the "points of 
accord " b e tween them. For examp le, it was d e te r
mined that a ll fi ve races' lega l systems possessed 
some form of "protection against self-inc rimin ation" 
w hi c h preven ted th e government from forc ing som e
o ne to testify aga inst himself (for example, by being 
compe lled to g ive testimony, or be ing tortured for 
information) . 

In su ch a manner, the delegates came to basic 
agreem e nt on p o litical values and on the sh ap e of the 
governme nt, but could get no further. A ll agreed tha t 
the Federa tion shou ld hav e a gove rning council, but 
they could not agree on representation. The p lan p ro 
pose d b y G n ax of Te llar su gges te d bas ing 
representa tives on population, w hil e Dregas of 
A ndo ria firmly pu sh ed for equal representati on for 
each m e mbe r world. M a ria Gon za les of Earth voi ced 
h er co n cerns regard ing the sovereign rights of each 
m e mbe r plan et, a nd those concerns reso n a ted w i th 
beings o n a ll f i ve w orlds. Centauran econ o mists 
desig n ed an in terstellar economic system, based o n 
the creation of a credit, but no one could agree o n 
h ow to weight the economi c stre n g th of each world. 
Th e issue of representation and m a n agement of 
col o nies led to e ndless hours of a rg ument. 

T'She nn ofVu lca n f ina lly l ed her del egat ion out of 
th e c onvention h a ll after suggesting that a n ew con
ven tio n b e held after two months, this time behind 
c losed doors and withou t so much fan fare. After the 
Vulcans departed, t he First Terran Con ventio n of 2 1 60 
quic kl y ended. Before the re maining delegates l eft, 
however, a ll of the representa tives reso lved to recon
vene as soon as poss ible . 

A l th o u gh contemporaries viewed the Firs t 
Con ven t ion as a failure, l at e r hi stori a n s h ave com e to 
regard it as a m aster stroke. The delegates arrived a t 
m aj o r decisions such as the inte rlinked "econ o m y of 
surp lus" a nd th e Fed erat io n Counci l 's overa rc hing 
auth o rity, and holding the first co nvention pub licly 
a llowed d issente rs to h ave the ir say immediate ly 
w hil e conv incing everyone th a t less p u b li c ity would 
lead to more p rog ress. Th ese two factors a llowed fur
the r negotiations to advance in a sp irit of compromise 
and unity. No planet wanted to b e responsib le for let
ting the negotiations fa ll apart, a nd the h a rd business 
of c reating a n interstellar Federat io n th at was both 
free and strong could be d o n e w ithout f ifty b illio n 
onlookers di stracting the d e l egates. 



The Second Terran Convention began ten weeks 
after the first convention ended. Sheras, Mark Well s, 
and Tarnoc were the most notable delegates abse nt 
from the first convention w ho attended the second. 
The meetings held behind c losed doors raised even 
more issues than the first convention. 
The delegations from Te ll a r and Earth wanted a 
supreme leader to administer the daily affairs of the 
Federation , but the Centaurans objected that an indi
v idua l leader would be subject to corruption no 
matter how many checks were placed on him. 
Sovere ignty issues were raised again even w ithout 
Maria Gonzalez's voice. Th e Andori a n s wanted assur
ances tha t membe r worlds could keep their own 
military forces in add ition to the proposed joint inter
stellar f lee t. The first major accompli shment that ca m e 
out of the convention was an agreement on the pur
pose of the UFP a nd the protection of the 
fundamenta l ri g hts of a ll c itizens. 

T'Shenn ofVulcan left immediate l y afte r this agree
m ent, c iting p e rson a l reasons. H e r d eparture raised 
a larms throughout the con vention ha ll, much to the 
surpri se of the Vulcans. Suvo k of Vu lcan took the l ead 
of the Vulcan delegation, on ly to b e g reeted on his 
first day with a proposa l drafted b y th e Centaurans, 
Andorians, and Tell arites w hic h wou ld estab li sh 
V ulca n as the capital of the U FP. Only the humans 
seemed reluctant to embrace the idea of Vu lca n as the 
cap ita l of the UFP. When Suvok immediatel y rej ected 
the proposa l, several of the Andorians wa lked o ut of 
the hall. The Centaura ns tr ie d to convince Suvok to 
accept the offer. When h e refused again, A ch e los of 
Tellar d emanded to know w h y T'Shenn h ad le ft an d 
why the Vulcans were angry with the other represen 
tatives. 

Only an appea l from President Ray of A lpha 
Centauri saved the conven t ion. She spoke e loquently 
of the his tory of a II five worlds, and how each of their 
peop les had overcome adversity and horro r to reac h 
the stars. She quietly c h a llenged the del egates to com
ple te the task b efore them and build a foundation for 
future generations. "On a ll our pl a n e ts, we h ave 
found unity and peace only after te rrible d estruction. 
For once in our mutual history, let u s strike the first 
blow for unity inte llige ntly, as someth ing we chose to 
do rather than something th at history forced upon us. 

H t STO I<: Y 

As m y Terran cousins are fond of saying, let us lock 
our barn doors now before the horses are stolen 
again." Suvok of Vulcan then suggested that Earth be 
made cap ita l of the United Federation of Planets due 
to its location and its symbolic value to the human 
co lonies, and to ease the concerns of Earth's delega
tion regarding sovereignty. The proposal passed easily, 
and the representatives began to hamme r out other 
problems. Ambassador Tarnoc rose to the occasion, 
working compromises between delegations and using 
every ounce of his Tellarite debating skills to silence 
objections that th reatened the convention. From this 
point on, the future of the Federation seemed assured. 

Requirements for membership in the UFP were 
drafted and the Dregas plan for planetary representa
tion won out over the Gnax plan for popular 
representation after Vu lcan delegates raised the issue 
of hive races voting as a bloc. Despite the trials and 
tribulations, th e Second Terran Convention was a suc
cess . All but the fina l drafts of the Artic les of 
Federation were complete. The delegates returned to 
their homeworlds to present the documents to their 
governments, and set the date for a f ina l Terran 
Convention at the end of 21 60. 

The Third Terran Convention of 21 60 was every
thing that the dreamers had hoped the first convention 
wou ld be. The delegates ironed out the few fina l diffi
culties, and all agreed to the Articles of Federation. 
Most of the voting and debating was simpl y a forma l
ity. The completed Articles of Federation protected the 
rig hts of se lf-determination for each world, and they 
contained the plans for a representative government 
which c ould make d eci sions for a ll m embe rs. 

The Articles of Fed e ration estab li sh ed an econom
ic structure as wel l as a government, and, most 
importantly, they protected the rights of every 
Federation c iti zen. They were a testame nt to peace 
and to the vision of a ll five founding worlds. Once the 
Thi rd Te rran Convention of 2160 ended, the on ly step 
left for incorporation was ratification of the Articles of 
Federation by th e member planets. 

RATIFICATION 

Tell a r was the first w orld to rat i fy th e A rti c les of 
Federation. Ta rnoc led the campaign for passage, 
emphasiz ing th e important p lace in history the 
Tellarites would earn as the first world to join the 
Federation. Ta rnoc 's po liti ca l savvy, coupled w ith the 
people's desire to have defensive a lli ances with their 
n e ighbors, le d to near unanimous passage in the 
Tellarite counci l s. When news of the ratification 
spread, ce lebrations broke out across the Tellar sys
tem. 

Vu lcan follow ed suit. The Vu lca n High Counci l 
careful ly a n a l yzed the Articl es of Federa tion, and in 
th e final ana l ys i s deemed ratificat ion log ica l. 
Although most Vulcans agreed with th e d ecision to 
ratify, a minority voiced concerns over the potenti a l 
e rosion of Vu lcan philosophy and ident.ity by outside 
in f lue n ces. 

The Centaurans also quic kl y ratified the Articl es. 
As on Te llar, ratification was ca u se for celebration . 
Copies of the Artic les were placed on public display 
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and officials began preparations for the planetwide 
holiday that would accompany the incorporation of 
the UFP. 

Ratification was more of a struggle on Andoria. 
Different clans saw the political debate as a chance 
to gain power and humiliate their enemies. Blood 
filled the council chambers as different factions 
dueled for supremacy. Finall y, Tharan, Dregas, and 
other supporters of federation triumphed and the 
Council of Clans ratifi e d the docume nt. 

Earth was the last of the five founding members 
to ratify the Articles of the Federation. A few foreign 
observers commented that the slow ratification w as 
part of the huma n penchant for the drama tic. The 
truth was that many citizens of Earth were con
cerned that their homeworld w ould lose its identity 
once it became capital of the UFP. Becoming a 
member of the Federation meant great changes and 
enormous responsibility. Many groups left Earth in a 
final wave of isolationist colonization rathe r than 
join the Federation. When the time came for the 
final vote, howeve r, the United Earth Parliament rat
ified each article almost unanimously. 

The final step in the process was a "framing" 
conference and signing ceremony in Paris and San 
Francisco on Earth. Unlike the Terran Conferences, 
this meeting was a smooth and festive occasion. 
Delegations from five worlds signed the Articles of 
Federation on February 22, 2161 in the San 
Francisco Opera House, o fficiall y ratify ing them as 
th e Constitution of the United Federat io n of Planets. 
The anniversary is still ce lebra ted as Federation Day 
th roughout the UFP. The Federation Counc il unani
mous l y e lected Earth's Mark Wells its f irst President, 
and the United Federation of Pl anets was born. 

AN AGE OF EXPLORATION 

The found ing members of th e UFP realized th a t 
the ir destiny lay among the stars. Th e f irst miss ion of 
the new l y forme d Starfl eet was to explore space, to 
m ake first con tact w ith new races, to find planets 
suitable for new co lonies, a nd to spread the ideal s 
of the Federation t o the ends of the ga laxy. The 
U.S.S. Daeda lus, f lagship of the n ew Daedalus-class 
st arships, was th e f irst ship to incorporate the tech
n o logy of a ll f ive founding m embe r world s. Gnarr of 
Tellar designed the basic spaceframe of the 
D aeda lus c lass, o rig inating th e primary/secondary 
hull w ith warp nacelles structure still u sed b y 
Starfleet today. M anned by St arfl eet crews conta in
ing a mi x of e lite personnel from each planet's navy, 
th ese vessels greatly expanded th e boundaries of 
known space. 

Many of th e ea rl y Daedalus- c lass ships were lost 
on these f irst missions, such as the U.S.S . Archon in 
2 167 and the U.S.S. Horizon in 2168. First contact 
protocols weren ' t firmly establi shed by the 
Federation, the new techno logies requi red exte n s ive 
sh akedown testing, and even th e Prime Direc tive 
didn't exist during thi s time. The n atu ra l evolution 
of severa l c iv ili zati o n s was tainted by first contact 
with the Federati o n . 

TH E P R I CE OF fR EE D O M 

No one ca n be certain tha t the legacy of the 
Daedalus c l a ss is complete. Rumors abounded of 
contact w ith powerful being s cap able of destroy ing 
planets. Early scouts reported ghost ships, along 
with barbaric civilizations and strange space-time 
anomalies. Starfleet historians believe that the warp 
drives of some Daedalus ships malfunctioned, and 
that their c rews live on today, trapped in subspace. 

Although there were m a n y failures during this 
time of initial exploration, o n the w hole the 
Daedalus c lass enjoyed immense success. In its first 
burst of exploration, Starfleet discovered dozens of 
new wor lds and new c iv ili zations. M any of the m 
shared t h e idea l s of the U FP and petitio ned for 
m embe rship. Within th e first decade, the found ing 
members were outnumbered o n the Fed e rati o n 
Council. Each new member world contributed its 
tech n o logy and c ulture toward streng thening th e 
Federation. By the end of the 22nd century, a lmost 
fifty world s b e longed to the UFP. Membership 
would continue to grow over th e n ex t century, until 
th e modern figure of over 1 50 members was 
reached. 

CHALLENGES TO THE fEDERATION 

In the fir st h a l f of th e 23rd century, th e 
Federation confronted two of the greatest cha llenges 
it wou ld ever face: an expansionisti c new rival and 
a secession crisis. Both cr i ses ca lled for new 
respon ses f ro m Starfleet. After the i nhabitants of 
Qo'noS s la u g hte red a Federation diplomatic-xeno
log ica l team and seized its ship (the U.S.S. Ranger), 
th ey reverse- engineered Federation techno logy to 
catapult th e Klingon Empi re into dominance over 
dozens of secto rs o n the Federation's rimward bor
der. The Federation and the Klingons fought a series 
of running battles f rom 2223 to 2242, when Admira l 
Farsha of Cimera decisively halted Klingon expan
s i o nism at the Battle of Donatu V. Th e complete 
failure of standard Sta r f leet procedure i n the 
Qo'noS contact led to the adoption of the Prim e 
Directive. 

Th e issu e of th e adm ission of Axanar nearly pro
voked the secess io n of Andoria, Vulcan, and m a ny 



other systems from the Federation. In 2253, the 
Axa n a ri a ns attempted to w in membership in the 
UFP b y conquering severa l worlds on the Federation 
b o rder and offering them to the Federation. 
Andorian Admiral Fa rsh a, by now the Secretary of 
Defense, demanded that Starfleet move immediate 
ly aga inst Axanarian aggression. President T'Pav i s of 
V ulcan su pporte d Farsha, a lthough Earth, Tellar, and 
A lpha Centauri adv ised leav ing Axanar alone. Earth 
and Tellar were still conce rned about the Klingon 
threat, and Centauran A mbassador Eulis simpl y 
d es ired peace. Only afte r T'Pavis threatened the 
secess ion of Vulcan d i d Ea r t h and Tellar c h ange 
s ides and vote for wa r wi th Axanar. Capt a in Gar th of 
lzar, commanding a squadron of the brand-new 
Constitution-class sta rships, brilliantly decimated 
the m u ch larger Axanarian fleet, and equally bril
li a n t ly n egot iated a lasting peace in the secto r. 

T he next ninety years were a time of incred ible 
exp lo rati on by ships like Gan Laikan's U. S .S. Asimov 
and Robert Apri l a nd C hristoph er Pike's U.S.S. 
Enterprise. As ide from a pinprick raid by the 
Romu lans i n 2266, brushes wi th the Gorns in 2267 
and the Tholi ans in 2268, and s im ila r brief sk i rmishes 
su c h as those with the B reen in the 2280's, they were 
a l so a t ime of re lative peace and vast ly inc reas ing 
prosperity and tec hno log ica l progress. Th e Organian 
Peace Treaty of 2267 l a id the groundwork for th e 
Khitomer Accords of 2293, u sh e ring in a new era of 
cooperati on between the Federation and th e Klingons. 
New races, most notabl y the Betazoids in 2294 and 
the Bolians in 2320, joined the UFP. 

T he 2 4th century h as seen a retu rn to t he c rises of 
the early 23 rd. Star f l eet has fou ght at least three m aj o r 
actions: the Cardassian Wars b e tween 2347 and 
2370, a war with th e Tholians between 2353 and 
2360, and a n early fatal Borg incursion in 2367. The 
UFP has a lso h ad to deal with a Romulan-Kiingon 
borde r war f ro m 2344 to 2352, a Klingon civil war in 
2367-68, and an o utbreak of smugg ling and piracy 
that resulted in first con tact wi th th e Ferengi in 2364. 

Finally, tensio n w ith th e Romulan s has r isen to 
new heights w ith incidents throughout the 2360' s. 
The new Ga laxy-cl ass sta rships h o ld the line, h owev
er, and the d ream of the Federation remains p ure and 
stro ng even after more than two centuri es. Thro ug h it 
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all, Starfleet and the UFP w eathered th ese threats b y 
holding dea r to its guiding principles of peace, hon
esty and v irtue. Yet the Federation wou ld face new 
challenges in the years to come, putting its capabili
ties and reso lve to perh aps the g reatest test of all. 

A TEST OF PRINCIPLES 

This clarity of purpose and strength of ideal s faced 
no greater test th a n the last three years. Once aga in, 
in 2373, the Borg would arrive to attack the Earth, tak
ing the battle to Earth's past. During th e h eat of battle 
w ith a Starfleet armada, the Borg launch ed a sphere 
capable of c reating a temporal vortex. By traveling 
back in time, the Borg hoped to prevent Zefra m 
Cochrane's first warp flight, w hich resulted in first 
contact w ith th eVulcans. Thus preventing the a lliance 
of w orlds tha t wou ld become the United Federation o f 
Planets would h ave fundamentally erased a ll res is
tance to t h e Borg in the 24th cen tury. As it h ad so 
many times b efore, the c rew of the U.S.S. Ente rprise, 
equipped w ith a new Sovereign-class vessel, saved 
the day. But a new menace, from an unexpecte d quar
ter, did more to threaten the existence of the 
Federation-and the entire A lpha Quadrant-than 
a n y p revious adversary. 

The discovery of a stable wormho le in the 
Denorios B e lt in th e Bajoran system was heralded as 
an opportunity to explore the distant Gamma 
Quadrant, and foster good wi l.l w ith w h atever new 
civilizatio n s were encounte re d. Q uick ly, rumors of 
the Dominion, a m ysterious empi re of ruthless 
shapechangers on the other side of the Ba joran worm
hole, began to surface. By 2370, Dominion soldie rs 
attacked and destroyed th e U.S.S. Odyssey, to punc
tuate demands that t h e Federation cease a ll t raffi c 
through the wormho l e. Ex ploration continued, but the 
s it u ation deteriorate d. The c ivi lian-l ed governm ent on 
Cardassia fell to a military upris ing, lead ing to the ri se 
of th e Centra l Command, and an eventu a l a lliance 
wi th the Domi nio n . The Klingons, suspicious of 
D omi nion i nvo lvement, attacked the Cardassian 
Union, and w ithdrew from their a lli a n ce w ith th e 
Federation in 2371 after th e UFP failed to support the 
move. Events c ulminated in a D omin ion declaration 
of wa r o n the Federation in 2374, as enemy sh ips 
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attacked both colonies and member worlds. The 
Romulans remained behind their borders, content to 
re main uninvolved rathe r than react to this threat to 
the entire quadrant. 

Yet the Federation, hemmed in by the Cardassians, 
Romulans and Klingons, failed to give up, and eager
ly cultivated all the allies it could. It reac hed out to 
the Het, the isolationist Gorn and the Tholians, with 
little success. When a new species calling themselves 
the Son'a contacted the Federation with offers of 
alliance, the Council jumped at the overture. In return 
for the ir alligiance, th e Son'a asked only o n e thing: to 
mine metaphasic particles surrounding a remote plan
e t in Federation space. 

The Son'a suffered from DNA breakdown after 
years of genetic therapy designed to extend their lives . 
In order to survi ve, the Son'a required treatments of 
m etaph asi c particles, found only in the rings of a 
remote planet in a region of space known as the 'Briar 
Patch.' To save the Son 'a from extinctio n required the 
collection of th ese particles, resulting in the destruc
ti o n of the planet's surface. 

The Son'a offered not only to sh a re the benefits of 
this life-extending e n ergy-thus nearly doubling lifes
pans throughout the UFP-but to join in the fight 
against the Federation's enemies. That the planet's 
inhabita nts-the Ba'ku-would have to be re located 
seemed a small price to pay. Blinded by fear of the 
Dominion and the opportunity a n ew ally presented, 
the Federatio n Council joined in a consp iracy to 
effectively stea l the planet from its inhabitants. The 
Ba'ku, numbering a mere 600 inhab itants, were not 
indigenous to the planet; members of th e Counc il 
could consol e themselves that thi s was no v iolation of 
the Prime Directive. 

If the Son'a reputation for keeping indentured ser
vants was not troubling enou g h , rumors of Son'a 
production of the narcoti c ketracel-white and the sus
pected use of nucleonic subspace weapons (outlawed 
by t h e Second Khitomer Accords) sh ou ld have been. 
The deal w ith the Son'a cou ld not conclude h appil y 
for t h e Federation. In the e nd, no Cardassian, Borg or 
Dominion attack cou ld have damaged the Federati on 
as much as this compromise of idea ls. 

It was only through the dedication of the crew of 
the U.S.S. Enterprise-£ that disaster was averted. 

T l-t E PRI C E O F fRfEDOM 

Disobeying orders and flaunting the will of th e 
Federation Council, Captain Picard and his crew suc
cessfully fought for the Ba'ku's rights, and exposed the 
plot to steal their homeworld from them. Their dedi
cation to the Federation's idea ls served as a clarion 
call to others: no matter the circumstances, no matter 
the dange r, one cannot win by compromising their 
principl es. 



T he United Fed e ration of Planets-known univ er
sall y simpl y a s " the Fede ra ti o n "-is an 
institution fo rme d i n the year 2 1 6 1 b y five 

div erse species for the purposes of mutua l d efe nse, 
tra de, diploma c y, a nd scientific a nd c ultural 
exchanges. Based upon the principles se t forth in the 
Federation Constitution, it embodies a g o vernment 
d e dicated to freedom, fa irness, civ il ri g h ts, mutual 
respect among member species, a nd the rule o f l aw. 
Although its o w n l aws prev ent it fro m inte rfe ring in 
local political situa tions or w ith the norma l d eve lop 
ment of any soc iety, wh e n ever possible the Fed eration 
a nd its m e mber states stand as bastions fo r the pro
tection of indiv idua l ri g hts and responsibiliti es tha t 
are, sadly, denied to many citi z ens of o t h e r go v ern
ments. 

The Federation does not ex ist to preserve cynically 
its o w n interests · a nd p o w er. The m e mbe rs of the 
Federation and the Fe d e ra t ion's constitutiona l princi 
ples prev ent it fro m b ecoming so self-serv ing an 
institution. Rather, the Fe d e ration has a proactive mis
sion, a duty to pro mote and adva n ce ga l actic 
civ ilization and to e nsure basic indiv idua l f reedoms 
for all sentient b e ing s. It is a measure of t h e 
Federation's quality and moral stre ngth that it is ofte n 
successful in thi s miss ion without having to invok e its 
p o tent military arm, Starfleet. Starfleet, of course, 
stands ready at all times to preserve the Fed eration's 
mi ssion and to e xte nd the sphere of peace a nd free
dom w herev er p ossible. 

The Federation Constitution 
T h e b e drock upo n w hic h the Federatio n rests is the 

Con stituti o n o f the United Fed e ration of Pl a n e ts (often 
known simp ly as th e Fede ra tion C o nsti tu ti o n ). The 
Fed e ra tion Constitution serve s two re l ated fun ctions. 
First , it establishes the f ramework of the governme nt 
o f the Federa tion. It sets fo rth how basic governm e n 
ta l units su c h as the Fed eratio n Preside nt, Fe d e ra ti o n 
Counc il, and Fed e rati o n Supre m e Court a re to b e 
establish ed a nd m a inta ined, w h a t their resp ecti v e 
powers are, a n d likewi se w h at respon sibili t i es a nd 
duties they h ave. 

Second, a nd o f e qua l or greater importa n ce, i s the 
Fed e ra tio n Con stitution's ro le as a g uaran tor o f indi
v idua l ri g hts a n d priv il eges. The v ery ex iste n ce o f the 
Federatio n g o vernment a nd its powers a nd func tions 
is pre dicate d , first a nd f o remost, upo n con cepts of 
indiv idua l libe rti es. Governm e ntal insti t u t io n s and 
p owers a re d e rived from the c iti zen s o f th e 
Fed e ratio n , and cannot intrude upon o r a b rogate the i r 
fundamenta l indiv idual ri g hts, so it is impo rtant fo r 
the m ost i m p o rta nt of those rights to b e sp eci f ie d b y 
the sa m e doc ument w hic h estab lish es the government 
itse lf. 

A s su c h , sch o l a rs throug ho ut the ga laxy conside r 
the Fed e ra tion Con stitution one o f the g reatest sta te 
m ents o f indiv id ual ri ghts a nd libe rties ever m a de. It 
is o ften m e nti o ned in th e sa m e brea th as th e • 
D e cl a ra tion of Inde p e nde n ce of the form er Unite d 
States of A merica o n Earth , t h e Fundamenta l Jllllllll 
D ec l a ra tio ns o f the M arti a n Colo nies, th e Statutes of ...... 
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Alpha Ill, and the Vulcan Theorems of Governance. 
Many newer members of the Federation have simply 
adopted the Federation Constitution wholesale as the 
constitution of their own planetary governments. 
These constitutional principles and laws have guided 
the Federation for over 200 years with relatively few 
changes or additions. This longevity is testimony not 
only to the vision of the founders of th e Federation, 
but to the dedication of several generations' worth of 
citizens to sustaining that vision. 

Amazingly, the Federation Constitution is not the 
work of one species, but rather is the culmination of 
ideas and processes which arose almost simultane
ously on five separate planets-Alpha Centauri IV, 
Andoria, Tellar, Vulcan, and Earth. On each of these 
planets historical events led the inhabita nts to two 
principles. First, they concluded that the various dis
astrous events of their recent past, from the Andorian 
Age of Lament to the human Third World War, could 
not be allowed to repeat themselves. All of these 
species could see that they must not again allow their 
c ivilizations to descend into such darkness. 

Second, they rea lized that, in order to prevent such 
evils from arising again, and to achieve the longevity 
and prosperity they desired, they had to look outward, 
beyon d the narrow confines of their home planets or 
sectors, to establish a new galactic order. This new 
order would preserve that which was good in their 
societies by supporting and, when necessary, defend
ing it. 

THE DRAFTING OF THE 
CONSTITUTION 

It was w ith these goa ls in mind that representatives 
from each of the five c iv ilizations came to Eps ilon 
Eridani in ea rl y 2160 for the first of three Terran 
Con ventions. The stated purpose o f the Conventions 
was "to define the goa ls and objectives of a grand 
alliance of our five peoples, that further effort m ay be 
devoted to estab lishing such an a lli ance." Th e 
Convention s exceeded even those high h opes, 
although, as the preceding chapter indica tes, the road 
was not always easy. 

The process began with setting forth broad philo
sophical and policy statements. They describe the 
"common g ro und" upon w hic h the Federation was 
soon to be formed. During the course of the Terran 
Conventions, the delegations reco n ci led the differing 
vers ions of and perspectives upon each point of 
accord so that a unified a llia n ce government based on 
agreed-upon principles could be established. During 
this process, each race was required to discard, o r 
compromi se, some details of long-c herished practices 
to ensu re that unanimous agreemen t could be 
reach ed on each point. 

Each race a l so had to agree to sacrifice a portion of 
its sovere ig n ty so that the "a llied government" would 
have the teeth to make effective pol icy. All c hafed at 
thi s, but it is to the founders' credit that they were 
ab le to see past their se lfi sh interests to the greater, 
and ultimate ly more "profitable," idea l of a common 
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interste llar community working to create an enlight
ened galaxy. Tellarite mathematical models and the 
rigorous example of the Vulcan Theorems of 
Governance were very helpful in demonstrating the 
"win-win" and "non-zero sum" nature of a Federation 
w here all members gain great rewards b y g ivi ng 
something up. 

The final agreements became the basis of individ
ual Articles, which expanded on the five species' 
common ground and set up stru ctures to implement 
them. The ultimate product of the Terran Conventions 
thus became the "Articles of Federation." Upon ratifi
cation by the member worlds, the Articles of 
Federation became the Constitution of the United 
Federation of Planets. This landmark step made the 
year 21 61 truly one of the great years of galactic his
tory. 

For the first time on record, formerly independent 
planets voluntarily joined without immediate threat 
and without suffering a debilitating war to enforce 
such unity. True, the Earth-Romulan War had demon
strated that interstellar space was not wi thout its 
dangers, but fundamentally the Federation was an act 
of optimistic, intelligent planning rather than one of 
exhausted desperation, as the United Nations on 
Earth had proven to be. Even today some historians 
marvel that it happened at all. 

r...-
THE ARTICLES OF FEDERATION 

WHEN THE DELEGATES LEFT THE THIRD fERRAN CONVENTION OF 2160, THEY HElD 
DOCUMEN15 THAT WOULD BECOME THE CONSTITUllON OF THE fEDERATION. ALTHOUGH 
SLIGHT CHANGES WOULD BE MADE DURING THE FINAL FRAMING, THE BASIC INTENTIONS 
OF THE ARTICLES REMAINED INTAG. THESE PROVIDED THE BASIS FOR THE OVERALL PHI
LOSOPHY OF THE UfP. THEY ARE SUMMARIZED HERE. 

ARTICLES ONEANO Two: (HARTER 

THE FIRST ARTICLES OF fEDERATION LAY OUTTHE CHARTER OFTHE UFP. THEY STATE 
THE DEDICATION OF THE FEDERATION TO ITS MEMBERSHIP, AND EXPLAIN ITS GOALS AND 
OBJECTIVES AS FREEDOM, PEACE, PROSPERITY, AND THE EXPANSiotl OF KNOWLEDGE. 

ARTICLE THREE: THE GUARAI/TfES OF UBERTY 

ABOVE ALL, THE FEDERATION IS DEDICATED TO PROTECTING THE FUNDAMENTAL 
RIGHTS OF AU SENTIENT LIFEFORMS. THIS ARTICLE REAFFIRMS THE BASIC LIBERTIES OF 
ALL SENTIENT BEINGS AND EMPHASIZES THAT THOSE LIBERTIES ARE INNATE, NOT GRANT
ED BY AllY POWER. SPECIFIC LIBERTIES COMPRISE THE MEAT OF THIS ARTICLE, WHICH 
IS PRIMARILY A LITAtiY OF GUARAIITEES. FOR EXAMPLE, THE SEVEIITH GUARANTEE 
PRESERVES THE RIGHTS OF SENTIEIHS AGAIUST SELF-IIICRIMIUATIOII. 

ARTICLE FOUR: SOVEREIGIITY 

THE ARTICLE OF SOVEREIGNTY IIISURES THE RIGHT OF EACH WORLD TO GOVERII 
ITSELF, SUBJECT TO PROTECTING THE FUIIDAMENTAL RIGHTS OF INDIVIDUALS. THIS 
ARTICLE WAS ESSENTIAl FOR THE CREATION OF THE UFP. BY MAINTAINING THE INDE
PENDENCE OF EACH MEMBER WORLD THE fEDERATION PLACES EMPHASIS ON 
COOPERATION AND OPEN DEBATE. THE UfP WILL !lEVER INVOLVE ITSELF IN DOMESTIC 
PRACTICES UNLESS INVITED BY A MEMBER WORLD OR TO PROTECT THE INTERESTS OF 
INTERSTELLAR PEACE AND CIVIl RIGHTS OF fEDERATION CITIZENS. U fp SCHOLARS SEE 
THE DIVERSITY OF GOVERNMENT AND CULTURE AMONG MEMBER WORLDS AS ONE OF 
THE STRENGTHS OF THE fEDERATION. 

ARTICLE FIVE: DISPUTE ARBITRATION 

THE ARTICLES RECOGNIZE THAT DISPUTES MAY ARISE BETWEEN fEDERATION MEMBER 
WORLDS. A fEDERATION MEMBER MAY BRING SUCH DISPUTES BEFORE•THE FEDERATION 
COUNCil:. IF m RECOMMENDATIONS OF THE fEDERATION COUNCIL ARE HOT ~GREE
ABLE, BOTH PARTIES MAY SEEK ARBITRATION IN THE fEDERATION JUDIOARY. APPEALS 
MAY GO AS HIGH AS THE fEDERATION SUPREME COURT, WHICH HOLDS ·THE ULTIMATE 
JUDICIARY AUTHORITY. 



ARTICLES SIX THROUGH FIFfffN: FEDERATION COUNCIL 

THESE ARTICLES ESTABliSH THE POWERS AND DUTIES OF THE fEDERATION COUNCIL, 
TERMS OF SERYIC~ AND OTHER PRAOICAL DETAILS. ARTICLE THIRTEEN ESTABLISHES 
THE SEAT OF THE lOUNCil ON EARTH, FOR EXAMPLE. 

ARTICLES SIXTEEN THROUGH NINETEEN: FEDERATION PRESIDENT AND SECRETARIAT 

THESE ARTICLES ESTABliSH THE POWERS AND DUTIES OF THE fEDERATION PRESIDENT, 
AND SET OUT THE GENERAl FRAMEWORK FOR THE fEDERATION SECRETARIAT. THESE 
ARTICLES, AND THE PREVIOUS ARTICLES DEALING WITH THE FEDERATION COUNCil, 
REITERATE THE PRINCIPLE OF SOVEREIGNTY ESTABliSHED IN ARTICLE FOUR. AMONG THE 
RESPONSIBiliTIES OF THE SECRETARIAT ADDRESSED HERE IS THE MAINTENANCE OF THE 
fEDERATION CREDIT AS A SOliD MEDIUM OF EXCHANGE. 

ARTICLE TWENTY: STARFLEET 

ALTHOUGH THIS ARTICLE IS TECHNICALLY PART OF THE DUTIES AND POWERS OF THE 
PRESIDENCY, IT DESERVES SPECIAL MENTION. STARFLEET IS SO IMPORTANT TO THE 
SECURITY, STABILITY, Atm CONTINUED EXISTENCE OF THE FEDERATION THAT ITS POW· 
ERS AND liMITATIOtiS ARE CAREFULLY SPELLED OUT ltl SOME DETAIL. 

ARTICLES TWENIY·OIIE THROUGH TWEIIIY·THREE: FEDERATI0/1 )UOICIARY 

MUCH AS THE PREVIOUS FIFTEEtl ARTICLES ESTABLISH THE OPERATIIIG FRAMEWORK 
OF THE FEDERATION COUNCIL Atm PRESIDEtHj THESE ARTICLES MAP OUT THE STRUC • 
TURE AIID JURISDIOIOH OF THE FEDERATION UDICIARY. 

ARTICLES TWENTY·FOUR AND TWEIIIY·FIVE: MEMBERSHIP 

SltiCE THE U FP IS MEAIH TO BE OPEN TO ALL SEHTIEIIT SPECIES IN TIME, THESE 
ARTICLES LAY OUTTHE GENERAL REQUIREMEIHS FOR BECOMitiG A HEW MEMBER OF THE 
FEDERATION. ARTICLE TWENTY-FIVE ALSO ESTABLISHES THAT ALL FIVE FOUNDING MEM· 
BERS MUST RATIFY THE fEDERATION CONSTITUTION BEFORE IT CAN TAKE EFFECT, WHICH 
HAPPENED IN 2161. 
ARTICLE TWENTY-SIX: COLONIES 

THIS ARTICLE DISCUSSES THE SPECIAl NATURE OF FEDERATION COLotUES AND REIT· 
ERATES THAT INDIVIDUAL PLANETARY COLONIES MAY GOVERN THEMSELVES IN ANY WAY 
WITHOUT fEDERATION INTERFERENCE. OF COURSE, IF A COLONY WORLD WISHES TO BE 
ADMITTED TO THE FEDERATION INDEPENDEIITLY, IT MUST ABIDE BY THE REQUIREMENTS 
IN THE PREVIOUS TWO ARTICLES. 

ARTICLE TWENTY-SEVEN: AMENDMENTS 

THIS ARTICLE DISCUSSES THE PROCEDURE FOR AMENDING THE fEDERATION 
CONSTITUTION. IT EXPLICITLY FORBIDS THE AMENDMENT OR AIJERATION OF ARTICLE 
THREE. 

H owe ver, as h as b een observed in countless histo
ry f iles, the re were forces a t w ork that h e lped convert 
a common d esire into an actual institution . The first 
and fore m o st of th ese was a sh a red p e rcepti o n tha t a 
commo n g o vernment was, simpl y, n eed ed . To d ay the 
Fe d e ra tion consi sts o f over 1 5 0 m e m ber worlds 
spread out a cross m o re tha n 8,000 lig ht years o f 
sp ace . Even in the d ay s of its founde rs, the ir five 
w orlds were sep a ra te d b y huge gulfs o f ope n, and 
usua lly unexplo red , sp ace. Exploring and administer
ing that muc h te rritory, w ith its attendant pl a n ets, 
m oons, and othe r astro n o mic al objec ts, is e n o ug h to 
st ra in the resources o f even the most prospero u s gov
ernment. By uniting in the Federation, the fo unders 
were able to work together, establishing commo n 
polici es and econ o mies o f scale th at made it feasible 
to govern su c h a n enormous a rea of space w ithout 
hav ing to resort to to ta li taria nism o r milita ry rule. 

Simil a rl y, d e fending th e ir respec tive te rrito ries was 
b ecoming inc reasing ly di f ficult. Given th e ir commit
ments to the ir p eo p les' w elfare, the five g o vernments 
could onl y a fford to devote a c erta in p e rcentage o f 
their resources to d e fense-a p e rcentage fa r lower 
than w hat was need ed to d e fend the m selves e ffective 
ly. The result was a c onstant security weakness for 
eve n the stro ngest spacefaring sp ec ies, a v ulnerabili ty 
to attack fro m "wh atever's out th e re" tha t sca red eac h 
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of them to the core . None of the m were a s pow erful 
as they need e d to b e to handle the c halle nges the uni 
verse was like ly to throw at th em. However, by 
uniting as a Fed e ra tion, they could poo l the ir military 
resources in suc h a way as to create a synergistic 
effect, giving th e m a Starfleet th at i s stro ng er th a n the 
sum of its p a rts. 

Going h and in h and w ith defense is fo re ig n policy, 
w hich includes no t o nl y diploma tic re lations with 
other spacefaring "empires," but a lso exp loration of 
space (after a ll, one cannot have a fore ig n policy 
w ithout know ing w h e re the fore igne rs a re ). The mem
bers of the nascent Federation knew that b y 
presenting a c o mmo n front and speaking with a com
mon voice, they w ould have more p o w e r and 
influence " abroa d " th a n they could e ve r ho p e to have 
separately. 

Each race also counted on experi e n c ing g reater 
prosperity as t h e result of joining an a lli a n ce. A long 
with common politica l and milita ry p oints, the 
A rticles of Fed e ra tion included commo n economic 
points and plans. Each race wish ed to m ax imiz e its 
profit, and thus prosp erity, w ithout sacrifi c ing indiv id
ual rights. Thus, their politica l unio n w as 
accompanied b y a n e co nomic union whic h h as seen 
interspecies trade inc rease many thousandfo ld during 
the course of the p a st two centurie s. 

Lastly, and p e rhap s most importantly, each species 
h e ld a common hope for the future tha t b o und their 
hearts togethe r w h e re the ir minds so m etimes did not 
w ish to agree. Afte r triumphing o ver the i r i n div idua l 
p e riods o f d a rkness and dow n fall, they could no t help 
but v iew the ir o utward exp a n sion w ith a ny thing but 
optimism. Th e ir i n itia l forays toward fed e ra tio n w ere 
ac companie d b y a certain beni g n se nse o f " manifest 
d estiny" f o r freed o m for a ll sentient sp eci es. The 
Federation still p ossesses this optimi sm to d ay. 

Th e Fed e ra tion h a s b e en, from the b eginning , an 
assoc iation of sp eci es predicated o n a n o n going, and 
b enefic ial diversity. The founding sp eci es inc lude d , 
among o th e rs, two species (Terra n s a nd A ndo rians) 
know n for the ir o fte n v iolent pass ions and emotions, 
and one sp ec ies that had o vercome su c h impulses in 
favor of pure logi c (Vulcans). C entaura n s saw a rt as 
a rgume nt, w h e re Te ll a rites see a rg ument as an a rt. 
More divergen t v iewp o ints are diffi c ult to imagine, 
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but nevertheless each of these species was able to see 
b eyond itself and ackn owledge that a mixture of 
philosophies was a good thing-Infinite Diversity in 
Infinite Combinati on, as the V ulcans wou ld say. 

Accompanying this faith in diversity was a corre
sponding faith in the concept of universal freedom, 
for w ithout freedom diversity cannot maximize its 
potential. This philosophy i s th e backbone of the unit
eel Federation, because it emphasizes the contribution 
of each individua l, however different he m ay be, to 
the who le. A sing le member planet or system may not 
be very powerful on its own, but as part of the 
Federation, in w hi c h it i s a significant parti c ipant, it is 
part of the g reatest force for peace and justi ce that the 
ga laxy h as ever known. 

Without an acceptance of diversity, tempered by a 
wi llingness to compromi se fo r the common good, the 
members of th e Federation simply could not funct ion 
together effect ive ly. Th ey could form a trade union, 
perhaps, o r a defense a lliance, but they wou ld never 
h ave created the Federation Council or Starfleet. 
Accepting, even embracing, differences leads to 
strength, both of a rm s and of purpose. 

Perh aps the greatest expression of these va lues is 
the Federation's Prime Directive, a l so known as 
Starfleet General Order No. 1. The Prime Directive 
states that Starfl eet (and, b y extension, Federation) 
personnel and spacecraft shall not interfere in the nor
m al deve lopmen t of a primitive (nonstarfaring) society 
or cu lture in any way. Federation personnel w illing ly 
sacri fice their equ ipment, their sh ips, or even them
selves to uphold the Prime Directive, if necessary. 

Typically th e Prime Directive only app lies to pre
warp spec i es, since a race capable of achieving warp 
speeds can exp lo re the ga laxy and its c ivilizations on 
its own, thus "contaminating" itself regard less of the 
Federation's pol icy of noninterference. However, even 
in the case of earl y warp-era cu ltures, the Federation 
remains reluctant to become too involved. This means 
that the Federation can approach "first contact" and 
early re lati ons w ith species deemed " ready" by th e 
Contact Commission from a mutual perspective of 
trust. W hil e som e species are openly greedy for th e 
Federation's technological secret s, most understand, 
and respect, the purposes behind the Prime Directive. 
Indeed, some actually mandate an even less intensive 
level of contact w ith the Federation than the Prime 
Directive wou ld allow. 

Despite th e sanctity w ith w hic h the Prime 
Directive is held (it is, for example, the only Starfl eet 
regulation w hose substance h as ever been debated as 
an add ition to the Federation Con stituti o n ), even 
Starfleet has to admit that its personne l have been 
known to break it o ccasionally. There are times when 
the Prime Directive mandates w h at a re w ide ly per
ceived as injustices-the continuation of genocide 
campa ig n s, inability to save people from natural or 
social disasters w hi c h a re wreaking havoc on a civi
lizat ion, the su ffering or death of Federation 
personnel for trifling violations of local laws-and in 
those cases, members of Starfleet sometimes cannot 
res ist interfering, no matter h ow reluctantly. 
Depending upon the severity of the v iolation, and its 
effect on the society, disciplinary action may or may 

not fo llow . C learl y such disciplinary action h as done 
little to deter other vio lations. Fortunately, Starfleet 
engenders sufficient responsibilities in its comman
ders that violations seldom happen lightly . 

Federation Government 
In the two centuries since the United Federation of 

Planets was founded, it h as g row n into an enormous 
governmenta l insti tut ion employ ing several billion 
sentients on its 150-plus worlds (not to mention 
countless space stations, outposts, co lon i es and 
ships). Within Federation sp ace, and in th e areas 
immediatel y surrounding Federation space, it i s the 
dominant political and social e n t ity, dwarfing the gov
e rnme nts of most of its membe r planets. Its policies 
and activities influence billions on a daily basis, and 
establi sh trends in government, social policy, a nd 
leadership that h ave affected dozens of w ide l y diverse 
species. 

The basic structure of the Federation is mandated 
by the Federation Constitution. It provides for a sys
tem of government w ith three primary branches: the 
Federation President (the executive branch), the 
Federation Council (the legi s lative branch), and the 
Federation Courts (the judic ial branch). There is a lso 
th e Federation Secretariat-the bureaucratic and 
admini strative a rm of the governme nt (or the "bean
counters," as Starfleet personnel sometimes 
disparagingly call Secretariat employees). The 
Secretariat is something of a hybrid. A lthough it i s 
technically the " m eat" of th e execu tive branch, the 
departmental Secretaries are always members of the 
Federat io n Counc il, w hic h su bord inates it to the leg
islative branch as well. Because of this structural 
ambiguity, and because it is so la rge and often so 
independent, observers often regard it as a "fourth 
branch" of the Federation. 

A lthough most g raphi c dep ict ions of the 
Federation government place the President "above" 
the Federation Council, the main power within the 
Federation government resides in th e Counc il, not the 
President. Most laws, proposa ls, initiatives, and poli
cies originate w ith it. Only when i t i s dead locked 
does the Pres iden t step in to cast the d ec iding vote-



tho ug h tha t has g iven him conside rable power from 
time to t im e. H owever, the re a re p e riods (p a r t ic ula rl y 
times o f wa r, confli c t, o r c ri sis) in w h ich the situa tio n 
reverses i tse l f : A p a rti c ula rl y w ise, beloved , o r well 
connected Preside n t m ay w i e ld muc h m o re influe n ce 
tha n norma l, a nd the Fed e ra tion Counc il , in d e fe r 
ence to him, m ay take a lesser ro le in governme nt 
tha n it u sua lly d oes. 

O n e o f the k ey asp ects to the Federation govern 
m ent is th at it re m a ins just w hat it says i t is- a 
fed erati o n. Tha t m ean s the m embers hav e agreed to 
j o in together, and to cede certa in rights and p owers to 
the "gro up governm e n t," but no t to relinqui sh th e ir 
sovere i gnty entire l y. Th e Fe d e ration Constituti o n i s 
very sp ec ifi c in d escribing w hich pow ers are g ranted 
to the Fed e rati o n governme n t and w hich re m a in the 
province o f the m embe r pl a n ets. In gene ra l, w hil e 
m em ber pl a n ets ca n ask fo r the Federation's h e lp in 
certa in m atters, th e Fed e ratio n m ay not dicta te to its 
m embe rs, o r of i ts own accord interfere in the ir loca l 
affairs. H owever, thi s ru le d oes h ave som e exceptio ns. 
The p rim a ry o n e i s thi s: If a membe r v i o la tes th e 
agreem e nt that i t m a kes w he n it ente rs the Fed e ratio n 
(by, fo r example, instituti n g a w ar of aggress io n , 
es tabli shing a c l ass o r cas te syste m , o r o the rw i se 
g rossl y inte rfe ring in indiv idua l rights), the Fed e ra tio n 
m ay inte rvene . In effect, each m ember agrees to ab ide 
by certa in standards of conduc t w h e n it j o ins th e 
Federatio n, and if it d oes not, the Fe d e rati o n is 
empowered to m a ke i t " b e h ave." Fortunately, this sit
ua tion a ri ses so ra re l y as to b e a lmost a cad emic; th e 
Fed e ration h as o nl y h ad to "discipline" m e m bers o n a 
few o ccasi o ns. M ost sch o l a rs attribute this to t h e fact 
that th e b e nefi ts of Fed era tion m embe rship fa r o ut
we igh the burde n o f the rules th at m embe rs h ave to 
obey. After a ll , any c iv ili zation mature e n o u g h to j o in 
the Fed e ra tio n w ill u su a ll y follow those rul es a nyway. 

THE PRESIDENT OF THE 
FEDERATION 

The Fe d e rati o n Pres ident is the chief executiv e of 
the Federatio n. The o ffice of th e Preside n t is a c urious 
one . A l th o ug h th e c hie f execu t ive in m ost g o vern
ments enjoys si gnifi cant pow er, the power of the 
Fed e ratio n Pres ident is limite d in m a ny w ays. First, 
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since the Presiden t sta rts o ut as a Coun c illo r a n d is 
e lected b y th e Fe d e ration Counc il (see b e low), he is 
o fte n ob ligated to th e Counc il , and in p a rti c ul a r to 
th ose Counc ill o rs most influentia l in getting him 
e lected . D uring m ost administra tio n s, the Fed e ra tio n 
Counc il i s abl e to u se this leverage to m a inta in effec 
ti ve contro l of th e g o vernme nt. O nl y w h e n a n 
especia ll y c h a ri sm a tic person h o lds t h e offi ce of 
Pres ident is the executiv e likely to w i e ld m o re p ower 
th an the Fed e ra tio n Counci l. 

Second, most o f t he Preside n t's powers a re con
t ro lled , e i the r lega ll y or practi ca lly, b y the Fed e ra tio n 
Counc il. Fo r example, although t h e Pres ident is tech
nica lly Comma nde r- in-Chief of Sta rfl eet, Sta rf leet 
Comma nd is based in San Fra n c i sco (w h e re the 
Counc il i s located ), not in Paris. Thu s, t h e Fed e ratio n 
Counc il h as the opp o rtunity t o w ield inf lue n ce over 
Sta r f le et w hic h dilutes th e President's contro l. The 
President a l so lacks veto p o wers, a ltho u g h since the 
Preside n t is selected b y a majority o f the Counc il, h e 
seldo m stro ng ly di sagrees w ith the m in the first place. 

Th e gen e ra l weakness of the President is o n e of the 
potentia l f laws in the Fe d e ratio n sys te m , and p oses 
som e problems in clay-to -day administra tio n . A st ron g 
executive i s fre que n t ly necessa ry to keep a govern
m ent o n trac k and prov ide lead e rship. O n the oth e r 
h and, since the Fed e ration President is a lways a 
Counc illo r selected b y the C o unc il , th e two b ra nc h es 
ofte n sha re b as i c a ssumptions a nd sym pa thi es . 
Pe rha p s as a result of this situat ion, th e Fe d e rati o n 
governme nt fun cti o n s so w ell m o st of the time that 
a ny th eore ti ca l weakness is not as d a n gero u s as it 
would b e in m ost governments. 

POWERS OF THE FEDER ATIO N PRESIDEN T 

• C o m m ande r- i n - C h ief, Sta rfle e t (an d o th e r 
Fed eratio n m ilita ry forces): On p ap e r, the President is 
the ultima te comma nder of Sta r f l eet; St a r f leet 
C ommand re p o rts dire ctl y to him. (Since Sta r f leet acts 
as the Federati o n 's " law enforcem e n t" a rm w h e n n ec
essa ry, the Pres ident is also t h e Federatio n 's " c hief 
lawm a n .") Sta r f l eet goes w here h e tell s i t to and d oes 
w h at h e wants (within the law, of course). H owever, 
h e canno t d ec la re war (the Fe d e ra tio n Counc il d oes 
th at), a n d is fo rbi d d e n by the Fed e rati o n Constitutio n 
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from engaging Starfleet in battles or conflicts for more 
than 60 days without the Federation Council's permis
sion. 

During times of war or crisis, the President's orders 
in military matters are final. However, when the situ 
ation has calmed down, the Federation Council is 
entitled to review his actions for violations of inter
stellar or Federation law, and, if it finds any, to issue 
reprimands or begin impeachment proceedings. 

• Federation Security: Related to the President's 
role as Commander-in-Chief is his responsibility for 
Federation security. The Security Counci I and 
Federation Intelligence Service report to him (though 
also to the Federation Council), and he may call the 
Security Council into session if he deems it necessary. 

• Diplomatic relations: As a single person, and thus 
an easily identifiable figure, the President is better 
suited than the Federation Council for making diplo
matic overtures to new species, qua rreling members, 
and the like. Although the Contact Commission is not 
an executive branch per se, its members always bear 
messages from the President, not the Council, when 
making "first contact" with a race. 

• Foreign relations: For t he same reason, the 
President is in charge of all relations with foreign enti
ties, such as the Klingon Empire, Cardassian Union, 
and Romulan Star Empire. The President usually car
ries out the wishes of the Federation Council in such 
relations, however: The Klingon Affairs Committee 
direc ts Klingon re l ations, for examp le. H e m a intains 
close contact with the ambassadors to those realms, 
and the Diplomatic Service (see b e low) i s part of the 
executive branch. 

• Committee and agency appointme nts: As a check 
on the power of the Federation Council, the President 
has the power to appoint the chairme n or heads of a ll 
Council committees and agencies. 

• Tiebreaking: In the event of a tie vote in the 
Federation Council, the President casts the tiebreak
ing vote. 

It is also worth noting that the office of President 
ca rries a great deal of prestige, if not power. The 
Councillor elected to be President is typica lly one 
who has rece ived the universal acclaim of hi s fellows 
after a lifetime of public service and numerous 
accomplishments. He is usually considered wise and 
capab le, and his advice is not lightly ignored. 

EMPYREAN HOUSE 

The President's h eadquarte rs, known as Empyrean 
House (or, more casually, as the Silver Tower), is an 
enormous skyscraper located in the city of Paris on 
Ea rth. Although the main body of the building is only 
30 stories tall, one section of it ri ses into a 1 DO-story
ta ll towe r. Its nickname derives from its s ilver-gray 
co lor. The building has a central courtyard where 
workers often eat lunch and which occasionally hosts 
public ceremonies. 

THE PRICE OF fREEDOM 

Offices and facilities open to the public occupy 
most of the lower portions of Empyrean House. These 
include public relations centers, presentation halls 
and auditoria, art exhibits displaying gifts to the pres
idency by various planets and individuals, and the 
offices of some public agencies. 

The President's primary office, called the Red 
Room for its decor, is located on the 30th floor. 
Depending upon the President's personal preferences, 
his quarters and those of his family may be on the 
30th floor, or further up in the tower. Most of the 
tower is occupied by secured offices devoted to 
Federation securi ty, defense, economic planning, 
intrafe deration and interstellar relations, a nd the like. 

PRESIDENTIAL ELEC TIONS 

As mentioned above, th e President is e lected, but 
not by popular vote. Instead, he is elected to a s ix
year term by the Federation Council from among the 
members of the Council itself. Any m e mber of the 
Council can make a nomination, and any member of 
the Council can be nominated for the position. In 
som e years this has resulte d in a field of as many as 
two dozen candidates. 

Candidates are a llowed to "campaign" during a 
six-month period only in certa in defined ways, such 
as scheduled debates and speeches . However, th e re is 
no denying human (or Tellarite) nature, and no one in 
the Council is likely to hold it against a cand idate 
who spends some time subtly "working the room," 
trying to build up support am o ng the Councillors by 
making a few campaign promises. 

The voting is done by secret ballot; the ballots are 
counted by computer. With each round of voting, the 
h a lf of the cand idates (rounded up) who receive the 
most votes stay in the running. For example, if there 
are twelve candidates, after the first vote the s ix with 
the most votes proceed to the next vote. After that 
vote, the three candidates with the m ost votes pro
ceed; this field is eventually narrowed down to two, 
w ho then go through one last vote for the position. If 
at a ny time a candidate receives less than 1 0°/o of the 
votes, he is automatically omitted from further voting. 
Eve ntually, the candidate who receives a majority of 
the votes wins. 



The ex isting p resid e n t h as a one-mo n t h " la m e 
duc k" p e riod during w hich he prepares for the t ran s
fe r of p ower. The i na u guratio n c eremo ny inc ludes a n 
oath o f office in w hic h the Presiden t swears to upho ld 
the Fe d e ratio n Constitu t ion and " n ever to con d u c t 
[him]sel f i n a ny way w hich w ould tend t o d e ni g rate 
the Presid e n cy o r b etray t h e t rust o f the p eoples o f the 
Fe d e ra tio n ." 

The re is n o limit to the number o f te rm s a 
Counc illo r m ay serve as Pres ident of the Fed e rati o n. 
How ever, n o indi v idua l m ay hold the o ffi ce o f 
Preside nt fo r m o re tha n two consecutive te rms. 

~ 

PRESIDENT JARESH·INYO 

THE CURRENT FEDERATION PRESIDENT IS JARESH-INYO, A GRAZERITE. HE IS lWO 
YEARS INTO HIS SECOND SIX-YEAR TERM. HE WAS lliffiD TO THE FEDERATION 
COUNCIL BY HIS PEOPLE OVER THIRTY YEARS AGO AND HAS SERVED CONTINUOUSLY 
EVER SINCE, WEATHERING EVERY CHALLENGE TO HIS POSmON BACK HOME. DURING HIS 
TENURE ON THE COUNOL, HE HAS HELD MANY OF THE BODY'S MOST PRESTIGIOUS 
POSITIONS AND COMMffiEE APPOINTMENTS, INCLUDING SECURITY COUNCIL, 
ECONOMICS COUNCIL, AND THE KUNGON AFFAIRS COMMITTEE. HIS WISDOM, 
INSIGHT, AND DECISIVENESS ARE VALUED BY THE ENTIRE COUNCIL AND THE 
SECRETARIAT. 

JARESH·INYO IS SOMETHING OF A PARADOX. ALTHOUGH NORMALLY QUIET, 
RESERVED, AND DIPLOMATIC, HE IS SAID TO BE SUBJEa TO BURSTS OF CAREFULLY CON· 
TROLLED FURY IN PRIVATE-All EXTREMELY UNUSUAL PERSOIIALITY TRAIT FOR 
SOMEOIIE OF HIS NORMALLY PEACEFUL AIID NOIICONFRONTATIONAL SPECIES. 
HOWEVER, HE ALWAYS MAKES All EFFORT TO COIITROL HIS TEMPER WHEN IN PUBLIC, 
AIID THIS GIVES HIM A COOL, LOGICAL OUTLOOK Oil MOST PROBLEMS THAT SOME 
(OUIICILORS COIISIDER ALMOST VULCAN-LIKE. THIS STREAK OF EXTREJAE RATIOIIALITY 
ALSO MAKES HIM A SKILLED NEGOTIATOR. 

Ill PERSOil, JARESH·INYO IS USUALLY VOLUBLE AND FRIEIIDLY, WITH A SOMETIMES 
PUCKISH SENSE OF HUMOR. HE APPRECIATES FINE ART, ESPECIALLY PLAYS AND SYM· 
PHONIC MUSIC. DESPITE HIS RELATIVELY ADVANCED AGE, HE IS YOUNG AT HtART, AND 
HIS OTHER HOBBIES INCLUDE A VARIETY OF PHYSICAL ACTIVITIES, SUCH AS HIKING. 

JARESH-INYO'S ADMINISTRATION HAS BEEN MARKED PRIMARILY BY SECURITY CON· 
URNS. HIS FIRST TERM SAW THE BORG REPULSED AT GREAT COST TO THE FEDERATION. 
HIS ADMINISTRATION STILL REMAINS FOCUSED ON DEFENSE ISSUES. HE HAS EXPAND· 
ED THE CONSTRUCTION PROGRAMS AT THE UTOPIA PLANmA fLEET YARDS IN AN 
EFFORT TO REPLACE SHIPS LOST IN BORG ATTACKS AND OTHER ACTIONS AS SOON AS 
POSSIBLE. DESPITE HIS PEOPLE'S TYPICALLY PLACID NATURE, JARESH·INYO TAKES HIS 
ROLE AS (OMMANDER·IN-CHIEF SERIOUSLY, AND HAS BEGUN SPENDING AT LEAST lWO 
HOURS PER DAY STUDYING MILITARY TEXTS AND MEETING WITH STARFLEET OFFICERS TO 
CONDUCT WARGAMES AND STRATEGY SESSIONS. As OFTEN HAPPENS IN TIMES OF CRI· 
SIS, THE FEDERATION COUNCIL IS CEDING TO THE PRESIDENT'S WISHES MORE 
FREQUENTLY THAN NORMAL, AND JARESH· INYO IS TAKING ADVANTAGE OF THE SITUA· 
TION TO BEEF UP FEDERATION SECURITY AS MUCH AS POSSIBLE. 

THE DIPlOMATIC SERVICE 

M ost m ajor agen c i es o f the Federati o n a re com
mittees o f the Fed e rati o n Council. The Diplo m atic 
Serv i ce is a n excep tion : It i s c ontrolled directly by the 
President, w h o appoints the Chief Diplo m at and over
sees a ll Serv ice activi t ies. Because b oth grou ps share 
a "sp ec i a l re lati o n ship" w i t h th e Pres ident, t h e 
Se rvice often sees i tse lf as a civ ilian equiva lent to 
Sta rf l eet. Sta r fl eet o fficers, esp eciall y h arried cap ta ins 
w ho h ave to dea l w ith self- importa n t c iv ili a n d ip lo
m ats, ofte n h ave a di ffe rent op inio n. Since th e 
Diplo m atic Serv i ce is so we ll connecte d , however, a 
poli t icall y minde d Sta r f l eet o ffi c er u su a ll y keeps his 
opinio n s to h imself. Sta rf leet h as its own Diplo m ati c 
C orps, whic h operates p rimaril y on t he fa r fro nti e r as 
a n interim d iplo m a tic agency until the Fed e ra tio n 
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Dip lomati c Se rvice can send representatives 
p la n et in questio n . Many members of the Diplomati c 
Corps serve as mi l i ta ry attaches in Federation 
D iplo m atic Se rv ice embassies a n d miss io ns, advis ing 
c ivi li a n ambassad o rs o n mi litary affairs, pu rsu ing liai
son work w ith loca l m i l itaries, and keeping eyes a n d 
ears o p e n fo r u seful m i li tary data. 

Th e Se rv ice is led by t h e C hief Diplom at, who is 
responsible for all issues of diplo m acy a n d proto c o l 
w i thin the Fed e ra tio n. Th e C h ief D iplomat is usu a ll y a 
m embe r o f the Federa t io n Counc il (s ince v irtua lly all 
p l a n ets send their b es t diplomats to serve as 
Ambassadors on the Cou nc il ), b u t th is i s n o t neces
saril y the case . D u ri ng a n offi cia l negoti ation, t he 
C hie f Diplo mat's o rde rs regard ing th e negotiation take 
preced ence ove r even the Preside n t's, thou gh it is rare 
indeed fo r the two to disagree so strongly that this 
becom es an i ssue. As w i th the heads of oth e r la rge 
b ureau s of the Secreta r iat, th e Chief is assisted by a 
legio n o f Undersecreta ries, Deputy Secreta r ies, and 
Ass istan t Secreta r ies. H e also control s the Federation's 
ambassadoria l an d dip lomatic personnel. 

AMBASSADORS 

To DISTRAffiD STARFLEET OFFICERS ASSIGNED TO ESCORT fEDERATION DIPLOMATS 
HITHER AND YON IN THE QUADRANT, IT SOMETIMES SEEMS LIKE EVERYONE IS AN 
AMBASSADOR. PART OF THE CONFUSION COMES FROM THE NUMBER OF TITLES ANY 
GIVEN DIPLOMAT MIGHT CLAIM AT ANY TIME, AND THE REST STEMS FROM THE 
FEDERATION'S NATURE AS A COLLECTION OF SOVEREIGN PlANETS. FOR EXAMPLE, THE 
HEAD OF THE VULCAN DELEGATION TO THE fEDERATION COUNCIL IS TERMED THE 
AMBASSADOR FROM VULCAN TO THE FEDERATION, OR COLLOQUIALLY, THE VULCAN 
AMBASSADOR. A VULCAN DIPLOMAT SEIH FROM VULCAN TO NEGOTIATE WITH AN IN DE· 
PENDENT PlAilET SUCH AS BAJOR IS THE VULCAN AM BASSADOR TO BAJOR, AND ALSO 
REFERRED TO AS "AMBASSADOR." THE FEDERATION AS A WHOLE MAY ALSO COMMIS· 
SION AMBASSADORS TO FOREIGil CULTUR ES SUCH AS THE JARADA. IN MOST 
FEDERATION DIPLOMATIC CIRCLES, THE AMBASSADOR TO THE FEDERATIO II IS THE MOST 
IMPORTAilT AMBASSADOR FROM THE PLANET (SOMETIMES REFERRED TO AS THE ( HIEF 
AMBASSADOR). THUS, VIRTUALLY ALL MEMBERS OF THE FEDERATION (OUIICIL, EVEII 
TERRANS, HOLD AMBASSADORIAL RANK: MICHAELA MARSHALL IS TECHII ICALLY THE 
AMBASSADOR FROM THE UNITED EARTH REPUBLIC TO THE FEDERATION, AIID THERE· 
FORE SUBORDINATE TO PRESIDENT ( HANG-lEwiS OF EARTH, EVEN THOUGH SHE 
WIELDS FAR MORE POWER THAN HE DOES IN FED ERATION AFFAIRS. AMBASSAD OR IS 
ALSO A RANK IN THE FEDERATI ON DIPLOMATIC SERVICE (AND IN THE DIPLOMATIC SER· 
VICES OF MANY OTHER PLANETS) ROUGHLY EQUIVALENT TO CAPTAIII 'S RANK IN 
STARFLEET (SEE TABLE, P. 26). THUS, SAREK ROSE THROUGH THE RANKS OF THE 
VULCAN DIPLOMATIC SERVICE TO THE RANK OF AMBASSADOR, BECAME VULCAN 
AMBASSADOR TO THE FEDERATION AND CONCLUDED HIS CAREER AS A FEDERATION 
AMBASSADOR TO THE LEGARANS. fiNALLY, JUST AS AN ENSIGN IN COMMAND OF A 
SHIP IS REFERRED TO AS THE SHIP'S "CAPTAIN" IN STARFLEET TERMINOLOGY, THE 
DIPLOMAT IN CHARGE OF ANY MISSION, NO MATTER HOW JUNIOR, IS REFERRED TO AS 
THE II AMBASSADOR. II 

Perha p s the m ost im portant b ra n c h of the Serv i ce 
is t h e Fed e ra tio n Con tact Commission, w hich i s 
respon sible fo r making in itial contact w i th new civi 
l i zations. The head of th e Contact Commission, the 
U n dersecre tary for Con tact, is often the best-k nown 
person in the Serv ice. 

As its n ame impl ies, the prima ry purpose of the 
Diplo m ati c Service is to con duct dip lom acy on beha lf 
of t h e Fed e ration-everyth ing from e n di ng wa rs, to 
preventing wa rs from star t ing, to establ i sh ing a n d 
m a inta ining trade. The Service typica ll y represents th e 
Federatio n to ali e n species. Most of t hi s work is d o n e 
b y the Fe d e ration 's ambassadors to mem ber n ations 
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and other governme nts, but sometimes more senior 
negotiators are needed for more comp le x situa tions. 

The agents of the Diplomatic Se rvice are also avail
able to conduc t negotiation, mediatio n , o r a rbitration 
betw een any Fe dera tion members, if all parties 
invol ved so request. The Se rv ic e conduc ts m a n y of its 
diplomati c miss io n s w ith ali e n gov ernments or pote n 
tial member pl a nets at its ex tensive fac ilities on the 
neutra l pl a net of Pa rli a ment. The Se rv i ce mostly uses 
the planetoid of Babe l fo r intra- Fed e ration negotia
t ions. 

CHIEF .DIPLOMAT VEl DAMRA 
CURRENTLY, THE CHIEF DIPLOMAT IS VEl DAMRA, A BETAZOID FROM THE BETAZOID 

COLONY WORLD OF TRENNES Ill. BETAZOIDS OFTEN SERVE AS DIPLOMATS, OF COURSE, BUT 
EVEN FOR HER RACE, (HIEF DIPLOMAT DAMRA HAS A PASSION FOR PEACE. SHE BEUEVES 
WITH ALL HER MIGHT THAT THE ONLY ROAD TO PROSPERITY AND GROWTH FOR THE CIVI
LIZATIONS OF THE GALAXY IS A PEACEFUL, INITRDEPENDENT EXISTENCE. SHE SEES HERSELF 
(AND BETAZED IN GEIIERAL) AS THE CHIEF PROPONENT AND EFFEGUATOR OF THAT INITR
DEPEilDEIICE. 

A CONFIRMED PACIFIST, (HIEF DIPLOMAT DAMRA HAS NEVER CARRIED A WEAPON, AND 
llEVER WILL, EVEIIIF HER LIFE IS Ill DANGER; llOR WILL SHE EVER USE VIOLEilCE OF ANY 
SORT. IN FACT, SO DEVOTED IS SHE TO THE CAUSE OF PEACEFUL COEXISTEIICE THAT SHE 
USUALLY INSISTS THAT STARFLEET OFFICERS ASSIGilED TO ESCORT HER TO llEGOTIATIONS GO 
UNARMED AS WELL- WHICH HAS NOT MADE HER VERY POPUlAR WITH STARFLEET, ESPE
CIALLY THE SECURITY BRANCH. 

DAMRA'S BOUNDLESS ENERGY- SHE'S INFAMOUS FOR HER DOZEN-PLUS-HOURS-LONG 
NEGOTIATING SESSIONS- ONLY INCREASES AS SHE AGES. SHE WORRIES THAT IF SHE 
ENTERS "THE PHASE'' (THAT STAGE IN A BETAZOID FEMALE's LIFE CYCLE WHEN HER SEX 
DRIVE QUADRUPLES) WHILE HOLDING THE CRUOAL POSmON OF (HIEF DIPLOMAT, IT 
COULD DISTRACT HER FROM HER DUJlES. A FEW TIMES IN THE PAST, SHE HAS SECRETLY 
RESORTID TO HORMONE RETARDANTS TO KEEP ON AN· EVEN KEEL As SHE GETS OLDER, 

~ TH!S PBOBLEM IS ONLY LIKELY TO WORSEN. ~- ~ 

r:< THE DIP-LOMATIC! SERIES 
AN ENTIRE STAR TREK: THE NEXT GENERAUON ROLE PlAYING GAME SERIES COULD 

FOCUS ON THE EFFORTS OF THE FEDERATION DIPLOMATIC SERVICE TO AVERT WA~ DEFEND 
FEDERATION INTERESTS, AND EXPAND PEACE THROUGHOUT THE GALAXY. ONLY :>TARFLEET 
OFFICERS BECOME INVOLVED IN MORE UNUSUAL AND POTENTIALLY DANGEROUS SITUATIONS 
THAN THE DIPLOMATIC SERVICE DOES. WHETHER SOME HARRIED NEGOTIATOR IS WORKING 
OUT HOSTAGE RELEASE CONDmONS ON THE ORION FRINGE, TRYING TO ENCOURAGE 
ROMUlAil DISSIDENTS WITHOUT GETTING EXPELLED FROM THE EMPIRE, OR CALMING OOW!l 
A NEWLY ENCOUNTERED SPECIES DEAD-SET Oil IWCLEAR VEilGEANCE AGAINST ITS TRADI
TIONAL RIVAL, IT'S !lEVER A DUll MOMENT FOR THE SERVICE. 

DIPLOMATIC SERIES CAN ALSO INVOLVE STARFLEET OFFICERS,_ WHETHER FROM THE 
STARFLEET DIPLOMATIC (ORPS (SEEP. 41 OF THE STAR TREK: IHE NEXT GENERAUON 
ROLEPlAYING GAMECORE BOOK) OR FROM SOME OTHER BRANCH OF STARFLEET ASSIGNED 
TO THE MISSION AS A MILITARY ATTACHE. MIXED STARFLEET-SERVICE TEAMS OFTEN SERVE 
AS NEGOTIATING TEAMS ON DANGEROUS FRONTIERS OR NEW WORLDS. A DIPLOMATIC 
SERIES CAN HAVE ELEMENTS OF AN ESPIONAGE SERIES (P. 32), ESPECIALLY FOR DIPLOMATS 
ASSIGNED TO THE TURBULENT URDASSIAN EMBASSY OR TO THE ROMULAN FRONTIER. 

FOR PlAYERS INITRESTED IN STORIES OF AUEN CUIJURES, GAMES OF INTRIGUE AND POL
mcs, AND AN EMPHASIS ON PROBLEM-SOLVING OVER PHASER ARE, THE DIPLOMATIC 

_ % SERIES CAN ·BE A REWARDING OPPORTUNITY. " 

r NEW OVERI:AYS 
THE NEW OVERlAYS HERE AND IN OTHER CHAPTERS ARE THE POINT EQUIVALENTS OF THE 

OVERlAYS FOR STARFLEET BRANCHES ON PP. 66-67 OF THE STAR TREK: THE NEXT 
GENERAUON ROLE PLAYING GAMECORE BOOK. To CREATE FULL CHARAffiRS WITH THESE 
OVERlAYS, SELECT A RACIAL TEMPlATE FROM THE ONES ON PP. 64-65 OF THAT BOOK AND 
ADD THE GIVEN OVERlAY. THEil ADD 5 POINTS FOR EARLY liFE HISTORY (AS ON P. 71 
OF THE CORE BOOK), AIID UP TO 7 POUlTS OF ADVAIITAG ES, DISADVAIITAGES, AIID PER
SONAL SKIUS. (TYPICAL ADVAIITAGES AIID DISADVANTAGES FOLLOW EACH NEW OVERlAY, 
ALTHOUGH, UNLIKE THE TYPICAL ADVANTAGES AND DISADVANTAGES IN RACIAL TEMPlATES, 
THEY AREII'T AUTOMATIC OR REQUIRED.) THIS CREATES A CHARAffiR SUBSTANTIALLY LESS 
SKILLED THAN A STARFLEET (REW CHARACTER, WHICH IS REALISTIC: STARFLEET TRAINING 
IS THE FIN EST IN THE GALAXY, AND STARFLEET PERSONNEL ARE TAKEII FROM THE CREAM 
OF THE CROP. NARRATORS MAY, HOWEVER WISH TO ALLOW NON-STARFLEET CHARACTERS 
TO TAKE MORE DEVhOPMENT POJNTS:J t5 OR SO) REPRESENTING "UFE EXPERIENCE," 
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PERSONAL HOBBIES, OR ADDmONAL TRAINING TO BALANCE THE GAME FOR AU PlAYER 
CHARACTERS. 

FOR PlAYERS INTERESTED IN SJ:Q.&JES OF. AUEN CULTURES, GAMES OF IHTRI~UE AND POL
mcs, AND AN EMPHASIS ON PROBLEM-SOLVING OVER PHASER ARE, THE DIPLOMATIC 
SERIES CAN BE A REWARDING OPPORTUNITY. 

FEDERATION DIP.LOMAT OVERLAY 
FoR PlAYERS OR GM 's WHO WANT TO BRING A DIPLOMAT INTO THEIR GAME, EITHER AS 

PART OF THE (REW OR AS AN NPC, HERE IS A FEDERATION DIPLOMAT OVERlAY. "POSTED 
PlANET" REFERS TO THE WORLD WHERE THE DIPLOMAT IS POSTED. SINCE DIPLOMATIC 
TRAINING MAY INCLUDE SPEOAL SKIUS RELATED TO THE SPECIFIC POST tFOR EXAMPLE 
SAILING, FOR AN AMBASSADOR POSTED TO A WATER WORLD), BE SURE TO PERSONALIZE~ 
THE OVERlAY BY ADDING A FEW APPROPRIATE ABIUTIES 

ADMINISTRATION (BUREAUCRATIC) 1 (2) 
(UIJURE (POSTED PlANET AND ONE OTHER SPECIALIZATION) 2 (3) AND (3) 
DIPLOMACY (CHOOSE TWO SPEGAUZATIONS) 2 (3) AND (3) 
HISTORY (POSTED PlANET AND ONE OTHER SPECIALIZATION) 2 (3) AND (3) 
INTIMIDATION (BLUSTER) 1 (2) 
lANGUAGES 

(HOOSE ONE 2 
lAW (INTERSTEllAR lAW AND POSTED PlANET) 2 (3) AND (3) 
PERSUASION (AllY SPECIALIZATION) 1 (2) 
SOCIAL SCIENCES 

(PoLmCAL SCIENCE AND ONE OTHER SPECIALIZATION) 1 (2) AND (2) 
WORLD KNOWLEDGE 

(POSTED PlANET AND ONE OTHER SPECIALIZATION) 2 (3) AND (3) 
TYPICAl ADVAIITAGES/DISADVAIITAGES: ALLY, (OIITACT, DIPLOMATIC RANK, HEAD OF 
MISSIOII, lANGUAGE ABILITY, PATRON, SHREWD; ARGUMENTATIVE, ARROGAIIT, RIVAL 

NEW DIPLOMATIC ADVANTAGES 

DIPLOMATIC RANK 
TREAT THIS ADVANTAGE AS THE PROMOTION ADVANTAGE (STAR TREK THE NEXT 

GENERATION RoLE PLAYING GAME, P. 1 04) FOR DIPLOMATIC CHARACTERS. 

(OST RANK 

0 SECOND lEGATE 

1 lEGATE 

2 VICE-ENVOY 

3 ENVOY 

4 ENVOY GENERAL 

5 AMBASSADOR 

HEAD OF MISSION 
THE EQUIVALENT OF THE DEPARTMENT HEAD ADVANTAGE (STAR TREK: THE NEXT 

GENERAUON ROLE PLAYING GAME, P. 1 04) FOR DIPLOMATIC CHARACTERS. HEADS OF 
MISSION COORDINATE THE ACTIVmES OF BROAD ELEMENTS OF THE FEDERATION MISS ION 
ON A GIVEN WORLD: MILITARY, CULTURAL, INTElliGENCE, ETC. THE COST OF THIS ADVAN
TAGE DEPENDS ON THE SIZE OR PRESTIGE OF THE FEDERATION MISSION TO A GIVEN WORLD; 
TO BE THE AMBASSADOR-IN-CHARGE OF A MISSION COSTS TWO MORE THAN THE STATED 
COST. (FOR EXAMPLE, BEING HEAD OF MISSION (MILITARY AFFAIRS) ON BAJOR COSTS 2 
POINTS; BEING MINISTER (AMBASSADOR-IN-CHARGE) TO BAJOR AND RUNNING THE 
WHOLE FEDERATION PRESENCE THERE COSTS 4. 

1 RESIDENT (SMALL, INDEPENDENT WORLDS, E.G., ACAMAR· Ill) 
2 MINISTER (MEDIUM-SIZED CUIJURES OR IMPORTANT WORLDS, E.G., 

BAJORi KTARIA VII) 

3 

4 

(ONSUL (SMALL EMPIR~- OR SECONDARY WORLDS IN lARGER 
EMPIRES, E.G., THOUAN roSEMBLY, KHITOMER) 

AMBASSADOR (MAJOR EMPIRES, E.G., KUNGON OR ROMULAN 
EMPIRES, URDASSIAN UNION) 



THE FEDERATION COUNCIL 

The Federation Council is the legislative arm of the 
Federati o n government. It i s a highly respected institu
tion that, d espite th e existen ce of a President, i s w ide ly 
regarded as the prima ry governing body of the 
Federation. During most periods of Federation hi sto ry, 
that op inion h as been an accurate one; on ly during 
times of c ris is o r w h en the re was a p articularly well 
liked President h as the Council's power been sec
ondary to that o f t he executive branch. 

The Counc il includes representatives from every 
m embe r of the Fed e ration. Each member m ay send up 
to five representatives (plus appropriate support staff) 
to the Coun c il , b ut regardless of how many represen
tatives a re sen t or the population or importa nce of any 
system, each system is only entitled to one vote in the 
Coun ci l. The hig h est-ranking representa tive of each 
member's delegation is referred to as its Ambassador to 
the Federation; t he oth er m embers (regardless of rank) 
a re V ice-Am bassadors. Members of the Council are 
rout ine ly referred to as "Councillors," not by any of 
their fo rma l titles. 

The Federa tion Constitution does n ot sp ecify how 
each m embe r planet chooses its delegation, leaving 
that up to loca l law. Som e de legat ions are e lected by 
popu lar vote, but it is n ot unheard of for the m to be 
appointed. Earth 's delegation, for instance, is appoint
ed by the e lected government of the United Earth 
Republi c. Som e m embers use other methods, such as 
ritual combat o r gam es of chance, to determine their 
delegati o ns. Appointm ent or election t o the Federation 
Council is regarded as o ne of the greatest hono rs in the 
Federation. In th e Federation's history, only one per
son, T'Pau of Vu lca n , has ever refused a seat on the 
Counc il. 

Each member government may determine for itse lf 
the length of tim e its Ambassador and o ther delegates 
wil l serve. The majority of members appoint their 
Counc illo rs for li fe. The only requirements of the 
Federation Constitu tion are that a delegate's minimum 
term must be at least one yea r, and the re ca n be n o 
gap of ti m e between terms of service in w hic h the 
m embe r is unrepresented. 

The Counc il meets year-round; all Counci ll ors are 
expected to m a inta in a home on Earth so tha t they can 
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live near Fe d e ration Hall. The Council's busiest t imes 
tend to be in Ear th's spr ing and autumn seasons. Many 
Counc illo rs travel al l over the Federation on factfind
ing missions, as a m bassadors or negotiators for their 
own planets or for the Federation as a whole, or (in the 
case o f Councillors with Starfleet rank) in response to 
military emergencies. Tha n ks to subspace communica
t i o ns, Counci llors can keep up o n business and 
instruc t their deputi es on votes and sim ilar issu es. 

FEDERATION HALL 

Constructed in 2162 fo llowing t h e ratifi cat ion of 
the Federation Constitution by the f ive founding 
sp ecies, Federation H a ll i s the home of the Federation 
Counc il. It i s located in the city of San Francisco o n 
Earth, in a former industr ia l area called Hunter's Point. 
Its construction included stone and other bui lding 
materials from each of the five foundi ng species, giv
ing it a somewha t eclecti c, but nevertheless 
impressive, appearance. In the subsequent cen turies it 
h as been added to extensively. The entire Federation 
H a ll complex is now a massive, sprawling collection 
of office buildings and o the r facilities. 

Most of the activity in Federation H a ll cen ters 
around the Counci l C hambe r, where the Federation 
Counci l meets each day. It is a n enormous room, 
capable of seating a ll Councillors of all member dele
gations a t o n ce wi th o u t seeming cram p ed. Th e 
Sp eaker of the Federation Council and the other 
Counci l offi cers sit up front on sligh t l y ra ised pla t 
forms. The other Councillors face them in a semicirc le 
formation, each seated at his own desk or g ro u p of 
desks; each d esk i s equipped with a computer and 
e lectronic voting equipment. The podium is located 
midfloor between the platform and the Councillors; i t 
faces outward, away from the Speaker. All sessions not 
involving classi fied i n formation are open to the public, 
w ho can watch from galleries on the second floor o r 
o n pub li c i n formation subspace channels across the 
ga laxy. 

THE SPEAKER OF THE FEDERATION COUNCIL 

The leader of the Federat io n Counci l goes by the 
titl e of " Speaker of th e Federation Counci l " (SFC fo r 
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short). He is elected from the main body of 
Councillors by a majority vote for a term not to 
exceed three years. At the end of that time he can be 
reelected; there is no limit to the numbe r of terms, 
consecutive or otherwise, that a Councillor can serve 
as SFC. At any time during the Speaker's term, any 
Councillor can ca ll for a vote of confidence in the 
Speaker; unless a m ajority of the Councillors express 
their confidence, the Speaker is removed from office 
and a n ew Speaker i s elected immediate ly. This has 
only happened three times in the history of the 
Federation, and in each case the Councillor calling for 
the vote of confidence was subsequently e lected 
Speaker. 

The Speaker's powers are not broad, but they are 
important. First, h e is responsible for scheduling all 
sessions of the Council, including all formal commit
tee meetings and all v otes. If he deems it necessary, 
he can put off a m eeting or vote indefinitely, subject 
to a two-thirds majority vote by the Council to over
ride th at decision. This effectivel y gives him the power 
to " table" legisl ation in some cases. Second, he con
trols all debate on the issues b efore the full Council. 
He chooses w ho gets to speak, and in w hat order. 
Although Council regulations forbid him to deny any 
Councillor the opportunity to speak, they do give him 
th e power to force a Councillor to stop speaking after 
a n ho ur (a rule designed, successfully, to eliminate fil
ibuste rin g). Third, in the event of a tie vote, which i s 
broken by the President, i t is the Speaker's responsi
bility to notify the President tha t his vote is required. 
Again, th e Speaker c an put this off indefinitely if he so 
c hooses, subject to the two-thirds override. History 
shows that it i s rare for a Speaker to use his so-called 
"delay powers," and that in most instances where h e 
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does use them, indignant Councillors will vote to 
ove rride. This ensures th at the l egislative process 
flows (relatively) smoothly and quickly. 

~~ -~-

1: IMPORTANT FIGURES OF THE UFP 
I• 

SPEAKER OF THE FEDERATION (OUNaL AND VULCAN AMBASSADOR 

THE CURRENT SFC IS T'NAL, A VULCAN (IN FAa, VULCANS ARE FREQUENTLY CHD: 
SEN AS SPEAKER; THEIR LOGICAL MINDS MAKE THEM GIFTED PARLIAMENTARIANS). SHE 
HAS SERVED IN THE COUNCIL FOR DECADES, AND HAS BEEN SPEAKER FOR THE PAST 
EIGHT YEARS. STRONGLY DEVOTED TO THE IDEALS OF THE FEDERATION, SHE WIELDS 
HER POWER WITH A COLD, PRECISE LOGIC THAT KEEPS THINGS RUNNING EFFiaENTLY. 
COUNCILORS WHO ATTEMPT TO BALK OR DELAY HER ARE OFTEN INVITED TO HER OFFICE 
FOR A "PRIVATE DISCUSSION" WHICH INVOLVES A GAME OF THREE-DIMENSIONAL CHESS 
(AT WHICH T'NAL IS AN EXPERT) AND A LONG SERIES OF SUBnE, BARBED ARGUMENTS 
DESIGNED TO SWAY THE COUNCILOR TO HER POINT OF VIEW-A TAGIC WHICH USU· 
ALLY WORKS. 

TELlARITE AMBASSADOR TO mE FEDERATION 

NORX IS THE CURRENT TELLARITE AMBASSADOR. HE IS ONE OF THE MORE AGED 
MEMBERS OF THE FEDERATION COUNCIL, A FAG THAT THE SILVER-HAIRED POLmCJAN 
PlAYS ON DURING DEBATES. PREVIOUSLY, NORX WAS THE HEAD OF THE UTOPIA 
PLANITIA SHIPYARDS. HE PROPOSED BUILDING A DYSON SPHERE AROUND TEllAR'S 
SUN, AN INCREDIBLE UNDERTAKiflG THAT HAS GRASPED THE IMAGINATION OF MANY 
TELLARITE ENGINEERS. ALTHOUGH HE HAS A REPUTATION AS A VOCAL CYNIC ON THE 
COUNCIL, NORX COMMANDS THE RESPEO OF HIS COLLEAGUES THROUGH HIS WELl 
RESEARCHED ARGUMEIITS AND PRAGJCAL VIEWPOINT. 

TERRA/I AMBASSADOR TO THE FEDERAT/011 

MICHAELA MARSHALL WAS BORII ON MARS IN 2325, A DESCEJIDANT OF SOME OF 
THE ORIGitiAl MARS COLOlliSTS. AT AGE 17 SHE EIITERED STARFLEET ACADEMY AIID 
AFTER GRADUATION SPENT TEN YEARS AS A COMMUNICATIDIIS SPECIALIST, EVEIITUAl· 
LV ATTAINitlG THE RANK OF COMMAIIDER. IN 2357 SHE RESIGIIED HER STARFLEET 
COMMISSION TO EIITER THE DIPLOMATIC SERVICE. FLUENT Ill THE MAJOR FEDERATIOII 
lANGUAGES (VULCAN, CENTAURAN, TELLAR, AtiDORIAN), AS WELL AS KUNGON, 
ROMULAN, AIID URDASSIAtl, SHE SPEtH TWELVE YEARS Ill VARIOUS DIPLOMATIC POST· 
INGS, SPECIALIZING Ill CRISIS SITUATIOtlS. IN 2367 SHE WAS APPOINTED LEAD 
IIEGDTIATOR FOR THE FEOERATIDN·URDASSIAII TALKS. AFTER THE SIGNitlG OF THE 
FEDERATIDN·URDASSIAN TREATY ltl 2370, EARTH'S WORLD GOVERtlMEIH APPOIIH· 
ED HER TD THE POST OF AMBASSADOR TD THE FEDERATIDtl. WITH THE POSTING, SHE 
BECAME THE FIRST COLONY·BDRN CITIZEII TO BE APPOINTED EARTH'S FEDERATION 
COUNCIL MEMBER. No DOUBT DUE TO HER EARLY TRAIIIIIIG, MARSHALL STAUNCHLY 
SUPPORTS STARFLEET AIID THE PRIME DIREGJVE. 

(ENTAURA/1 AMBASSADOR TO mE FEDERATION 

KOLOS PALLERA SEGAll HIS CAREER AS A SOCIOLOGIST SPECIALIZIIIG IN THE EFFEOS 
OF INTERPLANETARY CONTAO. HE AlSO STUDIED ARCHAEOLOGY, MYTHOLOGY, AND THE 
HISTORY OF CEHTAURAH CDNTAO WITH OTHER WORLDS. A PROMINENT SCHOLAR AIID 
SPEAKER, HE WAS THE PRIMARY CONTAO IN HELPING PROF. RICHARD GALEII DECODE 
THE CEHTAURAN PART OF THE UNIVERSAL MESSAGE. AFTER HIS WORK WITH PROF. 
GALEN, THE CEIITAURAH COUNCIL APPOINTED HIM ALPHA CENTAURI'S AMBASSADOR 
TO THE FEDERATION COUNCIL HIS APPOINTMENT GENERATED SOME CONTROVERSY, AS 
HE HAD HAD LITTLE DIPLOMATIC EXPERIENCE. HOWEVER, SOME ELEMENTS OF THE 
CEHTAURAN GOVERNMENT FELT ALPHA CENTAURI DID HOT PlAY A lARGE ENOUGH ROLE 
IN THE FEDERATION. THEY BELIEVED PALLERA'S BACKGROUND WOULD BRING CREDI· 
BILITY AND ASSURE A STRONG CENTAURAN VOICE IN THE REVIEW AND ADMISSION OF 
CANDIDATES FOR FEDERATION MEMBERSHIP. THIS VIEW ULTIMATELY PREVAILED, AND 
KOLOS PALLERA BEGAN SERVING AS AMBASSADOR IN 2369. 
ANDORIAN AMBASSADOR TO mE FEDERATION 

DANOS KOSK HAS HELD THE POSITION OF ANDORIAN AMBASSADOR FOR OVER TWO 
DECADES. A FORMER STARFLEET OFFICER, DANOS POSSESSES UNUSUAL CONTROL OF 
HIS EMOTIONS. HE FEU INTO POLITICS AFTER HIS STARFLEET CAREEUHDED AND HAS 
SHOWN CONSIDERABLE TALENT AT IT. MOST REGARD HIM AS A CONSUMMATE POLITI· 
ClAN. HE SEEMS FOCUSED ON THE LONG TERM, AND HAS SPENT MUCH OF HIS TIME 
COLLEGJNG FAVORS FROM MORE SENIOR AMBASSADORS. DANOS HAS A STRONG INTER· 
EST IN URDASSIAN RELATIONS, PROBABLY DUE TO THE TIME HE SPENT FIGHTING 
AlDtlG THE URDASSIAN BORDER. A FEW CRJnCS BELIEVE THAT HE STRONGLY SYMPA· 
THIZES WITH THE MAQUIS. 



POWERS O F T HE F EDERATION C OUN C IL 

The powers of the Federation Council are extreme
ly broad (as they must be to govern such a vast 
territory with so dive rse a population). The most 
impo rta n t o n es include: 

• Electing the President: Every six years, t he 
Counc il e lects the Fe d e ration Pres ident fro m among 
its ra n ks by m aj ority vote. Depending upon the p o lit
ica l s ituat ion, thi s process m ay b e of li t tl e 
con sequen ce, or it m ay h ave vital rep e rc u ss ions for 
the Federati o n. See above for details on th e e lection 
process. 

• Debating and passing legis la tio n: A ll Fede ration 
laws and regu lations o riginate in the Council, u su a ll y 
i n committee (any c i t izen may propose a law; the 
President does so frequently) . After preparing the pro
posed law for fo rmal consideration, the commi ttee 
presents it to the entire Counc il, w hich d ebates it and, 
ultimatel y, votes o n it. The President has no veto 
powe r a llowing him to override the Coun ci l 's dec is io n 
to c reate (or n ot to c reate) a new law. 

• Presiden tial oversight: The Federation Coun c i I is 
respon sib le for ove rseei ng the action s of the 
President, and, i f necessary, holding h earings o n 
whethe r to reprimand o r impeach him for lega l or 
Consti tution a l v io latio n s, breaches of ethical stan
dards, and t he li ke. A conviction in impeac hme n t 
proceed ings requires a th ree-fourths m aj ority vote. 
No Federation Preside nt h as ever been impeac h e d. 

• Agency oversight: Most of the agen cies, commit
tees, counc ils, and adv isory bodies w hich a re part of 
the Federation are formed b y, and a nswer to, the 
Federation Counci l (thoug h the President appoints 
each body's lead e r). Since these agencies a re respon
sible for muc h of the d ay- to-day fu n ctioning of the 
Federation and enfo rcem e nt of its laws, th is i s perh a p s 
the Counc il 's most important power after lawm aki ng. 

• Resource a llocation: The Fe d e rati o n Counc il is 
responsibl e for p assing the Federation's annua l budget 
and m aking sure that a ll Federation activities a re 
properly funded. T h e con sideration of the budget typ
ically ta kes p lace during the month of March during 
th e Earth year, m aking that the busiest m o n th in t h e 
Counci l 's sch edule. Th e Federation Counci l a llocates 
resou rces-from m anpower to mate rie l- b ased o n 
priority and perce ive d need. The Council d ete rmines 
the to ta l need for duranium throughout the 
Federation , fo r insta n ce, and ensures the demand can 
be m et by requesting duran ium from those p la nets 
that produce it. 

After passing t he budget, the Council is respon si
ble for e n suring tha t a l l agenc ies rece ive their 
allocated resources. The Economics Counc il is in 
charge of this process, and a lso con siders requ ests for 
new o r additio n a l resou rces. 

• Factfin ding: Delegatio n s of Counc illo rs a re fre
quentl y sent to other worlds to observe, investiga te, 
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and determine a proper course of action in times of 
c risis or disaster. G e neral economic and secu r ity 
factfinding tours take place th roughout the year. 

The key to the sm ooth operation o f th e Federation 
i s the provisio n , e nsh r ined in the Constitu t io n, that 
m emb ers w ho lose a Counc i l debate a re requi red to 
obey the rul ing of the m ajor ity o f the Council. In 
short, you can' t refuse to p lay just b ecau se you can ' t 
have thin gs your way. If, for exam p le, Earth wants to 
unde rtake a n exp lorato ry exp edition into the far 
reach es of Beta Quadran t, b u t the majority o f the 
C ounci l votes to exp lore pa rts of A lp h a Q u adrant 
instead , Earth cannot refuse to part i c ipa te in, or deny 
fund ing for, the ex p edition to A lpha Quadrant-the 
Federation Constitution itself requires Ea rth to take 
p a rt. 

The Council 's powers a re, of cou rse, limited solely 
to Federation territory a nd activi t ies. Al l other powers 
are rese rved to t h e member governme nts. The 
Fed e ration Council can make it illegal to carry 
weapons when on a Federation ship or in Federation 
space, but it cannot, for examp le, mandate that it is 
ill egal to carry weapons on Andoria o r on Andor ian 
co lo nies. That is the p rovince of the Andorian govern
m ent. 

~. 

THE POLITICAL SERIES 

THIS SERIES CENTERS ON INTRIGUE AND MAN IPULATION WITHIN THE RANKS OF THE 
FEDERATION COUNCIL AND SECRETARIAT. PLAYERS INTERESTED IN THIS MI LIEU MIGHT 
WISH TO RELAX SLIGHTLY THE GUIDELINES FOR "HAtlDLING STA RFLEET CONSPIRACIES" 
ON P. 42 OF THE STAR TREK: THE NEXT GENERATION ROLE PLAY/1/G GAME CORE 
BOOK. GAMERS DESIROUS OF GRAND STRATEGIZitlG, HIGH POLITICS, AND TACKLitiG 
THE BIGGEST QUESTIONS OF RutlNING A UTOPIA MIGHT SIMPLY WISH TO TAKE THE 
ROLES OF VARIOUS AMBASSADORS FROM MEMB ER PLAIIETS WORKitiG TO KEEP THEIR 
SPECIES' INTERESTS AND IDEALS ALIVE IN THE HURLY-BURLY OF FEDERATION POLITICS. 
RUNNING A "FAR ABOVE DECKS" EPISODE, WHERE PLAYERS TAKE ON THE ROLES OF 
FEDERATI ON COUNCIL MEMBERS FOR A SHORT INSIGHT INTO THE FORCES THAT DRIVE 
THEIR STARFLEET CAREERS, COULD BE AN INTRIGUING BREAK FROM A CONVENTIONAL 
SPACEGOING SERIES. 

MAJO R COMM ITTEES AND AGEN C I ES OF T HE 
FEDERA T I O N C OUNCI L 

In m any ways, the h eart of the Federati o n Counc il 
is in its committees and agen c ies, since m ost of the 
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"di rty work" is done there. That's w h ere proposed 
laws are drafted, initial decisions are made, and infor
mation is gathered and turned into a polished product 
for the Counc il 's consumption. 

Pursuant to the Federation Constitution, th e 
Federation Council is responsible for establishing 
these organizations and appointing or e lecting mem
bers to them, but the President appoints the group's 
leader o r chairman. This requ ires the agencies to 
report to both the legislature and the executive, estab
lishing a check on both branches' powers. 

TH E SECURITY C O U NCIL 

Since one of the primary motivations behind the 
founding of the Federation was mutual defense 
against aggressors, it should come as no surprise that 
the Security Council is regarded as one of the most 
important, if not the most important, agencies of the 
Federation government. It was the first such commit
tee organized by the Federation Council. 

The leader of the Security Council i s the Secretary 
of Defense, w ho is appointed by the President for an 
indefinite term. The Secretary of Defense is not always 
a retired Starfleet veteran, but almost all the 
Secretaries of Defense for the last century have held at 
least a capta in's rank in Starfleet. A world or race must 
be a member for at least ten years before it is eligible 
to hold a seat on the Security Council. 

The Security Coun c il is not a s itting body. It meets 
only when the Pres ident or the Federation Council 
deem it necessary to call it into sess ion. These days, 
w ith al l the security issues facing the Federation, the 
Council meets frequently-typically on a weekly, and 
sometimes daily, basis. Meetings are held in San 
Francisco in a secure facility in Federation Hall. 

The Security Council's duty is to analyze, discuss, 
and make contingency plans regarding issues of 
Federation defense. It acts as the President's and 
Federation Council's ch ief advisor on a ll military and 
sec urity matters, from ship construction and acquisi
tion, to galaxywide tactics, to weapon systems. As 
such, it works c losely with Starfleet's Joint Chiefs. 
A lthough it has no direct responsibility for issuing 
orders to Starfleet o r directing Starfleet activi ties in 
any way, its influe n ce over those who do, and its 
knowledge of every aspect of Starfleet operations, 
make it a ver y impo rtant agency to Starfleet. Most 
Starfl eet commanders m ake a point of getting to know 
the members of the Security Council and estab li sh ing 
cordia l relations w ith them. 

The Security Council typically divides itself into 
two- to four-man "working groups" to research vari
ous issues or problems for the whole Counci l. Some 
of the most important working groups are the Borg 
Working Group, Romulan Working Group, and Ship 
Construc tion Working Group. The work ing groups 
h ave access to an enormous staff of administrative 
and clerical assistants, researche rs, and advisors who 
help them get their job done. Among other things, 
these assistants maintain the Federation Military 
Database, a n enormous col l ec tion of information on 
a ll friendly and e n emy militaries, ships, weapons sys
tems, and military resources. The advisors specialize 
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in subjects ranging from as broad as the Cardass ian 
military to as focused as Romulan D'deridex-class 
ship weapons systems. 

SECR ETARY OF D EFENSE MORSI-fA O F A NOOR IA 

The leadership of the Security Council i s currently 
vested in Marsha of Andoria, a retired admiral with 
over forty years' experience in Starfleet. Secretary 
Marsha started h er career in Starfleet as an ens ign and 
worked h er way up throug h the ranks slowly and 
steadily . Her flair for politics, combined with he r intu
itive understanding of large-sca le space warfare 
strategy, made her a natura l choice for the top post. 
The other main contender, Admiral Terence Leyton, 
became Chief of Starfleet Operations instead. Marsha 
is particularly popular w ith Sta rfleet, w hic h a lways 
prefers " the civilian" to be a veteran. Secretary 
Marsha is particularly conce rn ed about the threat of 
the Borg, and is studying the si tuation intensely. This 
emphas is on the Borg makes some in Starfleet (i nclud
ing Admiral Leyton) and on the Federation Council 
uneasy, as they feel she neg lects threats from the 
Cardass ians, Romulans, and othe r spec ies. 

TH E E CONOMICS C OUNCIL 

The Federation 's budget amounts to hundreds of 
trillions of credits. The responsibility for budgeting, 
allocating, and disbursing these funds rests primarily 
with the Federation Counci l 's largest agency, the 
Economics Council. 

The Economics Council cons ists of thirty sitting 
members: one from each of the founding species, and 
twenty-five o thers c hosen at random from the member 
worlds and species for si x-year terms. Unlike the 
Security Council, a Federation member can serve 
multiple te rms on the Economi cs Council if it keeps 
getting randomly selected, regardless of w h ether other 
members h ave served a term yet or not. During the 
history of the Federation, a ll members have served on 
the Economics Council at least o n ce (and some as 
many as twelve times). The leader of the Council i s 
the Secretary of Commerce (usuall y referred to as the 
Commerce Secretary), w ho is appoi nted by th e 
President. 



The Economics Counci l is a "permanent commit
tee" of the Federation Co unci I. It meets every day to 
consider economi c or financial matte rs facing the 
Federation. M eetings a re h e ld in the Gervese 
Building, which is part of the Federation Hall comp lex 
in San Francisco. The Commerce Secretary, aided by 
his Assistant Secretary, presides over the meetings. 
The duties of the Economics Council are broad and 
far-reaching. Although it assists the Council as a 
who le in drafting the Federation budget, and works 
c losel y with the Assessment Committee to determine 
the contributions member planets should make to 
Federation operations, its primary duty is the mainte
nance of the Federation credit. In an interstellar 
Federation with nearly free energy and replicators, 
almost no regulation of trade, and (most importantly) 
societies wh ich no longer feel any need for resource 
competition, conventional 20th-century economics 
no longer apply. The balancing of postmonetary ser
v ices, rarities, and foreign exchange in the mighty 
abstraction called th e Federation credit is a h ercu lean 
task. Without the Federation's well earned reputation 
for fiscal restra int and prosperity, and w ithout the 
replicator and antimatter conversion, it would be 
impossib l e even for the Economics Counci l. All 
important a llocat io n s or actions must be approved by 
the full Federation Counci l, but it i s ra re for the 
Federation Counc il to question the wisdom of th e 
Economics Council, and rightl y so. 

The Economics Counc il has dozens of subagen
c i es, comm ittees, and counc il s. Some of the most 
important include the Dispute Resolution Agency 
(arbitrates economic disputes), the Federation 
Disaster Relief Agency, and th e Inter- Federation Trade 
Development Council. The Economics Council and its 
subagenci es a re assisted by numerous specialists, 
researchers, and adm inistrators. Most of these 
employees technically work for the Secretariat, w hich 
is responsible for the Federation's bureaucracy, giving 
the Council and the Secretariat strong ties. 

S EC R ETA R Y O F COMMEI?CE K O LRAK 

Kolrak of Te ll ar i s the current Secretary of 
Commerce, having been appointed to that post by 
President Jaresh-lnyo. He is a serious-minded little 
Tellarite, and unusually sober for o ne of his norma lly 
outgoing species. He often seems complete ly devoid 
of any sense of humor except for the occasional "eco
nomics joke" that no one else, even other economists, 
finds amusing. His Tellarite propensity for debate 
takes the form of l engthy mathematical and econo
metric discussions rather than emotional disputation. 
He doesn't get invited to many parties. 

Secretary Kolrak takes his duties very seriously, 
and questions any expenditures w hich he feels could 
be smaller. Anyone who comes to him w ith a fund ing 
requ est h ad bette r h ave a ll his supporting data ready 
and in the correct form, because he'll find the least lit
tle error and use it as leverage to reduce or deny the 
requested a llocation . "You can' t unspend cred its" i s 
h is cher i shed saying, which more ambitious 
Councillors have g rown very tired of hearing. Other 
members of the Federation government sometimes 
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refe r to him as " the Executioner" behind his back 
because of his pre dilection for axing budget requests. 

THE FEDERATION INTELLIGENCE SERVICE 

No government can survive w ithout information
in formation about economics, communications, and 
enemy activity . The Federation Intelligence Service 
(F IS) was founded to provide the Federation with that 
sort of data. 

It is important to note what the FIS is not: an orga
nization of assassins and saboteurs like the Romulan 
Tal Shiar. It is also not a military inte lligence organ i
zation devoted to gathering information about th e 
Federation's e n emies' military capabilities or to carry
ing out foreign espionage against military targe ts on 
other planets; Starfleet has its own intelligence arm 
for that. (And Starfleet Intelligence has its own book 
coming soon.) Instead, the FIS is a domestic intelli
gence agency similar to the Interpo l or th e FBI of 
20th-century Earth. 

The FIS's primary responsibili t i es re late to co llecting 
and analyzing information, and then disse minating that 
in format ion to the appropriate agencies w ithin the 
Federation, as necessary. The FIS gathers information in 
numerous ways. First, the agency active ly 
monitors publicly available information channels
newsnets, newspapers, government reports and 
statisti cs, and library materials. It's amazing what you 
can find out if you know where to look, how to l ook, 
and how to assemb le dissimilar sources of info rmation 
into a coherent w hole. For examp le, statisti cs on the 
Romulan economy can tell the Federation not only 
where the Romulans are hurting financially, but where 
they are using most of their money, how much (rough
ly) they are devoting to military projects, and where 
they might be suffering from shortages. 

The FIS is a lso respons ible for a ll counterinte lli
gence operation s w ithin Federation territory. In short, 
they catch enemy spies. The Tal Shiar and other enemy 
inte lligence organizations are constant ly trying to infil
trate the Federation and uncover its secrets. Their 
primary targets are military-shipyards, starbases, and 
the like, where Starfleet Intelligence is on watch for 
them. However, there are plenty of other things they 
want to know about. The most important is scientific 
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and technological developments. If they know how far 
Federatio n scienc e is advancing in such areas as warp 
trav el and replicators, they can predict future military 
dev elopments, for example. Lastly, enemy spies want to 
gath e r information about Federation leaders, in case it 
is necessa ry to launch assassination plots. 

The FIS does not accept appli cations, but instead 
recruits from desired sectors of th e population
Starfleet Academy graduates, citizens w ho h ave 
extensive familiarity w ith enemy c ultures and lan
guages, and researche rs skilled at d a ta ana lys is. Once 
identif i ed , these potential recruits are approached 
covertly. I f they accept an offer of employ m e nt, they 
are sent to the Federation Intelligence Academy, in a 
w ell kept secret location, for t raining. 

II FIS AGENT OVERLAY 

THE TYPICAL FIS FIELD AGENT IS NOT ONLY HIGHLY SKILLED, BUT ALSO CLEVER 
RESOURCEFUL, AND ABLE TO ADAPT TO A WIDE VARIETY OF SITUATIONS. SOME Fl~ 
AGENTS SPECIALIZE IN INTERPRETING STREAMS OF DATA AND BUILDING AN INTELLEC-
TUAL PICTURE OF ENEMY OPERATIONS; OTHERS TAKE A MORE DRAMATIC "OUR MAN 
BASHIR" APPROACH INVOLVING DISGUISES, ARCANE WEAPONRY, AND FAST HOVERCARS. 
FOR PLAYERS WHO WISH TO PLAY AN FIS AGENT, HERE IS AN FIS AGENT OVERLAY: 
COMPUTER (DATA ALTERATION) 1 (2) 
DISGUISE (AtiY SPECIALIZATION) 1 (2) 
ENE RGY WEAPON (PHASER) 1 (2) 
ESPIOIIAGE (CHOOSE SPECtALIZATIOtl) 2 (3) 
FAST TALK 1 (2) 
lANGUAGES 

FEDERATION STAIIDARD 1 
LAw (FEDERATION LAw) 1 (2) 
PERSONAL EQUIPMENT (CHOOSE ONE) 1 (2) 
SEARCH 1 
SECURITY (SECURITY SYSTEMS) 2 (3) 
STEALTH (ANY SPECtAUZATION) 1 {2) 
STREETWISE (ANY SPECIALIZATION) 1 (2) 
UNARMED COMBAT (STARFLEET MARTIAL ARTS) 2 (3) 
TYPICAL ADVANTAGES{oDISADVANTAGES: ALERTNESS~ CURIOUS, EXCELLENT SENSES, 
lANGUAGE ABtiJTY, OLITICAL RANK, TELEPATHIC ESISTANCE; FANATIC, IMPULSIVE, 
SWORN ENEMY 

. ~ """ ~ 

THE ESPIONAGE SERIES 
ESPIONAGE SERIES TAKE THE ASSUMPTIONS OF THE DIPLOMATIC SERIES (P. 26) AND 

ADD THE PHASER FIRE BACK IN. ESPIONAGE SERIES CAN TAKE ON ANY NUMBER OF FLA-
VORS, OR BLEND THEM ALL. THE NARRATOR CAN SPIN TALES OF BETRAYAL IN HIGH 
PLACES AND FACELESS AGENTS MANEUVERING FOR LOCAL ADVANTAGE IN THE BEST lE 
CARRE TRADITION. HIGH-TECH ADVENTURES OF STARFLEET SABOTAGE BEHIND 
CARDASSIAN OR RDMULAN LINES OR CARRYING OUT COVERT STRIKES ON BREEN PIRATE 
BASES MIGHT EVOKE THE TECHNOTHRILLER TRADITION OF TOM CLANCY. OF COURSE, 
THE "OUR MAN BASHIR" SCHOOL OF FAST GRAVCARS, BEAUTIFUL 0RIOII WOMEII, 
PHASERS HIDDEN ttl STYLUSES, AIID MAD EL-AURIAN GENIUSES OUT TO DESTROY THE 
GALAXY HAS ITS PLACE AS WELL. 

ESPIOIIAGE EPISODES CAtl TELL ANY OR ALL OF THESE STORIES, BRitiGING FIS 
AGENTS, STARFLEET INTELLIGENCE OPERATIVES, AND SctEtiCE COUNCIL COVERT ENGI-
NEERS TOGETHER WITH KLitiGON "ALLIED ASSETS" (WHO, UNDER THE TREATY OF 
ALGERON, CAN USE CLOAKING DEVICES), ROGUE CARDASSIANS, OR FERENGI ARMS 
DEALERS. EsPIONAGE SERIES Doti'T EVEN NECESSARILY NEED TO STICK TO ESPIONAGE. 
PERHAPS A SMALL TEAM OF FIS AGENTS TRAVELS TO EVERY CORNER OF THE 
FEDERATION INVESTIGATING EVENTS AND OCCURRENCES THAT VIOLATE EVEN THE OPEN-
MINDED FEDERATION'S CONCEPT OF NORMALITY-A GHOST SIGHTING COULD BE A 
THOLIAN INCURSION, AN ANAPHASIC LIFE-FORM OR A HUNGRY DEVIDIAN ... OR SOME-
THING EVEN STRANGER. AmR AU, JACK THE RIPPER TURNED UP LIGHT YEARS AND 
CENTURIES FROM HOME AMONG THE STARS; WHO KNOWS WHAT OTHER DARK TRUTH IS 
OliT THERE? 
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fRE E DOM 

DIRECTO R OF F EDERATION INTELLIGENCE 

T ' omas of Tiburon serves as the current D irector of 
Federation Intelligence. H e is relative l y new to the 
FIS, w ith a background in scientific research in xenol 
ogy. However, the study of alien c ultures teach es 
many lessons that app ly we ll to domestic inte lligence. 
DirectorT'o mas has e ven been able to stream line and 
improve FIS operations somewh at by introducing sci
entifi c concepts such as reproducibility, multiple 
attacks on p roblems, and "tiger teaming" to the agen
cy. A propon ent of aggressive intelligence operations, 
T'omas is pushing the Federation Counc il to expand 
the FIS's role and powers. 

OTHER IMPORTANT AGENCIES 

AND COMMITTEES 

FED ERATION COMMITT EE FOR COLONIAL 
REL ATIONS 

This committee is responsible for o versee ing the 
operations of the Bureau of Colonization (see below), 
and for all iss ues relating to Fed eration co lonies. Th e 
Committee reviews a ll applications for colo nization, 
and hears complaints from colonists. 

FEDERATION DEPARTMENT O F TEMPORAL 
I NVESTIGATIONS 

Because time travel and chrona l distortions exi st, 
c reati n g a rea l possibi l ity of tempora l disasters, t h e 
Federation estab li sh ed th i s agency. It is responsible f or 
m o nito ring a ll time travel a nd tempora l d istortio n s, 
and for assessing thei r effect on the time-stream and 
the f low of history. Due to the importance of this 
issue, th e Department's C hief reports directly to th e 
SF C. 

I NTERSTELLA R R ELATIONS 

A committee of the Federation Counc il respon sib l e 
for i ssu es re lating to trade and diplomacy between th e 
members of the Federation and, to a lesser extent, 
b e tween the Federati o n and other governments. 

KLINGON AFFAIR S 

A committee of the Federation Counc il responsib l e 
for issues re lating to the K lingon Empire and K ling ons 
in the Federation . Its importa nce rises and fa ll s in rel a
tion to the current statu s of rela ti ons between th e 
Empire an d the Federation. Th e re i s a sim ilar 
Cardassian Affairs Committee. 

SCI ENC E & TECHNOLOGY COMMITTEE 

T his committee i s resp o n sible for overseei ng the 
Federatio n Sc ie n ce Counc il (see below) a nd for legis
l a tio n dealing wi th scientifi c and techno logica l issu es. 



THE FEDERATION COURTS 

The third branch of government estab lish ed by the 
Federation Con sti tu t io n is the judicial system-the 
Federation Courts. The Federation Courts are respon
sib le for hearing cases unde r Federation law, a nd for 
rul ing on the constitu tionali ty of laws passed by the 
Federation Counc il or act s of the Pres iden t. 
Federation Courts a l so reso l ve disputes b etween 
membe r p la nets. Under the Federation Con stitution, 
membe rs agree that they and their c iti zens sha ll be 
bound by the treaty inte rpretatio ns of the Federatio n 
Courts, a n d th at i f necessa ry Starfleet may be o rde red 
in to enfo rce a court's ruling (in fact, the same app li es 
to a ll of the Courts' ru lings). 

Most laws are loca l matters; each planet h as its 
own lega l code, often derived from antiquity (much of 
United Ea rth's lega l code dates back to the formation 
of Engl ish common law, for example, i n the 1 3 th cen 
tury). Federation law i s restricted to matters like 
interstel lar aggressio n, piracy, and treason . However, 
many member planets have rev i sed their laws to make 
th e m uni form w ith, o r s imilar to, Fe d e ration laws in 
most respects, thus m inimizing problems that could 
arise because of d i fferences between the two bodies 
of law. Over th ree qua r ters of the members a lso h ave 
laws a llowing Starfleet to pu rsue Federation fe lons 
into loca l space a n d to p rosecute them fede ra lly for 
crimes committed loca ll y w hic h would be Federation 
c rimes i f committed w ithin Federation space. 

CIVIL LAW 

THERE IS NO FEDERATION CIVIL LAW. CiVIL CASES INVOLVE NONCRIMINAL WRONGS 
DONE BY ONE PERSON TO AN OTHER. THESE INCLUDE BREACHES OF CONTRAG, FRAUD, 
PERSONAL INJURIES RESUUING FROM NEGLIGENCE OR PROFESSIONAL MALPRAGICE, 
COMMERCIAL DISPUTIS, AND UNFAIR BUSINESS PRAGICES. IN THE ADVANCED, ALMOST 
NONMONETARY SOCimES OF THE FEDERATION, SUCH COMPLAINTS ARE HAIIDLED BY 
PROFESSIONAL ARBITRATO RS AGREEABLE TO BOTH SIDES. MANY TELLARITES AND 
BETAZOIOS BECOME PROFESSIONAL ARBITRATORS, AND THE FEW VULCANS WHO ENTER 
THIS FIELD NEVER LACK FOR CLIENTS. SOME PLANETS EMPLOY DOMESTIC ARBITRATORS 
(SUCH AS TELLAR}, WHILE OTHERS HAVE FUllY FUNGIONING OVIL COURT SYSTEMS 
(SUCH AS EARTH}, AND STILL OTHERS RESOLVE NONCRIMINAL DISPUTIS IN OTHER 
FASHIONS, SUCH AS THE AN DORIAN OUEUNG CODES. 

Starfleet, m eanwhil e, operates its own milita ry courts 
for violati o n s of Starfleet procedure and regu lations. 
Unlike m ost 20th-century military courts, however, 
Starfleet personnel reta in the ir c ivil rig h ts as Federation 
citizens even in a court-martial and wi ll occasiona lly 
even use c iv ilia n attorneys rather than Starfleet-appoint
ed military lawyers. Between this and the similarities 
between Starfleet military law and Federation law in 
general, Starfleet courts-martial often seem like civilian 
courts i n un i fo rm . 

Because it is the policy of the Federation to rely on 
the good faith and sound legal judgment of i ts jud icia l 
officia ls, rathe r than on detailed and overl y technical 
legisla tio n, Federation laws are u sually broad ly worded. 
O ne resu lt of this is that i t is left up to the judge to 
determine whethe r a particu lar act falls within the law. 
Indeed, in many cases, the judge (which includes star
ship commanders, w h o are empowered to preside over 
cases where Federation Court judges are no t avai lable) 
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serves not only as the presiding authority, but also con
ducts the investigation, questions people, 
cross-examines witnesses, and otherwise involves him
sel f directly w ith the case in ways more reminiscent of 
19th-cen tury Bri tish judges than of 20th- century 
A m erica n o n es. This gives judges a great deal of power, 
but they exerc ise it e quitabl y, and the c i t izens of the 
Federatio n a re generally qu ite pleased wi th the fairness, 
w isdom, and honor of thei r judges. In the event that a 
party to a case (parti c ula r ly someone accused of a 
c rime) does not believe that the judge can render an 
impartia l verdict, he has t he r ight under the Fed e ration 
Con stitution to request a new judge, but h e can on ly do 
this o n ce. 

As a result of th is less forma l system (or perhaps as a 
cause), there are few Federation lawyers. There are st ill 
millio n s of lawyers in each member society, but they 
practice their local law, which in many instances is still 
quite procedure-laden a nd complex. In th e Federation 
Cou rts, w h ere there are few formalities, the average per
son is much less likely to need a lawyer to assist h im 
through the legal process. Indeed, there are n't even a ny 
formal requirements to practice before the Federation 
Courts- someon e w h o is involved in a case i s j u st as 
like ly to seek the help of a trusted friend or relative as 
h e is to hi re a n attorney. However, for those situa tions 
where attorneys are deemed worth wh ile or n ecessary, 
th ey are certa in ly available. Persons accused of c rimes 
in Federation Courts h ave the r ight under t he Federatio n 
Con stitutio n to b e rep resented by an attorney, at the 
Federation's expense, if they so desire. They can a lso 
stan d mute under the Seventh Guarantee, w hich pro
tects Federation citi zen s against se l f-incrimination. 
Seventh Guarantee questions (and the growing number 
of sentient brain chemistries that it fai led to interpret 
correctly) have caused Federation and Starfleet courts to 
abandon the truth-detection equ ipment used in trials 
during the 23 rd century. 

THE COURT SYSTEM 

The first level of the Federation Courts is not rea lly a 
Federation court at all-i t is the local, planetary court 
systems of th e Federation's members. Normally local 
court cases o nly become invol ved w i th the Federation 
Courts if local law gran ts the litigants a right to appea l 
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to the Federation Courts (which is very uncommon), or 
if the local courts do something which one party to the 
case claims violates the Federation Constitution. 

However, there are situations in which Starfleet per
sonnel violate local laws. The question then arises as to 
which has jurisdiction over them- local law or 
Federation law (be it civilian or military law). The gen
eral presumption is that Starfleet personnel are subject 
to local laws when on a planet, and thus can be tried in 
local courts for violations of those laws. However, 
under the Federation Constitution, a Starfleet comman
der can override local law and insist that the crewman 
in question be tried under Federation law (usually by the 
commander himself, under the Code of Military justice). 
This issue usually arises in criminal cases where local 
law is so manifestly unfair in Federation eyes (such as 
the death penalty for flower-destruction on Rubicun Ill) 
that a commander could not, in good conscience, sub
ject Starfleet personnel to it. 

Since the Federation no longer has a death penalty 
law (originally Starfleet's General Order 7, forbidding 
contact with Talos IV), commanders sometimes inter
vene to prevent their crewmen from being subjected to 
capital punishment under local law, preferring to try 
them under the more merciful Federation regulations. 
Given the reputation of Starfleet for fairness and rapidi
ty of trials, local authorities will sometimes voluntarily 
remand Starfleet personnel to their ship for trial , with a 
local figure serving as prosecutor in the hybrid Starfleet
local trial that results. On other occasions, Starfleet will 
ins ist that local authorities provide prosecutorial per
sonnel, or even allow foreign prosecutors in a 
court-martial, if the a lleged crime has serious interstel 
lar ramification s. 

H IGHER COURTS 

Cases appealed to Fed e ration jurisdiction (or of vio
lation of Federation l aw) begin in Sector Courts, 
assuming that an indictment in the case is returned by a 
Federation Grand jury, a body of citizens which h as the 
power to investiga te crimes and subpoena witnesses. 
Appeals from Sector Court, if accepted, go to Quadrant 
Court. 

There are two Quadrant Courts, one covering A lpha 
Quadrant and one Beta Quadrant. While the term 
"Quadrant Court" makes it seem as though there were 
only one in each quadrant, and in fac t on paper there is, 
there are hundreds of Quadrant Court courthouses 
throughout each quadrant-there are too many cases 
for a single courthouse to handle them all, and travel 
limitations would make it impract ical to use just o ne 
court in any event. However, all courthouses of a 
Quadrant Court answer to a sing le Chief Judge. 

In those rare cases where a legal error slips past the 
Quadrant Court also, a party may appeal to the highest court in 
the Federation : the Federation Supreme Court at The Hague on 
Earth. As the ultimate judicia l and constitu tional authority w ith
in the Federation, the Federation Supreme Court receives tens of 
thousands of appeals per year, but it only hears those in which 
it feels a genuine lega l error has been committed, o r where a 
legal issue has been presented which determination is impor
tant for the entire Federation (for example, a new legal question 
that has never before ari sen). 
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The Federation Supreme Court has jurisdiction over 
several types of cases. The first is cases that have been 
appealed from the Quadrant Court-"appeal jurisdic
tion." This is how it gets most of its cases. Second, some 
cases can come to i t directly without going through the 
lower courts-" original jurisdiction." One type of origi
nal jurisdiction case is a dispute between two 
Federation members, for example a disagreement over 
who owns a particular asteroid belt (and thus has min
ing rights). In cases where the informal actions of the 
Diplomatic Service cannot resolve the situation, the dis
putants can petition the Federation Supreme Court for a 
ruling. Under the Federation Constitution, both parties 
are bound to accept the Court's decision without ques
tion; if necessary, Starfleet can be called in to enforce 
the order (this has never happened, however). A related 
type of original jurisdiction case is treaty disputes. 

The Federation Supreme Court is also empowered to 
render "advisory opinions:" opinions not in a legal case, 
but on a general question of law put to the Court by the 
President or the Federation Counci I (for example, 
"Would it be constitutional for the President to appoint 
someone with no military experience or training as a 
Starfleet Captain?"). However, advisory opinions are 
rarely requested, and the Court does not like to consid
er them. 

Lastly, but most importantly, the Federation Supreme 
Court rules on the constitutionality of laws and govern
ment actions. If a citizen believes that a new law is 
unconstitutional, he can file suit in the Federation 
Courts and appeal it a ll the way to the Federation 
Supreme Court for a d ecis ion on th e issu e . 
Constitutional challe nges are unusual, but when the 
Court grants a constitutiona lity petition it ends up over
turning the law as unconstitutional about half the time. 

The Federation Supreme Court is composed of 25 sit
ting justices, w ho are appointed by the President and 
confirmed by a majority vote of the Federation Counc il; 
the appointment is for life. Each of the five founding 
species has a seat "reserved" for i t on the Supreme 
Court; the others can be filled by a member of any race 
(even a nothe r one of the five). The leader is the C hief 
Justice, who under the terms of the Fede ra tion 
Con stitution must be a Vulcan. The other 24 are 
Associate justices. The c urrent Chief justice of t he 
Federation Supreme Court is Tusar, an aged Vulcan 
known for his judic ia l temperame nt a nd his seemingly 
encyclopedic knowledge of Federation law. H e is 
grooming one of the two Vulcan Associate Justices 
presently sitting on t h e Court so that sh e may succeed 
him. 

THE SECRETARIAT 

When tourists ask w hy Federation Hall in San 
Francisco is so en ormou s, their tour guide describes all 
the facilities for them and expla ins that it's necessary to 
keep the m a ll in one place. What the guide usually 
doesn't reveal is that about 80% of the entire building is 
occupied by personnel of a single "branc h " of the gov
ernment: the Secretariat. 

The Secretariat is the Federati o n 's bureaucracy- the 
people respon sible for sending correspondence, taking 
notes, filing records, m a intaini ng databases, and per-



form in g other servi ces to keep the entire organization 
running as sm oothly as possible. Technically a sectio n 
of t he executive branch, and certa inly unde r th e 
President's direct contro l (div isio ns of it a lso report to 
the Federation Counc il o n m a n y occasions), th e 
Secre tari at is usu a lly conceived of as a sort of branc h of 
its own. As w ith any burea uc racy, it has a certa in 
am ount of prestige and power, since it has a n i nstitu
tio n a l familiarity w ith the ins and outs of the Federat io n 
that more temporary Presidents and Councillors m ay 
lack. The titular heads o f th e vario us departments, su c h 
as Defense, Commerce, Colo ni a l Affairs, etc., ofte n find 
the m se lves comple te l y dependent on their 
Und ersecretari es fo r informatio n and results. 

BUREAUCRAT OVERLAY 
ALTHOUGH IT's VERY UNLIKELY THAT ANYONE WILL WANT TO PLAY A fEDERATION 

BUREAUCRAT, THE OFFICIOUS AND INTERFERING OFFlCIAL IS A STANDARD ELEMENT 
FOUND IN MANY STAR TREKEPISODES. THIS OVERLAY IS PRESENTED, THEN, TO HELP 
BUILD THESE NPC's MORE FULLY. SHOULD YOUR GROUP DEODE TO PLAY A SERIES 
CENTERING ON POLITICAL INTRIGUE (SEE P. 29), PLANETARY/COLONIAL ADMINISTRA· 
liON (P. 26), OR EVEN ESPIONAGE (P. 32), THIS OVERLAY MIGHT BE HANDY FOR 
PLAYER CHARACTERS AS WELL: 
ADMINISTRATION (BUREAUCRATIC MANIPULATIOII) 2 (3) 
COMPUTER (RESEARCH) 1 (2) 
CULTURE (fEDERATIOII BUREAUCRACY) 2 (3) 
fAST TALK 2 
HISTORY (fEDERATIOII) 2 (3) 
INTIMIDATIOII (BLUSTER) 1 (2) 
lANGUAGE 

FEDE RATIOII STANDARD 2 
LAw (FEDERATION LAw) 2 (3) 
PERSUASIOII (DEBATE) 1 ( 2) 
A FEDERATION BUREAUCRAT WILL ALSO HAVE A SKILL OF 1 (2) IN THE AREA HE OVER· 
SEES: A BUREAUCRAT IN THE DEFENSE DEPARTMENT MIGHT HAVE A SKILL IN STRATEGIC 
OPERATIONS ONE IN THE BUREAU OF COLONIZATION MIGHT HAVE A SKILL IN 
PLANETARY SCIENCES, AND ONE IN THE SCIENCE COUNCIL MIGHT HAVE A SCIENCE 
SKILL 
TYPICAL ADYANTAGES/DISAOYANTAGES: ALLY, CONTACT, fAVOR OWED, PATRON, 
POUTICAL RANK; ARGUMENTATIVE, ARROGANT, RIVAL 

NEW POLITICAL ADVANTAGE 

POLITICAL RANK 
THIS IS THE fEDERATION BUREAUCRATIC-POLITICAL EQUIVAUNT OF THE PROMOTION 

ADVANTAGE (STAR TREK THE NEXT GENERATION RoLE PLAYING GAME, P. 1 04) FOR 
CIVILIAN fEDERATION GOVERNMENT CHARACTERS. !DIPLOMATIC SERVICE MEMBERS 
HAVE THEIR OWN RANK STRUCTURE; SEE DIPLOMATIC RANK, P. 26.). STARFLEET OFFI· 
CERS RARELY TREAT HOLDERS OF POLITICAL RAIIKS WITH THE RESPECT THE HOLDER 
WOULD LIKE; DIPLOMATS ARE, WELL, DIPLOMATIC. 
(OST SECRETARIAT RANK 
0 THIRD UNDERSECRETARY 
1 ASSISTANT SECOIID UNDERSECRETARY 
2 DEPUTY SECOIID UtJDERSECRETARY 
3 SECOIID UtJDERSECRETARY 
4 ASSISTAtiT SECRETARY 
5 DEPUTY SECRETARY 
6 UtJDERSECRETARY 

HEADS OF IMPORTAIIT DIVISIONS OF THE SECRETARIAT USUALLY HOLD THE RANK OF 
SECRETARY (SUCH AS THE SECRETARY OF COMMERCE) OR UNDERSECRETARY-WITH· 
PORTFOLIO (SUCH AS THE UNDERSECRETARY FOR CONTACT). BUREAU DIRECTORS 
RANK APPROXIMATELY EQUAL TO UNDERSECRETARIES, ALTHOUGH DIRECTORS OF SOME 
IMPORTANT OR PRESTIGIOUS BUREAUS (SUCH AS lOLONIZATION OR THE fJS) MAY 
HAVE UBINET RANK AND BE CONSIDERED SECRETARIES IN THEIR OWN RIGHT. As WITH 
ANY BUREAUCRACY, THE fEDERATION BUREAUCRACY PLAYS BY ITS OWN RUUS, AND 

~ SELDOM UTS OUTSIDERS IN ON THE SCORE. 
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DIVISIONS OF THE SECRETAR IAT 

The Secre ta ri a t i s best known for the countless 
bureaus, divisions, agen cies, and services w hich com 
prise it. Som e, su c h as the Administrative Ass i stants 
Division, are re lativel y bland and funct io n a l, but t h ey 
a re as impo rta n t cogs of the Federation m achine ry as 
are the more "colorfu l" div isions. These inc lude : 

TH E PR ESS AND INFORM ATION BUREAU 

PIB, as it is commonly known, i s the Federatio n's press 
agency. A lthough regarded primarily as " the offic ial mouth
piece of the UFP," it is actuall y more than that. W hile i t does 
provide a substa ntia l amount of information about the 
Federation to independent news agencies, i t is 
also a broadcaster in its own right. PIB's 
Federati o n Information Network (FIN) 
broadcasts news, documentaries, and other 
shows of interest to the entire Federation. 
Due to the freedom of speech and press 
guarantees in the Federation Constitution, 
PIB has few oversights or restrictions, and 
operates in a quasi- independent fashio n. 
The o nly major limitation on PIB is the same"'~§lllllllili 
as that o n Federation citizens-it cannot broad
cast classified information wi thout the permission of 
the appropriate government officials. On the rare occasions 
w hen this rule has been broken, PIB has proven relatively 
immune to punishment, since it has successfull y argued 
before the Federation Supreme Court that most of the penal
ti es th e Federation has tri ed to impose on it a re 
unconstitutio nal. 

Larger Federation starships sometimes have one or more 
PIB officers assigned to them. These officers are usually more 
tightly contro lled by thei r commanders than "free" reporters, 
but they have learned not to complain about it, fo r fear of 
being banished from newsworthy Starfleet ships entire ly. 

REPORTER OVERLAY 

PIB EMPLOYS TENS OF THOUSANDS OF CORRESPONDENTS, INVESJlGATORS, AND 
REPORTERS IN ITS SEARCH FOR NEWSWORTHY INFORMATION. PERHAPS THE LIFE OF AN 
INTERSTELLAR MUCKRAKER APPEALS TO YOUR CHARACTER. IF SO, TRY THIS OVERLAY: 
ARTISTIC EXPRESSI ON (WRITING OR ViDEO) 2 (3) 
COMPUTER (RESEARCH) 2 (3) 
CULTURE (FEDERATION) 1 (2) 
FAST TALK 2 
HISTORY (RECEIIT) 2 (3) 
lANGUAGE (fEDERATION STANDARD) 1 
PLANETSIDE SURVIVAL (URBAN) 1 (2) 
SEARCH 1 
STREETWISE (ANY SPECIALIZATION) 1 (2) 
WORLD KNOWLEDGE (CHOOSE SPECIALIZATION) 2 (3) 
ONE OF THE FOLLOWING AT 1 (2) AS AN AREA OF PROFESSIONAL INTEREST: DIPLOMACY, 
ANY TACTICS, ANY SCIENCE. THIS REPRESENTS "BOOK UARNING" GATHERED FROM 
REPORTING ON THE SUBJECT. A PIB REPORTER WHO REPORTED ON NEW DEVELOPMENTS 
IN SPACE SCIENCES (AsiRDPHYSJCS) WOULD KNOW QUITE A BIT ABOUT THE CURRENT 
RESEARCH AND INFORMATION IN THE AELD, BUT COULD NOT DERIVE A CONCLUSION 
ABOUT A NEUTRON STAR FROM SENSOR PROBE DATA, FOR EXAMPLE. 
TYPICAL .4DYANTAGES/01SAOYANTAGES: AlERTNESS, CONTACT, CURIOUS, fAVOR Owro; 
ARGUMENTATIVE, IMPULSIVE 
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THE BUREA U OF COLONIZ ATION 

The Bureau of Colonization is in charge of the 
Federation's relations wi th its colonies. Although the 
Bureau does have to answer to the Federation 
Committee for Colonial Relations, since it handles 
most of the day- to- day contacts and crises, it is w ide
l y perceived by the colon ists as being " in charge" of 
them back home. Colony governors report to the 
Bureau, further reinforcing the illusion of power. 

The Bureau 's power is not entirely illusory. In most 
cases the Bureau does have to submit requests for 
additional resources or assistance to the Federation 
Committee. However, in dire emergencies, such as 
natural disasters or a rapidly spreading plague a fflict
ing a colony, the Bureau has the power to contact 
Starfleet or other branches of the Federation govern
ment on its own for aid. In these cases, th e Bureau 
works closely with Starfleet's Office of Colonia l 
Affairs. While the Bureau serves as the lia ison 
between colonies and the Federation government, the 
actual logistics behind establ ishing a colony-trans
porting material and people-fall to Starfleet's 
colonial office. 

Closely related to the Bureau i s the Federation 
Terraforming Commission, whose members are select
ed from the Bureau and the Federation Science 
Council. As its name implies, the Commission is 
responsible for evaluating requests to terraform 
worlds, analyzing the worlds themselves to determine 
how terraforming could or should proceed, and over
seeing the actual terraforming process. Due to the 
resources involved and the vast eco logical transfor
mations that terraforming works, the Commission 
tends to view app li cations for terraforming co n serva
tively. This causes resentment among some 
pro-colonization groups. 

THE FEDERA TION SCIEN C E COUNC I L 

It has sometimes been stated that the Federation is a 
government founded upon rationality and science . If so, 
then the Federation's c h ief agency responsible for scien
tific subjects, the Science Council, must be considered 
one of its most important divisions. Centered in Geneva 
on Earth, the Federation Science Council serves as the 
advisory committee on scientific and technological 
questions to the Federation Council and Secretariat. The 
Science Council also engages in long-term research on 
warp propulsion, basic physics and cosmology, and 
other topics. Science Council committees also pursue 
topics of interstellar scope such as the nature of sen
tience or the question of warp-drive stresses on the 
space-time continuum. The h ead of the Science 
Council, known as the Chief Science Advisor, is 
appointed b y the President and approved by the 
Federation Council. 

Much of the Science Council's research efforts is 
conducted by the many research stations and institutes 
w hich it maintains. Chief among these is the Daystrom 
Institute, an enormous research and teaching complex 
located in Montana on Earth. The D aystrom Inst itute is 
devoted to research in all fields of scientific endeavor, 
from purely social sciences such as archaeology and 
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anthropology to the computers and robotics beloved of 
its namesake, Dr. Richard Daystrom. The Federation's 
most respected and accomplished scientists have a ll 
worked or trained here at some point during their 
careers. In addition to campuses and study facilities 
from Earth to Vulcan to Omicron Theta, the Institute 
now has jurisdiction over an entire "planetary annex", 
Calor IV. 

The Darwin Genetic Research Station, located on 
Gagarin IV, is one of the Federation's chief facilities for 
biological research. It concentrates on genetics research 
and h as made some remarkable strides in this field, but 
also works in other areas of biology. It is well known for 
its near-disastrous experiments with the human immune 
system in the 2350 's and 2360's, but this notoriety is not 
entirely deserved; most of its projects have yielded valu
able information and caused no danger to anyone. · 

Another important scientific facility is the Sagan 
Institute for Stellar Research. Based in a large space sta
tion in the Gamma Eridani star system, the Sagan 
Institute stud ies all manner of astronomical phenomena. 
Its researchers are often granted permission to travel 
aboard Starfleet starships to study important stellar 
occurrences or conduct research that cannot be per
formed at the Institute itself. Be ing granted a position at 
the Institute, w hich requires a three-quarters majority 
vote by the faculty, is considered a signal honor in the 
Federation scientific community. Institute scientists have 
well deserved reputations for being pacifists, which 
som etimes causes problems when they travel aboard 
Starfleet vessels. 

CIVIliAN SCIENTIST CAN CONCENTRATE HIS ENnRE B.EING ON RESEARCH'WITH,,NO OTHER 

REQUIREMENTS. ON THE OTHER HAND, WITHOUT THE DISCIPLINE OF STARFlEET, CIVIL· 

IAN SCIENTISTS CAN PROVE FRUSTRATING TO WORK WITH. THEY CAN MAKE EXCEUENT 

NPC's OR PC'S. HERE IS A SCIENCE COUNCIL SCIENTIST OVERLAY FOR EITHER PUR

POSE: 

COMPUTER (CHOOSE SPECIALIZATION) 2 (3) 

PERSONAL EQUIPMENT (TRICORDER AND SPECIFIC SCifNTIFIC EQUIPMENT) 2 (3) AND 

(3) 

SCIENCE, ANY (CHOOSE TWO SPECIALIZATIONS) 2 (3) AND (4) 

SCIENCE, ANY OTHER (CHOOSE SPECIALIZATION) 2 (3) 

SHIPBOARD SYSTEMS (SCIENCE STATION OR SENSORS) 1 (2) 

CUUURE (SCIENTIFIC) 1 (2) 

HISTORY (CHOOSE SPECIAliZATION) 1 (2) 



T h e United Fe d e ratio n of Pla n ets boasts a m em
bership of c lose to 15 0 pl a n ets. In addition, 
hundre d s of oth e r colonies serve as h o m es for 

Fed e ration c iti zen s. Thi s diversity of c ultures g ives th e 
Fed e ration stre ng th . Diffe rent w ay s of thinking have 
le d to scientifi c advancem ents. The ta lents of ind iv id
u a l species working togethe r g ive the UFP a n ed ge in 
conflic ts w ith a n y si n g l e species. 

The Constitution of the Federation recognizes the 
equ a l rig hts of a ll sentie n t li feforms, but the UFP takes 
prima ry responsibi l ity fo r its member speci es. No p art 
of th e Fede ratio n i s c losed to c itizens. A child born o n 
a n ew Federation m embe r world may drea m of 
becoming Fede ra tio n Preside nt. No membe r speci es 
a re e xc luded fro m leadership posi t i o n s in the UFP. 
You could be sitting ac ross from a huma n Fede ration 
diplomat or a n A ndori a n- both represent t h e 
Fe d e ration. 

Pe rhaps m ore tha n a ny oth e r p a r t of the UFP, 
Sta rfleet embodies th e philosophy of diversity. Crew 
m embe rs from a ll m embe r sp eci es eat, sleep , and 
work togethe r in starship communities. They must re l y 
o n each othe r 's skills and abi lities. They l earn to 
apprec iate th e c ultura l idiosyn c raci es of their fe llow 
sp ecies and spread the i r knowledge across the ga laxy. 
They become fri ends; in m a ny cases, c rew m embe rs 
come to see each oth e r as family m embers. This i s the 
idea l of w hi c h the founding m embe r worlds drea m ed 
w h e n they bega n thi s n ew inte rstella r experiment. 

The Federati o n re m a ins open to n ew m embe rs. 
Dozens of worlds petition for m embership in the UFP. 
M ost fail to m eet the hig h standards set by t h e A rt i c les 
of Federation. Those tha t m ake the sac rifices neces
sa ry to reach o ut to th e UFP, h owever, f ind su ppor t 
a nd a id th ro u ghout th e e nti re p rocess. Man y 
Federation leaders believe th at as lo n g as n ew p la ne ts 
j o in, the U FP sha ll survive and flouri sh . 

Membership 
Five sy ste m s fou nded the UFP and forme d the initial 

m embership: Earth, A lp h a Centauri, A ndoria, Te lla r, and 
V ulcan. The Federatio n Con stitution establ ish ed guide
lines fo r th e review and admiss io n o f new m e m bers, 
and w ith the ch a rte ring of the n ew Federation Starfleet, 
the searc h fo r l ike-mind ed syste m s and speci es began in 
ea rnest. In the first century of the Fe deration's exi sten ce, 
the m e m bership rose to over fifty syste m s. As n ew c iv i
li za tio n s j o ined, the UFP prospered. Today, the numbe r 
of m embe r worlds sta nd s a t 15 0, w ith n ew appli catio n s 
received every month. 

Th e eventua l aim of the Fed erat io n is to unite a ll sen
ti ent beings in a single inte rste llar body, d edi ca te d to 
p ro tecting the r ights o f every indiv idua l and m a inta ining 
peace thro u ghout the ga laxy. Th e UFP sees a ll life as 
interconnecte d and a ll species as members of a sing le 
ga lactic fami ly. These are hig h i dea ls, indeed. Few 
Federation c itizen s b e lieve such h arm ony i s p ractically 
possible, especi a lly right now, but mi ll ions o f m e n and 
w ome n in the UFP stri ve every d ay to m ake th is dre am 
a rea li ty. A fter a ll, they point o ut, the Fed e ra tio n itself 
would have b een seen as impossibly utop ia n o nly two 
centuries b efore its founding. 

• ... 
~ 
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A RACE'S QUEST FOR UFP MEMBERSHIP CAN PROVIDE A GROUP WITH SIGNIFICANT "' 
'MATERIAL FOR GAME SESSIONS. ON THE PLANET ITSELF DISSIDENT GROUPS MAY START 
A TERRORIST CAMPAIGN 'TO PREVENrUFP ACCEPTANCE OF THEIR HOMEWORLO, EVEN 
GOING SO FAR AS TO KIDNAP FEDERATION OFFICIALS. STARFLEET CREWS MAY BE CALLED 
UPON TO HELP WITH THE REVIEW PROCESS, POSSIBLY PERFORMING INTERVIEWS AND 
RESEARCH OR TRANSPORTING TEAMS OF FEDERATION SPECIALISTS TO THE WORLD. (AN 
ENTIRE SERIES COULD BE SET ON A PLANET UP FOR FEDERATION MEMBERSHIP; SEE THE 
(ONTAIT COMMISSION SERIES) AN UNDESERVING GOVERNMENT MAY START ATTACKING 
STARSHIPS AS RETALIATION AGAINST THE UFP FOR REJEITIHG ITS PETITIOtl. 

EVEN IF ALL GOES WELL WITH THE APPLYING WORLD, INTERSTELLAR RIVALS COULD 
START A WAR, HOPIIIG TO COilQUER THEIR ENEMIES BEFORE THEY GAIN THE PROTEC
Tiotl OF STARFLEET. THE ROMULANS OR URDASSIANS COULD ARRIVE IN THE SYSTEM 
WITH PLAflS OF THEIR OWN FOR THAT WORLD. A CURRENT FEDERATION MEMBER MIGHT 
SUGGEST THAT THE PETITIONING WORLD IS A CENTER FOR ILLEGAL INTERSTELLAR AITIV
ITIES. 

THE MEMBERSHIP PROCESS COULD ALSO HAVE A PLACE IN THE BACKGROUND OF A 
SERIES. PLAYERS COULD MAKE FIRST CONTAIT WITH THE WORLD DURING AN EARLY 
ADVEfHURE, AND THEN RECEIVE REPORTS FROM THE PLANET AS IT GOES THROUGH THE 
MEMBERSHIP PROCESS. PERHAPS STARFLEET SAVES THE PACIFISTIC CITIZENS OF AN 
UNKNOWN CIVILIZATiON FROM THE ATTACK OF HOSTILE ENEMIES. AFTERWARD, WHEN 
THE NEWLY DISCOVERED CIVILIZATION JOINS THE UFP, THEIR AMBASSADOR MIGHT 
OFFER THANKS TO 'THE CREW OF THE STARSHIP •• (ERTAINLY MAKING FIRST CONTAa WITH 
AJUTURE FEDERWOH MEMBER WOULD BEe A W~THWHit1 CAREER ACHIEVEMENT. 

RI G H TS AN D RESPONSI B I LIT IES 

A lthough th e idea ls embod i ed in the Con stitution 
of the Federation appea l to many lifeforms, planetary 
governments must justify membership in the UFP to 
their people. Some worlds want St a rfleet as a protec
tor and a peacekeeper. Other planets w ish to improve 
their economic ties w ith Fe d e ration neig hbors. A few 
governments fee l that gaining a voice in ga lactic 
affairs va lidates b ecoming members of the UFP. But 
each w orld that seeks m e mbership learns to appreci 
ate a ll o f the rights of memberships a nd to shoulder 
the responsibilities th at com e with those rights. 

PRIVILEGES 

A ll UFP members enjoy th e following privileges 
a nd benefits: 

R EPRESENTATI O N A N D V OTE ON U F P 
COUNCil 

Article 9 of the Federati on Constitution g ran ts each 
m e mber world representa ti on on the Fe d eration 
Coun ci l. All membe r w orlds and systems are re pre 
sented equall y, possessing a delegation of up to five 
members a nd one vote, regardl ess o f size, popul ation, 
length o f membership, o r any other factors . The 
Constitution guarantees thi s right, and prevents any 
actio n which would proscribe a pla n et 's righ t to rep
resentati o n , short of ex pul s ion from the Federation. 

ECONOMIC SUPPORT 

The UFP Economic Coun c il and its b ranches pro
v ide fi nanc ia l support to m emb e r worlds. Pla n e ts 
must request funds before they a re re l eased . Some 
worlds request funds for economic improvements, 

T H E PRI CE OF f R EE DOM 

such as establishing n ew trade routes o r providing 
investment capita l for development projects. 
Catastrophes may strike a ny Federation world, a nd 
disaster relief is anoth er part of the UFP's economic 
support. W hen a member pla n et suffers an econo mic 
coll apse, w hether due to a crisis or poor f ina n cia l 
management, the UFP m ay help bail it o ut o f dire eco
nomic stra its a nd suggest measures t hat w ill red uce the 
likelihood of further financial difficulties. 

LEGAL SUPPORT 

The Federation's judicial system is o pen to a ll citi
zens and member worlds. The UFP maintains reg i o n a l 
and sector courts. In add iti o n, a n appellate process 
guaranteed by the UFP Con sti tution helps insure that 
Federation courts reach fa ir decisions. A ppea ls may go 
as far as the Federation Supre m e Court. The court sys
tem a lso hears d ispu tes between member worlds a nd 
provides support to m embers on issu es of loca l law. 

The jurisdicti o n of t h e UFP extends primarily to 
interstellar law and the protections afforded to individ
u a ls b y the Federation Constitution. Member worlds 
have the ir own laws and j udicia l systems which retain 
thei r a uthority to resolv e inte rna l matters. Federation 
lega l experts w ill serve only in advisory roles o n mat
ter s concerning the domestic laws of a planet. 

DIPLOMATI C SUPPORT 

The reputation of the UFP's Diploma t ic Service 
extends far beyond Federatio n borders. Member 
worlds can request diplomatic a nd cul tura l support 
from the UFP. The Federation Diplomati c Servi ce 
serves to keep the different member worlds at peace 
w ith each other by helping to open lines of communi
cation an d settl e disputes. Federation diplomats w ill 
a id planets in improving re lations w it h no nmemb er 
worlds a nd even negotiate treati es and trade agree
m e nts on behalf of a planetary governmen t. They 
provide arbitration servi ces to resolve interna l p o litica l 
disputes or conflicts w ith colonies. Although few 
members j o in b ecau se of this benefit, those that take 
advantage of the UFP's diplomatic su p port find it 
extre m e l y useful. 
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MILITARY SUPPORT 

Starf leet provides fo r the defense of membe r 
worl ds. For some plane ts, particula rl y those on the 
borders o f the Romul ans, Kl ingons, or Carda ssi a ns, 
t his is the foremost reason to j o in the UFP. The Borg 
attack o n Federation space has caused other pla n e ts to 
p etitio n the Fed e ration for m embe rship, in th e h o p es 
that Starfleet w ill protec t the m from assimilation. The 
Fed e ratio n Council ta kes the defense of its m embe r 
worlds v ery seriously. M embe rs ca n rely on Sta rfleet to 
d efend the m against any aggressor. 

RESPONS I B I LITIES 

Wh ile member worlds enjoy the benefits of b e long
ing to th e UFP, th ey a l so take on impo rta nt 
responsibilities. First and foremost, each m embe r 
world sw ears to uphold the Fed e ration Constitution. 
They agree to promote p eace in th e ga laxy and respect 
the rights of all Federa tio n c itizens. 

MUTUAL SUPPORT 

Because of its size and dive rsity, the Federation has 
a lmost unlimited resources. While the Tellarites pro
v ide large quantities of to ranium, should the demand 
exceed Te llar 's supplies the Federation can obta in 
m o re fro m a dozen othe r pla ne ts. Each membe r pro
v ides w hat it can to suppo rt the UFP and its m a ny 
endeavors. Most plane ts see this as a m atter of pride 
and g ive generously to keep the Federation stro ng. The 
UFP u ses these resources to administer the go vern
ment and its branches. In tim es of need, the Fed e ratio n 
sometimes requests additiona l assistance, from enlist
ing a ll avai l abl e ship s to evacu a te a plane t to prov iding 
food shipments to a pla ne t suffe ring drought. 

PERSONNEL SUPPORT 

The Federation c he ri shes the strength provided b y 
the diversity of c ultures and abilities. A lthough no offi
c ia l requirement for p e rsonne l support ex ists, th e UFP 
expects each m ember world to provide indiv idua l s to 
serve in governme nt o rganizations, p a rti c ularl y 
Starfleet. To d ate, this unoffi c ia l requirement h as n ever 
been an i ssue with Federation members. Fo llowing the 
b attle of Wolf 359, w hi c h saw m assive losses of 
Starfleet personne l, th e issue has rece ived som e atten
tion. Few ambassadors see a n y c ause for concern. 
Most planets a re proud to send their best and brig htest 
to serve in the UFP. 

] O/NIN6 THE f EDERATION 

W h en Sta rfl eet discovers a new c ivilization, regula
tions demand a n initi a l observation p e rio d before first 
contact can b e m ad e . I f observations prove that a race 
is s igni ficantly adva n ced , initial contact team s are sent 
to meet w i th the leaders of the p lanet. Initi a l contact 
teams educate the n ewly discovered race as much a s 
they study them. In a few cases, a n ewly discovered 
world w ill as k to j o in the United Fed e ratio n of Planets. 

REVIEW PERIOD 

After the initi al contact teams have completed their mis
sions, and a planet wishes to join the UFP, the planet is 
placed under Probationary Review. There is no predeter
mined length of time fo r this review; Probationary Reviews 
have been completed in as li ttle as a few months, w hile 
others have been o ngoing for decades. During this process, 
Federation officia ls eva luate the planet o n a variety of fac
tors to determine suitability for m embership. 

The Federation Council assigns a Federation Cu ltural 
A ttache to o versee the review. The Federatio n Cu ltural 
A ttache is assigned a review team to aiel in the process. 
Members of review tea ms include indiv iduals drawn from 
the UFP Diplomatic Serv i ce and Contact Commission . If 
special circumstances ex ist, the team m ay a lso include offi
cers from the Colonial Office, Starfleet, or even the Science 
Council. 

The rev iew team conducts periodic surveys and planet
sid e interv iews, preparing both the populace and the 
government for full-fl edged membership. A reas where the 
w orld does not adhere to UFP ideals w ill be pointed out to 
the planet's leadership, along with suggestions to correct 
the proble m s. The Federation Cultural Attache and his team 
must make certain that their review is accurate and the 
leadership is providing them with all relevant information. 

At the same time, the Federation Cultural Attache must 
educate the p eople o f the w orld about the nature of the 
UFP. Many w orlds have a distorted view of the Federation, 
w hether as a d eadly interstellar empire like the Romulans 
o r as the ticket to a permanent free lunch at Terran expense. 
The rev iew team has the task of laying the gro undw ork for 
inclusion in the Federation and making the transition as 
easy as p ossible. Federation Cultural A ttaches often find 
preparing any world for the changes that com e w ith mem
bership to be the most challeng ing part o f their duties. 

The primary concern of the team is to eval uate the 
world's capac ity fo r full UFP participation. Technological 
development is impo rtant. A wor ld m ay p ossess al l the 
other necessary tra its to join the UFP, but i f it has not devel
oped advanced technology fu l ly, it may not be 
recommended . Spaceflight m ust be possible, and wa rp
capabl e c iv ili zations certain ly m eet th e Federation 's 
technolo gica l crite ria. 

The world must possess a sing le world govern
ment. Planets w ithout a single government o r political 
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system are generally not considered. If the vast major
ity of the planet, ninety percent of the population or 
higher, possesses a single government, then the 
review team m ay continue to work w ith the world 
leaders until diplomacy can unite the planet's c iti
zens. 

Finall y, th e planet must p rotect the fundamental 
rig h ts of its citizens. Th e interviews conducted b y the 
review tea m a re essential to making sure tha t the cit
izenry is not oppressed b y a government. Even 
"private" discrimina tion, such as a caste sy stem, will 
cause a planet to get a downcheck on Federation 
membership. Rev iew teams see this work as the most 
sensitive part of their task. 

After each review v isit, the team m akes a formal 
report to t h e M e mbership Committee of the 
Federation Counc il. Based on the tea m 's findings, the 
Committee may recommend the world for m e mber
ship. Based on thi s recommendation, the Federation 
Council w ill vote on accepting the world as a new 
member; the Committee's recommendations are not 
ironclad guarantees one way or the other, a nd many 
times membership for some new world becomes a 
touchy political issue in the Council. If the vote fails, 
the w hole process repeats itself. 

THE CONTACT COMMISSION SERIES 

A STAR TREK: THE NEXT GENERA nON RoLE PLAYING GAME SERIES CENTERING ON 
THE WORK OF THE CONTACT COMMISSION MIGHT BE A SPECIALIZED VERSION OF A 
DIPLOMATIC SERIES CONCENTRATING ON PLANET STORIES AND EXPLORATION OF NEW 
CUUURES. CONTACT COMMISSION TEAMS INCLUDE HOT ONLY THE CULTURAL ATTACH£, 
BUT ALSO OCCASIONAL STARFLEET STRATEGIC EXPERTS AND SCIENCE COUNCIL SPECIAL
ISTS PERFORMING TECHNICAL EVALUATION. ANDORIANS MIGHT JOIN THE TEAM BECAUSE 
OF THE PLANET'S WARRIOR TRADITIONS; BETAZOIDS MAKE EXCELLENT ADDITIONS TO 
ANY UNIT, LIKE A CONTACT COMMISSION, DEVOTED TO RECONAISSAHCE AND RECON
CILIATION. AN ENTIRE SERIES MIGHT TRACK ONE PLANET FROM FI RST CONTACT 
THROUGH COVERT SURVEILLANCE AND INTO THE OPEN CONTACT, DIPLOMATIC NEGOTIA
TIONS, MEMBERSHIP APPLICATION, AND PROBATIONARY REVIEW PERIOD. To TRACE THE 
DEVELOPMENT OF AN ENTIRE CULTURE FROM AN ISOLATED, LONELY PLANET TO A FUll
FlEDGED MEMBER OF THE FEDERATION COULD LEAD TO SOME VERY REWARDING 
ROLEPLAYING AND INTERESTING STORIES. 

CONTACT COMMISSION SERIES MIGHT CONCENTRATE ON ONLY ONE ASPECT OF THE 
PROCESS, OF COURSE. AN ENTIRE SERIES COULD BE DEVOTED TO COVERT SURVEILLANCE 
OF A PLANET PARAllEllllG, AND EXPANDING ON, RIKER'S ADVEIITURES ON MALCOR 
Ill IN THE EPISODE "FIRST CONTACT." lET THE PLAYERS SEE HOW ALIEN INFILTRATION 
AND CONSPIRACY PARANOIA THEMES PLAY FROM THE SIDE OF THE ALIENS! 

ANOTHER CONTACT COMMISSION SERIES COULD FOCUS SOLELY ON THE 
PROBATIONARY REVIEW PERIOD. PERHAPS THE CHARAffiRS HELPING TO GUIDE A NEW 
PLANET TO FEDERATION MEMBERSHIP STUMBLE ON SOMETHING MORE THAN THE USUAL 
RUN OF ODD CUSTOMS, MISUNDERSTANDINGS, AND COMICAL UNIVERSAL TRANSLATOR 
GLITCHES. DOES THE PLANET HOLD ALIEN RUINS, MAKING IT A POTENTIAL TARGET FOR 
ROBBERS AND HIJACKERS FROM ORION TO DESSICA II? Is THE PLANETARY GOVERN
MENT All THAT IT APPEARS TO BE, OR ARE THERE SHADOWY SPECIES OF ENERGY BEINGS 
WORKING BEHIND THE SCENES? PERHAPS THE WORLD IS UNSURE WHETilER TO JOIN 
THE FEDERATION OR THE ROMULAN EMPIRE AND THE CHARAffiRS FIND THEIR PATHS 
BLOCKED AT EVERY TURN BY A ROMULAN CONTACT COMMISSION TEAM, WHICH NEVER 
HESITATES TO BRIBE, LIE, OR INTERFERE TO GET A JUMP ON ITS HATED UFP RIVALS. 
SHOULD THE CHARAffiRS RISK MAKING THE FERENGI INTO ENEMIES BY RESTRirnHG 
THE TRADE IN NUCLEAR WEAPONS? SHOULD THE COMMISSION TRUST THE HEW WORLD; 
IF NOT, HOW CAN If CONVINCE A NEW PLANET TO TRUST THE fEDERATION? 

STARDATE 45Z39:1 
0800 HOURS 

IT SEEMS THAT EACH DAY BRINGS NEW SURPRISES. MY TEAM AND I HAVE BEEN ON 
MOLVOS IV FOR TWO WEEKS, YET I FIND MYSELF UNABLE TO COMPLETE OUR REPORT. 
ALTHOUGH I HAVE SERVED ON REVIEW TEAMS BEFORE, HOLDING THE POSITION OF 
CUUURAL ATTACH£ PUTS THINGS IN A DIFFERENT PERSPErnVE. 

THE MOLVONS CERTAINLY WISH TO JOIN THE UFP. THE WELCOMING CEREMONIES 
LASTED THROUGH,JHE FIRST WEEK WE ARRIVED. I DON'T KNOW IF I CAN EA{ANY MORE 
MOLVON DELICACIES AFTER THE THALOFIN BRAIN DELIGHT MADE ME SICK FOR TWO 
DAYS. STILL, THE MOLVONS ARE FRIENDLY AND ENTHUSIASTIC. I'M JUST NOT SURE 
THEY UNDERSTAND WHAT IT MEANS TO JOIN THE FEDERATION. THE LEADERSHIP SPEAKS 
AS IF WE OFFER THEM SALVATION, DESPITE THE ADVANCED NATURE OF THEIR SOCIETY. 
I THINK I'VE EXPLAINED TO ARCHON DALURION SEVERAL TIMES THAT BECOMING A 
MEMBER MEANS THAT THE MOLVONS ARE EQUAL PARTNERS IN OUR SOCIETY. 

TODAY, I'M GOING TO TOUR A MANUFACTURING FACILITY AND AillND A MAJOR 
SPORTING EVENT IN THE CITY OF NYSTAR ON THE SOUTHERN CONTINENT. I'M LOOKING 
FORWARD TO THE SHUTTLE FLIGHT. IF NOTHING ELSE, MOLVON ERGONOMICS COULD BE 
A MAJOR CONTRIBUTION TO THE UFP. I LOVE THE SEATS ON THEIR VESSELS. 

T'PAL HAS TRANSMiillD SOME NEW INFORMATION ON MOLVON WEATHER-CONTROL 
TECHNOLOGY. SHE INDICATES THAT IT'S HOT AS EFFErnVE AS THE MOLVONS STATED! 
BUT I'LL HARDLY HOLD A lffiLE EXAGGERATION AGAINST THEM. AT THIS POINT, 
BELIEVE THAT THEY HAVE MET OUR TECHNOLOGICAL REQUIREMENTS. THEY ALSO DEFI
NITELY HAVE A SOLID WORLD GOVERNMENT, BUT I'M STill WONDERING ABOUT 
MOLVON RIGHTS. HOPEFULLY, THE REST OF THE TEAM Will HAVE SOME INTERVIEW 
INFORMATION FOR ME TONIGHT, AND I MAY LEARN A FEW THINGS DURING MY TOU R. 

1400 HOURS 

THE SHUTTLE FLIGHT WAS EVERYTHING I EXPECTED. I WISH THE BEDS ON THIS PLAN
ET WERE AS COMFORTABLE AS THE CHAIRS, BUT MOLVONS DON'T BELIEVE IN 
MATTRESSES. I MAY SLEEP Ill MY CHAIR TONIGHT. 

THE FACTORY WAS IMPRESSIVE. ALTHOUGH THE MOLVON OFFICIALS SEEMED NERVOUS 
ABOUT MY VISIT, THEY HAD NOTHING TO WORRY ABOUT. THE WORKERS I SPOKE WITH 
WERE VERY HAPPY AND THEIR WORKING CONDITIONS WERE EXCELLENT. THEY MET ALL 
FEDERATION SAFETY REQUIREMENTS AND I FOUND NO EVIDENCE OF RIGHTS VIOLA
TIONS. HOWEVE~ I WAS CONCERNED ABOUT HOW LITTLE THE AVERAGE CITIZEN KNEW 
ABOUT THE UFr. ONE FEMALE THOUGHT THAT WE WERE PLANNING A COMPLETE 
TAKEOVER OF THE PLANET. IF I RECOMMEND MEMBERSHIP, I THINK WE'll HAVE A LOT 
OF WORK TO DO DURING INTEGRATION. 

I'M ON MY WAY TO THE NYSTAR GAMES, WHICH ARE SOME OF THE MOST WATCHED 
EVENTS ON THE PLANET. I'M HOPING TO GAIN A GREATER UNDERSTANDING OF MOLVOH 
CULTURE AND ENJOY MYSELF BEFORE I START PORING THROUGH THOSE INTERVIEWS 
TOMORROW. T'PAL WILL RETURN TO THE CAPITAL TOMORROW WITH HER FULL ASSESS
MENT OF MOLVON TECHNOLOGY. 

2200 HOURS 

I'M HOT REALLY SURE HOW TO BEGIN THIS LOG. THE NYSTAR GAMES WERE THE MOST 
BARBARIC THINGS I HAVE EVER SEEN. APPARENTLY, MOLVON ATHLETES ARE GENETI
CALLY AUGMENTED, PUMPED FULL OF DRUGS AND THEN SENT OUT TO REENACT 
MYTHICAL CLASHES BETWEEN ANCIENT GODS. Nor All THE PARTICIPANTS DIED, BUT 
THERE WERE HEAVY CASUALTIES DURING EACH EVENT. THE FINAL CEREMONY WAS A 
STRUGGLE BETWEEN DIFFERENT WARRIORS ARMED WITH TRISKAS, A MOLVOH BLADED 
BOLA, FOR A SHIELD WITH THE CREST OF THE UFP. THE ARCHON JUST BEAMED PROUD
LY WHEN THE SHIELD WAS REVEALED. I FEU BffiER AFTER EATING THE THALOFIN BRAIN 
DELIGHT THAN WHEN I WITNESSED THAT DUEL 

THE MANUFACTURE ••• BREEDING ••• I'M HOT SURE THE APPROPRIATE WORD ••• OF 
THESE ATHLETES AND THE TYPE OF COMPETITION THEY ARE PUT INTO RAISES SERIOUS 
QUESTIONS ABOUT MOLVON REGARD FOR FUNDAMENTAL RIGHTS. I THINK I KNOW 
WHAT TYPES OF INDMDUALS THE TEAM Wilt BE INTERVIEWING NEXT. I'M ALSO NOT 
SURE WHETHER i\U OE THE, HOMAGE PAID TO THE ARCHON IS JUST MOLVON CUUURE 
OR SIGNS OF. A LESs<OeEN SOCIETY THAN WE PREVIOUSLY EXPEffiD. 

DESPITE MY SHOCK, I THINK TODAY REMINDED ME OF THE'GOOD THAli THE U FP CAN 
BRING TO THE GAllXY. EVEN IF THE MOLVONS ARE NOT ACCEPTED INTO THE 
fEDERATION, I CAN HELP MAKE THIS WORLD A BETTER PLACE. TOMORROW Will BE 
ANOTHER DA~. I'M GOING TO SEE IF I CAN MAKE MY BED SLAB A BIT MORE COM
FORTABLE. 

END LOG 



BECOMING A VOTING MEMBER 

When a world h as successfully completed its 
Probationary Review, members of the UFP 
Integra tion Commiss ion j oin the Cultural Attache to 
help the planet o n its transition into fu ll m e mber
ship. During t h is time, t h e Fede ration officiall y gives 
the w orld status as a n associate membe r of the UFP, 
wh ich entitl es t h e world to full Starfleet protection. 

The economic trans i t ion is one of the key areas 
that the In teg ration Commission handl es. C iti zens 
of the n ew membe r world receive informa tion on 
the interste llar economy and how their native c ur
ren cy, if a ny, converts to the credit. Th e Fe d eration 
aids the assoc i a te member world in negotiating ini 
tial interstell a r trade a rrangements. Spaceports and 
docks are upgrade d to U FP standards, so that m e r
chants w ill not have difficulty arriving on the 
planet. 

The associ a te membe r receiv es a n influx o f co l
lected d ata fro m t h e Federation. If n ecessa ry, the 
UFP Integration Commiss ion helps the plane t estab
lish an acceptab le education system. Thi s p a rt of th e 
transition to full m embe rship is often th e most diffi
cult. C i t izen s must lea rn Federation law and c ulture, 
as we ll as a d apt to new scientific information. 

Po li tica ll y, t h e wor ld must adjust to Federation 
authority. M a ny associate members a re surprised 
about the ease of this part of the transition. Since 
the Federation recognizes member sovereignty, littl e 
c h a n ges within a world 's government. A representa
tive d e legation i s sent to the Federation Cou ncil , but 
they do not vote until integration is complete. 

Integration i s a j o int process b e tween the 
Federa tion and the planeta ry government. When 
both th e UFP and the world agree that t h e time h as 
come for full membership, the planet gains voting 
rights in the Federation Council and becomes a UFP. 
The integration process can last for months or even 
yea rs; on ra re occasions, it may be as short as a few 
weeks. Each planet and c ulture adjusts a t its own 
sp eed. Th e UFP Integration Commission always 
receives high marks from new m embe rs for the 
e n couragement a nd respect they give assoc iate 
m embers during this exciting and trying p e riod. 

-
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A PRESIDENT'S PERSPECTIVE 
FROM lEADING Us TO THE STARS, A JOURNAL BY PRESIDENT KMAUN OF ANCHIZA 

TRANSLATED BY UNIVERSAL TRANSLATOR 

(AVAILABLE FREE ON ANY UFP PUBLIC COMPUTER NEIWORK} 

WHEN I WAS CHOSEN BY THE COUNCIL OF ELDERS TO SERVE AS PRESIDENT, I 
THOUGHT THE GREATEST CHALLENGE TO MY TERM WOULD BE PASSING THROUGH THE 
UFP's PROBATIONARY REVIEW SUCCESSFUUY. WHEN THE FEDERATION COUNCIL 
APPROVED THE MEMBERSHIP OF ANCHIZA, I DECLARED A GLOBAL HOLIDAY AND CELE
BRATION. IT WAS THE BEST DAY OF MY LIFE.I.rm.E DID I REALIZE THAT THE REAL WORK 
WASN'T COMPLETE; IT HAD JUST BEGUN. 

LARISSA DANII, OUR FEDERATION CU LTURAL ATIACH~1 HAS PROVED INSTRUMENTAL 
IN HELPING MY GOVERNMENT WITH THE TRANSITION. I VE HELD SEVERAL ECONOMIC 
SEMINARS WITH BUSINESS LEADERS IN AN ATTEMPT TO EASE THE TRANSITION TO THE 
fEDERATION CREDIT. WE HAD 0RIONS AND f ERENGI ARRIVE Otl PLANET TO OFFER 
ASSISTANCE IN OUR ECONOMIC AFFAIRS, BUT ON THE ADVICE OF ATTACH£ 0Atlll WE 
DECLINED. I'VE BEEN INFORMED THAT BOTH 0 RIONS AtiD fERENGI TRY TO TAKE 
ADVANTAGE OF NEW MEMBER WORLDS UNDER THE GUISE OF OFFERING FltiANCIAl SER
VICES. SINCE OUR REFUSAl, SPACE PIRATES HAVE MADE ISOLATED ATIACKS AGAINST 
MERCHANTS EN ROUTE TO ANCHIZA. 

ATTACHE DANII HAS ALSO EASED TENSIONS BEIWEEII fEDERATiotl ADVISORS AND OUR 
PEOPLE. STARFLEET'S ENGINEERING CORPS ARRIVED TO UPGRADE OUR SPACEPORTS TO 
HANDLE fEDERATION TRAFFIC. WE HAVE HAD TO LEARN HOY/ TO DEAL IYITH MAllY 
DIVERSE CULTURES, SUCH AS THE VULCANS, AtiDORIAtiS, TERRA NS, AtiD TELLARITES. 
So FAR, NO MAJOR IN CIDENTS HAVE OCCURRED. 

I HAVE BEEN IMPLEMENTIIIG A WIDE-SCALE EDUCATiotl PLAtl Ill OUR SECONDARY 
SCHOOLS AND UNIVERSITIES. WE HAVE SO MUCH HEW KIIOWLEDGE THAT OUR SCIEN
TISTS AND EDUCATORS ARE HAVING DIFFI CULTY ASSIMILATI NG All OF IT. ATTACH£ DANII 
TOLD ME THAT ANCHIZA WAS ONE OF THE MORE TECHNOLOGICALLY ADVANCED WORLDS 
ADMITTED TO THE UFP. I DON'T KNOW HOW OTHER PLANETS COPE WITH THE INFOR
MATION SHOCK. 

WE CHOSE A fEDERATION COUNCIL DELEGATION OF OUR FINEST CITIZENS; I'M GLAD 
THAT NERRYSH AGREED TO COME OUT OF RETIREMENT TO BE OUR FIRST AMBASSADOR 
TO THE fEDERATION. THE UFP ARRANGED TRANSIT FOR OUR DELEGATION TO EARTH. 
THE DELEGATION SHUTTLECRAFT WAS ATTACKED ON ITS WAY TO THE RENDEZVOUS WITH 
THE FEDERATION VESSEL I'M CERTAIN THE PIRATES WERE AS SURPRISED AS OUR CITI
ZENS WHEN THE U.S.S. GALAXY TURNED OUT TO BE THE TRANSPORTATION THAT 
ATTACHE DANII HAD ARRANGED. THE GALAXY DESTROYED THE PIRATE SHIPS AND RES
CUED OUR DELEGATION. WE HAVE HAD NO REPORTS OF PIRACY IN OUR SEOOR SINCE. 

ACCORDING TO OUR TIMETABLE, ANCHIZA SHOULD LOSE ITS ASSOCIATE MEMBER STA
TUS IN THE NEXT YEAR. THE CHALLENGES WE FACE DURING THIS TIME ARE LARGE, BUT 
WITH THE GUIDING HAND OF OUR NEW GOVERNMENT-NO, OUR NEW PARTNERS
THE UFP, WE WIU OVERCOME THEM. I AM LOOKING FORWARD TO MY FIRST VISIT TO 
EARTH- MY GRANDSON TALKS ABOUT NOTHING EXCEPT "BEARS" NOW AND WANTS A 
TOY ONE FROM EARTH ITSELF. 

Federation Colonies 
Th e UFP maintains hundreds o f co lo nies. A lmost 

h a lf of a ll Federation cit izen s live o n Federati o n 
colon ies. These settlements a re fo und throughout 
Fed e ration spa ce, from t h e fron t i e r to Mars, Earth 's 
most famous colony. Life on t h ese co lo nies can be 
h a rsh and difficult or filled w ith lux uries surpassing 
those on many core worlds. Sta r ting with the drafting 
of the Articles of Federation, t h e status of colonies and 
their role in the U FP has occasioned numerous 
debates. 

Colonies benefit the U FP in many ways. Colon y 
worlds h e lp relieve overcrowding on the core worlds 
of the Federation. They provide sou rces for recreation 
and rare raw mate rial s. Colonies g ive the Federation a 
c laim to large areas of space, a llowing the m to resup
ply Sta r f leet a nd preven t inc ursion s f rom al ien 
species. They a llow reli g ious and politica l grou ps to 
build their own societies with ou t interference from 
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the Federation-and remove those groups' incentive 
to disrupt the Fede ration 's peaceful society. Without 
colonies, the UFP could not survive. 

COLONY DESIGNATIONS 

Colonies may be categorized by their political ties. 
Many colonies belong to a specific homeworld, such 
as the Earth colonies of Mars and Cochrane. Humans 
founded these colonies b efore the UFP exi sted, and 
their governments a re represented by Earth's delega
tion on the Federation Council. Several worlds with 
colonies, such as Earth, will often include citi zens of 
their colonies on th eir delegation to the Federation 
Council. The affairs and concerns of these colonies 
are the affairs and concerns of Earth. The UFP sees the 
colonies of a specific homeworld as an extension of 
that planet's population a nd government. 

The UFP also founds its own colonies. The Bureau 
of Colonization admi nisters the affairs of these 
colonies. All species are encouraged to settle 
Federation colonies. Once a UFP colony is firmly 
established, the Fede ration Council will often invite 
the colony to appoint a Special Ambassador to the 
Federation Counci I. Special ambassadors may not 
vote, but they are allowed to speak at council meet
ings. Colonies established by the Federation, rather 
than by an individua l world, are also called indepen
dent colonies, a l t hough this is something of a 
misnomer. 

Neutral co lonies, o r unofficial colonies, are sett le
ments of former Federation c itizen s that a re not 
authorized by th e UFP. In some cases, such as a long 
the Cardassi an border, the Federation h as given up the 
rights to its co lo nies a nd has requested that c iti zens 
evacuate . In other cases, a group of coloni sts may 
decide to establish its own co lony w ithout the per
mission or assistance of Sta rfleet or the UFP. A lthough 
the settl e rs of these worlds are no longer Federation 
c itizens, Starfleet monitors events on these planets. 
This is done to protect th e UFP from inte rstellar inc i
dents caused by colonists mistaken for Federation 
citizens, such as the Maquis, and for humanita ri an 
reasons, with the h ope that the colonists wi ll seek to 
rejoin the UFP. Most unofficial colonies lie near the 
borders of the Federation. Neutral colonies are some
times the sites of diplomatic meetings between the 
Federation a nd other inte rste llar governments. 

The UFP has established joint co lonies with the 
citizens of other governments, most notabl y Nimbus 
Ill, shared with the K lingon s and Romulans since 
2268. Unfortunately in the case of Nimbus Ill, a ll 
three powers agreed to abandon the joint venture in 
2295: Nimbus Ill is a deso l ate sandball, and the 
Khitomer Accords made showy gestures of 
Federation-Kiingon unity l ess meaningful than before. 
Administration of joint co lo nies has been stra ine d. 
The UFP hopes that the estab li shment of j o int 
co l o nies wi ll improve re lations between th e 
Federa tion and her neighbors. The Bureau of 
Colonization and Diplomatic Se rvice have made sev
era l proposa ls to the Security Counci l for presentation 
to the Federati o n Council, particu larly in regard to 
more Klingon- Federation sett lements. 

THE PR I CE O F fREEDOM 

STARTING A COLONY 

The Bureau of Colonization must approve the sites of 
all Federation colonies, and individual member worlds 
often seek Bureau of Colonization recommendations for 
their own plans. Colonies may only be established on 
exp lored worlds t hat have been visited by Starfleet's 
Survey Corps. Federation colonies usually require a col
onization plan, w hich must contain an official purpose 
for establishing the colony and li st a reasonable number 
of Federation citizens (ranging from 1 0 for sc ientific out
posts to 3,500 for self-supporting farming colonies) w ho 
agree to join the co lony. It must a lso include reasonable 
gu idel ines for the colony's development. If these condi
tions are met, Starfleet h as no objection on military 
g rounds, and the Diplomatic Service agrees that the 
colony won't upset the intergal actic peace, then Starfleet 
and the Bureau w ill assist the col on ists in constructi on of 
an initial o utpost. 

The Bureau of Colonization wi ll aid colonists in find
ing a su itab le settlement site. Starfleet engineers may 
help in constructing appropri ate shelter as well. The 
Bureau provides for v ital necessi ties during the first five 
years of the colony's existence. The Burea u also he l ps 
re fer wou ld-be colonists to new col on ies that mig ht 
match th eir talents, interests, and biochemistri es. 
Andorians, for interest, often settle on colder colo nies, 
wh ile the few Vulcan col onists tend to select ho t, desert 
worlds. Many colonies rely on Starfleet heavily during 
their initial establishment. If th e col ony cannot provide 
for itself after five years, then Starfleet w ill review the col
onization plan and recomme nd w he ther the colony 
shou ld be m aintained. Colonies that become sel f-suffi
cient in a shorter period of time are more likely to receive 
a n inv itation for a Specia l Ambassador and receive sup
port from Starfleet for further projects. 

TYPES OF COLONIES 

Colonies are as diverse as the p l anets that contain 
them. However, basic types of col onies share many char
acteri stics. Listed below are a few of types of colon ies, 
a long with a brief description of the life of a Federation 
citizen o n one of these worlds. 



DISSIDENT CoLONIES 

Colonial governments must report to the UFP, but 
colonies offer a great degree of po litical and religious 
freedom. Many dissident colonies are utopian experi 
ments by citizens who are unsatisfied with their 
homeworld. Out among these colonies, the exception 
is the norm. Highly spiritua l Tellarites may run a 
colony of poets and artists. Betazoids who take drugs 
to remove their telepathy might form another colony. 
Human experiments in genetic engineering are 
rumored to occur on some dissident co lonies. 

A Federation citizen living on a dissident co lony 
may lead a very different life than does his counter
part on a core world. Most dissident colonies have 
some restriction on technology, especially communi
cation devices. A few have governments wh ich restrict 
ind ividual rights to a far greater degree than most 
Federation worlds. Usually the site of a dissident 
colony has been chosen for its distance away from 
other worlds rather than natural resources, so 
col onists must often work very hard to survive. Most 
of the citizens of these worlds have roles to play with
in the political or religious structure which ru les the 
colony. 

Dissident colonies can be strange to Federation cit
izens, and most travelers shou ld be careful to learn 
the specific l aws of a p lanet before visiting. A l though 
the founders of these colonies have different ideas, 
they are not necessarily hostile to the UFP. In fact, the 
idea ls of the Federation w hi c h promote diversity are 
the very reason that these colonies can exist and con
tribute to the UFP, albeit not as member worlds. 

ESTABLISHED COLONIES 

Colonies like Mars, Cochrane, and Deneb II are firm
ly estab lished worlds. They represent what many new 
colonies hope to become, integral parts of the UFP. 
Many of these o l der colony worlds are among the most 
important planets in the Federation. Established col onies 
are l ikely to be located in the center of the Federation, 
where the UFP's first explorations took place. 

There is l ittl e difference b etween established colonies 
and Federation member worlds. A citi zen of a colony 
lives the same lifestyle and has access to the same tech
nology as a cit ize n o n a member world. The only 
differences invol ve representation on the Federation 
Council. Although most worlds allow as much political 
participation for c itize ns of col onies as for citizens of 
member worlds, inevitably tensions arise. Some estab
li shed colon ies want to send their own delegations to the 
Federation Counc il and be recognized as full m ember 
worlds. However, some species without many p l anetary 
colonies fear th is will unbalance the UFP in favor of 
more populous o r widespread species, shutting them out 
of government. The issue of colon ia l representation i s 
one that the UFP continues to debate. 

FARMING COLONIES 

Farming co lonies suppl y the UFP w ith m assive 
amoun ts of livestock and crops. A lthough farmers 
throughout the Federation g ripe that replicators will 

end the need for them, the dema nd for real food 
remains great, esp ecially on the frontier w here energy 
can be precious. Since only the newest, rawest 
co lonies actua ll y depend on food sh ipments from 
other colonies, most farming colonies serve as exper
imental agricu ltura l areas, such as Sherman's Planet, 
or grow luxury c rops unavailable e lsewhere, such as 
Ennan VI. Farming co lonies ohen trade heavily w ith 
their neighbors. Many UFP citi zens e nvi s ion f i e lds of 
grain and numbers of herd animals when they think of 
farming co lonies, but these sett lements a l so come in 
many other forms. Some consist of undersea domes 
where submarines harvest seaweeds and native krill. 
Other colonies specialize in particu lar delicaci es, 
grown in inhospitable conditions. A few worlds are 
primarily vast vineyards. 

Work i s the order of the day on these colonies. 
Although most of these worlds have large amounts of 
automation, plenty ex i sts to be done. Many co lonists 
on these planets grow i solated from the UFP, since 
the ir work demands so much time and effort. Only 
those settlers who deal with free traders and 
Federation officials see many outsiders. 

Unti l recent ly, farming colon i es have not been very 
popula r. A Centauran li terary moveme nt which 
romanticizes li fe caring for the livestock and harvest
ing the bounty of the soil has pushed many c itizens to 
seek out these worlds. Unfortunately, the fortitude 
needed to handle th e workload on these p lanets has 
proved lacking among these romantics and many 
soon return to the core worlds. 

INDUSTRIAL COLONIES 

Industria l co lonies produce manufactured goods 
or process raw materia ls. Most of these colon i es are 
located o n the frontier or in inte rmediate areas closer 
to the core worlds. With replicators ava ilable all over 
the Federatio n , industrial colonies (like agricultural 
ones) u sua lly specialize in one partic ular task that 
replicators cannot handle or th at are best left on l ess
popu la ted p l a n ets. Most of these colonies specia lize 
in dangerous procedures, such as di l ithium-cracking 
or working with toxic c hemicals. 

On industri a l colonies, workers usually own part 
of the colony and profit not on ly from their work, but 
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also from the growth of the colony. Like many of the 
other profit-drive n colonies, labor is a fact of life. 
Many industrial colon i sts spend their time inside fac
tories, p e rforming a variety of technical tasks. Most 
p eople don't enjoy li fe in an industrial colony and set
tlers m ay join the colony onl y to leave after a few 
months. If a n industri a l colony succeeds, those work
ers with seniority stand to receive the most benefit. 

Accidents are a fact of life on these colonies, and 
Fed e ratio n captains age a bi t w hen they get a distress 
call from a n industrial co lony. Due to the dangerous 
nature of their work, any incident can turn into a 
colony-wide disaster. A lthough the Secreta riat Health 
Department tries to enforce safety measures and 
emergency protocols on UFP colonies, many industri
a l colonies (especially planetary ones) fail to 
implement these procedures fully. 

MINING COLONIES 

Mining colonies a re built on planets, moons, or 
asteroids which hold rare e lements. Mining c olonies 
m ay p rovide dilithium or rare crystal s. Common m e t
a ls and unique compounds are collected in mines. 
M a ny colonies provide a unique ty p e of metal found 
only in a specifi c sector. The demand for high-qua lity 
meta ls and radioactives makes almost any mining 
colony worthwhile. 

The p eople who live and work on mining colonies 
tend to be hardy and independent. They take meticu
lous ca re of their equipment, and w hen they aren't 
working m a ke sure that they have a good time. Mine rs 
a re known both for their well developed sen se of 
humor and for c lear thinking in a cr isis. Most miners 
spend a ll of their time below ground and harsh lights 
m ay bother them. 

Mining work is hazardous at best, even with 24th
century tec hnology. Laser cutters, ion drills, and even 
environmental suits can kil l w ith a m a lfunction. 
Unstable shafts and tunnels can cave in, trapping or 
ki lling miners. Tales abound of encounters with sub
terranean alien lifeforms, such as the Horta, which 
plagu e d the janus V I pergium mining colony. When 
tragedy strikes, Starfleet often receives the call for 
assi stance . Mining colonies reciprocate by treating 
v i siting Starfleet personnel w ith extra hospitality. 

PENAL CoLONIES 

As a last resort, prisoners may b e exi led to a pena l 
colony. These sites a re off limits for most Fede ration 
c itizens. All penal colonies fall unde r the jurisdi c tion 
of the UFP Bureau of Colonization 's Penal Div ision. 

Most penal co lonies are high-security prisons or 
work sites. Colonial penitentiaries are established for 
the purpose of protecting Federation c itizens from 
dangerous convicts. Even if a prisoner shou ld escape, 
these colonies are so isolated that there is l ittle 
cha n ce h e wou ld find his way bac k to civi li zation. 
Work sites a llow conv ic ts to perform labor in return 
for shorter sentences. These pena l colonies are simi lar 
to mining or industrial colonies, but contact with the 
outside i s heavily restricted. 

TH E P RI CE O F f R EE OO -'\ 

Starfleet barely monitors some penal colon i es. 
Criminal s condemned for life m ay b e d eposite d on an 
M-class planet with basic suppl i es. After severa l years, 
Starfleet will send su rvey teams to check on the pris
oners . On rare occasions, the communit ies 
established by these exi les have impressed the UFP 
enough for it to consider granting them full colonial 
status a nd commuting the crimes of the colonists. 

Obviously, most penal colonists are criminals. 
However, support staff such as doctors, security 
g u a rds, technicians, and bureaucrats also live on 
p e n a l colonies. The rights of Federation citi zens 
extend even to conv icts, and Starfleet works to protect 
these worlds. Starfleet captains are also contacted to 
quell uprisings a nd riots on these colon i es, mi ssions 
that are n ever very popular with crews. 

RESORT COLON IES 

These sites cater to the recreational needs of 
Federation citi zens. Usually, these are on terraformed 
worlds, designed to be a comfortab le as possible for 
v isitors. The actual administration of these colon i es 
varies wide ly, crossing the spectrum of politi ca l sys
te m s. 

Resort colon ies com e in m any diffe rent varieties. 
Some have l a rge zoos filled with interstellar 
m e nageri es. Among these, a few offer safaris into spe
cially designed "wilderness" regions. Spas are not 
uncommon, where citizens can have their hea l th 
re stored and work on phy sical deve lopment. 
Amusement colonies have thrill rides, holodeck 
shows, and performers from across the UFP. 

More exoti c resort colonies provide once-in-a-life
time opportun ities for Federation trave l e rs. Aquatic 
sites may a llow guests to swim with loca l w ildlife or 
dive for a n c ie nt (or modern) treasure. Space station 
resorts usually provide tours of spectacu lar local phe
nomena. These orbital colonies often fl oat near 
nebulae and several of them serve doubl e duty as star
bases . 

Citizens of resort colonies tend to be ente rta ine rs, 
a rtists, technicians, and medical personnel. A lthough 
many of them spend their lives in a near-pa radise, 
they a ll live with the knowledge that the success o f 
the colony d epends on its popularity. They work long 
hours and rarely take a day to rest, so that they can 
tend to the n eeds of others. 

A few resort colonies reputedly cross the bound
aries of Federation law, abus ing staff or providing 
contraband to guests. Thi s ty pe of colony i s rare, and 
those that exist lie on the edges of Fed e ration space, 
especial l y in Orion-controlled systems. Rumors 
abound that a few su ch sites continue to be a llowed 
by the UFP in order to support the activities of 
Federation Intelligence. The government firm ly denies 
such claims. 

SCIENCE COLONIES 

One of the most important typ es of colonies, these 
are a lmost always founde d unde r th e a uspices of the 
UFP. The colony administrator may b e a membe r of 



Starfleet or the Science Co unci I. Each colony has a 
particular focus or specia l project. If a science colony 
is established for a particular long-term project, it may 
evolve into another type of colony once the research 
has been completed. Many times, residents develop 
ties to a colony world. 

The personnel a t science colonies are primarily 
researchers and support staff with little military equip
ment, leaving these commun ities vulnerable to raiders 
and space pirates. The staff spends the majority of its 
time working on experiments and maintaining equip
ment. Due to their importance, Starfleet keeps a 
careful watch over these sites, making a special point 
to visit them during space patrols. Sometimes the sci
entists on board a starship will share their findings 
with the science colony and vice versa, often lead ing 
to new insights into the nature of the galaxy. 

The research done on science colonies produces 
benefits that far outweigh the costs of these undertak
ings. Many of the UFP's new technologies are based 
on work done on these distant colonies. Unusua l 
phenomena can be studied for long periods of time 
from a science colony. Science colonies may develop 
rare medicinal compounds or conduct careful surveys 
of alien creatu res in their native habitat. Not all sci
ence colonies manage to succeed in completing their 
primary missions, but the data from each one serves 
to expand the banks of the Federation's massive sci
entific library at Memory Alpha, and adds to the 
collective know ledge of the UFP. 

STANDARD COLONIES 

These colonies are established to help relieve 
overcrowding and to fill a need for challenges among 
Federation c itizens. Standard colonies lack the unity 
of dissident settlements. They also don't have an 
immediate financial benefit or focus. Standard 
colonies spread their resources, trying to survive by 
any means possible. Many standard colonies don't 
survive. Accidents can destroy a sparsely supplied set
tlement. Other c·olonies lack leadership and dissolve 
after a few h a rd years. Some colonies are founded as 
a reaction to th e crowding on Federation core worlds. 
A standard colony can be in any environment and 
have any type of political system. These colonies are 
extreme ly diverse and can be grouped only because 
they lack a specific function. 

If these colonies survive, they are the most likely to 
develop into populous worlds. Because of the broad 
range of individua l s and activities these settlements 
need to survive, they can grow easily into established 
communities. Those who manage the colony through 
its early years provide the leadership to attract new 
generations of pioneers. 

The type of individual who lives in this colony is 
a n independent, rugged survivor. People who make 
these outposts evolve into communities have faced 
tremendous cha llenges and beaten the odds. They 
respect Starfleet and the U FP, but they also feel that 
they have the best knowledge of how to run their 
world. These settlements often produce some of the 
Federation's most talented citizens. 

N\EIY\O t:: R \/V C>R LD S A N D CO L O NI ES 

The different types of colonies m ay cross and mix. 
Dissidents may build a mining colony. A resort colony 
could develop farming communities. Penal co lonies 
may make convicts perform industrial work. Just as 
the members of the Federation are diverse, so a re the 
communities they decide to create. 

COLONY POLITICS 

Federation colonies may have any type of political 
system as long as the rights of individuals are not vio
lated. Some colonies have true democracies, where 
every citizen votes on each issue. Other settlements 
have monarchies, where a hereditary royal line holds 
power. Many colonies adopt historical or theoretical 
systems, such as the Delos colony, wh ich bases its 
government on Plato's Republic. The Federation 
a llows cons ide rable leeway, only intervening to pro
tect the rights of citizens. 

Each colony has the right to self-determination for 
its form of government and plan of development. 
Th ese communities may clash with the Bureau of 
Colonization or with Starfleet over issues of develop
ment. Usually these c lashes involve 
recommendations for the protection of Federation c it
izens conflicting with the beliefs or practices of 
colonial leaders. The UFP cannot forcibly remove 
colonists from a planet, only refuse to recognize the m 
as Federation citizens. Starfleet is usuall y w illing to 
provide transport off a Federation col o ny for a ny 
group that claims the colonial government oppresses 
it, even if it can't intervene directly. 

Starfleet or the Bureau of Colonization must pro
vide colonists wi th adequate food and sh e lter, if the 
colony proves unable to meet these needs. A few 
hardy pioneers prefer starvation to receiving UFP a id. 
However, this does not release the Federation from 
the moral obligation to provide such assistance. 

Colonial leade rs must report to the UFP on the sta
tus of the colony, informing it of a n y recent 
developments. During initial stages of colonization, 
Starfleet carefully monitors any outside trade with the 
colony. A UFP-appointed colonial administrator may 
even serve to help organize the community. Both the 
Federation and the colony leaders carefully work to 
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keep relations amicab le . When difficulties arise, 
members of the D iplomatic Service often have to 
resol ve the confli ct. 

LEADERSHIP 

Colonial administrators are initi a ll y responsible fo r 
Federat ion-founded co lonies. These officia l s a re 
sometimes membe rs of Starfleet's Colonial Operations 
Division or representatives of the Federation Bureau 
of Colonization, but some speci a lized co lo nies may 
se lect their own adm i n istrators. The first duty of a 
colonia l administrator is to make certain that the 
n eeds of the colonists a re met. In addition, a colonial 
admini stra tor is he ld accountable for the success of 
the colony. 

These officials a l so serve as li aisons with the 
Federation. They must e nsure th at th e col o ny fo llows 
a ll applicable Federatio n regu lations. Co lon ia l admin 
i strato rs a re sometimes torn between their duties to 
th e Federation and their duties to th e co lo n y. In a few 
reported cases, administrators have become petty dic
tators, u sing their inf luence with the Federation to 
threaten and cajole others into obeying their orders. 
Other times, administrators serve as puppets for 
stro ng-w illed community lea ders. Colonia l adminis
trators generally are fou nd during the ea rl y years o f a 
colony or on co lonies that do not develop in to strong 
communities, su ch as industrial o r mining colonies. 

Gove rnors are colonia l leaders, c hosen e ither b y 
th e settl ers or the co lon i a l sponsors. Governor i s the 
most popular titl e used by these l eaders, but a variety 
of different terms are u sed . To some exten t, colon i a l 
governors have the same authority as the head of a 
planet. T h ey serve at the w ill of the co lony or the 
sponsor. Ind ividua l governors h ave different degrees 
of powe r. Some a re subject to cons iderab l e limitati ons 
imposed by col o ni a l counci l. A governor may h ave 
n earl y abso lute power on his own col ony. 

Govern o rs tend to h ave more influe nce in deter
mining the course of colonia l d evelopm ent than 
administrators. Most colonies feel a sense of loyalty 
and patriot ism toward t h e ir e lected leaders. The tastes 
of a governo r may sh ape the cu lture of a colony for 
yea rs afte r h e leaves office. Some governors are ven 
e rated afte r t h e ir d eaths and h ave monuments built to 
honor them. 

U nlike th e l eaders of member worlds, col o nia l 
governors may be removed by o rder of the Federa tion 
Counc il. This i s a rare event a n d on ly done w h e n offi 
c i als h ave reason to believe UFP laws are being 
v i o la ted. In co lonies of membe r worlds, that world's 
governme nt m ay a lso remove a co lonia l governor; 
this happens more o ften, usua lly b ecau se o f domestic 
po li tics. On a few occasi ons, colon i a l governors have 
dec lared the ir settl e m ents i ndependent f rom the 
Federation . T h ese declarations are u su a ll y acceptable, 
a l though Sta rf lee t does send ships to the system to 
make sure that such declarations h ave the su ppor t of 
the co lo ni sts. Sta r f leet wi ll evacu a te a ll person n e l 
w h o w i sh to remain Federatio n c iti zen s. 
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Although it is unlikely tHat a colonial administrator will have a star
ring role in a series, one can make an excellent "guest sta( NPC. Of 
course~ a colonial or diplomatic (p. 26) series might feature a colo
nial aaminstrator as a player character. This Overlay represents a 
civilian adminstrotor or governor from the colony, the parent world, 
or the Bureau of Colonization. Starfleet Colonial staff will generally 
use the Command or Operations Overlay. 

Administration {Colonial Government) 3 {4) 
Command {Colonial) 2 (3) 
Culture (Colony Planet) 2 {3) 
Language {Federation Standard) 1 
Low {Federation Low) 2 {3) 

{Colony Planet Low) 2 {3) 
Persuasion {any Specialization) 2 {3) 
Plonetside Survival {Specialization for colonial environment) 2 {3) 
Security {low Enforcement) 1 {2) 
Social Sciences {any Specialization) 1 {2) 
Vehicle Operation {any Specialization) 1 {2) 
World Knowledge {Colony Planet) 2 {3) 
Typical Aifvantages/ Oisaavantages: Contact, Patron, Political Rank 
{see p. 35); Arrogant; DilP.endent 

THE COLONIAL SERIES 

Another type of planetbound series is a colonial story ore set on one 
colonY. or in one colonial sv.stem. Tales of colonies can vorv as wide
ly as the types of colonies themselves. Individual Star Trek: The Next 
Generation Role Playing_ .Game episodes might focus on a penal 
colony, for example~ with stories of prison breaks {aiding or stop
ping), protecting a Key witness a_gmnst the Orion Syndicate from 
assassins, investigating prison conditions-or all three. 

Other colonies also offer plenty of dramatic possibilities. Any colony 
can serve as the setting for frontier stories resembling adventures in 
the Old West. Are there dangerous savages or noble but doomed 
natives resisting the colonists, or both? Ferengi saloon keepers, Orion 
bar girls, Andorion phoserslmgers, Vulcan monks, Balian gamblers, 
human ranchers, Tellorite lawyers, Pokled prospectors, Breen rustlers 
hiding out in the ice caps, and any other character you con translate 
from your favorite Western con show up in o coloma! series. 
A darker series might center on o foiled colony like Turkana IV. Here 

the series begins with o savage war of all against all resembling post
apocalyptic forth and similar settings. Slowly, the characters learn to 
survive, then to trust each other, on~ perho~s to dream of building o 
new society worthy of Federation members~ip in the ruins of the old. 
This could be o trulr, rewording campaign, and the Narrator who 
wonts to ovoid the 'technology solves everything" approach of o 
storforing series might be interested in the low-tech beginnings of 
such o storyline. 
A colonial series might also be darker yet: o series of human strug

gle o_goinst some dark foe. After all U FP colonies have seen aliens 
tllot fiumons would coli vampires {i~-113), ghosts {Coldos), deadly 
p_redotors and parasites {Deneva), and ~evious murderers from 
Kodos the Executioner to, again Jock the Ripper. In the for reaches 
of· Federation space, not all the devils in the dark necessarily turn out 
to be frienaly Hortas, .... 

Characters in o colonial series can range from colonists and admin
istrators or governors to Starfleet garrisons to Science founcil 
researchers or archaeologists. 



T he United Federation of Pl anets i s not a lone in 
space. Surrounded b y o t her inte rstella r govern
ments of vary ing intent, the Federati on keeps 

close tabs o n its nei g hbors. Each of these has their 
own cu ltures, hi stori es, governments a nd p ri orities, 
often at odds with Federa tion idea l s. Some, l ike the 
Borg and Romulans, a re outright hostile to the 
Federation. Others, like the Thol ians, remain enigmat
ic and a loof, or, like the Ferengi , t ake a neutra l 
position. This c hapter outl ines the Federat ion's rel a
tionship w ith each of its star-far ing neighbors, and, 
more importan t ly, th e ir relationsh ip to the UFP. 

Borg Collective 
BRIEF H ISTORY OF RELATI ONS 

The Borg, native to D e lta Quadrant, have been 
affecting Federation space at least since the 2290 's, 
when they d estroyed the EI-Aurian c i v il izat i o n . 
However, the Federation f irst made contact w i th t h e 
Borg Co ll ective not t h rough its own efforts, b u t 
through the interference of Q. I n 2365 Q prope l led 
the U.S.S. Enterprise over seven thousand l ight years 
into Delta Quadrant onto the fringe of Borg space. 
Escaping only by v irtue of a bargain w ith Q, the 
Enterprise wa rn ed Starfleet t o expect a Borg incurs i on 
within the next decade. 

That estimate proved to be wi ldl y optimist ic. In 
l ate 2366, Borg c ubes ob l iterated the New Provi dence 
colony on Jouret IV, mov ing rapid l y in to Federation 
space after ass imilating humans and other species 
there. A brief delaying action on l y succeeded i n 
diverting the Borg directly for Ea rth after they tem
porarily ass imila ted Capta in Picard of the 
Enterprise-D. At Wo lf 359, th e Borg decisivel y defeat
ed an unprepared Starfleet, destroying 39 of 40 
starsh ips e ngaged. O nl y t he last-minute reverse-engi
neering of B o rg command architecture t hrough 
Captain P icard's implants saved Earth. Since the n, the 
vast majo rity of d efense p lanning h as foc used on 
preparing for a second Borg invasion. Th e Borg t hreat 
was a major impetus in causi ng Starfleet to accept a 
draw in t he Cardass ian Wars. Last-minute concer ns 
about th eoretical genocide p revented the dep loyment 
in 2368 of the Trojan - horse invasive p rogram th rough 
the i so la ted Borg " Hugh" (o r Third-of- Five) . The 
Enterprise- 0 repel led another rogue B org i nvas ion led 
by the android Lore in 2369, which demonstra ted th at 
more Borg ships than the Wolf 359 invasio n force had 
reac h ed Federati on space. 

Starfl eet Command conti n u es to consider the 
th reat of the Borg a pri marily military probl em. Lt. 
Commander Shelby, one of t h e veterans o f the 
Federation 's first con f li ct with t he Borg, h as assemb led 
a task force to furth er study the situatio n. The t hreat 
from the Collective remains constant. Any Federat i on 
vesse l si g h t ing a Borg ship i s under stand ing orders to 
report the i n c ident. Current fear of fu rt her att acks, 
h owever, has made this i ncreas ing l y diff icu l t. • 
C haracteristi ca lly, once rumors spread of a possible 
Borg sighting, man y civilian vessel s panic, misinter- .. 
pretin g sensor data as fu rther confirmation o f an 
imminent attack. Starf l eet su spects some u nscrupu -~ 
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lous Ferengi and Orion traders of filing fa lse reports to 
disrupt trade in some key sectors. 

DIPLOMATIC RECOMMENDATIONS 

Rep o rt o f Comma n der Tal Ma lan, First Officer, U. S.S. 
Endeavor 

As part of my du ti es as Starf leet Diplomatic 
Corps liaison , I have been asked to document my 
theori es concern ing a diplomatic so lu t ion to the 
Borg di l emma. I h ave expressed the opin ion that we 
may eventua ll y e nte r a dialogue of some k ind with 
the Collective. My commanding officer, Capta in 
Ar' iq, does not sh a re this view. Despite th is dis
agreement, h owever, the p rob lem re m a ins. The Borg 
are not s i mply a milita ry threat. If we canno t over
come the Borg by m il itary fo rce, and we refuse to 
commit genocide agai nst them, we must, by n eces
sity, pursue other options. 

At first, the idea of n egot iating with the Borg- or 
estab l ishing any form of diplomatic relations-cer
ta inly seems like a contradiction . Th e Borg d o not 
negotiate; they conqu e r and ass imi late. A ll d i scus
sion o r negotiation concernin g thi s conquest i s 
irre levant. It i s impossib le to mainta in dip lomati c 
re lat ions wi th a c ulture t h at wan ts to ass imilate you . 
Thu s, form a l re la ti ons w ith the Borg a re nonexistent 
and decided ly h ostil e . The Borg h ave made thei r 
inte ntions clear, and the Federation has been unable 
to estab li sh a ny fundam e n ta l dia logue. 
Nonetheless, I propose that th is urge to acquire and 
ass imilate new knowledge may prove to be a weak
ness of t h e Collect ive-on e that ca n be exp loited. 

Let us briefly cons ider w hat we know so far. The 
Borg a l ways negotiate from a pos i tion of strength, 
demonstrating an a l a rm ing single-mindedness in the 
p ursu i t of their goa l s. They w il l not stop to deal with 
a minor threat w h e n a m ajor conquest is at h and. 
This is understandable, as one w h o can n egotiate 
from a position of strength has n o need to negotiate. 
Al l distraction s become i rre levant. 

"Borg diplomacy," if I may use such a term, 
exhib its severa l unusua l t rai ts that bui ld upo n thi s 
a rrogance a nd surety. Normall y, in the practice of 
the dip lomati c a rts, one often wonders whether a 
rep resenta tive ca n speak for hi s race with authority. 
I f one strikes a b a rga in w ith a Romula n dip lomat, 
for instance, th ere is little assurance that the politi
cians h e dea l s w ith wi ll agree. This complicat ion is 
nonexistent w i t h the Borg: Th e representative is t h e 
Co llective. The Borg has no n eed to deceive or lie. 
Furthermore, their experi ence at dealing with a vast 
number of races h as given them a remarkab l e 
insight into the many tactics of deception used by 
their enem i es. 

Yet, in recent m on ths, we h ave been able to 
estab li sh limited contact with i so lated Borg. Capta in 
Picard's l atest discovery, a colony led by the "Sons 
of Soong," has l e d to a g reat d eal of speculation. 
How do we know that this co lony i s the on ly o n e of 
its kind? I h ave n o c hoice b u t to believe there may 
be further "families" o r co lo nies o f Borg p ossess ing 
thi s, o r s i m il a r, individuation. Further, if the Borg 
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goa l is to evolve into the dominant life form in the 
ga laxy, how can t h ey d i smiss the evo lutionary pos
sib il iti es "H ugh" presents? I f such colonies o r 
coop e ra tives of Borg exist, there may yet be hope 
for a dip lomatic so lution . I t might even be possible 
to turn Borg against Borg, sp l itting the Collective. 

Furthermo re, I profess that o ther Borg may be 
made to undergo t he same process experienced by 
Hugh, Third-of-Five. It i s entirel y possible that, 
through reeducatio n and cond iti o ning, an i nd iv idu 
a l Borg could be sa lvaged to provide u s w i th fu r ther 
intelligence regarding this most remarkable l i fe 
form-a "reverse Locutus," if you w ill. Information 
regarding the Borg is o n e of t h e most va luable assets 
we ca n have in our confl ict w i th t h e Collective. The 
opportuni ty afforded by abandoned or stranded 
Borg should never be refused. Th e fact that the 
Collective immediately destroys i ts wounded, effec
ti ve l y preventing further examination, is 
confirma ti on of th i s. 

W h i le I am possessed of th i s uncharacterist i ca ll y 
optimisti c mood, per haps I shou l d a d vance another, 
more p essim isti c, scen ari o. Su ppose the Borg was 
fo rced to e n counter a stronger c iv i l i zation ? They 
have, in th e p ast , had no need to en l ist a lli es, yet 
dare I say i t? If the Federation and t h e Borg were 
ever th reatened by anoth e r unfathomab l e and 
imp lacab le enemy, we may find some common 
cause. Cons ider this: Faced w i t h the fi rst Borg 
attack, the Federati on even managed to secure a 
brief open ing with th e Romulans. Stranger things 
h ave happened. 

As we continue to theorize, the Borg continue to 
evo lve. For now, so-called "Borg Space" remains 
quite distant from the safe boundaries of the 
Federation. Yet the exped i tionary force that assault
ed us is but the advance guard. As individuals, we 
must con tinue to theorize what may become of t h e 
Borg Collective. The alternative i s abandoning al l 
h o p e, surrendering to a force often described as t h e 
spread of a vast, un reasoning, and inhuman evil. As 
t h e incident of Thi rd-of-Five attests, the strength of 
t h e indi v i d u a l m ay wel l be ou r g reatest weapon 
aga inst the Borg Collective. 



[ ARDASSIANS 

BRIEF HISTORY OF RELATIONS 

Following first contact with the Cardassian Union 
in 2335, when the U.S.S. Temple exchanged shots 
w ith a Cardassian patrol ship, the Federation attempt
ed to soothe the suspicions of this new neighbor. The 
Cardassians' possessive n ess and th e ir refu sa l to back 
down from conflict unless faced by an obviously 
superior force meant that tensions continued to flare. 
Occasional naval skirmishes only increased in the tur
bulent years following the Cardassian annexation of 
Bajor (2328), near the UFP-Cardassian border. 

In 2347, the Cardassians attacked the Federation 
colony on Setlik Ill under the impression that it was a 
staging point for a Starfleet invasion of Cardassian 
space. The Setlik Massacre led to two decades of war
fare between Cardassia and the UFP. Cardassian 
border attacks, and the Cardassian policy of looting 
any captured colonies, left virtually every c itizen of 
the border sectors nursing a personal grudge against 
Cardassia. 

At times, a lasting peace w ith the Cardassians must 
have seemed out of reach. The UFP Diplomatic 
Service continued negotiations with the Cardassians 
while Starfleet kept up a solid defense of Federation 
space. The truce of 2366 collapsed after th e U.S.S. 
Phoenix launched a preemptive strike against 
Cardassian formations in Sector 2 1505. The next year, 
Captain Edward Je llico negotiated an a rmistice that 
h e ld until the Federation-Cardassian Treaty of 2370 
estab lished peace in exch a n ge for the neutralization 
of several border worlds in a Demilitarized Zone 
(DMZ). Cardassia ga ined dominion over some UFP 
worlds (and vice versa), but g ranted Bajoran indepen
dence. 

C urrently there is li tt le constructive exchange o r 
commun ication with the Cardassian Union, s ince 
they a re unw illing to discuss military i ssu es o r trade 
technology and since they refuse any a id in other 
areas. The ex i stence of both Federation and 
Cardassian colonies in the DMZ m ay lead to a better 
understanding between the two cu ltures in time. Until 
then, unfortunate ly, tensions remain high and many 
groups on both sides of the DMZ refuse to accept the 
verdict of the war. The Bajoran Wormhole remains a 
sti cking point, as does the continu ing presence of for
mer Federation freedom f ig hters, the so-called 
Maquis, in Cardassian space. 

CARDASSIAN MILITARY: 
THREAT ASSESSMENT 

The Cardassians have a strong military, having 
spent the l ast severa l decades attacking, conque ring, 
and stripping other worlds. Despite the current truce, 
they should be con sidered a major threat due si mply 
to the ir firepower, their ruthlessness, and their highly 
disciplined stru c ture . The Cardassians v iew every sit
uation as a military exercise, and thus can be 
expected to seek every possible opportunity to gain 
territory or prestige. T heir ships cover Cardassi a n 
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space securely, patrolling against intrusion and deal
ing with any unauthorized entry with lethal force. 
They also travel to n eutral areas and along the edges 
of contested areas, watching for opportunities. In par
ticular, Cardassian Calor-class starships skirt the 
edges of the DMZ, constantly watching for the slight
est excuse to enter that area or to demonstrate the ir 
power. 

The Cardassians rarely back down from a battle, 
but they also do not commit themselves foolishly
rather, they wait until they are sure that there is at 
least a fair chance of success and also a reasonable 
leve l of potential reward. Once this is certain, how
ever, they will commit their forces quickly and 
decisively, an d are capable of coordinating dozens of 
ships in carefully arranged patterns and w ith multiple 
objectives. 

It should also be noted that the Cardassians are not 
m e re fighters-as any intelligent military must, they 
recognize the value of information, and rea lize that 
information obtained before battle and through non
combative means can often turn the tide of that battle 
when i t does occur. Th ey are known to have an exten
sive intelligence corps, and the typical Cardassian 
sense of dedication suggests that their agents are will
ing to wait for years or longer in the hope of obtaining 
useful information. The only two Cardassian ranks 
known are "Giinn," a medium-level ra nk roughly 
equivalent to Lieutenant or Lieutenant Commander, 
and "Gul," which is equivalent to Captain. All 
Cardassian vessels are commanded by Guls. 

STRUCTURE OF RELATIONS 

Relations with Cardassi a are still strained, despite 
the treaty. The Federation is attempting to foster a l ess 
vio lent, more peaceful attitude o n Cardassia, but such 
effo rts have thus far met w ith failure, as the military 
mindset i s deepl y ingrained. The Federation Embassy 
on Cardassia Prime has top Starfleet Security special
i sts con stantl y worki ng to foil Cardassi a n survei ll a n ce 
and spy efforts; Obsidian Order agents follow diplo
mats in the Cardassian Union everywhere. Only a few 
months after n ormalization of re lation s in 2367, one 
of the Federation ambassadors suffe red an apparent 
mental breakdown and another diplomat disappeared 
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without a trace. The Cardassian Union professed sur
prise at these events a nd a ssisted in searchin g for the 
missing individual, but the body was never recovered. 
Relations hav e been slig htly less dramatic, but no less 
ten se, since then. C a rdassian diplomats in the UFP 
are almost certainly a ll top Obsidi a n Order agents; a 
Cardassian cultural attache on Ea rth was caught 
attemp ting to bl ackmail se ve ral Romulan emissaries, 
and took his o w n life before the FIS could full y inv es
ti gate th e m atter. In addition to the ineff iciencies this 
c auses for Federa tion-Cardassian n egotiat ions, i t also 
implies th at the Cardass ian Union assume s that all 
Federa tion diplomatic personne l, milita r y or civilian, 
are spies for Sta rfleet Intellige nce . 

One of the condition s of the Cardass ian - Fed e ration 
Treaty w as that d eta inees had the rig ht to representa
t ion fro m th e ir o w n gove rnme nt in a n y proceedings. 
This is on e of the services prov ided b y the ambas
sadors of both side s, and re quires large a mounts of 
time and attentio n fro m Federation p ersonnel. 

MILITARY G OVERN M EN T 

C a rd assia i s ruled b y a military governme nt, over
seen b y the Cardassian Central Command, w hich in 
turn fa ll s unde r th e politica l control of the Detapa 
Council. Very little is know n about this sy stem, 
b eyond th e fac t that it is rigidl y controlled with 
detailed rules of c onduct and c lear duties and restric
tions for each position. It is also know n that the 
g overn m e n t k ee ps c l ose t a b s on eve ry citi z en . 
Repo rted ly, th e C ardassi a n B ureau o f Ide nti f icatio n 
even requires that a m o la r be extracted fro m every 
C a rdass ian, to a id in veri f ic ation la te r. just ice i s m e ted 
o ut q ui c kly a nd publicl y, w ith a ll t r i a l s bro adcast t o 
the public-the verdi c t is a lways " g uilty." Ind iv idua ls 
a re not va lued strong l y in the Cardassi a n system, as 
man y a re sacri f i ced to achieve objectives-it is o nly 
the overa ll goa l tha t i s imp o rta nt, a nd each person i s 
on l y as usefu l as hi s position a nd stra teg i c va lue . 

G ive n th e m i lita r y structure, it is li ke l y tha t p o liti 
cal m a nueverin g invo lves n o t o nl y the u sua l l evel o f 
d ea l-making a nd c o m prom ise but a lso subte rf u ge, 
strategic p os iti o ning, a n d even sab o tage. A successful 
m ilita r y record would be re quire d to h o ld any hi g h 
posi tio n , a nd each leader would atte m p t to p os ition 
f o llowers in key pos ition s to cont ro l portio n s o f the 
milita r y, thu s e n suring p ositi o n a nd p o wer, a nd p re 
venting (or ca u sing ) a n untime l y milita ry co u p . This i s 
a ll conj ec tu re, however, as the Cardass ia ns do n o t 
discuss the ir p o litica l m a tters w ith o uts i ders. 
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BRIEF HISTORY OF RELATIO N S 

A ltho u g h th e ir c ulture h as a p pare ntly existed for 
severa l thousand years, the Fe re n g i we re comp le tel y 
unknown for som e time . The Fere n g i m ay h ave been 
resp o n s i b le for a num b e r of ship disap pea rances in 
A l p h a Q uadra nt, a mong t h em t hat o f th e U. S .S. 
Stargazer in 2355. T h e offi c i a l U FP first c ontact w ith 
the Fere n g i did not occur until 2364, at D e l p hi Ardu . 

TH E PRI CE OF fRE E D O M 

Upon learning of the Federation, this technologica ll y 
a dvanced c ivilization immediate ly b egan trade n ego 
tiation s, a lthough the y re fused even to c onside r the 
notion of joining the Fede ration themsel ves. In many 
w ays, this may have prov ed a w ise decision for all 
concerned. As it stands now, the Ferengi are allow ed 
free passage w ithin Federa tion spa ce and traverse it 
frequently, buy ing and selling goods of all t ypes and 
to all ty pes o f people. They are shrew d bus inessmen 
and hold a business contract to be sacred, adhering to 
the ir o w n strict moral code. Because o f thi s, a nd their 
familiarity w ith the Federation, they have sometimes 
b e en u sed as interm ediari es b e t w e e n th e Federati on 
a nd so me o the r c iv ili zatio n th a t d oes n ot w i sh fo r 
di rect con tact. 

Th ere a re n o Feren g i amb assadors, a ltho ugh a t f i rst 
the re was n o sh o rtage o f candida tes- in fact , at on e 
p o i n t t h ere were at least t h ree h u ndred Fere n g i 
a mbassado rs o n record, m ost o f th e m e n g aged in per
son a l n egoti ati o n s w ith va riou s o ther races or 
p la n etar y gove rnme nts . T h e Fe d e rati o n quick ly iss u ed 
a state ment tha t , c o ntra ry t o c laims, there was to b e 
n o "amb assad o ria l discount" for the Feren g i in q u es
ti o n , a nd began sending requ ests fo r routin e 
p aperwork to a ll o f the "amb assad o rs." Since t hat 
t ime, n o t a sing le Fere n g i h as cl a ime d the ti t le o r posi 
tio n. T h e c l osest thing to a n ac tua l a mbassad o r is the 
Fere n g i Trade Miss i o n , w hic h i s a Fe re ng i dip lo m ati c 
t eam. Thei r goa l, however, is n o t to improve re l ati ons 
w it h othe r c ultu res, but m e re ly to discover new ways 
o f expa nd i n g Fere n g i b u s iness inte rests. 

O d d ly e noug h, in a ver y sh o rt spa n o f time the 
Fere n g i have gon e fro m b e ing c o mplete ly unknow n 
(h eard of on l y in rumo rs, a n d then on l y a s thi eves a nd 
scave ngers) to b e ing a m aj o r f ixture in Fe d e ration life. 
Their ab i lity to get a lmost a n y i tem or good h as m ad e 
th e m v ery important to m a n y Fed eration bu sinesses, 
and th e fac t th a t t h ey a re utte rl y unscrupul o u s in 
negoti at i ng but compl etel y loya l to a contract o n ce 
s ig ned h as m a d e the m va luable bu siness partne rs in 
man y ven t u res. One can n ever tru st a Fe rengi n o t t o 
overc harge you, but they can a lways b e reli ed upo n to 
d e liver as p romised. Be very, very careful w ith the 
wording o f the contra c t, however- th e Ferengi h ave 
an inspired ability to read m eaning into vagu e la n
g u age, a nd a n inn a te knack for loca ting looph o les. 



FERENGI NAVY: 
THREAT ASSESSMENT 

The Ferengi do possess fa irly impressive starships, 
labeled Marauders b y Sta rfleet. However, unl ike most 
cultu res, th ey do n o t have an actua l organ ized mi li 
tary. Instead, a ny Ferengi sh ip can app arent ly apply 
for the ri ght to be in the "Navy," g ivi ng it the right to 
bear a rms and to use those weapons to protec t per
ceived Ferengi interests. It a l so rece ives a portion of 
any p rofits obtained d uring su c h actions, w hi c h are 
divide d u p accord ing to rank. Interestingly, a similar 
practice once ex isted on Earth, when sa iling sh ips 
known as "privateers" were given the right to stop, 
search, attack, confi sca te, and, if necessary, destroy 
sh ips in the name of t h e ir country, and were autho
r ized to keep a n y p rofi ts m ade. 

Thi s meth od of d efense does not provide a solidly 
rel iable mi l itary, nor is there any real way to c reate a 
cohesive force out of su c h individualisti c and profit
oriented sh ips. It does, however, mean that there is 
a lways a ready suppl y of defenders, provided the 
price is ri g ht. In genera l, the Ferengi do not have to 
worry about f ighting a nyway-very few races are w ill
ing to attack the m , knowing that the Ferengi a re one 
of the best sou rces fo r weaponry an d that i t is n o t w i se 
to attack one's own suppl iers. 

STRUCTURE OF RELATIONS 

Most Ferengi do not seem overly fo n d of 
Ferenginar, their homeworld, perh ap s because of its 
perpetually damp c limate, but they do hold its offices 
in very high rega rd . Because of this, n o non- Fere ngi 
are allowed on th e planet. Technica ll y, others appar
ently are a llowed on the planet, but on ly after the 
appropri a te paperwork has been f i lled out, docu 
m en ted, fi l ed, discu ssed, and approved, a n d (most 
importantly) afte r the necessary fees have been pa id . 
Due to the le ngth of time a n d the amount of money 
involved , and the ready accessib ility of Ferengi off
world, no o n e has appa rently ever con sidered it worth 
the added effo rt actu a lly to set foot on Feren gi nar. 

The Federation's offers to send a n ambassador to 
the Fe rengi h ave been welcomed but h ave a lways 
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received the sam e rep ly, namely, "How much w ill you 
pay t h e Fe rengi Alliance for the privilege of send ing us 
an ambassador?" The Federation has refused to pay 
a n other c iv ili zation for diplomatic relations, and 
therefore there is no offi c ial ly designated representa
tion to deal w i th the Fere ngi o r issues concerning 
them. Fortunatel y, there are no mi l itary issues beyond 
the occasion al d ispute over salvage ri ghts, and the 
Ferengi have shown no desire to invo lve themselves in 
Federation politics beyon d their usual desire to make 
a profit at every occasion . It is also exceed ing l y rare 
for a Fere n g i to request the involvement of the 
Federatio n as a body, p re fe rring instead to dea l direct
ly w ith individuals. The Federati o n has therefore 
a llowed Federation members to handle the ir own 
in teractions w ith the Ferengi A ll iance, barring only 
su ch situations as deal with the Federation as a who le 
or w ith a ny aspect of its military. 

GOVERNMENT 

The Fereng i A l liance is h eaded by a single individ
u a l, the Grand Nagus. The Grand Nagus controls the 
Fe re n gi Commerce A u thori ty, which handles business 
pract i ces and the e n forcement of trade l aws, and i s 
a lso in c h arge of assigning t rade territories. Because 
the entire Fe rengi All iance is focused towa rd finance 
and profi t , this power to determine w h o cont ro ls w h at 
location g ives t h e Grand Nagus the ability to assu re o r 
destroy a Ferengi's future at a w h im, w h ich guarantees 
him complete obed ience b y a l l Fere ngi. Pol itica l 
power is based entire ly upon profit, and mane u vering 
is managed by amassing more money and by altempt
ing to sabotage rivals' fortunes . Interfe r ing with 
contracts, h owever, is strict ly forbidden. In order to 
coax th e Ferengi Alliance as a unit into taking part in 
any o u tside plan or action , it must be proven to them 
that taki n g par t wi l l be profitable for them, in specifi 
ca l ly materialisti c ways. 

THE 60RN 

Th e Gorn are a race of bipedal reptil i a n 
humanoids approximately two meters ta l l , w i t h 
impressive muscula ture w hic h g ives th e m great 
strength fo r both li fting and throwing. Observation 
suggests the Gorn benefi t f rom both speed and g reat 
e n durance. Their skin has a dul l sheen to it and serves 
as armor, making them difficul t to damage wit h blunt 
objects. Like m a ny reptilians, Gorn have ta ils-thick, 
h eavy appendages u sed to ba lance their muscu lar 
bodies. Though both h ands and feet have claws, the 
h ands h ave opposable thumbs, marking the Gorn as 
too l users. 

The Gorn face is d i ffi cult for non-Gorn to read. 
Their head s are large, wi th the spina l ridge just v isib le 
above the browline. Their eyes appear bulbous and 
sport sm a ll p upils. The Gorn have binocular v i sion. 
Som e observers report the existence of a nictitating 
m embrane that protects th e eye. Th e nose consists of 
la rge, flaring nostrils, wh il e the mouth i s w ide and 
fi ll ed w ith sh a rp teeth, indica tin g that Gorn a re pri
mari l y ca rnivores. Gorn sen se of sm e l l is highly 
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evolved. One facet of their communication with one 
another seems to involve the release of certain odors 
indicating their frame of mind and readiness to mate. 

The Federation first became aware of the Gorn in 
2267 when the U.S.S. Enterprise under the command 
of Captain james T. Kirk arrived at the UFP colony on 
Cestus Ill. Kirk and his tactical staff transported down 
to the colony only to find it in smoking ruins, the 
colonists dead and an unknown force waiting in 
ambush. After a brief firefight, Kirk and his crew mem
bers retreated to the Enterprise and gave chase to an 
unfamiliar alien craft. Showing tremendous speed and 
maneuverability, the craft made several attempts to 
confuse the pursuit. 

Stopped dead by a powerful race known as the 
Metrons, who resented both ships' intrusion into their 
space for a violent purpose, Kirk and the Gorn captain 
were placed on a distant planetoid to decide the issue 
by single combat. Each was told that the loser's ship 
and crew would be destroyed. During their interac
tion, Kirk discovered that the Gorn believed the 
colony placed on Cestus Ill was a deliberate violation 
of their space. When he eventually got the upper 
hand, Kirk refused to kill the Gorn over a misunder
standing. Pleased with his refusal to kill, the M etrons 
allowed both ships to leave their space. All Federation 
contact with the Gorn since that time has been col
ored by the Cestus Ill incident. 

Aggressive and warlike, the Gorn evince cunning 
and ingenuity rather than mere brute strength. Willing 
to kill to protect what they consider to be their terri
tory, the Gorn u sed great subtl e ty in setting a trap and 
might have slain Capta in Kirk a nd his tactical officers 
had they not escaped via t he transporters. The Gorn 
captain whom Kirk fought proved quite adaptable, 
setting traps and utilizing raw materials and the ter
rain itself to ga in an advantage in battl e. Federation 
analysts conclude that the Gorn receive training in 
primitive weaponry as well as more advanced arma
ments. Further, they exhibit knowledge of tactics and 
hand-to-hand fighting. Oddly, the Gorn c aptain 
offered Kirk a quick a nd painless death in return for 
Kirk 's surrender, indicati ng that the Gorn are familiar 
with the concepts of both honor and mercy. 

Although h e used lures a nd traps, the Gorn captain 
betrayed a lack of imagination in his assessment of 
Captain Kirk's capabilities, apparently believing Kirk 
when th e latte r called out and said he was ready to 
"surrender." This may indicate that the reptilian race 
considers itse lf to be of superior intelligen ce and 
doesn't think other races capable of the same slyness 
the Gorn practice. Conversely, it may simply show 
that they are not able to judge human facial expres
sions a nd voice tones with any more accuracy than 
humans can judge the Gorn. 

The G orn have their own innovative technology. 
The ship which the Enterprise pursued showed an 
amazing ly high rate of acce leration, pushing the 
Federation starsh ip to its limits to maintain pursuit. 
Evasive actions occurred at high rates of speed, show
ing a leve l of maneuverability not then attainable by 
Federation craft. Shield capabilities and weapons 
appeared to be technolog i ca lly com m e n surate with 
the engine design. Whether they continue to surpass 
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modern Federation craft remains undetermined. 
Considering Gorn technological achievements, 

one question has plagued Federation analysts. If the 
Gorn possessed superior weaponry, why did th ey flee 
the Enterprise? Damage to their ship was minimal. 
Why did they not turn and fire, utilizing their greater 
maneuverability to best the Federation craft? Several 
theories have emerged to explain this curious phe
nomenon. Some argue that the Gorn are cowards, 
relying on tricks and surprise to overcome their foes. 
Others maintain that they fled from a craft whose 
technology they didn't understand, fearing other, 
more potent innovations. One academician has sug
gested that the Gorn are actually a servitor race for 
the Metrons and that when the Federation entered 
space claimed by those beings, they sent the Gorn to 
lure a starship into range so the Metrons mig ht test 
the m and judge our worthiness. Yet another proposal 
maintains that the Gorn m ay have impressive tec hnol
ogy, but don't h ave much of it. What littl e they had 
was too precious to risk against a ship with the fire
power of the Enterprise. Observation of the Gorn 
since the Treaty of Cestus Ill seems to indicate th at a ll 
of these theories may have some merit (with the 
exception of the theory of Gorn as servants of the 
Metron, for which we have no evidence). 

From what the UFP has l earned in the intervening 
years, the Gorn a re hi g hly xenophobic. They just want 
to be left alone, and only attacked when the 
Federation unknowingly violated the ir space. The 
Federation has agreed not to intrude into Gorn territo
ry-a mere handful of planets-or affairs. While the 
Gorn have no intention of cross in g into Federatio n 
space, they hope to settle a number of worlds in their 
own secto rs . A true Gorn empi re could arise f rom 
such expansion. 

Little is known about the Gorn form of govern
ment, although, based on observations by Federation 
diplomats and first-contact speci a li sts, certa in conclu
sions can be drawn. Our reports indicate that the 
Gorn a re a matriarchal society, ruled by females who 
act as the thinkers, planners, artists, teach e rs, and 
philosophers. The ruling female is known as the 
Effri'a, which roughly translates to "Empress." She is 
attended by a council of matrons a nd a lesser council 
of importa nt males. It is unknown whether these serve 



as the true government of the Gorn or mere ly act in an 
advisory capacity. Males do most of the exploration 
and trading, though those females who desire to trav
e l often hold high positions aboard ship as well. 

Observers have noted that male Gorn engage in 
ritual combat to w in desired fem a les for m ating, a 
practice w h ich prepares them for real combat when 
necessary. Tho ugh usually confined to ritu al, it is n ot 
unknown for both male and female Gornto engage in 
c ha lle n ge fights to the death over slights and insu lts. 

The noted Federation psychobiologist Kemmli of 
Rigel IV has developed a new theory concern ing the 
Gorn attack on the Cestus Ill colony, based on Gorn 
mating behavior and olfactory communication. 
According to the theory, the Gorn had selected Cestus 
Ill as a suitab le place for their ritu a l s som e yea rs past, 
seeding the area with the appropriate pheromones so 
the plant l ife wou ld carry a particular redolence nec
essa ry to their procreation. Arriving to prepare the site 
for use after waiting the requisite numbe r of years for 
the plants to grow, the Gorn found humans there. 
Apparently the Gorn believed the humans deliberate
ly ignored the Corn's territorial markings. It never 
occurred to the Gorn t h at humans cou l d not smell 
what was obvious to the Gorn. Interpreting the human 
presen ce as the intent to d eprive them of their mating 
grounds, the Gorn attacked. To them, it was a clear 
case of protecting their race. Perhaps this theory, if 
proved, might sh ape our future re lations with the 
Gorn. For now, they remain a lmost unknown, the ir 
territory off limits to Federation personnel and dip lo
mati c duties handled through the Institute for 
Human-Gorn Relations on Cestus Ill. 
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BRIEF HISTORY OF RELATIONS 

In 2218, th e U.S.S. Ranger transported a 
Federation diplomatic and anthropologi ca l team to a 
newly discovered world named Qo'noS. Prel iminary 
probes h ad indicated that the inhabitants were 
named Klingons and, though occasionally v iolent, 
were exh a u sted after a lengthy war a century earlier 
(with the Romulans, as it transpi red). Eage r for oppor
tunities to spread peace and perhaps to gain an a lly 
against the Romu lans, the Ranger's team made imme 
diate contact without any more observation. This was 
a disaster: The Klin gons massacred the diplomatic 
team, seized the Ranger, and used its technology to 
catapu lt their violent, semifeudal empire into domi
nance over the e n tire region. 

Between 2223 and 2242, Klingon expansionism 
met desperate Federation reinforcements to w hat had 
been an empty and unthreatening border a rea . 
Finally, Starfleet c hecked Klingon imperialism in the 
Battl e of Donatu V, setting the Klingon-Federation 
borde r rough ly where it is now. Tensions b e gan 
increasing as both sides fortified the border zon e. In 
2267, the two sides n ea rl y dec lared an open war. 

The Organians imposed an uneasy peace through 
the Organian Peace Treaty, effectively e nding overt 
hostilities. The Klingons briefl y e nte red into a n 
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alliance with the Romulans in which the Klingons 
may have been the dominant partner, but i t collapsed 
before the e nd of the century w ith the Klingons ga in
ing on l y cloaking d evice techno logy and no 
permanent advantage. In fact, imperial overstretch 
coupled w ith the disastrous explosion of the Klingon 
moon Praxis in 2293 caused a K l ingon-Federation 
detente. 

Klingon Chancellor Gorkon and h is daughter 
Azetbu r pursued peace with t he Federation. Azetbu r's 
Khitomer Accords marked a new era in Federation
Kiingon relations, ending hostil ities and a llowing for 
mutual a id and defense. The sacrifice of the U.S.S. 
Enterprise-C during th e 2344 Romulan attack on the 
Klingon outpost on Narendra Ill cemented ties 
between the two powers, and a cautious alliance has 
developed since then. 

KLINGON MILITARY: THREAT 
ASSESSMENT 

T h e Klingon Defense Force operates the Empire's 
space fleet. The fleet emp loys several types of ships, 
many of which are equipped w ith cloaking devices. 
K lingon ships incl uded the Vor'cha-class attack cruis
ers, the 0 -7 and K't'inga-class battle cru isers, t he 
0-7 2 and B'rel-c lass bird-of-prey scout ships, and the 
K'vort-class b i rd-of-prey cru i sers. T h e K li ngon 
Defense Force gained the c loaking device technolo
gy, a long with bird-of-prey and battle cruiser ship 
designs, from their Romulan a ll iance (rough ly 2268-
2289). Relations have improved enough that Star fleet 
and the Klingon Defense Force have officer exchange 
programs, in which officers of one fleet serve in a 
comparable position on a ship of the other fleet. 

In 2365, Commander William Riker became the 
f irst Starfleet officer to serve on a K l ingon ship, the 
I .K.S. Pagh. Though some Klingon officers were in i
tially skeptical of a human's ability to command a 
Klingon ship, Commander Riker's Starfleet training 
a llowed him to impress his new Klingon crew. KDF 
advancement and structure seem to be based on 
combat skill, courage, and u nquestionab l e honor. 
Th ose displaying these attributes are the most l ikely 
to su cceed in the c urrent K l ingon military force. 
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STRUCTURE OF RELATIONS 

The Klingon ho m eworld, Qo' n o S, ho u ses th e High 
Counc il and Emperor. The Fe deration h as a lso estab
lished its embassy o n Qo'noS. The establishme nt of 
th e embassy prov ide d that activ iti es w ithin the 
embassy compo und a re subjec t to Fed e ra tio n Law 
and interstell a r t reaty. The embassy o n Q o'no S not 
on l y carries out diplo m atic functions, but a l so serv es 
as a contact p o int fo r sc i enti f i c an d c ultura l 
exch a nges and a n information resource fo r Fe d era tion 
c iti zen s traveling within t h e Klingon Emp ire . Even 
during periods of stra in o n the alli ance, the Klingons 
h ave nev er threaten e d th e e m bassy, resp ecting its 
di p lo m atic and lega l role . The Fede rati o n c urrently 
m a inta ins co rdia l re la ti o n s w ith Q o'noS, th o u g h 
doing so h as required a g reat deal of skillful work by 
protoc ol o f ficers to sm o o th over cultural differe n ces. 

KLINGON POLITI CS 

Th e g o vernmental contro l of t h e Klin gon Empire 
rests w ith the High C o unc il. Kling on culture hi ghly 
va lues family ties, resulting in a c l annish soc i e ta l and 
governme n ta l structu re. Th e e ffect of the f amily i s so 
stro ng tha t honor a rid dishonor are passed d own 
throug h several generati o n s of f amil y members. 
Thro ug h a complex system of extended family a n d 
m arita l ti es, most Klingon s b e long to one house o r 
a no the r. Hig h Council m embership reflects thi s h o u se 
system , w ith each h o u se recei v ing a seat. Th ese 
exte n ded fa mily ties a lso freq u ently dete rm ine the 
a lli a n ces o n the Hig h Counci l, result ing in power ful 
fa mily voting bl ocs. In di rec t con trast to th e m aj ority 
o f th e Klingon p o pul ati o n, w h ich va lues h o n esty a n d 
stra ig htfo rward action, the Hig h Counc il seem s to 
provide a n o utl e t for those m e m bers of soci e ty w ho 
e njoy intrig u e and c loak-and- d agger conspiracy. 

T he C h a n cell o r pres ides over the Hig h Counci l. 
The p rev i o u s C h ancellor, K'mpec, was assass inated 
by p oison in 2367. Before h is d eath , h e appoi n ted 
Starfl eet Captain j ean-Luc Pica rd a s h is A rb i te r of 
Su ccess io n to prevent hi s su spected assassin, Duras, 
f ro m ga in ing control of th e Hig h Coun c il. Duras was 
l a te r killed, a n d Capta in Pica rd ruled that Gawro n 
was th e o nl y v iabl e candidate. In the e n suing c iv il 
wa r, Starfleet pro v ide d ass istan ce to Gawro n 's gov
e rnment by blockad in g a convoy o f Ro mula n ships 
deli vering su p pli es to th e D u ras famil y. Th e lack of 
Ro mula n support effectively e n ded the Duras famil y's 
c h a lle n ge to G a wron's rul e . By the end o f 2368, 
C h a n ce ll o r Gawron found i t poli t i ca ll y exp ed ie nt to 
om it di scu ss i o n o f o r d own p lay seri ous ly t h e 
Fe d e ration's role in hi s se lectio n an d th e subsequ ent 
c iv il wa r. 

In 2369, C h a n cell o r Gawron su p p o rte d th e insta l
l a tio n of the f i rst empe ro r in m ore th a n three hundred 
years. T h e C h a n ce llor supported Ka hless II, a c l o n e of 
the fi rst e m peror, Kahless th e Unfo rgettab le, in h opes 
of avo i d i ng a second c iv il war. Kahless II now serves 
a cere m o nia l ro le as spiri tua l lead e r of the Klingon 
peop le . T h e Fed e ra tion b e lieves C h a n c ell o r Gawro n 
h as stre n gthe n e d his p ositi o n and ga ined support 
a m o n g the houses. H owever, Gawro n a lread y h as 
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p ro v en himsel f to be w illing to lie to and d eceiv e both 
his o w n p eopl e a nd his Federati o n a llies to serve his 
o w n politica l ends. It is unlikely th at m e m bers of th e 
Duras famil y h ave a b ando ned their h opes for reclaim
ing control of th e Klingon Emp ire. As su c h , th e 
Federatio n must remain wary o f d ecep t ion and even
tual resumption of hostiliti es w hil e still upho lding the 
Treaty of A lli a n ce. 

KLINGON CULTURE 

C ultura lly, severa l e lements o f Klingon cul ture 
h ave b e co m e well k n own to the Federation. K lingon 
o p e ra h as b egun to enjoy som e p o pul a rity a m o ng cer
ta in segm e n ts of th e Federatio n populati o n. K lingon 
gourmet cooking, featuring su c h d i sh es as rokeg 
blood p ie a n d skull s tew complemen ted b y b lood
win e, h as found its way into som e restaura n ts and 
replicator p rograms. Inte rest in b at'/eth inst ru c ti o n 
and Klingon ese la n g u age c lasses is inc reasing a nd is 
expected to continue to do so . 

It i s impossible to separate comba t f rom Klingon 
c ulture. Most Kli ngon o p e ras re l at e the ta l es o f g reat 
battles, Kli ngon food ofte n incorpo rates b lood, a n d 
even the rais ing of a child re qu i res comba t . Klingon 
b o ys a re con sidered men when th ey ca n h o ld a b lade. 
Youths intendi ng to b e warrio rs, w hi c h m ost c hildre n 
do, m u st p rocla im th e i r inten tio n b efo re the age of 1 3 . 
Thi s requires the Age of Asce nsi o n ritu a l, i n w hic h the 
c hild wa lks b etween two lines o f Klingon s w ho pro d 
him w ith painstiks. Pa instiks a re su pposed to p rovide 
a test of enduran ce a nd pro mote spi r itua l d evelo p
m ent. The ritual a lso requires c onside rabl e combat 
experti se, as it invo lves a test of b a t ' le th sk i li s. 
K l i ngon s see the Age of Ascension as a secon d b irth , 
th e birth of the warr ior, a n d o ften ce lebrate i t i n ad d i
t i o n to or instead of a b i rth day. 

Th o u g h Klingon c ulture reta ins m a ny spiri tu a l and 
even mysti ca l e lements, th e Klingons h ave n o re lig io n 
as su c h. Th e ir m yth o logy ho lds that the ir warri ors 
s lew the i r gods, app a rentl y b ecause the god s were too 
m uch troubl e . T ho ug h th ey d o n o t believe in gods, 
t h ey do h ave m y ths of a n underw orld, Cre'thor, w hic h 
is g uarded b y a b east ca lled Fek'lhr. Th ey a lso b e li eve 
that the spiri t trave ls after death to the afterlife, Sto
Vo - Kor. 
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Now b ased in A lpha Quadrant, the Orions consid
e r the Rigel sys te m the ir o rig ina l ho me. Tall , muscula r 
huma no ids w ith g reen skin, most Orions h ave long, 
d a rk h a ir. Fo rms o f dress vary, bu t genera lly display 
the ir well d e fin ed b o dies and e laborate ta tto o s. The 
ta ttoo s show a n Ori o n 's fa mily history and place in 
society. 

Fede ratio n soci o hi sto ri a n s advance the follow ing 
the ories concerning the Orions' o ri g ins and practic es: 
Once p art o f a la rger empire, the O rions agg ressive ly 
subjugate d o the r rac es in their quest for power and 
re ligious ful f illment. Th o ugh of a high technologica l 
o rder, the empire fe ll due to its own e xcesses and 
overdepende n ce o n ro b o t servito rs and s lave l abor. 
Th e ruling c la ss fo rgo t how to m a intain the advanced 
technology and as the robots fe ll into disre p a ir, the 
Orions' l evel of c iv ili zation fe ll a s w ell. Some indica
tio n s po int to a disastro u s inte raction-pe rhap s a n 
a lliance w ith anothe r race, w ho fe ll v ictim to a more 
ad van ced c ulture- as the true ca u se behind this dis
ruption. Intriguing hints of this found w ithin the Rige l 
system m ay account fo r the Orio n s' current extre m e 
caution con cerning the ir diplo m ati c status w ith oth e r 
beings. 

The O ri o n s' c ultura l di sruptio n and down w ard 
slide pro mpted the m to embrace trade . As they had 
little o f va lue to o ffe r (the pl a n ets they control are 
resource-poor, p ossibl y from b e ing mined out b y th e 
ea rli e r Ori o n c ivili za tio n ), m a ny Ori o n trade rs turne d 
to pira cy, doing a sh ad y business in stol e n jewelry, 
weapon s, ente rta inments, and o ther commo dities. 
Soon they were d ea ling in drugs and slaves as well . 

The O ri o ns' m ost covete d t rad e item b ecam e the ir 
slave g irl s. A nima listic a nd p rim a l , the g reen sl ave 
g irls o f O rio n were regarded as th e ultimate in seduc 
tion a n d syb a riti c enterta inment. More powerful 
c apta ins a m o ng the traders d ea l t in both slaves and 
ad va n ced techno logy sto le n fro m dozen s o f sources. 
The tra ffi c in s lave g irls h as b een outlawed by the 
Federa tio n . N o n e the less, w e su sp ect tha t thi s sl ave 
trade h as n ever ceased , in stead going underground 
and now o fte n u sed to reward those w ho prov ide 
questio n able serv i ces for the Orions (su c h as g iv ing 
th em cargo m ani fests, route information, and arma 
m e n t d ata on ships they w i sh to attac k ). A note o f 
inte rest: M a ny p eople believe that all Orion wome n 
a re s laves. Thi s i s a misperceptio n. Those fe m a les who 
are n o t bre d fo r th e sl av e trad e are w ives, mothe rs, 
and d aug hte rs. W hile th ey stay at home (or at m ost 
engage in lig ht sho pping and social v isits) and a re 
forbidde n to con d u c t bu siness or p e rfo rm politica l 
fun c ti o ns, they a re not prec isely slaves. Highly pro
tecte d by the m a les, the Ori o n females a re o nly n ow 
b eginning to b reak away fro m their ri g id, traditi o n a l 
roles. 

Piracy and smuggling b ecame the Orion way o f 
life, as e xtended fa milies w ho had o n ce ruled m e ta
morpho sed into trad e syndic ates, each compe ting 
w ith o ne a no the r, yet bound tog eth e r b y th e d e sire to 
pro tec t th e ir worlds. U p on meetin g Fed e ra ti o n 
e nvoys, the O ri o ns d ec l a re d themse lves indep endent 
and uninte rested in joining the Unite d Federation o f 
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Pl a n e ts, the Klingon Empire, o r any o th e r g ro up. 
Pre tending to be i sol ationists, the Orio n s actively 
shunne d contact w ith the Fede ration and kept to the ir 
own secto r o f space. Thus they were able to hide 
behind th e p o se of b e ing both n eutra l a nd rec lusi ve. 

Th at p ose w a s bro ken as Fed e ration co lo nists c on
tinue d to settle in th e Rigel syste m and a numbe r o f 
inc idents reveale d Orion mac hinations and sabotage, 
as w ell as acts of piracy. In su c h cases ( like that o f the 
O rion ope rative w ho masquera d e d as a n A ndo ria n in 
a n a ttempt to disrupt th e Babe l Confere n ce o f 2 2 67), 
tho se w h o were ca u ght preferred d eath to betraya l of 
the sy ndica tes. Suicides of Orions caught in extorti o n, 
assa ssina tio n a ttempts, sabotage, piracy, and techno l 
ogy th e ft a re still quite commo n, all in the n am e of 
p ro tecting O rion n eutra lity. N owad ays, th e O rion s 
excel in di sguising themselves and acting as spi es, 
assassins, a nd sabo te urs for th e hi g h e st bidde r. W h e n 
Ri ge l V applie d for Fe deration m embe rship in th e la te 
2 290's, the Orion syndicates pro b ably re m oved the 
cente r o f the ir activ iti es to othe r pl a n e ts in the O ri o n 
secto r, leaving the Rig el sy ste m as a trading p ost and 
luc rative to uri sm m arke t. 

N ow, the Orion syndicates influence a ffa irs o n 
pl a n e ts stre tc hing fro m th e Orio n Secto r to th e b o r
d e rs of Fe re ng i space in A lpha Quadrant. O n m ost of 
th ose pl a n ets, w hic h h ave ex tensive Orio n settl e m ent, 
th e go vernment still proclaims its o ffi c ia l n eutra lity 
and insi sts that su c h c rimina ls act indiv idua lly and 
w ithout government sanctioning . This is becau se the 
corrupt syndicates rule their puppe ts f ro m the shad
ows. In actu a lity, pl a n eta ry ministe rs in " Ori o n sp ace" 
k eep the ir p ositions o nl y as lo n g as they please the ir 
syndicate m asters. Th o se wh o m the syndi cates d o n't 
own , they ca n bribe or intimida te. Fede rati o n moni
to rs h ave n o ted se ve ra l in stances in w hic h council 
m embe rs h ave attempted to st ir honest O ri o n s to 
acti o n aga inst th e syndic ates o nl y to b ecom e the v i c 
tim of a n " unfortuna te accident" soon th e rea fte r. Even 
o n technica ll y n eutra l, but close ly Fede ration-a li g n e d , 
Rige l V II, the gov ernment is rumo red to b e a syndicate 
fro nt. Sta rfleet n eed s to keep Ri ge l V II happy fo r 
stra teg ic reaso ns, so a full-sca l e c rackdown is impos
sible . 

Each syndica te c ontrols a p o rtio n o f O rio n sp ace 
a nd m arke ts. Some hav e bec ome more sp eci a lized, 
mov ing fro m piracy to prov iding con summa te assas
sins o r spie s or d ea ling exclusiv el y in rec rea tio n a l 
drugs and poi son s to those w illing to p ay the ir price. 
A fe w specialize in copied o r stol e n techno lo gy. 
Whil e o rig inall y b ased around family lines, the sy ndi
ca tes h ave expa nde d to inc lude p e riphe ra l m embe rs 
of th e famil y as we ll a s ta lented nonre l a tives . 
Wh atever their m a keup or w h e rever th ey li ve in the 
b e lt o f " Orion space," few Ori o ns re m a in unto u c h ed 
b y the sy ndica tes' dealings. Those w h o engage in 
legi t ima te business a re allowed to do so- as long as it 
d oesn ' t conf lic t w ith any a rea a syndicate c o n trols
but t h ey n ever b ecome as ri c h as the ir syndica te 
counte rpa rts. 

O ri o n syndicates are simil a r in m a ny resp ects to 
th e Mafi a (a c rimina l organi zation preva le nt o n Ea rth 
during th e 20th and 2 1 st ce nturies). Each syndica te is 
le d b y a p owerful " patriarc h " w ho con tro ls severa l 
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lieutenants. Lieutenants and leaders of each syndicate 
meet together regularly to compare notes, set and 
con trol prices, and discuss problems. While the lieu
ten a nts are invited to sha re their v iews and make 
suggestions, the leaders make the final and absolute 
decisions. 

Each lieutenant is responsible for a particular 
aspect of th e syndicate's business (trade contacts, 
piracy, extortion, protection, drugs, etc.) and oversees 
those members of the syndicate invo lved in his area. 
Branching off from the lieute nants are captains who 
command the ships that engage in piracy. Though the 
captai ns represent the o ldest form of the syndicate, 
they are becoming obsolete as other, less immediate
ly dangerous methods of stealing what the synd icates 
want (computer theft, bribery, falsifying documents, 
and other such tactics) become more common. 
Where once a who le crew had to ris k their lives for a 
cargo of dilithium crystals, now a single operative can 
supply rare weaponry to a c lie n t by accessing the 
m anufacturer's shipp ing and billing d epartment and 
creating a false order comple te w ith sh ipping instruc
tions! 

The Federation does not mainta in regular diplo
matic relations w ith many Orion worlds because 
Federation officials and personnel have been targeted 
for extortion and kidnapping in the past. The corrup
t ion that run s rampant throughout Orion space makes 
a n y treaties o r agreements w ith those worlds value
less. (Except, of cou rse, on Rigel VI I, which n eeds 
Starfleet and the UFP a lmost as muc h as Sta rfl eet a nd 
th e UFP need it.) I t i s not unheard of for one counci l 
to approve a treaty o nly to h ave a n ew council break 
it a few d ays later, c iting misunderstanding a nd con
fusion concerning te rminology as th e reason. Appeals 
to talk to the counci l members who approved the 
treaty are met w ith e ither si lence or the state m ent th at 
severa l council members "retired" and there has been 
a n ew e lection. Blatant crimes aga inst Federatio n offi 
c i a ls and c itize ns a re i g nored or passed over w ith a 
shrug and th e declaration that the government cannot 
keep track of every small pirate o r thie f in the system. 

Neverth e less, the Federati on m a intains a consu late 
on most Orion worlds so that Federation cit izens trav
e ling there h ave some protection, howe ver 
inadequate. Consulate personnel live in protected 
compounds (uti lizing Federation g u a rds, n ot Orion 
ones). Every item a nd person w h o enters o r leaves the 
compound is thoroughly checked before they are 
a llowed inside the compound or le t out aga in. V i sitors 
are rigorously screened, and consulate personnel 
agree to regu lar inspections to make certa in they have 
not been bribe d or coerced into assisting the syndi
cates . Occasiona ll y, the consu late issues t rave l 
advi sori es for UFP c itizen s, u sually in response to a n 
upsw i ng in dangerous synd icate activities (kidnap
pings, assass ina ti o n s) or wars between rival 
syndi cates, w hich often spi ll over into v io lence that 
kill s innocents. Ruling coa li t i ons rise a nd fall with 
great rapidity, as one syndicate gets the u pper hand 
a nd forges new a lli a n ces, whi l e another tumbl es from 
a prime position . 

The Federation must maintain some sort of diplo
m a tic re la tions w i th these worl ds beca u se of their 
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strategic position on the Federation's rimward flank. 
Starfleet Intelligence keeps a n eye o n the syndicates. 
Nevertheless, the Federation cannot recommend that 
any UFP citizen have business dealings w ith or t rave l 
to Orion space. 

RDMULANS 

BRIEF HISTORY OF RELATIONS 

The litt le information known about the Romulans 
comes primarily from the i r Vulcan cousins, from 
Starfleet encounters w ith Romulan ships, and from 
Romulan dissidents. Historians believe Romulan 
ancestors left V ulcan two millennia ago w he n Surak 
popularized the logica l structures o n w hich modern 
Vulcan society is based. They did not want to suppress 
the ir passionate and often viol e nt natures, deciding 
instead to form their own society when they fai led to 
stop the spread of Surak's ideology. As the self-styled 
exiles traveled to their new home o n Romulus, groups 
of settlers sporadically left the journey, colonizing 
planets a long the way. The few survi v ing settlements 
h ave developed into their o w n unique societies, sha r
ing traits with both the Vulcans and the Romulans, but 
truly like neither. The "twin capitals" of Romulus and 
Remus may actua ll y be the results of an early civil war 
between Romulan factions both claiming dominion 
over w h at would become Romulan space. 

The Romulans fou ght a centu ry- long war with 
V ulca n from roughly 1270 to 13 7 0 , and in 2156 the 
Romulans presented Earth w ith its first contact w ith a 
hostile a lien c i v ilization. This contact l ed to the 
Rom ulan-Earth War, w hich ended in 2 1 60 with the 
Treaty of Cheron and t h e es tablishme nt of the 
Romulan Neutra l Zone. (Between those two wars, the 
Romulans apparentl y fought anothe r l o ng -di sta n ce 
war with the Klin gons in the l ate 2 1 st century.) The 
nex t yea r, pa r tia lly motivated by the Romulan a ttacks, 
the Federati on was forme d. The Federation owes a 
g reat d ea l to the Romulan Sta r Empire, for without i ts 
aggressions th e United Federation of Pl anets might 
not ex ist. 

The Federation had I ittl e 
Romula ns for the next hundred 

contact with the 
years. In 2266, th e 



Romulans emerged from their isolation to test the strength 
and reso lve o f the Federation. The Romulans proved to b e 
a serious threat wi th the introduction of their cloaking 
device technology. Between ap p roximately 2267 and 
2287 th e Romulans adopted Klingon ship d esigns and 
a llied themselves with the Klingon Empire. Starfleet ana
lysts remain re lativel y sure that this so-called "a lli ance" 
actually consisted of a brief p eriod of Romulan weakness 
w hich the Klingons exp lo ited as much as possible. In 2293 
the Romulan ambassador to the Federation was invo lved 
in a plot to assassinate th e Klingon C hancellor Gorkon and 
preven t the signing of the Khitomer Accords. 

The Romulans and the Federation concluded the Treaty 
of A lgeron as a result of the Tamed Incident of 2311. Th e 
treaty reaffirmed the Neutra l Zone estab lished by the 
Treaty of Cheron, and prohibited the Federation from using 
o r developing cloaking technology. Though they apparent
ly retained some contac t w ith factions i n the Klingon 
government, no contact occurred w ith t he Federati on, and 
the Rom ulans are genera lly believed t o have entered 
another period of isolationi sm after 231 1. 

The next known contact with the Romulans took place 
in 2364, when both the Romulans and the Federation lost 
severa l bases a lo ng the N eutral Zone. Though both sides 
were suspi c ious of the o ther, later f indings revea led that 
the disappearance of the bases was the result of a Borg 
attack. The Romulans have been active in interste llar poli 
tics ever since, p lann ing attacks on Klingon and Federation 
w orlds and try ing to d estabilize the Federati on-Kiingon 
alliance. The Romulans have attempted to prevent the 
ascendance of Klingon Chancello r Gawron and have 
planned an attack o n Vu lcan . 

ROMULAN STA R NAVY: 
THREAT ASSESSMENT 

Among the ships used by the Star Comm a nd are the 
D'deridex-class warb irds, th e bird-of-prey smaller c raft, 
and other capita l ships that Sta rfleet has l ittle detail o n. 
Romulan ships routinely employ cloaking device technol
ogy. 

Compu lsory military servi ce for a ll Romulans ensu res 
that the Empire w ill always have an ample supply of sol
diers for the fleet. Indiv i d ua l senators frequently comman d 
their own f leets, and the Praetor has a speci al Praetorian 
Guard, loya l only to him. The Romulan Sta r Comman d 
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directs the fleet as a w hole. Indiv iduals advance w ith i n the 
Star Command based on their service to the Empi re. 
Unlike the intrigues of the Senate, Star Command person
nel look for opportun ities to expand the Empire's sphere of 
control in order to gain personal and political power. The 
Romulan Star Command also maintains an extensive net
w ork of starbases, many located along th e N eutral Zone. 
Always elusive a nd secretive, the Romulans prefer to carry 
out their plans thro ug h subtle m anipu lation rather than 
overt action. They are generally reactionary, p referring to 
see their opponents' moves before planning their own. 

STRUCTURE OF RELATIONS 

The iso lationi st Romulan Empire restricts Fede ration 
diplomatic activities to very narrowly defined areas. The 
Ambassador i s th e on ly Federation official p ermitted 
entry to Romulus itself under normal ci rcumstances; no 
UFP diplomat has ever set foot on Remus. Th e embassy 
of the Federation is l ocated on A lgeron, a planet on the 
very edge of the Romulan Neutral Zone . Only unarmed 
diplomatic transports ca n travel from Federation space 
to Algeron, and they must be escorted by Romulan war 
birds. While t he Romulans do not m ai ntain an embassy 
on Earth, the Romulans have occasionally sent special 
envoys to th e seat of the Federat io n . W hen the 
Federation must contact the Romul an Empire, they do 
so throug h subspace c ha nnels or through their repre
sentative on A lgero n . 

ROMULAN POLITICAL S T RUCT URE 

Th e Praetor and the Romul an Senate, led b y the 
Proconsul, rul e t h e Romu lan Sta r Empire . The 
Praetorship is believed to be partially h ered i tary, w ith 
th e c hild of a Praeto r being g iven p reference, but read
il y rep laced if sh own to be ineffective. Senators are 
appointed based on the re cord of servi ce to th e Empi re, 
thou gh they apparentl y do have constituenc ies to rep
resent. Senators usually prove t h e ir worth to the Empire 
through exem p lary milita ry serv ice, w h e re they ga in 
skills, power, and fame. The Romulan Senate b reeds 
intrigue, power plays, a nd assassination . It is possible 
that t rue power in th e Empire constant ly shifts between 
the Praetor, the Proconsul, a nd the Sen ate at large, w ith 
the Navy holding the ba lance o f power. 

A sh adowy Romula n inte lligence o rgan ization 
apparentl y a lso functions as th e state secret police. Th i s 
organization, t he Tal Shiar, brutally su ppresses internal 
dissent and inf iltrates oth er agen c ies, both interna l and 
external, to provide inform ation for the Empi re. The Tal 
Shiar cau ses widespread fear i n the Romu lan c itizen ry, 
among l oya l g roups and d issidents a like . Those who 
speak out aga inst th e terror of the Tal Shiar often find 
themselves o r the ir fami lies the subject of m ysterious 
"d isappearances" in the middle of the nig ht. 

Recently, dissidents in the Romul a n Empire h ave 
become m o re active, try ing to open a n escape ro ute for 
endangered citizens to defect to the Federatio n. They 
have a lso begun a m ovement to tr y to reun ify with th e 
V ulcans. Though initi a l contact w i th the d i sside nts was 
t he result of a n elaborate ru se by th e Romulan govern
ment, Ambassador Spack found legitimate interest in 
su c h a movement. 
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ROMUlAN CUlTURE 

Though little of Romulan culture has su rfaced in 
the Federation, smuggling of the highly intoxicating 
Romulan ale is a n increasing problem in the 
Federation. Though illegal in the Federation, the exot
ic blue liquor enjoys such popularity that there is 
always a w illing m a rket. Artistically, Romulan sculp
ture and architecture rank among the most dramatic 
in the ga laxy. Romulan artists often choose military 
themes or landscape scenes of Romulus to depict. 
They b enefit from the rumored spectacular scenery of 
Romulus. Military themes reflect the l a rger- than-life 
stature g iven to military h eroes, and often represent 
preparations for a particularly g lorious battle or the 
actua l battle scenes themselves. Romulan arch itecture 
is no less grand, characterized b y wide, sweeping 
arc hes and intricately worked columns, and conveys 
the architect's sense of the splendor of the Romulan 
Star Empire. 

SoN' A 

H ISTORY OF RElATIONS 

The relationship between the United 
Federation of Planets and the people known as 
the Son'a is a relatively recent occurrence. Prior 
to 2374, the Son'a remained an enigma. The 
Federation knew li tt l e about the m , as ide from 
rumors from o ther spacefarin g spec ies. The 
Ferengi in particular seemed to have extensive 
contact w ith the Son'a; the two races apparentl y 
moved in the same circ les, trad i ng in prec ious 
m e tals, j ewe l s a nd assorted commod ities. The 
Fereng i , however, seemed decidedly uninterested 
in introduc ing the Son'a to the Federation. First 
contact with the Son'a occurred in 23 7 4, when a 
Son'a vessel approached the U.S.S. Tat'sahr. 

Th e events surrounding this c h a nge of h eart 
revolved around an obscure planet in a reg ion of 
space known a s the 'Briar Patch.' An area known 
for its supe rnova remnants, fal se vacuum f luctua
tions a nd nebul a c lust e rs, the 'Br i a r Patch' made 
navigat i o n nea rly imposs ible, a nd prec luded 
exp lo ration . The Son'a discovered an inhabited 
M - C i ass p l a n e t i n the midst of this inhospitable 
regi o n , but b ecau se it lied with in Federation terri
tory the Son'a approached the Federation to get 
permiss ion to proc eed with their p lans for the 
p l a n et. 

The Son'a presented th e ir pli g ht to a closed
door sess ion of the Fed eration Counc il. After years 
of geneti c therapy designed to exte nd their lifes
pans, the Son'a suffered from DNA breakdown 
which prevented them from procreating . The 
Son'a faced extinction. The rings around the plan
et in the 'B riar Patc h' focused metaphas ic 
radiation found in th e region, concentrating their 
li fe-extending properties. In order to survive, the 
Son'a deve loped an o rbita l collecto r to accumu
la te these particles, which wou ld result in the 
destruction of the p lanet's surface, forcing the 
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evacuation of the planet's inhabitants. Federation 
scientists searched for an alternative, but to no 
avail. At this juncture, the Federation Counci l 
made a critica l decision. 

In nee d of allies after the catastrophic l osses 
during the Dominion war, the Federation chose to 
a ll y themse l ves with the Son 'a, despite the ques
tionable rumors surrounding them (the 
produc tion of mass quantities of the narcotic 
ketracel-white, used by the Dominion's 
Jem'Hadar soldiers, and the use of subspace 
weapons outlawed by th e Second Khitom e r 
Accord). The Son'a offered to share the regenera
tive prope rties of this ra di at ion, doubling 
life-spans in the Federation, in return. The Ba'ku 
numbered a mere 600 inhabitants. The Federation 
Council authorized an operation to secret ly relo
cate the Ba'ku to another p lanet, functionall y 
stealing their world. The entire operation would 
operate under th e ruse of a joint sociological sur
vey. 

Fortunate l y, Captain Pica rd of the U.S.S. 
Enterprise-£ l e arned of the d eception and thwart
ed the Son'a plan. The repe rcussions w ithin the 
Federation Council w ould be swift and far-reach
ing. The shin ing example set by the crew of the 
Enterprise-£ served as a reminder that the 
Federati o n 's strength derived from its dedication 
to its principles. 

With the conclusion of events surrounding the 
Ba' ku pl a net, the status of thi s alliance, and the 
reliability of the Son'a, rema ins unc lear. 

MiliTARY ASSESSMEN T 

The Son'a mainta in a h a ndful of ships, not 
properl y spoke n of as a "fleet." The Fede rat ion 
knows l ittle about the ir ca p abi lities, a l though 
Sta r f l eet Inte lligence estimates these to be s imila r 
to standa rd Federati on spe c ifications. The few 
Son'a ships the Federation h as encountered d warf 
even a Sovereign- class ship, a nd thanks to the ir 
luc ra tive trade throughout the A lpha Quadrant, 
no d o ubt, the Son'a decora te their ships opulent-



ly, w ith latinum accents a nd mellawaxine floor
ing. History records two major Son 'a conflicts 
w ithin the last 100 years; the Son' a c onque re d 
and absorbed both species, the Elloran and Tarlac. 

The Son'a have b een known to employ sub
space weapons, banne d by the Second Khitom e r 
Accord signe d by th e Fe deration, Cardassi a ns, 
Klingons and Romulans. These weapons make the 
Son'a a dange rous threat, not only to the ir oppo
nents but to the very fabric of space. These 
weapons literally rip subspace apart when they 
explode, ca using an implosion of real space 
around the blast. Ships affected by such a blast 
could find themse lves sucked into the spatial con
tinuum underlying real space, if the stresses don't 
destroy the ship before h a nd. In their conflict w ith 
the Ente rprise-£, the Son 'a exh ibited decidedly 
strai g ht- forward tactics, not hesitating to fi r e 
weapons without wa rnin g or provocation. 
Fede ra tion sociologists h ave subsequently theo
rized th a t this approach suggests a ruthl ess 
persona I ity. 

The Son'a employ two officer ranks, Ahda r 
(Commander) and Subahdar (Lieutenant 
Commander). According to reports from Admiral 
Doughe rty, assigned to a Son'a sh ip during the 
Ba' ku operation, Ahdar seem to command unfa il 
ing loya lty among their crew; w hether this 
suggests a unity of purpose or thorough indoctri 
n ation remains unknow n. Subahdar appear to 
assume the ro le of a traditional Starfleet First 
Officer. Son'a so ldiers a re well trained a nd effi 
cient, not unlike the Cardassia n s; members of the 
Ell o ra n and Tar lac serve as soldiers as w e ll. 
Add iti o n a l ranks and duties, an d the e xi sten ce of 
th ose unique to the Son 'a, re mains unknown. 
Future e ncounte rs w ith this species w ill no doubt 
sh e d more lig ht o n these newly encountered 
a lie n s. 

GOVER N ME N T 

H ow the Son'a govern themselves remains a 
mystery. They h ave n o homeworld, instead lead ing 
a nomadic life traveling th e Alph a Quadran t's 
spacelanes. After initi a l first conta c t w ith the Son 'a, 
Federation e x o sociolog ists theorized that the origi
n a l Son 'a homewo rld suffe re d a cataclysm, p e rhaps 
even a genocida l war, in w hich only a few sp eci 
mens managed to survive. Like th e Ori o n s a nd the 
pirates of anc ie nt Earth, th e Son 'a appear to reco g
nize no a uthority beyond tha t of their Ahdar. They 
join th e crew of a ship and submit to the w ill of th e ir 
commander. The Ahdar c ommands unswerv ing loy
a lty and rules with ruthless efficiency. Overa ll, 
Son'a society is a n archic; no sing le governing body 
appears to cla im a uthority over the Son'a people. 
Instead, individua l Son'a sh ips go their own w ay, 
concerning t h e m selves with their own well - b e ing . 
Federation exosoc iologists believe some Son'a ships 
engage in piracy, w hil e others attempt to suppo rt 
the m selves t rad ing in munda n e commodities. 
Starfleet In telligence reports su ggest the Son ' a occa
siona ll y supply weapons to the Nausicaans a nd 
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Breen. It remains unclear whether or not other 
Son'a vessels supported Ahdar Ru'afo's acti o n s at 
the Ba'ku pla n e t. 

THDLIAN AssEMBLY 

THOLIAN \-VARS 

In 2268, the Federation f irst officia lly e n coun
te re d the Tho lia n s. M y ths a nd legends of the 
Tholian s h ad been common throughout neighbor
ing sectors, a ltho ugh th e UFP had believed th at they 
were simply a myth-the "F ly ing Dutchmen" of 
space. The U.S.S. Defiant found o ut differentl y 
w h en th e Tho lians trapped the starship in an inter
phasi c field, the famous "Th o lia n web." T he fiel d 
disrupted th e centra l nervous syste m s of the c rew, 
causing mass insanity before i t sublimated the 
Defiant into a pocket dimension o nl y tangenti a ll y 
connected Lo "normal sp ace." Investigating the dis
app earance o f th e Defiant, the U.S.S. Enterprise 
came " face to face" with th e Th o li a ns. Although 
briefl y trapped in the Tho lian interphase field, the 
Enterprise m anaged to escape before the Tholians 
cou ld destroy it. 

Territoria l a nd i solationi st, the Tholi ans would 
not trave l far from their borde rs but destroyed any 
trespassers into a Tholi a n "annex." U FP poli cy 
regarding the Tholians was to avo id contact and 
warn vessel s aga inst venturing i nto Tholi a n space. 
As re lations improved between the Federation and 
the Klingon Empire, however, m ore ships travel e d 
a long the b o rde rs ofTholian space. Reports of space 
pirates, unexpla ine d time-space phenomena, and 
the d i sa p pearance of several m e rchant vessels 
prompted Starfleet to send patro l s to Tholian sp ace 
once aga in. In 2351, onl y th e h e roism o f Balia n 
Admira l Taneko saved a Starfleet tas k force when he 
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detonated the warp core of the crippled U.S.S. 
Mizar to decimate an attacking Tholian fleet. 

Starfleet c onstructed Starbase 277 on the Tholian 
border in 2 352 to moni tor Tholian activitie s and to 
coordinate escorts for civilian craft. Four d ays after 
Starbase 277 became fully operationa l in 2353, the 
Tholians attacked in overwhelming numbers, 
employing strange and deadly weapons. All person
nel aboard Starba se 277 were killed except for Kyle 
Riker, a civ ilian mathematician adv ising Sta rfleet on 
Tholian tac tica l matrices. Tholian ships a tta cked 
other targets a s w ell, dev astating c olo nies and 
destroying civilian ships all along their borders. 
Ruthless and efficient, the Tholians le ft incoherent 
and unbelie vabl e se n sor reading s a nd few witness
es o r surv iv ors. 

T h e U. S.S. Fearless Jed a ta sk force w hic h blunt
e d the Tho li a n assault and b e g a n a blocka d e of the 
border sect o rs, h op ing to outl ast th e Th o li a ns w ith a 
pure ly d e fe n s ive stra te g y of attritio n. Unfo rtunately, 
the T holian appetite for w a r se e m e d unque n c h abl e . 
Andori a n Admira l Temrev proposed a c hange of 
strategy, su ggesting an invasion in force into th e 
heart o f the T holi a n Assembly. B y c arry ing the w a r 
to the inte n se ly te rritorial Tholi a n s, Te mrev hope d t o 
inc rease th e incentives fo r peace. Sta r f leet approved 
Temrev's pl a n , a nd th e U .S. S. Lor' ve la led a 
squa dro n o f sta rships into the Tho li a n core sectors 
w hil e t h e Fearless m a intaine d a d e fe n sive reserve. 
N ew Th o li a n te chnolog i e s f ina ll y stall e d th e 
Lor've /a's offe n sive, but the a ttack h a d done its 
work. 

In 2 360 , B e tazoid diplo mats arrived in Tholian 
sp ace to n ego t iate a truce w ith the Tholi a n s . 
Althoug h m a n y veterans of the w ar w ere skept i ca l 
that peace could e v er come, th e B e tazoids su c 
ceeded. The T holi a n s see m e d frustra te d with the 
war a nd w illing to liste n to peace pro posals. The 
Tho li a n s a nd the Federati o n s ig n e d the Tholi a n 
Accord s tha t yea r, w hic h e nde d o p e n confli c t 
b e twee n the p owers a n d restore d the b o rde r t o the 
sta tu s quo. For yea rs, the Tho li a n border remained 
quie t, a lthoug h fo rma l diplo m a ti c tie s re maine d 
e lusive . Fina ll y, in 2369, the Th o lians stunned the 
Federa ti o n b y proposing n o rmalize d rel a tion s 
b e tween the two powers. Late r that same year, both 
s ides agreed to an e x c h a n ge of a mbassa dors and 
tra d e . 

T HE PR I C E O F fR EED O M 

THOLIAN NATURE 

As the Tholians continue to expand their "territori
al annexes," they also pre fe r to remain hidde n . 
Despite our best efforts, their t rue appearance remains 
a subjec t of conjecture. Se nsor data gathered from 
Federation starships confirms that the environment 
necessary to sustain them i s v astl y different from that 
of a Class M planet. Although contradictory sensor 
data e xist, Tholian ships see m to contain a primarily 
methane atmosphere kept at a temperature of seve ra l 
hundred degrees. Thus, the Tholians may not even b e 
capable of "fa ce to face" negotiations with the 
Federation . Instead, they typically allow carefull y 
chosen representatives to speak for them over long
distance communications. 

The Tholians, apparently a startlingly advanced 
technological race, seem to place a high reliance 
upon scie ntific precision and accuracy. Eve n b e fore 
Federation contact, legends in that region of space 
emphasized Tholian punctuality. This characteristic 
may c orrespond with othe r Tho I i a n traits, such as the ir 
need to maintain an exact temperature as part of their 
exotic living conditions. Afte r a ll, a deviation of a f ew 
degrees of temperature may possibly be fatal to a n 
unprepare d Tholian. 

Tholi a n representatives seem to have a curious dis
re gard for straightforward " human" two-dimensional 
thinking. Standard tactics of negotiation do not w ork; 
furthermore, th e Tholians' exte n sive technological 
prof i c iency gives the m a significant e d g e . Their mili 
tary tactics are p a rti c ularl y baffling, taking advantage 
o f m ultidimensiona l sp ac e tha t does not fully corre
sp o nd w ith c urrent theori es of physics . Whether the ir 
tactics re flect the Tholi a n gra nd stra tegy of c arefull y 
d efe nding " annexes" to Tho lia n space re m a ins a n 
e nig m a: Some Tholi a n annexes seem complete ly 
unne c essary to T holia n d efen se, w hile other sectors 
t h a t would seem to hold g reat stra tegic v alue fo r the 
Tho lia n s remain uncla ime d. 

Whe n ever dealing with representati ves o f thi s 
race, Fed e ration office rs should be aw a re that seem 
ing l y minor concerns can quic kly becom e m aj o r 
th rea ts . The s ituation b e tween th e UFP and the 
Tho lian A ssembly i s te n se, and sta rships must a lways 
b e prepa red for a possible ski rmish. For this reason, 
and bec ause of the unusua l Tholi a n b attle t actics, 
Tholia n ships remain fa irl y common prog rams in 
Starf le et b attl e simula tors. Ex tre m e c aution is ad v i sed . 
Any one required to communicate further w ith the 
Tholia n s should consider the l essons w e h ave l earned 
f ro m past e n counters. Be preci se in sta ting your inte n
tio n s, d o not vary from w h a t you profess, respec t the 
Tholian need for ano ny mity a nd p seudony mity, and 
exp ect the unexp ected fro m Tholia n technology. 

THOLIAN ENIGMAS 

Fr o m t he Sc i e n ce Lo g o f En s ig n V acla v 
Hun edoa ra, U .S.S. N a k ash ima 

T h e Nakashima is pre p a ring for its p a t rol a l o n g 
the Tholian borde r. Soon, I may hopefully hav e 
m o re data for my resea rc h . I ca n h a rdl y w a it. I h ave 
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dreamt of such an opportunity all my life. When I 
was a young boy, my father would tell me stories 
about the ghost ship Defiant .. I've had nightmares 
of what the crew of the Enterprise went through 
when they first found it. Unfortunately, my only 
other choice is to relive it vicariously through the 
data files I have. (Note to myself: Do I have enough 
to progra m a holodeck simulation?) 

To prepare myself for the next few weeks, I have 
been reviewing the case of the Defiant. Still, the 
more I examine what happened, the more questions 
spring to mind. Why was the Defiant trapped 
between dimensions? Was it an accident, or did the 
Tholians intend to use the ship as a trap of some 
kind? Why did the ship only have the appearance of 
a solid vessel? One theory I have is that the ship's 
appearance was the direct result ofTholian technol
ogy. From the events that followed, I can assume 
that the Tholi ans have a respectable command over 
matter and e nergy and over interdimensional 
physics; other aspects of their technology confirm 
this. Still, the mystery remains unsolved. 

As I collate more data on encounters between 
our two races, the m ystery grows even stranger. A 
few facts are clear. I know that, on the rare occa
sions when Tholians briefly interact with Federation 
ships, only one representative will communicate 
with the Fe deration at any given time. These 
encounters are so rigidly staged and carefully con
trolled that another debate has broken out among 
my colleagues in the xenology department: Is the 
image they present to outsiders the same as their 
actual appearance? It appears that the personal 
accounts of e ncountering Tholians "in the flesh" are 
scattered and contradictory. So far, I have found 
three different theories posed by Starfleet xenolo
gists. 

The first theory assumes that there is no decep
tion involved. Th e Tholians are exactly as they first 
appeared, just as the ghost ship Defiant was an 
exact representation. If this is true, then I would 
presume Tholians to be a crystalline, possibly sili
con-based, lifeform. If this is the case, however, 
why would they insist on maintaining an environ
ment so hostil e to Federation diplomats? Th e 
Tholian homeworld may have an exotic atmo
sphere, but would a silicon lifeform necessaril y 
be so dependent on extreme temperatures? I'm 
afraid even my biologist colleagues still argue that 
point. 

The second prevailing theory presumes that the 
Tholians we e ncounter may depend on some type 
of individual survival gear. In fact, the shape 
encountered by Federation officers could be a 
variety of "encounter suit." Yet this is puzzling, to 
say the least. Do they require such protection to 
live inside th e ir ships, or are the conditions of 
their homeworld even more extreme than what 
we've detected on their starships? The very idea 
tantalizes me. 

A third, more direct, theory holds tha t the 
Tholians are actually energy- based creatures. 
After all, Tholian e ngineering shows a remarkable 
grasp of principles involving energy management 
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a nd e nergy shields, including th e infamo us 
"Tholian web." This would explain the contradic
tory accounts advanced by other races . Since th e 
r ace relies on such meticulous order and logic, 
the practice of presenting themselves as so lid geo
metrical forms would make sense. 

I can also deduce, largely from records of inter
cepted communications, that the Tholian s have a 
precise organization to their civilization. I've 
re read Whitehead's treatise. He presumes that 
their colonies designate citizens as belonging to 
one of three castes: the " builder" caste, the "sci
entist" caste, or the "ruling" caste. Current theory 
holds that these designations are assigned upon 
birth, a nd that these roles evolve in a ny given 
colony to further its expansion and conquest. This 
would also correspond to their dependence on 
order and precision. 

Perhaps m y speculation is just the overeager 
imagination of an ambitious ensign. I must make 
sure I do not betray too much enthusiasm. Th e rest 
of the crew fervently hopes that the Tholians wi ll 
not take this opportunity to attack, but I would 
ri sk anything to learn more. In th e mea ntime, I 
shall continue to pursue my duties ... a nd hope
fully add more data to my files. 

TREATIES 

Since its formation, the Federation h as been sig
natory to several treaties and pacts in its attempts to 
keep galactic peace. Some of the important treaties 
are described below. 

TREATY OF C H E R ON 

The Treaty of Cheron e nded the Romul a n wars 
in 2160 and established the Romulan Neutral 
Zone. Although the treaty was s igned by the 
Romulan Star Empire and Earth's world govern
m e nt, it was upheld after the creation of the 
United Federation of Planets. The later Treaty of 
Algeron, signed by the Federation, reaffirmed the 
Romulan N eutral Zone. 

TREATY OF ARMENS 

Th e Federation signed the Treaty of Armens w ith 
the Sheliak Corporate in 2255. The reclusive Sheliak 
feel that humans are inferior lifeforms, a nd want lit
tle to no contact with them. The Federation 
accidentally violated this treaty in 2276 by estab
lishing a colony on Tau Cygna V, a desert planet 
ceded to the Sheliak under the terms of the treaty. 
Th e Sheliak demanded the removal of the co lony in 
2366, citing the terms of the treaty. 

TREATY O F CEST U S Ill 

In 2267, the Gorn destroyed a Federation o utpost 
on Cestus Ill. The Federation had been unaware that 
the Gorn conside red Cestus Ill to b e part of their 
sovereign space. The Treaty of Cestus Ill cleared up 
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th e misunderstanding and allowed the Fede ration to 
establish a colony on th e planet. 

ORGANIAN P EAC E T R EA T Y 

The Organia n s imposed a peace treaty o n the 
Federa tio n a n d the K lin gon Empi re in 2267, a fter 
the Federation tried to stop the Klingons from occu
pying Organ ia. Strategica ll y located for use as a 
base by e ither side, both felt it was impo rta nt 
e n oL•g h to go to wa r. 

The a dvanced c ivi l ization of the Organians, who 
h ad e vo l v e d beyond the need for a corpo rea l form , 
declared that they would allow n o h osti l ities. They 
decreed t h a t any disputed plane t would be awarde d 
to wh i c h ever of the powers cou l d m ost effective ly 
d evelop a nd manage it, and tha t slarship c rews 
were e n titled to u se each o thers' faci liti es, su c h as 
space stat io n s. 

POLARIC TEST BAN TREATY 

The treaty prohibits the use of polari c ion e n ergy 
sources. Po laric ion e n ergy can provide e noug h 
power for a p l a n e t, but its use e ntails a hig h risk of 
se ri o u s and uncontro lled subspace c h a in reacti o n s. 
A fte r the near destruction of a Romu l a n resea rc h 

TREATY OF ALLIANCE 

The Treaty of Alliance of 2 346 not o nly ended 
t h e thre at of war b etween the Federation and th e 
Klingon Empire but establi shed groundwork for 
mutua l mi li ta ry deploy ments and diplomatic 
exchanges. Unde r th e term s o f the treaty, the 
Fe d e ra tion and the K l ingons may provide mutua l 
a id and d e fense, but in ter ference i n domesti c gov
e rnmental matters is prohib ited. 

co lony o n C h a ltok IV in 2268 from such a reaction, THOLIAN ACCORDS 
th e Romulan Sta r Empi re, the Federatio n , a nd other 
ga lacti c p owers s igne d the Po laric Test Ban Trea ty. The Tho l ian A ccords of 2 360 established 

KHITOMER ACCORDS 

Following t h e d es tru c t i on of Praxis in 2293, 
K lingon Chancello r Gorkon sou g h t peace w i th 
th e Fede rat ion. Th e loss of energy produ ction 
and e n v iro nme ntal damage to Qo ' n oS were t h e 
straw that broke th e back of Klingo n imperia l 
overstretch. H eaded for economic ruin , the 
Klingon Empire made the p ragmati c c h o i ce for 
p eace. 

Though C h a n cellor Gorkon was assass in a te d 
b y forces o n b o th s ides w ho did n ot wa n t to see 
h ostiliti es e n ded, his d a ughte r Azetbur was ab l e 
to co n c l ude t h e p eace ta l ks. Th e Khito m e r 
Accords a llowed the Federation a nd t h e Klingon 
Empire to begin to nor ma li ze r e l a tions a nd did 
away with the K l ing o n Neutra l Zone. 

TREATY OF A L GERON 

The Treaty of A lgeron has shaped the course of 
Fede ratio n re l a tions w ith the Romu lan Star Empire 
and dictated Sta r f leet's use of technology. Following 
t h e Ta m ed Inc ident in 23 1 1, the Treaty of A lgeron 
reaffirme d t h e Romu lan Neutral Zone, which the 
T reaty o f C h eron established in 2 1 60, and provided 
that any inc urs io n into the Neutra l Zone w ithout 
adequa te warning to the other side wou ld be con 
side re d a n ac t of wa r. It a l so pro hibits the 
Fed e ration from employing c loaki n g devices o n its 
starships o r deve lopin g cloaking technology. 

TtiE P R I C E OF fR EEDOM 

Federation dip lomati c relations with t h e Tho l ians, a 
trad i t iona ll y hostil e civi l i zat ion. The Tholi a n 
Accords established th e borders of Tholian space, 
c losed the borders to ships of both sides, and estab
lish ed protocols for dip lomatic communications 
b e tween the Federation a nd t h e Tholian Assembly. 

FEDERAT ION - CARDASSIAN TREATY 

Talks for the Federation -Cardassian T reaty began 
i n 2367 , and con cluded wi th i ts signing in 2370. 
T h e trea ty redrew th e boundaries between 
Federa tion a nd Cardassi a n space, an d c reated the 
D e mi l itariz ed Zone as a buffer. As a result of the 
border change, some Fe d e ration co lonies came 
unde r Cardassian contro l , a nd the Federat ion 
acqui red some Cardassian colon i es. The treaty p ro
hib i ts m ili tary a c t i vi ty, i n c luding o utposts and fleet 
exercises, within the Demilitarize d Zone. A treaty 
not popu lar w ith a ll parts of e ithe r soci e ty, it secures 
only a fragile peace. 

SELDONIS IV CONVENTION 

The Seldonis IV Convention outl ined the treat
ment of priso ners of war. T he Convention p ro hibits 
to rture of p risoners a n d requires th at t h ey be pro
v ided w ith adequate food, sh e l ter, m edical 
a tten t ion, an d oth e r such bas i c n ecessiti es. Most 
major powers in t h e ga laxy are signatories, i n c lu d
in g the Federat io n , t h e Cardassi a n U nion, th e 
Klingon Empire, and the Romul a n Star Empire. 



N ot every ship traversing Federation space 
belongs to Starfleet. In fact, most of the craft in 
the Federation are personal , commercial, o r 

sc i e ntifi c vessels, not the exp l o ration and defense 
ships of Starfleet. Compared to, for example, 
Romula ns or Cardassians, citizens of the Federation 
have v irtuall y unrestricted freedom to travel the 
galaxy and see its sights. 

The Federation Merchant Marine comprises by far 
the largest fl eet of non-Starfleet vessels. An important 
pa r t of the Federat ion economy, it i s directed b y the 
Federation government itself, not Starfleet. I t performs 
many diverse tasks wh ich, w hile often not as g lam
orous as the jobs assigned to a Starfleet starship, are 
equally v ital to the prosperity and even to t h e c ont in
u ed existence of th e Federation. It carries cargo from 
one planet to another, transports passengers, helps 
keep co lonies supplied, a nd transports a nd se lls cer
tain types of goods to nonmember p lanets. 

THE N ATURE OF THE O RGANIZATION 

The Federation Merchant Marine was founded 
shortly after the Federation itsel f was cre a ted. 
Although the Federation Constitution did not spec ifi 
ca ll y provide for a m erchant marine, its provisions on 

economic matters did g ra nt the Federation Council 
broad powers " to maintain the economic hea lth a nd 
strength of t h e Federation and a ll of its members." 
One of t h e m a ny things t h e Council did w ith these 
powers was to establish the Merchant Marine. 

Historically, th e broad term "merc hant m a rine" 
m ea n s th e commercia l or m e rcan til e f leet of a nation, 
w h e th er own ed directly by that nation or by i ts c iti 
zens. I n t h e sp acef a rin g age, it inc ludes the 
comm erci a l sta rships of a particul a r species, pla ne t, 
o r governme nt, a nd it is of cou rse this aspect of com
merce w i t h w hic h t h e Federation was prima r i l y 
concern ed when it establi shed the Federatio n 
Merchant Marine. Indiv idua l p lanetary surface mer
c h a nt marines do not fa ll within t h e Federation's 
jurisdiction, and n e ithe r do th e i nd iv i dua l starfaring 
m erch ant marines of th e Federation's members. 

The Andorian Mercha nt Marine re mains the largest 
and most professional of these, w ith a trad itio n 
exte nding back to t h e days of the Ea rth- Romulan War. 
Many Andori an Merchant Marine crewmen j oi n ed the 
new Federatio n Merchant Marine, g iv ing it a cadre of 
experi e n ced capta ins a n d e n g ineers during th e earl y 
cr ises of the Klingon wars and th e Axanarian seces
s ion. Grandsons and g randdaughters of these captains 
served the Federation well during th e emergen cy 
m obi lizations against th e Borg, the imme nse human 
c ri ses of the Cardassi an bo rder relocation, and the 
m o re conventiona l suppor t roles during the Tholi a n 
War. Thi s tradition still holds stro n g l y e noug h that 
even huma n and Te llarite c rewmen en list in the 
Andoria n M e rchant Marine in hopes of being a ble to 
join the Federation Merchant Marine some day . • .. ..... 



THE ROLE O F T H E 
MERCHAN T M ARI NE 

The Federation has a lways recognized a need to 
transport certain goods, or goods in bulk. Transporter 
and replicator technologi es, m a rvel s that they are of 
modern soci ety, do not remove the need to move va r
ious types of goods, or l arge amounts of goods, across 
sp ace . First , the range of tran spor ters is limite d. 
Fe deration space is hundreds of light years across, a nd 
even th e best cargo transporters only h ave a range of 
abo ut 40,000 kilometers. Second, th e amount of 
m a te rial w hic h can b e transported at a ny one time i s 
limited, as i s the size of the object to be transported ; 
only a few very l a rge planet- based tra n sporters are 
capable of transporting extre mely large objects (such 
as some veh ic les). Third, not every person or every 
planet has access to tra nspo rters-a lthough they are 
not rare, they are not ubiquitous either. This reasoning 
also applies to replicator technology, though large
sca le industria l repl icators are more common than 
large transporters (and, of course, there are some 
goods w hic h some people prefer not to replicate, as 
disc ussed b e low). 

W hat thi s a ll means is that there are many occa
sions w hen th e Federation, or someone within the 
Federation, needs to tra n sport goods, products, or 
p eop le in t h e old-fashioned way-by load ing them 
onto a ship and carrying them to where they need to 
go. Starfleet's ships could h a ndle su ch tasks, but o nly 
d o so in the gravest of e m e rgenc ies . At a n y other time, 
th a t 's w he re the Federa ti o n Mercha nt M a rine com es 
in . Carryi ng ca rgo and passengers is its job. As su c h i t 
forms a v ital econo mic link between many m embers 
of t he Federati o n , a nd acts as a l ife line to d istant 
co lonies and outposts wh i c h would othe rwise h ave, at 
b est, a very d i ffic ult time getting the suppli es t h ey 
need . 

However, the Federa tion Merch ant Marine sho uld 
no t be mi sta k e n for a profit-driven p rivate m e rcantile 
e nte rpri se; it's far from that. The reason some of those 
worlds and far-flung co lo nies sometim es h ave diffi
c ulty obtaining good s is that m erch a nts w ho work for 
profit do n ot f ind it pro fitable t o vis it them. Ei ther t h ey 
a re too fa r away, or the re aren't e nough c u stomers, or 
w h a tever i t is t h ey need is not profita ble e noug h to 
m ake it worth a private merchant's time to visi t th e m. 
But the Federati on M e rc h ant M a rine, operat ed unde r 
th e auspi ces of the Federation, i s abl e to v is it a nyo ne 
or any p l a n e t a nd bring what i s needed to su rv ive and 
thrive . The Federatio n M e rcha n t Marine i sn 't con 
cerned w ith profit; instead, it focu ses on p roviding 
n eed ed good s to Federation ci tizens, and on keepi ng 
v i ta l co lo nies supp lie d. 

THE FEDERATIO N MERCHAN T 
MARINE A N D STARFLEET 

As one mig ht expec t , t h e Merc h ant M a rine enjoys 
good re la tions with Starfl eet. In essen ce the two com
pleme n t each o the r. W h i le Sta r f leet does on occasion 
transport goods o r personnel (espec i a ll y those w hic h 
a re dangerous, or w hich are going to p a rticul a rl y d an
gerou s a reas), it i s p r ima ril y engaged in miss ions of 
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exploration, scientific investigation, an d d efense. Its 
ships a re not set up t o carry large a m o unts of cargo or 
passengers. That's w ha t the Merchan t Marine i s for; 
Starfl eet 's hig hl y trai ned personnel ca n be put to b et
te r uses. Unless there's a n emergency of some sort 
requiring hig h warp sp eed and a potential military 
response, Starflee t prefers to le t the Merch a nt M arine 
transport goods a nd p eopl e . Even in those g rave emer
gencies, th e Merc hant Marine ofte n follows right 
b e hind Starfleet in bringing vacci nes or doctors to a 
plagu e-st r i c k e n world, or phaser rifles to a Federati on 
garrison unde r attack. 

Converse ly, the ships of t he Merc h a nt Marine, 
wh ile well equ ipped for com m e rce, are not designed 
for combat o r s imilar missi ons. They have low
stre ngth shields and phasers, but wou ld find 
themselves o ut of the ir d epth f i g hting off a n y thing 
more powerful than techno logica lly backward pirates 
or brigands. Nor do M erch a nt Marine ships have the 
sophisti cated sensor arrays w hi c h Sta rfleet sh ips use 
to c h a rt system s and investigate ste lla r anomalies. 
W hen a Merc h ant Marine vesse l h as to go into a d a n
gerous a rea, or its commander fears tha t O rion s or 
o the r threats may attack th e sh ip, Starfleet m ig ht b e 
ca lled on to escort the m e rcantile ship to its destina
t ion. (Of cou rse, some Merchant M arine capta ins t rust 
to th e i r own ski lls rather than ca lling o n Starfleet, and 
a surpris ing numbe r of them su cceed.) Thus, the tw o 
fleets h ave a h ealthy resp ect for each o the r and work 
well togethe r. 

In t h e eyes of many Federation ci ti z e n s, the 
M e rch ant M a ri ne is a sort o f " junior" or l esser 
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Starfleet. This is unfai r. It l acks a high profile and pres
tige, but its j ob i s in m a ny ways equa lly impo rtant. Its 
members do not possess the powers or prerogatives 
wh ic h Starfleet personnel do, but they e njoy respect 
thro u ghout the Federation because of their important 
ro le in the ga lactic economy. Federation fam ilies are 
proud to h ave th e ir sons and daughte rs j o in th e 
Merchant M a r i ne; many famil i es have been serving in 
its ranks for gene rations. 

ORGANIZATION AND STRUCTURE 

Th e Federation M e rchant Marine ultima te ly 
answers to the Federation Council. The Counci l's 
Merchant M arine Committee m eets on a regu l a r b asis 
to assess the performance of the M e rchant Marine, 
determine where its services are needed, and a llocate 
its resources. (Actu a l d i rection of the M e rc h a nt 
Marine fa ll s to the Department of Commerce in the 
Secretariat.) If there were a ny diffic ulties or problems 
wi th the servi ce, the Committee w ould hold hearings 
to investi gate them, but no such hearings h ave ever 
been n ecessary. 

D a il y comm and of the Fed eration Merchant 
Marine is vested in a n A dmira l; currentl y, Admira l 
Jenidox Pari, a Tel larite, ho lds the position. Sometimes 
the Admira l has Sta rfleet experience, but m o re often 
the post serves as the pinnacle of a successful mer
cantil e career for a civi lian captain. The Admira l i s 
responsible for seeing that the Merchant M arine f leet 
i s properly and e ffi c i ently deployed , for ensuring that 
a ll ships are sufficiently maintained and staffed, and 
for eva luati ng requ ests for Merch ant M arin e assis
tance and prioritizing them. To help him w ith these 
tasks he has a staff consi stin g of severa l Vice-Admira l s 
(each of w h om is responsib l e for the portion o f the 
Merchant Marine f leet i n a p articu lar area of 
Federation space) and lesser officers, bureau c ra ts, and 
fun ctionaries. T h e Admira l is h eadquartered on A lp h a 
Centauri; h is h eadquarte rs faci l ities include a l a rge 
starport and exte n sive p la n e ta ry and space-based star
ship repa ir bays. 

The Merchant Marine organ ization more o r less 
fol lows "astrographica l " lines. The ships w hic h serve 
a particular secto r o r g ro up of sectors comprise a par
t i cu lar "fleet." Each such fleet is commanded by a 
Vice-Admiral, to whom the captains of th e f leet's 
ships report. Usua lly a fleet remains in its designated 
territory, but o n occasi o n i t i s necessary to assembl e 
severa l f l eets for a n impo rtant t ask (su c h as respond
ing to a n e m e rgen cy o r supplying Starfleet ships in 
t ime of war). Independent mercha nts of Federation 
registry may be ca lled upon to serve under the Vice
Admiral of their sector in e m ergencies (su c h as the 
Cardass ian border evacu at ion), and usua lly repor t a n y 
rumors of p ira tes or navigational h azards to his offi ce. 

TRITANIUM SHIPS AND IRON MEN 

A l ife in the Federation Merchant Marine i sn ' t n ec
essaril y fo r everyon e. It requires a ce r tain 
combination of discip line, adventurousness, and wi ll
ingness to work hard. While th ese qualities mig ht a lso 
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recommend a p erson for Starfl eet serv i ce, these indi
v idua l s may fa il the rigoro u s Sta rfl eet e n trance tests 
and screenings, prefe r a l ess-structu red lifesty le, or 
c h oose to join the Merchant Marine w itho ut ever con
sidering a career in Starfleet. 

JOINING THE MERCHANT MARI NE 

It's a lot easier for a Federation citi zen to join the 
M e rc hant Marine than to join Sta r f leet. (In fact, unlike 
Starfleet, the Merchant M a rine does not require 
Federation citizenship.) A lthough there a re some 
entrance requirements and tests, they m a inly concern 
physical and mental fitness for the j ob; they do not 
approach the rigors or difficulties of the Starfleet 
Academy admission p rocedure. 

The Merchant Marine h as recruiting stations on 
most Fed e ration planets, and at some sta rbases and 
o utposts as well. To join, a potentia l recruit need only 
go to the loca l recruiting offi ce and appl y. I f h e pass
es the tests mentioned a b ove, h e's in-easy as that. 
Typical ly the new membe r, known as a "sa ilor," w ill 
ship o ut on his f irst cruise w ithin a year. 

Before that, however, he h as to lea rn a little more 
about the job h e's just sig ned up for. The Merchant 
Marine sends him to its own academy on Danu la II for 
a period of about six months. Durin g that t ime he 
learns the rudimen ts of stel lar cartograph y, sta rship 
operations, and the like. He t h e n spends another three 
months studying whatever he has c h osen to specia lize 
in-command, f l ight contro l, o r w hat h ave you. Whi l e 
his ski ll s may never approach those of a simila rl y 
positioned Sta r f leet officer, he usual ly isn ' t exposed to 
dangerous situati o ns where su c h a h igh level of skill 
i s necessary, e ithe r (a tradeoff many sai lo rs a re more 
than h appy with). After comp leting hi s time at the 
academy, the sa ilor is ass igned to a ship; h e may 
retu rn to the academ y p e rio d ically for retra ining, offi
cer train ing, and other purposes. 

A standard tour of duty in the Federation M erchant 
Marine is four years; a ll persons who a ttend the 
acad e m y must serve o n e su c h term. After his four 
years are up, a sa ilor i s f ree to leave to p ursue anoth
e r ca reer. In practice, most sai l ors remain in th e 
serv i ce for two or more terms; m a ny make it a life time 
occupation. After serv i ng the ir f irst tour, sa ilors are 
e lig ible to request tran sfer to a different ship or fleet. 
M any of the m do so, since this a llows the m to take on 
n ew c h a ll e n ges, v isit new areas of space, and make 
new fri ends. 

\IVHY THE MERCHANT MARIN E? 

Sailors g ive many reasons fo r wanting to JOin the 
Merchant Marine. First and foremost among them is a 
desire to "see the ga laxy." More than the m embers of 
a ny oth er Fed e ration organi zatio n except Starfl eet, the 
sa ilo rs of th e M e rc hant Marine travel extensively. Even i f 
a sailor remains in the sam e f leet for several tours of 
duty, h e is still likely to v isit more planets and see more 
of space tha n most Federation c itizen s w ill in an entire 
l ifetime. Those sailors w ho truly lo ng for a nomadic life 
transfer from fleet to fleet and ship to ship, getting to 
know the ga laxy as well as some Sta rfl eet offi cers. 
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A second reason i s a lack of desire to j o in Sta rfleet. 
Many Fed e ra tion c iti zen s w ant to go into sp ace for 
som e reason, but not as part of Sta rfl eet. It's h a rd to 
get into Starfleet, and just as hard to m a ke it thro u g h 
the Acad e m y. When you finall y get p osted to a sta r
ship, you ' re like l y to b e exposed to dangers both 
commonplace a nd exotic-anything from warp-co re 
breaches, to co lli si ons, to starship combat, to e n coun
te rs w ith bizarre ga lactic ph enome n a and play fu l 
omniscient e n e rgy b e ings. Not everyone wants that 
kind of pressure, danger, and "excitement." Some pre 
fe r the more sed ate life of a sailor in th e Merchant 
M arin e. It's n ot a re lax ing job-sailors work h a rd, a nd 
th ey're proud o f it-but compared to serv ing o n b oard 
a Sta rfleet v essel it's a mighty calm j o b m ost o f the 
time . 

It 's much the sa m e for c itize n s w ho want to j oi n 
Sta rfleet but can't for some reason (ty pica ll y b ecau se 
they canno t m eet the entrance requ i re m e nts) . 
Starfleet's standards a re to ug h to m eet, and n o t every 
Fe d e ratio n c iti zen ca n get into the Acad e m y. Fo r those 
c iti zen s w h o a re still desperate to work in sp ace o n 
b oard a starsh ip, even though they cannot b ecom e a 
p a rt of Sta rfleet, the Merc h ant Marine is o fte n a p e r 
fect so lutio n. A lthough it's not n ea r l y as diffi c u lt to 
j o in, the M e rc h ant Marine still teaches i ts sa ilo rs 
many va luable sp acefaring skil ls-and o n occasion it 
m ay even se rve up a dose of adventure o r two. Plus, 
every m embe r of the Federation ackn owledges the 
va luable serv i ces the Merchant Marine provides, and 
it's con side red a n honor to be a m e mbe r o f it, even if 
its entra n ce requirements aren' t as h a rd to m eet as 
Sta rfl eet's. 

SERVICE IN THE N AME OF P ROSPERITY 

"Serv ice in the Name of Prosp e rity" is the m o tto of 
the Fed e ratio n M erchant Marine, a nd it perfectl y sums 
up the sa ilo rs' desire to serve the Federatio n by inc reas
ing the prosperity and ease of li fe of its c itizens. The 
Merc han t Marine w as formed to serve the needs of the 
Fe d eratio n 's c itizens, and has a lways clo n e an admirab le 
j ob at its appointed task. 

The assignments g iven to a Merc hant M arine ves
sel m ay re m a in more or l ess the same fo r long peri ods 
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of time, but ty pically they va ry. M ercha nt Marine ves
sel s and sa ilors rarel y undertake specific " tours of 
duty" in the sense that Starfl eet uses the term. Instead, 
the ship w ill handle a w ide va ri e ty of jobs-every 
thing from transporting cargo o r passe ngers to towing 
stranded ships into starclock- wh ic h must be p e r 
forme d w ithin its " te rritory." Thi s va ri e ty appea ls to 
many sa ilors. How ever, some ships, due to their 
nature or their sector, tend to p e rform the same ty pes 
of missions repeatedly. It's not uncommon for a ship 
to spend long periods of tim e simpl y transporting 
goods and passengers between th e p lanets in its sec
tor, for example. On the brig ht s ide, this usually 
a llows the sai lors to develo p a ro utine which lets 
them max imiz e their free t ime, d uring which th ey can 
study, pursue hobbies, and maybe e ve n take a bit of 
shore leave. 

Som e of the more typica l duties assigned to 
Merchant Marine ships include : 

• Transporting goods: Th e most common " mission" 
for a M e rc h ant Marine vesse l is transporting goods 
w hi c h Fe d e ration citize n s canno t o r prefer not to 
replica te . While most of the n eed s o f m an y Fe deration 
c itize n s can b e met w ith repli cated goods, not every
one h as easy access to replica tors (or industria l 
repli ca to rs big e n ough to m a ke l a rge i tems). Some 
ite m s cannot, or shou ld not, be replicated. One good 
example is artwork and craftwork, su c h as M intakan 
tapestries. Whi le it is possible to replicate such an 
ite m , a rep l i cated copy would lac k many o f the qual
iti es o f a n orig inal , handmad e, o ne, and certainly 
would have l ittle or n o va lue as a w ork of a rt. 
Therefore a lively Federati o n trade in su c h items has 
sprung up. Similarl y, some Fe d e ra ti o n c itizens c la im 
to be ab le to te ll the differe n ce b e tween the taste of 
rep li ca ted food and " rea l " food, so the re i s t rade in 
homegrown g rai n s, m eat anima ls, and simil a r prod
u cts. Because of their access to such foodstuffs, some 
sa i l o rs a re accom p lish e d cooks w h o eat quite well. 

• Tra nsporting passengers: Th e M erchant M arine is 
n o t a commerc ial transp o rtatio n serv ice. C iti zen s of 
the Fe d e ration can' t s impl y contact the Merc h ant 
Marine v ia subspace radi o and book passage to Risa 
w he never they fee l like taking a tri p; for that, they 
must u se private comme rc i a l transp o rtatio n compa
nies. H owever, the re are m a n y occas io n s w he n the 
Fe d e ration must transport l a rge numbe rs of people. 
Some examples include estab lishing colo nies, evac u
ating fai l ed colonies, evacu ating p l anets w hich a re 
suffering from an attack or n atura l d isaste r, and ferry 
ing l a rge numbe rs of diploma ts to importa nt 
confe re n ces. In these cases the M e rc h ant M arine u su
a ll y does the tran sp o rting. In fac t, som e M e rc h ant 
Marine vessels are spec i f ica ll y des ig ned as personne l 
transports, and come equippe d w ith am e nities such as 
h o lo d e cks for the passengers' u se. 

• Trade: The Fe d eration does condu c t som e offi c ia l 
trad e w ith nonmembe r spec i es. Typica ll y this invo lves 
exch a n g ing Federation goods for good s of equa l va lue 
w hic h the o ther race h as but the Fe d e rati o n cannot 
manu facture, espec ia lly minera ls li k e d ilithium o r 



topaline. However, som e times these trade missions 
a re c onducted sol e ly to gen e ra te goodwill a nd h e lp 
cem e nt re lati ons b e twe e n the spec i es a nd th e 
Federati on; whether th e Federation obta ins a n y thin g 
e lse of value in return i s inconseque nti a l. 

• Colony support: The Federation ha s estab li shed 
m a n y c olonies and o utposts thro u g hout its space. 
Many extrem e ly i so l a te d co l o nies li e in dee p space 
wi thout any other inha bi ted planets for lig ht y e a rs 
a ro und them. With no one e lse to trade w ith , and 
ofte n nothing to trade un t il the co lony b e comes 
f irmly established, the co lonists remain d e p e ndent 
upon the Fed e ra tion to provide supplies, c h eck up 
on them peri odica ll y, and bring n ews of the rest of 
Lhe galaxy. These jobs often f a ll to the Merc hant 
Marine. Because of this, more than on e sa il o r ha s 
m et t h e p erson of his dreams at some colony and 
lef t the service to se ttl e dow n and become a 
co l o ni st. 

• Technology tra n sfer: The races o f the Fede ra ti o n 
frequ e ntl y exch a n ge n ew ly deve loped forms o f 
technology with each oth e r. Acquisit i o n of 
Federation techno logy is a lso a prime motivating 
fac tor b e hind som e spec ies' re ques ts to j o in th e 
Federation. Su c h exchanges of sc ientifi c knowledge 
and e quipment u sually fa ll w ithin the p urview of 
the Merc h ant Marine, since it i s b e tte r p repared to 
ca rry large amounts of equipme nt than Starfleet. It 
can a lso eas ily accommodate dip lomats o r other 
personne l who accompa n y the ite ms so th a t th e 
transfe r can be effectuated. 
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• Tugboa t d e ta il: Ev en as advanced and sophisti 
cated as they are, Federation ships sometimes 
become stranded for one reason or another. It may 
be damage caused by an attack, e quipment failure, 
l oss of power, or some other reason, but the ship 
stil l h as to b e re tri eved. Most Mercha nt Marin e 
ships have pow erful engines and tractor beams 
designed to h e lp them perform such a task. 

• Repa ir s hip: Similar ly, ships w hic h have been 
extens ively damaged often need a large supp ly of 
parts to make repairs-parts wh ich cannot be repli
cated (e ither b ecause the r epli ca tors are 
inoperational, or the items needed a re too large for 
a ship's repli ca tors) . In such cases the Merchant 
Marine is usually called upon to ferry parts and 
repair personnel to the damage d ship (a l though in 
the case of ships which require c lassified military 
technology, Starfleet may instead take this duty 
upon itself). Some Merchant Marine c raft spec ialize 
in repair w ork, w ith a large compl e m ent of engi
neers and equipment t he n ext b est thing to a fu ll 
spacedock. 

A SAILOR:IS LIFE 

Wh ile it is usually less dangerous than a life in 
Starfleet, the li fe of a sailor in the M e rc hant Marine 
isn't always an easy one. The w ork ca n b e hard a nd 
the hours long, but th e reward-he l ping the 
Federation a nd its c iti zens prospe r- is well w orth 
the sacrifice. 

Compa re d to Starfleet vessel s, M e rc h ant Marine 
ships feel uncrowded. It doesn 't take m a n y p e rson s 
to k eep one of the rel a tive l y simp l e and easy- to
mainta in freighters operationa l, or to m a ke sure 
cargo i s sa fe. Some sh ips, d espite the ir rather l a rge 
size, have a c rew of only a dozen or so . However, 
those ships sp ec ifi ca ll y des ig n e d to ca rry l a rge 
numbers of passe n gers often h ave exten sive c rews. 

Regu la tion s in th e M e rcha nt Marine are n ot n e ar
l y a s strict as th ose in Starfl eet; a fter a ll, the 
M e rc h ant M a rine is not a quasi-mili ta r y organiza
tion. Disc i p line tends to b e m o re lax, and th e 
officers and c rew m o re easygo ing, tha n usuall y see n 
in Starfleet. However, the M e rc hant Marine i s 
required to abide by all pertinent Federation regula
t ions, espec iall y the Prime Directive . 
Common-se n se safety regulations a l so appl y, a nd 
most sa il o rs observe them co n sc ientiously , si n ce 
they know the risks of space travel b etter th a n most 
p eop le . Th e Merchant M a rin e also fa ll s under the 
Federati o n 's commercia l reg ula tion s a nd laws; most 
Command officers have a thorough know ledge of 
such laws . 

On lo ng j o urneys, l ife aboa rd a Mercha nt M arine 
vessel ca n get a littl e routin e . Most Merc h a nt 
Marine vesse l s do not h ave h o lodecks or s imilar 
f o rms o f e nte rta inment, so the c rew often contents 
itsel f w i th study ing, gambling, a thl e tics, art, or other 
h o bbies or divers ions. 
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RANKS AND DEPARTMENTS 

The ranks used in the Merchant Marine are virtual
ly identical to those used in Starfleet. Each ship is 
commanded by a Captain who has total authority 
ove r the vessel and his crew (subject, of course, to 
b e ing removed from duty for medical reasons and the 
like). Th e Captain is assiste d b y a First Officer. 
Lieute n ant Commanders (or, in some cases, 
Lieutenants) head the various departments on board 
the ship, such as Security a nd Engineering. Enlisted 
personnel compose the bulk of the crew. 

Th e departments typica lly found on a Merchant 
Marine ship include: 

• Command: This depa rtment is more or l ess self
explanatory and very simi l a r to the same department 
on board a Starfleet vessel. However, in addition to 
ty pical Command duties, Command officers a re 
expected to perform whatever negotiating, bargain
ing, or trading is needed with regard to the ir cargo. 
Even more than Starfleet capta ins, Merchant Marine 
commanders have to run every aspect of a (sometimes 
very) isolated world on their ships. 

• Engineering: First, Engineering must make sure 
the ship is in fit condition to fl y, and must conduct a ll 
routine maintenance w hi c h is required to keep it in 
proper shape. Second, it must make whatever e m e r
gen cy repa irs a re n ecessary. Third, w he n n ecessa ry 
Engineering must assist the Qua rtermaster with bring
ing goods onto the ship, safely securing the m , a nd 
then offl oading them. Engineers may be ca lled on for 
assistance if sp ecia l u ses o f the tractor bea m a re 
required for a p a rti c ul a r cargo, when a dangerous 
cargo is being brought o n board a nd it is n ecessa ry to 
activate multipl e safety m easures, w hen tests h ave to 
be performed on the cargo, o r just w he n the c rew 
n eeds extra ha nds to do the lifting . 

Since Merc h a nt Marine ships u sually do not h ave a 
dedicate d Science Officer, Eng ineering p e rsonnel fill 
such roles whenever the re is a need. This rare l y h ap
pen s, but M e rc hant M arine e n g ineers h ave the closest 
thing to tra ining for it nevertheless. 

• Flight Control: The Flig ht Control officer i s 
responsible fo r astronavigation , steering the ship, 
making sure the sh ip e nte rs a proper orbit, a nd the 
like. He a lso u sually o perates the ship's sen sors. His 
duties u sua lly don' t invol ve anything more comp licat
ed than entering a n o rbit or towing another ship, but 
occasionall y more d iffi c ult situations crop up, so he's 
got to be ready for them. 

• Operations Manager. The Ope rations Manager has 
several related duties. First, he is responsible for the a llo
cation of the ship's power in time of n eed; it's up to him 
to decide w hich systems get power when the warp 
e ng ines can't produce enoug h to go around. Second, he 
monitors the status of any groups of personnel which 
leave the ship to conduc t negotiations, retrieve or deliver 
cargo, and so forth (these are u sually called "Trade 
Team s"). Finally, if necessary he assists the Quartermaster. 

THE FE DERAT I ON M ERC H AN T M AR I NE 

• Quartermaster. The Quartermaster is responsible 
for the loading, offloading, and mainte nance of cargo 
and passengers on the ship. He supervises most such 
operations, though lesser ones are usually delegated 
to subordinates. A Quartermaster has to be precise 
and meticulous, since even a seemingly t iny or trivial 
e rror regarding the cargo may cause serious repercus
sions. In some cases the Quartermaste r also assists the 
Captain w ith negotiations regarding trades and trans
portation. Outside the Federation, the Quarte rmaster 
oversees any purchases the ship makes. He a l so works 
closely wi th Security. Often the Quartermaster serves 
as the ship's First Officer. On smaller ships, he often 
serves as Operations Manager as well. 

• Security: The Security Office r is responsible for 
the safety and sec urity of the ship and its passengers, 
crew, and cargo. Typically he and his subordin ates are 
the only officers on the ship trained in the use of 
phasers; most sai lors never l earn how to u se one, 
since they have little ( if any) need for weapons. He, or 
a t rusted junior office r, usually accompanies the 
Captain on any negotiation or trade mission wh ich 
may pose some danger. 

It's a l so important to note w hat a Merc hant Marine 
ship doesn't have in comparison to a Starfleet vessel. 
There's no Tactical Officer, for examp le; the Tactical 
station w ill usually be taken by a Security, Flight 
Control, or Command officer in times of cris is. There 
isn't muc h of a m edic al staff, either; a doctor or tw o , 
a t most , i s usua ll y e nough for a M e rc h ant Marine 
ship . As noted above, the re's no Science Offi cer, since 
M e rc h a nt M a rine miss ions usuall y have little, if any
thing, to do w ith scientific investigation. If n ecessary, 
a Sta rflee t Science Officer c an b e temporaril y 
assigned to th e sh ip. 

TRADE TEAMS 

The Merchant M arine equiva lent of the Away Team 
is the T rade Team -a group of crewmen w hose pur
pose is to n egotia te tra d es, obtain and deliver goods, 
and so forth. Th e typical Trade Team consi sts of one or 
more Command officers (who do most of the talking), 
one Security officer (sometimes more), a nd someone 
from the Quartermaster d epartme nt. I f la rge numbers 
of M erchan t M a rine personne l a re involved, an 
Operations Manager may also accompany the Team. 

STEPPING UP 

"Stepping up" is M e rchant Marine slang for leaving the 
service to join Starfleet. (Less polite sa ilo rs ca ll it "wax
ing .") Wh ile this is rare, it does happen from time to time. 
Many sailors are people w ho wanted to join Starfleet at 
first, but were prevented f rom doing so for som e reason, 
such as inabi lity to pass the entrance e xams. However, 
Starfleet is ne ither a ri g id nor an unforg iving organ ization, 
and sometimes a Federation citizen can q u a lify to join 
la ter o n in life. Many of the skills learned in the Merchant 
Marine, suc h as piloting a ship, coordinating groups of 
people to reach a go a l, and inte racting amicably with 
many different species, tra nslate well to a Starfleet ca reer. 
For more de ta ils on stepping up, seep. 74. 
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MERCHANT MARINE VESSELS 

The Merchant Marine uses a wide variety of ves
sels. The two things most of them have in common are 
(1) a great deal of room for cargo and/or passengers, 
and (2) engines strong enough to move all that weight, 
even though their top speed is not particularly high. 
Here is a template for a typical Merchant Marine ship: 

STRUCTUR~L _POINTS: 80 
0P£RATIOtlS CHARACTERISTICS 

CREW/PASSENGERS: 50/2,000 [6 PWR/ROUND) 

COMPUTERS: 2 [2 PWR/ROUND] 

TRAtlSPORTERS: 2 PERSONtiEL, 8 CARGO, 2 EMERGENCY [6 PWR/ROUND] 

TRAGOR BEAMS: 1 AV, 1 FD [2 PWR/RATING USED] 

PROPUlSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 4.0/6.0/8.0 (8 HOURS) [2/WARP FAGOR] 

IMPUlSE SYSTEM: .25 c/.5 C [2/5 PWR/ROUND] 

POWER: 120 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: +0/1 0 LIGHT YEARS [6 PWR/ROUND] 

lATERAL SENSORS: +0/1 LIGHT YEAR [ 4 PWR/ROUtlD] 

NAVIGATIONAL SENSORS: +0 [5 PWR/ROUtlD] 

CLOAK: NotiE 

SENSORS SKILL: 3 

WEAPONS SYSTEMS 

TYPE IV PHASER: 

RANGE: 10/30,000/1 00,000/300,000 

ARC: 90 DEGREES FORWARD, 90 DEGREES AFT 

ACCURACY: 4/5/7/1 0 

DAMAGE: 8 

PowER: [8] 

WEAPONS SKILL: 3 

DEFENSIVE SYSTEMS 

STARFLEET DEFLEGORSHIELD 

PROTECTION: 30/40 

POWER: [30] 

DESCRIPTION AND NoTES 

TH E P R I CE O F f R E ED OM 

THE fEDERATION MERCHANT MARINE IN 
YouR SERIES 

The Federation Merchant Marine makes an excel
lent addition to just about any Star Trek: The Next 
Generation Role Playing Came series. Whether you 
make the Merchant Marine th e basis for the series, or 
simply use it to generate story seeds and plot threads 
in a typical series, it can add another level of depth 
and interest to your game. 

MERC H ANT MARI NE CHARACTER 
GENERATIO N 

Here are some Overlays, alternate Background 
History stages, and Archetypes with which to create 
Federat ion Merchant Marine characters. Since 
Merchant Mar ine personnel are less broadly skilled 
than the equivalent Starfleet personnel, these 
Overlay s, Background History stages, etc. are built on 
fewer points than standard Star Trek: The N e xt 
Generation RPC ones. Narrators who wish to give 
Merchant Marine characters extra points to balance 
the series for all players, or for any other reason, are 
encouraged to do so. 

OVERLAYS 

Overlays for a Merchant Marine Commander, 
Eng ineer, Flig ht Control Off i cer, Qua rtermaste r, a nd 
Security Offi cer are provi ded below. Play ers who 
w a nt to pl ay other roles (su c h as a Medical O fficer) 
c a n adapt the O verlay s in th e core rule boo k o r, with 
the N a rra tor's assista n ce, c reate the ir o w n. 

MERC H A NT M A R I N E C OMMANDE R 

A member of the C ommand branch of the 
M e rc h a nt M a rine ca n b e a n y thing fro m a ship's cap
ta in to an admini strative officer poste d a t a Mercha nt 
M a rine starbase somewhere in the g a laxy. They tend 
to b e not only exp e rts on commercia l regula tions but 
skilled trade negotia tors and administrato rs. 

A c haracter who w a nts to b e First Officer or 
Captain of a Fede ration M e rc han t Marine ship must 
purc h ase both the D epartme nt H e ad and Promotio n 
Advantag es, a nd must have som e knowledge of other 
shipboa rd duties. 

.MERCHANf MARINE'tOMM4HDER 
ADMINISTRATION (MERCHANT MARiNE SHIP ADMifliSTRATIOII) 2 (3) 
BARGAIN (CHOOSE SPECIALIZATION) 1 (2) 
COMMAND (MERCHANT MARitiE SHIP COMMAND) 2 (3) 
COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 
DIPLOMACY (COMMERCIAL TREATIES) 1 (2) 
HISTORY (FEDERATION MERCHANT MARINE) 1 (2) 
lANGUAGE 

FEDERATION STANDARD 1 
lAW (FEDERATION MERCHANT MARINE REGULATIONS) (FEDERATION COMMERCIAL 
REGULATIONS) 2 (3) AND (3) 
MERCHANT (CHOOSE SPECIALIZATION) 1 (2) 
PERSONAL EQUIPMENT (CHOOSE- SPECIALIZATION) 1 (2) 
VEHICLE .QPER/illO~~ (SHUTTL~C~FT) l' (~) _ 



T HE F ED ER AT I ON M E RCHA NT M AR I N E 

( LASS AND TYPE: 
MERCHANT MARINE 
(ARGO/PASSENGER CARRIER 

COMMISSIONING DATE: N/ A 

HULL CHARACTERISTICS 
SIZE: 5 (500 METERS LONG, 

18 DECKS} 
RESISTANCE: 2 
STRUCTURAL POINTS: 80 
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MERCHANT MARINE ENGINEER 

As described above, a Merchant Marine Engineer 
not only keeps his ship functioning properly, but helps 
evaluate and store cargoes properly and assists the 
Quartermaster. This makes him slightly less "focused" 
than a Starfleet Engineer. 

ENGINEERING, ANY (CHOOSE'SPEC.IALIZATION) 2 (3) 

ENGINEERING, ANY OTHER (CHOOSE SPECIALIZATION) 1 (2) 

HISTORY (FEDERATION MERCHANT MARINE) 1 (2) 

lANGUAGE 

FEDERATION STANDARD 1 
lAW (FEDERATION MERCHANT MARINE REGULATIONS) 1 (2) 

PERSONAl EQUIPMENT (CHOOSE SPECIALIZATION) 1 (2) 

M ERCHANT MARINE F LIGHT CONTROL OFFICER 

Merchant Marine Flig ht Contro l officers pilot their 
ships, operate se nso rs, a nd sometimes fill in at 
Tactical in emergenc ies . I n some cases they assist 
Command offi cers with negotiations and trade d eci
sions. 

M ERC HANT MARI NE QUARTERMASTER 

The Q u a rtermaster is responsible for the ship's 
cargo a nd passengers. Thus, h e's o n e of the most 
impo rtant officers on the ship. H e does hi s best to 
keep things running smoothly a nd e ffi c ientl y. Many 
Q u artermaster officers even tua ll y transfer into 
Comm a nd. 

THE PR ICE OF FRE E DOM 

• 
BARGAIN (CHOOSE SPECIALIZATION) 2 (3) 

COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 

HISTORY (FEDERATION MERCHANT MARINE) 1 (2) 

lANGUAGE 

FEDERATION STANDARD 1 
lAW (FEDERATION MERCHANT MARINE REGULATIONS) 1 (2) 

MERCHANT (CHOOSE TWO SPECIALIZATIONS) 2 (3) AND (3) 

M ERCHANT MAR INE SECURITY 

Th e Security officers on a M e rchant Marine vessel 
are primarily responsible for preventing successful 
attacks on the ship and/or thefts of cargo. However, 
they also make sure that internal rules and regul ations 
are followed. 

HISTORY (FEDERATION MERCHANT MARINE) 1 (2) 

lANGUAGE 

FEDERATION STANDARD 1 
LAw (FEDERATION LAw) 2 (3) 
PERSONAl EQUIPMENT (CHOOSE SPECIALIZATION) 1 (2) 

SECURITY (SECURITY SYSTEMS) 2 (3) 

SHIPBOARD SY.STEMS (TACTICAl) 1 (2) 

B ACKGROUND H I STORY: F EDERATI ON 

MERCHANT MARINE ACADEMY T RAIN I NG 

AND T OURS OF DUT Y 

Si n ee M erchant Marines don't attend Starfleet 
Academy or h ave Starfl eet t o u rs o f duty, th ey need the ir 
own Background History stages to represent their train
ing. 

As noted above, the Merchant Marine doesn't u su
a lly h ave dedicated t ours of duty the way Starfl eet does. 
Instead, the Tour of Duty History stage represents the 
activit y which the c h aracter (o r the c haracte r's ship) has 
most often been engaged in dur ing the character's 
career prio r to the start of th e series-in essence, what 
h e's gotten best at through practice a nd experie nce. 



II 

MERCHANT MARINE ACADEMY LIFE HISTORY 
THE CHARAaER RECEIVES 6 DEVElOPMENT POINTS TO SPENO DURING ACADEMY LIFE. 

ACADEMY TRAINING PACKAGES (EACH com 6 DEVELOPMENT POINTS) 

ENGINEERING TRAINING: ENGINEERING, ANY (CHOOSE SPEOAUZATION) I (2), 
SHIPBOARD SYSTEMS (CHOOSE SPECIAUZATION) I (2) 

lEGAL TRAINING: DIPLOMACY (COMMERCIAL TREATIES) 1 (2), lAW (fEDERATION 
LAw) I (2) 
NEGOnATOR TRAINING: lANGUAGES (CHOOSE ANY TWO), PERSUASION (DEBATE) I 
(2), SHREWD +I 

QUARTERMASTER TRAINING: ADMINISTRATION (MERCHANT MARINE SHIP 
ADMINISTRATION) I (2), (ONTAO(S) (3 POINTS' WORTH) 

SECURITY TRAINING: ENERGY WEAPON (PHASER) I (2), SYSTEMS ENGINEERING 
(SECURITY SYSTEMS) I (2) 

ATTRIBUTES AND EDGES 

SKILLS 

ANY 

BARGAIN 
(HARM 

(OMMAND 

DIPLOMACY 

ENERGY WEAPON 

fAST TALK 

fiRST AID 

GAMING 

MERCHAIH 

SCIENCE, ANY 

SECURITY 

SHIPBOARD SYSTEMS 

STARSHIP TAmes 

ADYAIITAGES 

ALERTilESS ( + 2) 

ENGINEERING APTITUDE (+3) 

HIGH PAIN THRESHOLD ( + 2) 

INNOVATIVE(+ I) 

lANGUAGE ABIUTY ( + 2) 

MATHEMATICAL ABILITY ( +3) 

SHREWD(+ I) 

TAmCAL GENIUS (+3) 

DISADVANTAGES 

ZERO·G INTOLERANCE (·2) 

TOUR OF DUTY LIFE HISTORY 
THE CHARAaER RECEIVES 7 DEVELOPMENT POINTS TO SPENO DURING HIS FIRST TOUR 
OF DUTY. 

TOUR OF DUTY PACKAGES (EACH COSTS 7 DEVELOPMENT POINTS) 

URGO TRANSPORT/TRADE MISSIONS: ADMINISTRATION (MERCHANT MARINE SHIP 
ADMINISTRATION) I (2), l:ANGUAGE (CHOOSE ONE) I I MERCHANT (CHOOSE 
SPECIAUZATION) I (2) 

(OLONY SUPPOR1: ADMINISTRATION (MERCHANT MARINE SHIP ADMINISTRATION) 
((OLONY ADMINISTRATION) I (2) AND (2), PLANETSIDE SURVIVAL (CHOOSE 
SPECIAUZATION) I (2) 

PASSENGER TRANSPORT: (ONTAO +I, GAMING (CHOOSE SPEOAUZATION) 1 (2), 
SYSTEMS ENGINEERING (ENVIRONMENTAL SYSTEMS) 1 (2) 

REPAIR MISSIONS: fAVOR OWED +I , PROPULSION ENGINEERING (CHOOSE 
SPECIAUZATIDN) 1 (2), SYSTEMS ENGINEERING (CHOOSE SPECIALIZATION) 1 (2) 

TRADE TREATY NEGOnAnON & IMPLEMENTAnON: DIPLOMACY ((OMMEROAL 

T H E Fa: OCRA.T I ON M LKC H AN T N\ A J~ I NC 

~-

TREATIES) I (2), lANGUAGE (CHOOSE ONE APPROPRIATE TO NEGOTIATIONS) I, 
PERSUASION (DEBATE) I (2) 

ATTRIBUTES AND EDGES 

ANY 

SKILLS 

COMMAND 

PSIONIC SKILLS (IF APPUCABLE) 

SECURITY 

SHIPBOARD SYSTEMS 

STARSHIP TAmes 

STRATEGIC OPERATIONS 

ADVANTAGES 

ALERTNESS ( +2) 

(OMMEilDATION (+I TO +3) 

hiiiOVATIVE (+I) 

PROMOTION (+2 TO +6) 

DISADVANTAGES 

BLOODLUST (ALMOST ALWAYS TIED TO VENGEFUL) (-2) 

CHRONIC PAIN (-2) 

low PAIN THRESHOLD (-2) 

MEDICAL PROBLEM (-1 TO -3) 

PHYSICALLY IMPAIRED (-I TO ·2) 

POOR CHEMORECEPTION (-I ) 

PooR HEARING (-I) 

PooR SIGHT (-2) 

SLOW HEAUNG (-2) 

WEAKNESS (-2) 

ARCHETYPES 

In case you n eed to get going q uick ly w ith your 
M e rc h ant M arine c h a racter, here a re two A rc h e ty p es 
to get you sta rted: a Huma n Command offi c e r and a 
B o li a n Quarte rm aster. 

HUMAN MERCHANT MARINE COMMANDER ARCHETYPE 
ATTRIBUTES 

fiTNESS 2 
COORDINATION 2 

REACTION+ I 
INTEUEO 2 
PRESENCE 2 

WILLPOWER +I 
PSI 0 

SKILLS 
ADMINISTRATION (MERCHANT MARINE SHIP ADMIIIISTRATION) 2 (3) 
ATHLETICS (PARRISES SQUARES) 2 (3) 
BARGAitl (MACHINED EQUIPMENT) I (2) 
(OMMAND (MERCHANT MARINE SHIP (OMMAilD) 2 (3) 
COMPUTER (PROGRAMMIIIG) I (2) 
CULTURE (HUMAN) 2 (3) 
DIPLOMACY (COMMERCIAL TREATIES) l (3) 
HISTORY (fEDERATION MERCHANT MARINE) I (2) 

(HUMAN) (2) 
lANGUAGES 

BoUAH 1 

' ·, .. __ .. -·.:-::f..;·: I::~ 
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ltiiTIATIVE 1 

BOLIAN QUARTERMASTER ARCHETYPE 
ATTRIBUTES 

SKILlS 

fiTNESS 2 
STRENGTH -1 

COORDINATION 2 
DEXTERITY + 1 
REACTION + 1 

ltHEllEa 2 
PRESENCE 2 
Ps1 0 

ADMitliSTRATIOII (BUREAUCRATIC MANIPUlATION) 2 (3) 
(lOGISTICS) (3) 
(MERCHANT MARINE SHIP ADMINISTRATION) (3) 

CULTURE (BaliAN) 2 (3) 
DIPlOMACY (COMMERCIAl TREATIES) 1 (2) 

(FERENGI) (2) 
HISTORY (BOliAN) 1 (2) 
lANGUAGE 

BaliAN 2 
fEDERATION STANDARD 1 
fERENGI 2 

lAW (fEDERATION MERCHAIIT MARINE REGUlATIONS) 1 (2) 
(FERENGI RuLES oF ACQUISITION) (2) 

MERCHANT (DILITHIUM MARKET) 2 (3) 
(fERENGI MARKETS) (3) 

PERSONAl EQUIPMENT (PADD) 1 (2) 
PERSUASION (DEBATE) 2 (3) 
PHYSICAl SCIENCE (MATERIAL SCIENCE) 1 (2) 
SOCIAL SCIENCE (ECONOf.IICS) 1l 2) 
VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 
WORLQ KNOWLEDGE (BOLARUS IXn (2) 

(fERENGI SPACE) (2-) 
. 11QVANTAG{S/DISAqVANTAGES , ·"" 

ALLY +1 . 
CONTACJ( S ),(~<POINTS', WORTH) 
MULTITASKiNGd :2 
f~URAG£'3" 
RENOWN:~] 

STEPPI N G U P 

Once a characte r has established an app ropriately meri
torious record in the Federation Merchant Marine, he may 
apply for admission to Starfleet. Whether he is accepted is up 
to the Narrator, of course; the decision should be based on 

THE PRICE OF fREEDOM 

what's best for the series. However, at a minimum the char
acter must satisfy these standards: 
- A minimum skill leve l of 3 in the character's " primary" 
skill (the one he w ill pursue as part o f Starfleet, such as 
Propulsion Engineering for some Engineers), plus a minimum 
skill level of 1 in two skills related to that sk ill or proposed 
career in Starfleet. 
- A minimum Renown of 15, 10 of it in Starfleet-favored 
Aspects. (This indicates an "appropriately meri torious 
record," as mentioned above.) 
- Enough saved Experience Points to buy the following 
skills, if the character does not already possess them: Energy 
W eapon (Phaser) 1 (2), History (Federation) 1 (2), Planetside 
Survival (any Specialization) 1 (2), and Law (Starfleet 
Regulations) 1 (2). These Specializations may be bought as 
such if the character a lready knows the base skill. This repre
sents an accelerated nine-month training program at Starfleet 
Academy. Narrators may wish to make this course part of the 
series, or simply cut to graduation d ay and the character's 
first posting. 

THE FEDE R AT ION MERCHANT 
MARINE IN A STARFLEET SER I ES 

The most common use for the Federation Merchant 
Marine is as an element or aspect of an existing Star Trek: The 
Next Generation Role Play ing Game series, one based on the 
adventures of a Crew of Starfleet personnel based on a par
ticular ship. The Merchant Marine typically serves one of 
several roles in such a series. 

First, Merchant Marine personnel can take a common 
supporting cast role: victims to be ass isted or rescued. 
Somehow they get themselves into a situation w here they 
need help (such as an escort), or they're in danger (or maybe 
just in some kind of trouble) and Starfleet has to get them out 
of it. This can range from re latively comedic situations (a 
Merchant Marine ship which has accidentally picked up a 
load of tribbles, or one run by Pakleds) to dead ly danger (a 
Merchant Marine ship which has lost power and is about to 
crash into a planet, or w ith a crew suffering from a virulent 
disease). In any case, it's up to the Crew and their ship to res
c ue the hapless Merchant Marines. 

Second, the situation can be reversed-the Starfleet ship 
or Crew is in trouble and the Merchant Marine has to help 
them out. This may not necessar ily be very pleasa nt for the 
Crew, since Starfleet ships usually do the rescuing rather than 
the reverse, but any port in a storm, after all. A clever 
Narrator may even be able to have some fun building up a bit 
of a friendly rivalry b etw een the Crew and the sailors on the 
Merchant Marine vessel. 

Third, a Merchant Marine ship may serve as a source of 
new crewmen for the series' normal starship-maybe even 
some new Crew members. A player who's ~ired of the usual 
run-of-the-mill character typ es might enjoy creating a char
acter who has "stepped up" from a Merchant Marine ship. 
Similarly, the Narrator might enjoy roleplaying a former 
Merchant Marine NPC as he adapts to Starfleet rules, regula
tions, and standards while at the same time bringing a fresh, 
" unorthodox" perspective to the Crew's problems. 

Regardless of how the Merchant Marine is used in the 
series, the Narrator should remember to maintain a "human 
touch." Star Trek is, in large part, about the human condition 
and how people interact w ith other people and species, and 
the differences between standard Starfleet characters and 



Merchant Marine characters can help cast a spotlight o n th is 
aspect of the series. Love, riva lry, friendship, or envy between 
the characters of the two types of ships can give ri se to many 
interesting episodes. 

EPISODE SEEDS 

Here are a few suggested plots for episodes featuring the 
Merchant Marine in a standard Star Trek: The Next 
Generation Role Playing Came series: 

• Matters of the H eart While on shore leave on Risa, the 
captain of the Crew's starship meets and becomes attracted to 
a Command officer on a Merchant Marine vessel. Thi s resu lts 
in increased contact between the two ships. However, during 
a cri sis in w hich the Merchant Marine vessel is endangered, 
the Crew may have to question whether their captain is act
ing rationally w hen he orders extremely dangerous rescue 
measures in the hopes of saving his significant other's ship. 

• The Ties That Bind: A Merchant Marine cargo freigh ter 
becomes caught in the gravitational well of a cosmic string 
fragment. The Crew's vessel, when it responds to the emer
gency, becomes trapped itself (perhaps due to a panicked 
reaction o n the part of a Merchant Marine sailor). The crews 
of both ships must work together to determine a way to break 
free from the string's effect-and then to determine w hy the 
string suddenly appeared in the middle of a well-traveled 
trade route. The entire situation is complicated by a relation
ship many years ago between a Crew member and a 
high-ranking officer on the Merchant Marine vessel w hich 
ended badly, causing some strain between them. 

• Shadow War: The Crew's ship is assigned to escort a 
Merchant Marine vessel through dangerous territory to resup
ply an important outpost or colony. Along the way the Crew 
detects subspace burst transmissions from the Merchant 
Marine ship w hich its c rew denies making. A short time later, 
an enemy (pirates, raiders, or a threat race) attacks the con 
voy in an effort to steal or destroy the freighter's cargo. The 
Crew manages to beat off the attack, but both ships suffer 
severe damage in the process. Then the Crew picks up anoth
er burst transmission. Both ships' crews must race to effect 
repairs and uncover the traitor whose transmissions draw the 
enem y to them before m ore attackers arrive. 

• Pirouette: A Merchant Marine vessel carrying a large 
number of passengers is taken over by terrorists (or some sim
ilar threat) who take the other passengers (and most of the 
crew) hostage. They threaten to kill the hostages unless their 
demands are m et. The Crew must initiate a dialogue wi th the 
terrorists w hile simultaneousl y secretly contacting the 
Merchant Marine sa ilors who evaded capture, rendezvousing 
w ith them to strike at the terrorists, and freeing the ship. 
Complicati ng the matter is the fact that one or more Crew 
members have relatives am ong the hostages. 

•Full Contact: The Crew and some tough-talking 
Merchant Marine sa ilo rs compete in an athletic contest w hile 
on shore leave at Starbase 82. (The Narrator should choose a 
contest w hich at least some Crew members are skilled at, but 
not all.) The sailors manage to w in-barely-and then pro
ceed to brag about their "great victory" all over the Starbase. 
A few days later, after both ships are back in space, the 

Crew's ship receives a distress ca ll from the sa ilors' ship, 
w hich has been badly damaged by some odd stel lar phe
nomena and is in danger of destruction. The Crew must put 
aside their dislike of the sailors and help rescue their ship, 
teaching the sailors a valuable lesson and turn ing them into 
friends instead of riva ls. 

• Selling Shor t: A Merchant Marine crew and vessel go 
rogue, leaving Federation space to become for-profit traders 
in the backwaters of the galaxy (or perhaps in Gamma 
Quadrant v ia the Bajoran wormhole). The Crew must pursue 
the ship and bring it back. One member of the Crew, w ho 
used to be good friends w ith a high-ranking officer on the 
Merchant Marine vessel, is extremely puzzled by the sa ilors' 
behavior. Thi s should lead to an investigation w hich shows 
that the Merchant Marine crew has been taken over by some 
sort of strange, and possibly hostile, a lien species which 
wants to use the ship and crew for its own ends. 

THE f EDERATION MERCHANT MARINE SERIES 

Instead of working the Merchant Marine into an ex isting 
series, a Narrator in search of something new or different may 
actually base a w hole series around a Merchant Marine ves
sel. The Crew in this case would take the ro les of the leading 
officers (or most interest ing personnel) aboard a Merchant 
Marine sh ip. 

A C H ANGE OF P ACE 

A Merchant Marine series is similar to a regu lar Starfl eet 
series in som e ways, but very different in others. The main 
similarity is that both involve extensive travel through space. 
Both types of ships traverse the space lanes, seeking the next 
star or o ther destination. The difference, of course, is the 
nature of the missions they undertake. Wh ile Starfleet 
explores, assists in emergencies, and defends the Federation, 
the Merchant Marine is engaged in commerce and trade. 
Usually its routes are relativel y predetermined and its mis
sions are dictated by the Federation . However, som e 
Merchant Marine sh ips have greater leeway and act more like 
private m ercha nts-they go w herever they feel they can 
acquire goods they need or want instead of sticki ng to pre
defined routes and cargoes. This latter type of Merchant 
Marine vessel is most likely to appeal to the Narrator as a 
series vehicle, since it gives the Crew a lot more freedom to 
go w here it wants-and thus to encounter the latest adven
ture o r threat w hi ch the Narrator has prepared for them. 

Another important difference is the o utlook of the respec
tive Crews. Starfleet Crews, bound by the occasiona lly rigid 
rules and regulations of Starfleet, must uphold Starfleet ide
als. Merchant Marine sailors, as loya l citizens of the 
Federat ion, abide by the Prime Directive and other important 
prin c iples (such as rescuing ships in distress), but outside 
emergency duty they're not as restri cted by regulations as 
Starfl eet. They' re a lot more easygoing, in a sense. This pro
v ides the Narrator with a little bit of an oppor tunity to 
exp lore some of the darker sides of the Federation-the rene
gades, rogues, nomadic merchants, and scam artists who live 
mainly on the outskirts of Federation space. 

A Merchant Marine ship might also secret ly be used by 
Starfl eet to spy out opposition or extend " feelers" for the 
Federation in situations w here bringing in a Starfl eet vessel 
wou ld on l y heighte n te n sions o r ca u se problems. 
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Merchant Marine vessels also report anything odd in 
the course of their travels to Starfleet. Merchant 
Marine vessels became an important part of the 
Federation-wide search for Borg intruders after 23 66, 
for example. Some Merchant Marine captains come to 
prefer seeking out anomalies for Starfleet to the tedi
um of convoy duty. Often, Merchant Marine ships that 
prov ide useful information or intelligence get better 
assignments from the Federation in the future-and 
their officers find promotion comes faster, as well. 

It's also important for the Narrator to remember 
that the Crew of a Merchant Marine vessel is not like
ly to have the breadth and depth of skills which a 
Starship crew will have. Most of them may not know 
how to use a phaser, for example. This has its draw
backs, since the Narrator can't count on the Crew 
being able to deal with some situations, but it also has 
benefits. First, it gives the Crew room to grow and 
learn new things. Second, it allows the Narrator to put 
the Crew in situations where the players' ability to 
think through problems and roleplay becomes more 
important than the skills on their characters' sheets. 

S ERIES STRUCTUR E 

Superficially, the structure of a Merchant Marine 
series and episodes is just like that of a regular 
Starfleet series. The characters are the Crew of a ship. 
They travel through space, encountering new phe
nomena, threats, and events in each episode which 
they must cope with in an appropriate fashion. 
However, the Narrator should take the differences 
between the two types of series into account when 
planning a game. 

Even the most freewheeling Merchant Marine ves
sel isn't likely to encounter as many threats as a 
Starf leet ship. Merchant Marine vessels are often 
assigned to preexisting trade routes, or to sectors 
which they cannot normally leave. This means the 
Narrator has to be prepared for adventures focusing 
on the two aspects of the series which don 't change: 
the Crew; and the ship's assigned sector or route (or 
be prepared to change them repeatedly for good rea
son) . 

Before the game begins, the Narrator should have 
copies of all of the Merchant Marine Crew's character 
sheets so that he can begin to build episodes around 
their personalities and backgrounds. If the players can 
be persuaded to write out detailed histories for their 
characters, so much the better-that's even more 
material for the Narrator to work with. With just a lit
tle bit of e ffort the Narrator can build up a stock of 
"episode seeds" which revolve primarily around the 
characters and their histories and interrelationships. 

Then the Narrator should spend some time prepar
ing a description (for himself, if not the players) of the 
trade routes or sectors which the Crew's vessel fre
quents. Since this is the other constant in the 
campaign, use it. Put a generous scattering of inhab
ited planets, strange uninhabited planets (or similar 
phenomena, like asteroid belts), stellar events, star
bases and outposts, and maybe even unexplored (or 
casually explored) space. This provides plenty of 

places for the Crew to have encounters and meet new 
people, and for the Narrator to spring threats upon 
them. Imagine, if you will, a trade route which takes 
the Crew by Risa every couple of months, or a sector 
which includes a suspicious asteroid belt where Breen 
raiders or Romulan spies may hide. 

E P ISOD E S EED S 

With those two bits of planning out of the way, the 
Narrator should have an excellent framework around 
which to base a Merchant Marine campaign, as well 
as more than a few episode seeds. Here are a few 
more seeds to get you started: 

• Invaders: The Crew's ship receives a distress call 
from a relatively young colony. They get there and 
beam down to discover that there's a medical emer
gency-and now they're infe cted, too! They have to 
work with the colony's small medical staff to find out 
what's happening and locate a cure. It turns out that 
the problem results from a civilization of microscopic 
organisms (who communicate and even think by 
psionic gestalt) which precolonization scans did not 
detect. The microorganisms regard the colonists as 
invaders, and have returned the favor by invading and 
infecting their bodies. Once the lines of communica
tion are opened, the two races can figure out a way to 
live in peace. 

• just in Time: The Crew's vessel encounters an 
uncharted temporal anomaly which throws them back 
to 20th-century Earth. Lacking the advanced scientific 
facilities and training of Starfleet, the Crew will have 
to be very clever to figure out a way home without 
alerting the primitive humans to their existence or 
reason for being there. A more mercenary Crew might 
even try to get some amusing souvenirs for 
trade back in the future. 

• Food Fight: A semi humorous episode in which 
tribbles infest the Crew's ship and eat most of the 
food, damaging the replicators in the process. After 
coping with the tribbles, the Crew must deal with the 
passengers, who stage a "revolt" for more food and 
other amenities. The Crew has to placate them with
out breaking into the ship's cargo stores. 

• Enemy Unseen: A cargo taken on by the Crew 
proves to be not what it was represented to be. In fact, 
it's something much more dangerous, a substance 
which gives off waves of psychotropic energy which 
cause the Crew to experience hallucinat ions. The 
Crew has to solve the mystery and fig·ure out how to 
get rid of the cargo without damaging the ship or 
themselves. 

• jolly Roger: What's a Merchant Marine series 
without some pirates and raiders? A clever Narrator 
should be able to come up with plenty of twists on 
this theme, such as Ferengi pirates who aren't as inter
ested in stealing the ship's cargo as they are in forcing 
the Crew to buy or barter for their cargo. 



T he Federation Constitution prov ides for a fleet of 
ships, with the mandate to seek o ut new li fe 
forms and new civi lizations. The signatories 

understood that by combining their resources and 
efforts, they cou ld explore more of the universe. A 
combination deep-space exploration agency, diplo
matic corps, and defense force, Starfleet i s perhaps 
the Federation's greatest monument, a symbol of the 
UFP's stre ngth and idea ls. C itizens of over 1 50 mem
ber planets stand side by side, united in a d es ire to go 
w h ere no one has gone before, to unlock th e galaxy's 
secrets, to push the boundaries of sap ient understand
ing. Starfleet trains its personnel not only to execute 
their exacting duties under the most adverse condi
tions, but also to serve as examples for the rest of the 
citizenry and to use that role responsibly. The al lure of 
adventure encapsulated in Starfleet's motto ("To bold
ly go where no one has gone before"), combined with 
extremel y selective entrance requireme nts, ensure 
that Starfleet we lcomes only the Federation's best, 
boldest, and brightest into its ranks. As a result, across 
its two-hundred-year hi sto ry, Starfleet has produced 
far more than its share of l egends, including a number 
of men and women who have single-handedly shaped 
the destiny of the Federation. 

In fact, to much of the galaxy, Starfl eet is the 
Federation-its officers and agencies are the UFP's 
only real representatives across huge swaths of space, 
both inside and outside Federation borders. Starfleet 
personnel bear a heavy responsibility, protecting the 
f ringe colon ies aga inst pirates and raide rs, del ivering 
c r itica l m edica l supplies to re mote outposts, inte rven
ing to preve nt astronomica l catastrophes, m a kin g first 
contact w ith new ly discovered species, and negoti a t
ing important treaties w ith a lie n governments. 

5 TAR FLEET AND THE fEDERATION 

Starfleet serves as a n arm of the Federation, enact
ing Federation po li cy, whether a mandate to explore 
space or defend against attack. Whi le Starfl eet sees 
itself as primarily an organ i zation dedicate d to exp lo
ration and diplomacy, it follows a military structure. 
Harkening back to the grand nava l traditions of many 
worlds, notably Ea rth 's, Starfleet employs military 
ra nks a nd organization in its operations. Howev er, the 
framers of the UFP Constitution placed Starfleet u nder 
c ivi lia n control, m a ndating it answer to the Federation 
Counci l in full accord w ith traditional d e mocratic 
principles. 

Ultimately, the whole of Starfleet answers to the 
Federation President, who in turn answers to the 
Counci l. The UFP Constitution c l earl y appoints the 
Preside nt to act as Sta rfleet's Commander- in -Chief. 
This rol e gives the President complete a uthority over 
a ll of Starfl eet's act1v1t1es: sh ip d ep loyments, 
exploratory missions, st arbase and deep space com
mands, etc . Th e Federation Counci l has the 
responsibility to declare war, while the President has 
the power to d ep loy the fleet. In practice, the 
President defers to the advice o f qualified Sta rfle et 
office rs, notably the Joint Ch i efs, and does not m eddle 
in the f l eet's daily operations. A s w ith o ther 
Federation d e partments, Starfl eet officers a re ultimate
ly answerab l e to the Fede ration Counc il. For more 
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information on the relationship between Starfleet, the 
Federati on President, and the Council, see chapter 
two, " UFP Structure & Government." 

5 TARFLEET H EADQUARTERS 

The headquarters for Starfleet stand on a lush, four
hundred-twenty-acre faci li ty, located just outside of 
San Fra nc isco on planet Earth. Housed in severa l 
bui ldings, Starfleet H eadquarters consists of offices 
for each of the Joint Chiefs, various departments a nd 
agencies, Starfleet's spacious strategy and status 
rooms, a host of research l abs, the collected archives 
of Starfleet Intelligence, massive subspace transmit
te rs a nd computers, and the command center for 
Earth's Planetary Defense Forces. A large spaceport 
handles the numerous shuttlecraft trave ling to and 
from Starfleet Command. Starfleet Academy can be 
found to the east of Starfl eet Command on its own, 
separate campus. 

I n all, some e ight thousand personnel are stationed 
at Starfleet Command, most of whom work for the 
Intelligence Corps, the Communications Corps, or 
o n e of the agencies under the aegis of the Joint Chiefs. 
Additionally, the staffs of the various Joint Ch i efs are 
a ll housed at Starfleet Command along w ith Starfleet 
Medical, the Center for Advanced Instruction, and 
vari ous other agencies that make up the Starfleet 
bureaucracy. A lthough Starfleet maintains a few dor
mitories on th e campus, most of the personnel 
station ed at Starfleet Headquarters live in and around 
San Francisco. 

Among San Francisco's civilian population, 
Starfleet Headquarte rs is most famous for the Fosse 
Menagerie, an enormous zoo maintained by Starfleet 
and situated on a parcel of land adjoining the Starfl eet 
Command campus. Open to the publi c, the 
Menagerie houses the most impressive collection of 
a li e n flora and fauna in Alpha Quadrant. Joining the 
thousands of tourists who visit the Menagerie each 
day are hundreds of scientists and researchers from 
across the Federation w h o study the unique lifeforms 
housed in the zoo. Among the Menagerie's most 
impress ive attract ions are a pair of Bardakian 
pronghorn moose, one of the few remaining Corvan 
gilvos, a pride of Kryonian tigers, a swarm of lynars, 
and a pod of dead l y Denevan parasites. An impress ive 
garden landscaped in the traditions of ancient Earth 
and Vulcan surrounds the Menage rie, serving as 
anothe r favorite destination of tourists from across the 
Federa t i o n. By trad ition, Starfleet officers hold their 
marriage ceremonies in thi s garden, thoug h the rigors 
of duty often make this tradition difficu l t to uphold. 

5 TARFLEET 0 R6ANJZATJON 

With nearly 8,000 square light years and thou
sands of sectors, maintaining communicat ion and 
organ i zation across Federation space becomes an 
operational ordeal. An organization as large and far
f l ung as Starfl eet requires a comp lex command 
structure capabl e of keeping everyone cooperating 
a nd work ing efficiently. To combat this problem, 
Starfleet maintains bases, outposts, and offi ces 
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throughout Federation space. Each department within 
the Starfl eet bureaucracy has its own duties and 
responsibilities, and u l timately reports back to one of 
the f ive joint Chiefs of Staff. Thanks to powerfu l com
puter systems and a comp lex web of subspace 
commun ications arrays, Starfleet can keep track of the 
entire organization, from tiny Oberth-class ships to 
entire fleets. While disputes between various agencies 
occur f rom time to time, they are relative ly rare 
thanks to Starfl eet's unparalleled leadership and 
superb communications infrastructure. 

In al l , there are hundreds of agencies, offices, and 
programs that compri se Starfleet-so many that i t's 
unlikely that any single individua l i s aware of them 
a ll. Starfleet Command manages the entire organiza
tion from a cavernous room at the heart of main 
bui lding. Ringed w ith giant display screens a n d 
staffed by dozens of officers, this command center 
a llows Starfleet to supervise dep loyments and com
municate w i th the fleet. Massive computers keep 
track of a ll information flowing into Starfleet, w hich 
can be called up at a moment's notice. Thus, the 
Ch ief-in-Command or any other admiral can quickl y 
assess a situation as it deve lops . If an admiral needs to 
know where the U.S.S. Enterprise is currently 
dep loyed, for example, he need only ask one of the 
watch commanders to locate it o n a starmap. 

The key to smooth organization and rapid commu
nication is clea r lines of authority. Starfleet g roups its 
vessels into a number of fleets, each commanded by 
a fleet admiral posted at a m ajor sta rbase facility. 
When an order needs to be re l ayed to a particu l ar 
ship, the appropriate agency contacts the fleet admi
ral at a particular starbase. The admiral then transmits 
the order to the appropriate capta in. Communication 
from a starship or starbase to Starfleet Command 
works sim ilarl y. Upon discovering a n ew c ivilization, 
for exampl e, a starsh ip capta in notifies his fleet admi
ra l, who re l ays the information to Starfleet Command. 
There, the information is disseminated to the appro
priate offices-the First Contact D ivision, Planetary 
Sciences office, and Fleet Operations, for example. Of 
course, Starfleet Command can communicate w ith a 
starship directly, i f needed, and vice versa. But for 
routine operati ons, Starfleet prefers the use of the nor
mal cha in of command. 



THE JOI N T CHIEFS 

Like other departments w ithin the Federation, 
Starfleet is far too large for any one person to oversee 
directly, particularly someone with as many addition
a l responsibilities as th e Federati on President. For the 
most part, Starfleet's day-to-day operations are con
ducted b y a five-member panel known as the Join t 
Chiefs of Staff .. Each of the five chiefs has his own 
sphere of auth ority. The Chief of Fleet Operations 
oversees fleet deployme nts, personnel assignments, 
and so forth. The Chief of Research and Exploration 
supervises Starfleet's scientific activity, technological 
investigations, and engineering activities. Starfleet's 
interplanetary initiatives, from first contact to diplo
macy, are organ ized under the Chief of Interplanetary 
Affairs. The Chief of Strategic Operations is responsi
bl e for th e Federation's overa ll strategic defense, 
coord inating w ith Fleet Operations to ensu re ade
quate disposition. Overseeing and coordin ating a ll of 
Starfleet's operations is the Ch ief- in- Command of 
Starfleet. 

The Chiefs are chosen from among Starfleet's most 
capab le and experienced officers. W henever a vacan
cy ex i sts among th e Ch i efs, the Federation President 
chooses a qualified candidate to fil l the post. The 
Federation Council must rat i fy all appointments. 
Typically, a Chief is chosen from among Starfleet's 
most quali f ied admira l s. The Federation 's Security 
Counci l ofte n requests a briefing from the Joint Chiefs 
on military matters. 

Al l Starfl eet operations are decided in meetings of 
the Joint Chiefs. Each office brings its con cerns and 
require m e nts to the m eeting, for discussion. If 
Strategic Operations believes there is a need for addi
tional starsh ips, th e Ch i e f makes his request at a 
meeting of the Joint C hiefs. There, th e other m e mbers 
discuss the relative m e rits of the request. Starfleet 
Medical may need a starship to transport a vaccine to 
a co lony, whi le Exploration requires a ship in the 
same sector to exp lore aT Tauri star; the Joint Ch iefs 
together prioritize su c h requests. Once a decision has 
been made, the Ch ief-in-Command enforces the com
mittee's d eci sions. 

5 TARFLEET AGENCIES 

Starfleet is organized into a numbe r of offices, 
departments, and agencies to supervise its numerous 
operations. Each l evel of the burea ucracy re p o rts u p 
the organizational c h ain to its immediate superi or. 
U sing these descript ions as illustrati ons, Narrators 
should f ind it easy to c reate new agencies when nec 
essary to fill holes in adventures and campaigns, and 
easy to p l ace these a gencies appropriately within 
Starfleet's overa ll structu re. 

Starfleet Command and its organ ization could 
come up in a Star Trek: The Next Generation RPG ses
sion in several ways. First, the visiting expert story is a 
stap le of the TNG series. A visiting expert arr ives on 
the ship for some reason-to resea rc h a part icu lar 
topic, to trave l to a pla net for negotiations, to inspect 
the ship and h e r crew, etc. Of course, because these 
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indiv iduals work so close to headquarters, they' re a 
bit more "spit and polish." Commander Shelby, from 
"Best of Both Worlds" [TNG), makes a good example, 
as does Sirna Kolrami from "Peak Performance" 
[TNG]. These e pisodes generall y focus on the differ
ences between the people in the field and those back 
at h eadquarters, though this need not be the onl y 
theme. A C rew member cou ld fal l in love w ith some
one bound for duty back on Earth , or the officer could 
bring a needed sk ill that the Crew l acks. 

The second way to use Starfleet Command is to 
post temporari l y some or a ll of the Crew to duty back 
on Earth. Perh aps some emergency requires the 
Crew's specia l talents, and now they have to learn to 
work wi thin an even more stru c tured e n vironment. 
Put them in charge of Earth securi ty for awhi l e, or 
have them work on the design of a new starsh ip at 
Utopia Planitia. If th ey had first contact with a new 
species, they might be asked to work with the First 
Contact Division to assess the planet. This makes a 
nice break from the typica l starship adventure, and 
gives them a better sense of what Starfleet operations 
are like. 

Fina ll y, an entire series could focus on a particular 
department back a t Starfleet headquarters. Wh ile this 
doesn't make for exciting roleplaying-who wants to 
play a game w h ere everyone si ts around pushing 
papers?-some agencies make for interesting stories. 
A g ro up might be assigned to the Judge Advocate 
General's office, the p layers taking on the roles of 
intrepid investigato rs. Or they might receive a posting 
to Starfleet's Dip lomatic Corps, responsib le for nego
tiations with an Orion synd icate, the Kl ingon Empire, 
or t he Tholians. It might be a refreshing change of 
pace to play the offi cia l s v isiting a sta rship, perhaps 
getting in the way and stepping on som e toes . 

O FFICE OF THE CHIEF OF F LEET 
OPERATION S 

Headquartered a t Starflee t C ommand on Earth, the 
Chief of Fleet Operations manages the operatio n and 
deploy ment of a ll th e vessels in Starfleet. This 
includes assign ing sta rsh ips to a parti c ular sector or 
fleet, personne l assignments, and appointing sta rships 
to fulfill mi ssions requeste d by other Starfleet offices. 
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The Chief of Fleet Operations serves as lia iso n 
between the v essels that comprise the fleet and 
Starfleet's various agencies. Should the Office of 
Research and Exploration require a starship to exam
ine a n ew ly discovered star, the re quest is passed o n 
to Fleet O p e rations, which in turn coordinates the 
mission w ith the Chief-in-Command. For the m ost 
part, Fl eet O p e rations mainta ins a tactica l focus-it 
doesn't decide w h at the fleet's starships should do, it 
d ec ides h ow to accomplish the missions devised by 
other agencies. The CFO is responsible for m a inta in
ing the p repa redness of the fleet as a whole and 
m a n agin g Starfleet's resources efficiently. Among the 
CFO's most important duties is to keep accurate 
records o n every starship and crewman in the fleet. 
Th e Fleet Operations Central Records Office m akes 
sure every vessel undergoes its regularly scheduled 
m a inten a nce cycle and every crewman remain s c ur
rent in hi s training. 

The c urrent C hief of Fleet Ope rat ions, Admira l 
Yoshi Fukazima, maintains a personal staff of fo rty
seven officers (including his executive sta ff of si x) a t 
Star f l eet Comm and. While most of th ese offi ce rs h a n 
dle the numerous dail y reports gen e rated by 
m a n ag ing su c h a large fleet of ships, several ca n be 
found inspecti ng the fleet (sometimes on a su rpri se 
basi s) . This i s the most common way starship person
nel inte ract w ith the CFO's office, during one of its 
meticulous inspection tours. An extremely capabl e 
offi cer, Fukaz ima is a lso noted for his som etimes 
extre m e dedication to the regulations. When o n e of 
his inspectio n team s discovered a vari a n ce in the 
phase induce rs in the warp drive o f the U.S.S. LaSa lle, 
h e fo llowed up personally. 

ADMIRAL FUKAZIMA 
DESPITE HIS FAMILY'S HISTORY OF STARFLEET SERVICE, ADMIRAL FUKAZIMA ROSE 

THROUGH THE RANKS FROM EIISIGN, NEVER CALLING ON ANY FAVORS OR RECEIVING 
SPECIAL TREATMENT. HIS FATHER COMI.\AtiDED A STARSHIP FOR FIFTEEN YEARS BEFORE 
RECEIVING A DESK POSTitiG BACK AT STARFLEET (01.\.t.\AND, AND HIS MOTHER SERVED 
AS ASSISTAtiT TO THE THEN CHIEF OF FLEET OPERATIONS. FUKAZIMA LEARNED THE 
IMPORTANCE OF STRia ADHERENCE TO REGULATIONS DURING HIS UPBRINGING. 
DESPITE HIS REPUTATION, HE MAINTAINS A FRIENDLY, COMFORTABLE ATMOSPHERE IN 
HIS OFFICE. ONE OF HIS FAVORITE EVENTS IS THE ANNUAL ADMIRA~S BANQUET. 

OFF I CE OF THE EXECUTIVE 
ADMIRAL AND THE FLEET 
A DMI RALTI ES 

This office o versees the various adm ira ls p osted 
throughout Federation space. Because of the size of 
its operationa l theater, Starfleet organizes its vesse ls 
into twenty -seven separate fleets, each consisting of 
between five and twenty- five starships. Each f l eet h as 
a unique numerical designation (i.e., First Fl eet , 
Second Fleet, Third Fl eet , e tc.), and is commanded by 
a f l eet admira l. Assigned to a starbase, these fleet 
admira l s ove rsee the disposition of the sh ips unde r 
their command , and serve as a v ita l linc hpin in 
Sta rfleet's operational chain. Orders are communicat
ed f ro m Starfleet Command on Ea rth to the fleet 
admiral, and from him to the appropriate sta rship. 
Similarly, c h a n ges in a starship's assi gnment sta tus-

if, for example, a vessel a lte rs its course to investigate 
a n e m e rging phenomenon-are re layed up the chain 
of command to Earth. Each fleet admira l reports to an 
officer known as the Executi ve Admira l, w ho in turn 
reports directly to the C hief of Fleet O perations. 
Ty pically, the Execu tive Admira l m ainta ins a staff of 
fourteen experienced officers to h e lp him issu e fleet 
deployment orders, inc luding an executive staff of 
four. 

In the early days of Starfleet, fleet admira ls took 
command of one of the vessels in their cha rge, known 
as the " flagship" o f the f l eet. Harkening back to 
ancient Earth nava l tradition, the custom refers to a n 
admiral flying his personal f lag from hi s ship. 
A lthough most modern fleet commanders o perate out 
of convenient starbases, the trad i t ion of nominating a 
flagship continues. Today, "flagship" i s a purely hon
orary title traditionally bestowed upo n each fleet 's 
top-performing vesse l ar:d c rew. The Enterprise, for 
instance, is the flagship of Admira l Necheyev's 
Sixteenth Fl eet . During the Borg invas io n of 2369, 
however, Admiral Necheyev " flew h e r f l ag" from the 
U.S.S. Gorkon, t aking command of the ship personal
ly. 

Starfleet further div ides its fleets into one of two 
categories: standing fleets and m obil e fleets. Standing 
fl eets are permanentl y assigned to a single sector and 
p e rfo rm missions only w ithin th at sector, su ch as 
patrol. Most of Starfleet's standin g f leets hold defen
sive pos itions along the Romulan a nd Cardassia n 
borders, though Earth, V ulca n , and a few other, strate
gic pl a nets a lso have their own standing fleets. Mobile 
fleets, on the other h and, are continuo u sly redeployed 
across the Federation to respond to a variety of situa
tions. In this way, Starfleet a ttempts to keep potenti a l 
adversaries guessing as to the precise disposition of 
the fleet w hile prov iding m ax imum m a n euverability. 

-.. 
FLEET DEPLOYMENT 

ASSIGNED TO SEnOR 001, THE FIRST FLEET SERVES AS THE LAST LINE OF DEFEtiSE 
FOR EARTH. Irs SHIPS PATROL THE ROUTE BEJWEEtl EARTH, VuLCAtl, AtiD AnDORIA. 
ADMIRAL WAGNER SERVES AS ITS CURRENT FLEET ADMIRAL SMALLER, SPECIALIZED 
VESSELS COMPRISE THE FIRST FLEET, SUCH AS THE SABER CLASS, STEAMRUNNER CLASS, 
AND AKIRA CLASS. 



THE 8TH FLEET (MOBILE), UNDER THE COMMAND OF ADMIRAL ANKDRA, AN 
ANDORIAN, EXPLORES UNCHARTED REGIONS OF ALPHA QUADRANT. ADMIRAL ANKDRA 
COMMANDS THIS FLEET FROM STARBASE 201. THE FLAGSHIP DF.,THIS FLEET IS THE 
U.S.S. YAMATO, WITH THE REST OF THE FLEET MADE UP. OF OLDER AMBASSADOR· 
CLASS AND NEWER NEBULA-CLASS STARSHIPS. ' • 

ELEMENTS OF THE 4TH, 5TH, AND 7TH FLEETS MASSED AT WOLF 359 FOR THE DIS· 
ASTRO US BAffiE WITH THE BORG. THE 7TH FLEET, UNDER THE COMMAND OF ADMIRAL 
VAYOS, IS ASSIGNED TO PROTECT BETAZED, WHILE THE 4TH FLEET SERVES AS A MOBILE 
FLEET PATROLLING THE FEDERATION'S CORE WORLDS. THE 5TH FLEET PATROLS THE 
ANDDRIAN SECTOR. • 

THE U.S.S. fNTERPRISE-D IS PART OF ADMIRAL NECHEYEV'S 16TH FLEET 
(MOBILE). THESE SHIPS ARE ROUTINELY SENT TO PERFORM DIPLOMATIC AND 
EXPLORATORY ASSIGNMENTS ALONG THE FEDERATION'S BORDERS WITH THE 
URDASSIAN~ KllllGOilS, AtlD ROMULANS. ADMIRAL NECHEYEV COMMANDS HER 
FLEET FROM :>TARBASE 310. 

THE 20TH FLEET PATROLS THE RIMWARD REGIONS OF FEDERATION SPACE. BECAUSE 
THE REGION IS RELATIVELY EMPTY, THESE SHIPS TEND TO BE OLDER-SUCH AS THE 
AMBASSADOR AND ExCELSIOR CLASSES- AND SEE LimE AmON. SHIPS OF THE 
20TH FLEET PARTICIPATED IN THE BLOCKADE OF KLINGON SPACE DURING THE KLINGON 
CIVIL WAR. 

SHIPS OF THE 22ND FLEET, COMMANDED BY ADMIRAL J. P. HANSON, SERVE AS THE 
FIRST LINE OF DEFENSE AGAINST THE ROMULANS AND BORG. A STATIC FLEET, THEY 
PATROL ALONG THE RDMULAN NEUTRAL ZONE. THE FLEET CONSISTS OF 
AMBASSADOR·, NEBULA·, AND INTREP/O,CLASS VESSELS. 

In add ition to the twen ty-seven standing and mobile 
fleets, Starfl eet maintains several sp eci a lized fleet 
classifications to handle particular missions. It i s not 
uncommon for Starflee t Command to assembl e ad 
hoc fleets (composed of vessels from various standing 
and mobile fleets) to complete speci a l ass ignments. 

• Colonization Flee t: This co llection of thirty-four 
vesse ls conta ins the necessary equipment for con
ducting com p lex terraforming missions, as well as a ll 
the t ransports necessary to estab lish a colony of one 
hundred thousand individuals. Although most 
Federation col o nies begin on a much smaller sca l e 
under the aegis of private citizens, the colonization 
f leet is deployed to assist the governments of 
Federation member worlds in establishing large, offi
c i a l, inco rpo rated outposts. 

• Evacuation Fleets: There are three evacu ation 
f l eets stationed at strateg i c points w ithin the 
Federation, each cons isting of between ten and e ig h 
teen vessels. The evacuation fl eets are u sed to h o u se 
millions of c itizens temporarily w h en their planet, 
moon, or co lo n y is threatened by an unavoidable nat
ural disaster. The 26th Fleet (Mobil e) is one su c h fleet, 
and consists primarily of Excelsior-class ships. 

• Rapid Response Fleets: The rapid response fleet is 
a new and re lat ive ly controversial addition to 
Starfleet. Combining the f lexibility of a mobile fleet 
w ith the stability of a stati c fleet, the ships ass igned to 
rapid response a re expected to be the first vessels to 
respond to a crisis in a remote loca le, wheth er the cri
sis i s a military si tuation, a natural catastrophe, o r a 
civil defense emergency. The brainchild of Admiral 
Fukazima, each f leet remains stationed in a strategic 
sector of space, wa iting to respond to an emerging 
crisis. Each ship-one of the Federation's new 
Steamrunner- or Akira-class vessels-reports directly 
to the Executive Admiral, and thus circumvents the 
usual c ha in of command. Fukazima laun c h ed the 
rapid response program in the wake of the Borg inva-
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sion, the Klingon C iv il war, and the attempted 
Ro mulan invasion of Vu lcan (a ll which took place 
w ithin the span of two years). Among the various con
troversial powers g ranted to the rapid response 
commanders are the option to esca late to the use of 
force much more quickly th a n the average starship 
captain and wider latitude in the interpretation of var
ious Starfleet regulations. One particularly voca l critic 
of the rap id response philosophy is the starship 
Enterprise First Officer William T. Riker, who turned 
down a n oppor tun ity to command one of the cruisers. 

STANDING AND MOBILE ·FLEETS 

THE CONCEPTS OF STANDING AND MOBILE FLEETS PROVlDE STAR TREK: THE NEXT 
GENERAnON RPG NARRATORS WITH MAXIMUM FLEXIBILITY WHEN DESIGNING THEIR 
CAMPAIGNS. STATIONING YOUR PC'S ABOARD A VESSEL ATTACHED TO A STANDING 
FLEET ALLOWS YOU TO DEVELOP THE INHABITANTS AtiD WORLDS OF A PARTICULAR SEC· 
TOR IN GREAT DETAIL. You CAN RUN DETAILED, CONTINUING STORYLINES REVDLVIIlG 
AROUND THE POLITICAL RELATIONSHIP BETWEEN TWO NEIGHBORING PLANETS, EXTEND· 
ED CONFRONTATIONS WITH ONE OF THE FEDERATION'S MAIN ADVERSARIES, OR A 
LENGTHY PURSUIT OF A BAND OF FUGffiVES ACROSS AN EIHIRE SPACE SECTOR. THE 
fRAGILE PEACE CAMPAIGN BOOK IS A GOOD EXAMPLE OF THE BENEFITS OF MAKING THE 
CREW'S SHIP PART OF A STANDING FLEET. 

A MOBILE FLEET, HOWEVER, ALLOWS YOU TO SET YOUR STORIES All OVER THE 
fEDERATION AND BEYOND. As A SHIP ASSIGNED SIMPLY TO TRAVEL THE GALAXY, YOUR 
CREW CAN ENCOUNTER A WIDE VARIETY OF ALIENS, ADVERSARIES, AND SITUATIONS. 
You SHOULD CHOOSE THIS OPTION IF YOU'D UKE\YDUR SERIES TO UNFOLD ALONG THE 
LINES Of THE STAR TREK: THE NEXT' GENERAnON ffiEVISION SERIES. 

OFFICE OF STARBASE OPERATIONS 

The Office of Starbase Operations oversees the 
administration of Starfleet's numerou s starbases, deep 
space stati ons, long-range sensor arrays, and monitor 
stations. This office rev iews the need for Starfleet 
facilities in a particular area, depending on a number 
of factors su ch as Starfleet's overall needs and the fea
sibility of maintaining such an operation. The Office 
of Starbase Command reports to the Chief of Fleet 
Operations, and its headquarters orb it Earth on 
Starbase 1. 

W hen h earing mention of Starfleet, m ost people 
(both Federation citi zens and a liens) think of impres
sive sh ips traveling faster than light. They forget about 
the numerous orbita l and planetary facilities that 
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al low those starships to operate fa r beyond the ir oper
ational m ean s, much as military bases allowed the o ld 
Un ited States to deploy its resources a ro und the Earth. 
Starbases a llow the Federation to project its influence 
in the sam e way as sta rships. 

In a d d i tion to providing support to starships, how 
ever, sta rbases provide a h ost of other b e n efi ts. 
Officers detai l ed to the Astronomica l Science Services 
tra in starbase long-range sensors on va ri ous astro
nomica l p h enomena. Planetary Survey sc i enti sts 
su pervise various exped itions and rel ay the ir repo rts 
b ack to Starfl eet Command. Starfleet Inte lligence p e r
sonne l staff starbases and monitor stations to conduct 
long-ra nge reconnaissance on potenti a l t hreats. 
Starbases serve as home to various attaches b e longing 
to th e Starf leet Diplomatic Corps, who represent t h e 
Federation both to indigenous popu lation s and 
throughout th e sector. Frequentl y, the best medical 
care can be found at a starbase. Even t h e Starfleet 
M arines utilize starbases as forward o utposts. 
Coordinating a ll of these a c tivities i s the Office of 
Starbase Operati ons. 

OFFICE OF THE JUDGE 
ADVOCATE GENERAL 

U nde r th e jurisdiction of the C hief o f F leet 
Operations, the Offi ce of Judge Advocate Gen e ra l 
enforces a ll a dministrative law within the ranks of 
Starfl eet. The JAG ca rries out investigati o n s of w ro ng
doing by Starflee t officers and convenes courts m a rtia l 
when necessary. Although th e Judge Advocate 
Genera l h e rse l f i s headquarte red a t Starfleet 
Command, t h e JAG maintains offi ces o n a ll major 
starbases. Any incident requiring the intervention of 
the JAG is referred to the nearest loca l office, tho u g h 
extrem e l y impo r tant cases or those invo lvi n g hi gh
ranking officers a re often pulled b ack to Star f leet 
Command for t h e JAG's personal a ttention. 

I n addition to upholding Starfleet's Un iform Code 
of Justi ce, the JAG investigates and prosecutes cases 
invo lving viola tions of Starfleet's Genera l O rders, the 
Constitut i o n o f the United Federation of Pl a n ets, and 
t h e laws of Federation member worlds. The Judge 
Advocate Genera l's office has jurisdiction over any 
m ember of Starfl eet accused of w rongdo ing, even if 
th e viol a tion occurred under local l aw. N o rma ll y, o n 
a m embe r pl a n et, loca l authorities re m a nd the 
accused officer to Starfleet's cu stody, and the o fficer i s 
tri ed unde r the Uniform Code of Justi ce. O n a n o n
a lig n ed p la n et, h owever, this i s large ly a question of 
c u stody; once in a n alien jail, it is within the planet's 
r ig hts to try the accu sed. Starfl eet, however, works 
hard to convince the pla net's government to surrender 
t h e accused for court martial proceedings. This isn 't 
always successfu l, and more than one officer h as 
faced tria l o n a n a lie n world, unde r unfam ilia r (and 
so m etimes poorl y u nderstood) laws. Often, in the 
case of laws broken o n a nonmember world, the JAG 
o ffice w ill invite a representative o f th e loca l govern
m ent to observe, o r even present evide n ce. 

The current Judge Advocate G e n eral is Admira l 
Phi llipa Louvo is. After unsuccessfu lly prosecuting 
Capta in Jean-Luc Picard following the loss of t h e 
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U.S.S. Stargazer, then- Capta in Louvois left Starfleet. 
Later, she returned to head the JAG office in Sector 23, 
w here she presided over th e famous case w hich deter
mine d Data's status as a lifeform and not as Starfleet's 
property. That difficu l t case propelled her to a posting 
at Starfleet Command, and eventually to the position 
o f Star f leet's Judge A d vocate General. 

.,. 

JAG OFFICER-COMMAND 

SERVING·UNDER THE JUDGE ADVOCATE GENERAL, JAG OFFICERS ARE THE LAWYERS 
AND SLEIITHS OF THE JAG CORPS. As AGENTS FOR THE PROSECUTION AND DEFENSE, 
THEY MUST CONDUCT INQUIRIES, TAKE DEPOSITIONS, INTERVIEW WITNESSES, AND GEN
ERAUY PLAY SHERLOCK HOLMES. IT's IMPORTANT TO REMEMBER, HOWEVER, THAT THE 
INVESTIGATION BY AN OFFICER WORKING FOR THE DEFENSE WILL TAKE A MUCH DIF
FERENT ROUTE THAN THAT OF ONE WORKING FOR THE PROSECUTION. 80TH, HOWEVER, 
MUST HAVE EXTENSIVE KNOWLEDGE OF TRIAL LAW. 

lAW (STARFLEET REGULATIONS AND CHOOSE SECOIID SPECIALIZATIOII) 2 (3) AND 
(3) 
COMPUTER (RESEARCH) 2 (3) 
HISTORY (FEDERATIOll) 1 (2) 
PERSUASIOII (DEBATE AtlD ORATORY) 2 (3) AIID (3) 
ltiTIMIDATION (ltHERROGATiotl) 2 (3) 

ATHLETICS (CHOOSE SPECIALIZATIOll ) 1 (2) 

DODGE 1 
ENERGY WEAPON (PHASER) 1 (2) 
lANGUAGE 

FEDERATION STANDARD 1 
PERSONAL EQUIPMENT (TRICORDER) 1 (2) 
PLANETSIDE SURVIVAL (CHOOSE SPECIALIZATION) 1 (2) 
SEARCH 1 
VEHICLE OPERATIONS (SHUTTLECRAFT) I (2) 
PROMOTION- LIEUTENANT (J.G.) +I 

JAG I N VESTIGATIONS 

C haracters from the JAG office w i ll most often 
appear in a series as sp eci a l guest sta rs, investigating 
some e rror or reviewin g a n inc ident for potential 
wrongdo ing. If your grou p wants to p lay a campaign 
centered on the JAG Corps, they sh ould be posted to 
the JAG office on a p a rt i cu la r sta rbase, and travel 



around the sector as needed. This need not be limited to 
Command o ffi cers; Operations and Science officer may 
be needed to assist in the investigation. If, for example, 
a crewman dies inexplicably in a sen sor pod ("Court 
Martial" !Star Trek]) or a n acel le's warp f ield coi Is ("Eye 
of the Beholder" [ TNGI), a nd th e JAG Corps looks into 
the matter, a n Engineer would b e necessary to examine 
the potentia ll y faulty equ ipment. This cou ld lead to 
cha rges of n egl igence or murder, depending on t he cir
c umstances . Overa ll, this type of seri es does not have 
the ra nge of adventure as one b ased o n a sta rship, 
though it makes a n ice c hange o f pace for a night's p l ay. 

Most JAG offices retain severa l hi ghly trained investi
gators to i nqui re in to wron gdoing, o r possib le 
w rongdo ing. Typica ll y, these investigators travel with 
thei r own security teams, and standard protoco l ca ll s for 
a sta rship capta in (or starbase commander) to put the 
ship's (or base's) security forces at a v isiting investiga
tor's disposal. Their task is to gath er facts and eviden ce 
and d etermine i f a cour t martial is warranted. JAG inves
tigations continue until t he case is solved, or no clea r 
determination ca n be made (a t which point the fi le is 
left open until new evidence may be brought to ligh t). 
A lthoug h a ll Starfl eet captains ca n cal l for a JAG inves
tigation of personnel unde r their comm and, most 
ranking officers prefer to conduct thei r own in qu ir ies 
and submit th eir own subordinates for cou r t marti a l. 
Normal ly, JAG investigators become invo lved in a case 
only w hen a member of Sta rfl eet is accused of wrong
doing b y som eon e o utside of his chain of command. If 
no JAG officer is ava ilable to conduct a n investigati o n , it 
fa lls to the highest ranking officer to appoint an invest i
gator-norma lly the ship's Securi ty Ch ief. 

Starfl eet personnel who show partic ular aptitude in 
l aw, or who attended law school on their homeworlds, 
are frequently tapped to serve in th e JAG Corps for at 
least one tour of duty. This is not restricted to those with 
a lega l bent, however. The JAG office requires officers 
wi th a nose for the truth and an unswerving devotion to 
the principles, ru l es, and regulations that govern 
Starfleet. Security officers, science officers, or o ther 
experts i n the field could find t hemselves deta il ed to the 
JAG Corp s for a parti cula r inves tigation. The Center for 
Advanced Training provides classes to those w h o desire 
lega l tra in ing, m ost no tabl y those Command personnel 
aim ing for promotio n to Starfleet's u pper echelons. 

CRIME AND PUNISHMENT 

A COMPlETE liST OF All STARFlEET'S REGUlATIONS AND THE PENAUIES FOR BREAK
ING THOSE REGUlATIONS IS BEYOND THE SCOPE OF ANY SOURCEBOOK. FOR THE MOST 
PART, VIOlATIONS OF STARFlEET REGUlATIONS ARE FAIRlY OBVIOUS, SUCH AS INSUB
ORDINATIOII, GROSS NEGliGEIICE, INFRACTIONS OF THE RUlES, CAPITAl CRIMES liKE 
MURDER, ETC. SiMilARLY, YOU CAN ASSUME THAT A CRIMIIIAl OFFENSE ON 20TH-CEN
TURY EARTH IS PROBABLY A VIOlATIOII OF THE UNIFORM (ODE OF JUSTICE AS WELL 

THE PEIIAUIES IMPOSED BY COURT MARTIAl VARY WITH THE SERIOUSIIESS OF THE 
OFFEIISE, BUT RAIIGE AIIYWHERE FROM IMMEDIATE DISCHARGE FROM STARFlEET TO 
PRISON TIME AT ONE OF STARFlEET'S PENAl SETTUMENTS. THE FEDERATIOII 
(OIISTITUTIOH FO RBIDS THE USE OF CAPITAl PUHISHMEIIT, THO UGH STARFlEET 010 
NOT ABOliSH THE PRACTICE UNTil THE MID-23RD CENTURY. (FOR A TIME, VJSmNG 
TAlOS IV WARRANTED THE DEATH PENAllY.) THE MOST SERIOUS PUNISHMENT A COURT 
MARTIAl CAN DISH OUT IN THE 24TH CENTURY IS liFE IMPRISON MENT. 

C OURTS M A RT IA L 

Although most infractions can be handled th ro ugh 
less severe repr imands, or short incarceration in a 
brig, som e crimes a re so severe as to warrant a court 
martia l. A court m a r t i a l is a trial under Starfleet's 
Uniform Code of justice, as opposed to Federation 
c ivi li a n law, and is condu cted by a committee of offi 
cers. 

Any officer of the rank of Capta in o r h ig her ca n 
submit a subordin a te officer for immediate court mar
tial (though frivolousl y abusing this ri ght i s itsel f a 
court m artial offense). Offi cers o f the Judge Advocate 
Gen e ra l 's office have th e powe r to submit any mem
ber of Starfleet for cou r t martial, as long as they first 
submit a n approved finding to a JAG officer of the 
rank of Captain o r higher. Once it h as been ca lled, a 
court martial is typically convened within seventy
two hours. As part of the forma l o rder of court martial, 
the presiding representative of the JAG's office nomi
n ates both a prosecuting advocate a n d a n advocate 
for the d efe n se. Typically, both advocates are offi cers 
f ro m the loca l JAG offi ce. If no suitable JAG advocates 
a re ava ilab le, however, the JAG representat ive can 
nominate a n y avai lable Star f leet officers as ad hoc 
advocates. The accused a lways has the right to refuse 
the nominated defense advocate and e i t h er serve as 
hi s own lawyer o r appo int an e l igib l e officer of his 
c hoice. 

A panel of th ree judges p resides over a court mar
tia l proceeding, usually offi cers from the JAG offi ce. If 
n o n e are ava ilab l e, the JAG office typica ll y appoin ts 
an ad h oc judge-the fleet adm ira l for the sector. 
Only officers ranked Commander or higher can serve 
as judges, a n d no officer w ith an obvious confli ct of 
interest, su ch as friendship, is a llowed to serve. I f pos
sibl e the JAG representative who signs the order for 
cou r t m a rtia l appoints a full three-judge panel. 

Procedura lly, a court marti a l is handled very much 
l ike a civilia n crim inal trial. Both sides make opening 
statem ents, t h e prosecution p resents its witnesses and 
eviden ce, the defense presents its case, a n d both sides 
make c losing argumen ts. Each side has the r igh t to 
c ross-examine the w itnesses presen ted by the other 
side, and almost al l the ru l es of evidence and court
room procedure applicable to c i v il ian tri a ls apply 
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equal ly to courts martial. U nlike c ivilian trials, h ow
ever, court m a rtia l proceedings do not employ juries; 
gu ilt o r innocen ce is determined b y the pane l of 
judges. Courts m a rti a l tend to be less formal affa irs, 
m ov ing a l o ng a t a much faster pace than a c ivi li a n 
tri a l, a nd ra re ly take more than a week to com p lete. 

r.~' 

It COURU MARTIAL AND ADVENTURES 

THE "COURT MARTIAL EPISODE" IS A STAPL£ OF THE VARIOUS STAR TREHELEVISION 
SERIES (SEE 11 (OURT MARnAt" [STAR TREK] FOR•A GOOD EXAMPLE), AND AN OCCA
SIONAl EPISODE BASED AROUND A COURT MARTIAl MIGHT SPICE UP YOUR STAR TREK: 
TNG RPG SERIES. NATURAUY, FIR~ YOU NEED A CRIME OF SOME SORT, COMMITTED 
BY EITHER AN NPC (UKE THE SHIP'S CAPTAIN) OR ONE OF THE CREW. THE lATTER CAN 
BE DIFFICULT TO ORCHESTRATE, SINCE THE PlAYER HAS TO HAVE HIS CHARACTER DO 
SOMETHING IllEGAl. THAT DOESN'T HAVE TO BE AS DIFFICULT AS IT SOUNDS; PlAYERS 
FREQUENTlY HAVE THEIR CHARACTERS "BEND" THE REGULATIONS, liKE SHOOTING FIRST 
AND ASKING QUESTIONS lATER. SIMPLY WATCH THE PLAYERS FOR ANY VIOLATIONS, AND 
THEN SIC A JAG INVESTIGATOR ON THEIR CHARACTERS. SIMILARLY, POSSESSION BY AN 
AliEN INTELLIGENCE WORKS wm, AS IN THE STAR TREK EPISODE "A Wolf IN THE 
fOLD," BUT BE SURE TO DISCUSS THIS WITH THE PlAYER FIRST. ALWAYS REMEMBER, 
IF THE COURT MARTIAl DOESN'T FAVOR THE ACCUSED, HE COULD END UP IN PRISON 
FOR A lONG TIME. WHICH BRINGS US TO THE ANAl CONSIDERATION: BE SURE YOU 
HAVE AN "OUT" FOR THE COURT MARTIAL, SOME WAY THE OFFICER'S INNOCENCE CAN 
BE PROVED. 

COURT MARTIAl STORIES GIVE YOU AN IDEAl OPPORTUNITY TO CONFRONT THE PlAY
ERS WITH A PUZZLE REQUIRING THEIR COOPERATION AND WITS TO SOLVE ("YES, BUT 
HOW ARE WE GOING TO PROVE YOU'RE INNOCENT!"). THEY'RE GREAT OPPORTUNITIES 
FOR PlENTY OF ENTERTAINING ROLEPLAYING, AS THE ACCUSED AND THE VARIOUS ADVO
CATES GET PlENTY OF CHANCES TO MAKE DRAMATIC SPEECHES AND HEARTFELT PlEAS TO 
THE JUDGES. OBVIOUSLY, IF AT ALL POSSIBLE, YOU' ll WANT TO TAKE ADVANTAGE OF 
THE "AD HOC" PROVISION TO SEE THAT ONE OR MORE PlAYER CH ARACTERS SERVE AS 
ADVOCATES. 

COURT MARTIAL STORIES GENERALLY REQUIRE THE CREW TO MAKE lAW (STARFLEET 
REGULATIONS) AND PERSUASION (ORATORY) SKILl TESTS. THESE SHOULD BE 
OPPOSED TESTS AGAINST EACH JUDGE'S PERSUASION OR (NTEUECT. As AlWAYS IN 
THESE CASES, NARRATORS SHOULD RELY ON GOOD ROLEPLAYING RATHER THAN DICE 
ROllS. BUT IT's NOT All ARGUING AND lEGAl MANEUVERING. IN THE BEST STAR TREK 
TRADITION, THE ADVOCATE AND FRIENDS OF THE ACCUSED HAVE TO GET TO THE HEART 
OF THE CASE (PARTICULARLY IF THE ACCUSED IS BEING FRAMED). THIS COULD MEAN 
All SORTS OF SKill TESTS, FROM TRICORDER ROLLS TO MIND MElDS. TRIALS, liKE SCI
ENTIFIC EXPLORATION, ARE ABOUT GETTING TO THE TRUTH, AND THE COURT MARTIAt 
Will UlTIMATElY BE DEODED ON THE FACTS. IF THE CREW CAN PRESENT A CONVINC
ING ARGUMENT, THEY'll SAVE THE DAY. 

' "' 

OFF ICE OF SHIPYARD OPE RAT IO N S 

The Admiral of Shipyard Operations directs a ll 
construction of n ew Starfleet vesse ls and substantia l 
repairs on acti ve vessels . The C hief of Flee t 
Operations, to w h o m the Admiral of Shipyard 
O p e rati o ns reports, i ssu es build orders based upon 
the perceived needs of the f leet and th e re sources 
authorized by the Federation Counci l. In genera l, 
Star f leet launc hes several hundred n ew ships each 
year, from one of fou r primary construct ion yards
Utopia Planitia, A nta res, the San Francisco Ya rds, or 
Earth Stati o n McKinley. The Admiral of Shipya rd 
Operations mainta ins his office at Utop ia Plan itia, o n 
Mars, a long w ith hundreds of engineers. 

THE PRICE O F f REEDOM 

ASSEMBLY SPECIALIST-OPERATIONS 

BASICAllY A CONSTRUCTION WORKER, AsSEMBlY SPECIALISTS PHYSICAllY PUT SHIPS 
AND STATIONS TOGETHER. WHILE MANY SMAll COMPONENTS OF SHIPS CAN BE REPLI
CATED, SHIPS THEMSELVES AND THINGS OF SIMILAR SIZE MUST STill BE BUILT 
MANUAllY. SINCE MANY SHIPS ARE ASSEMBLED IN ORBIT AND MANY WORLDS HAVE 
UNDERWATER STATIONS, THESE ENGINEERS MUST BE SKillED IN WORKING IN ZERO-G 
AS WEU AS UNDERWATER AND IN A VARIETY OF ENVIRONMENTS. AN AsSEMBLY 
SPECIALIST SPENDS HOURS A DAY HAPPILY WELDING PlATES TO OTHER PlATES AND 
DOING OTHER BASIC FUNCTIONS OF STRUCTURAL ENGINEERING. NOT AS INTEllECTUAl
lY DEMANDING AS BEING A QUANTUM COSMOLOGIST, BUT VERY FULFilliNG 
NONETHELESS. AFTER AU, AT THE END OF HIS DAY HE CAN SAY HE JUST PUT A SHIP 
TOGETHER! 

ENGINEERING, ANY (CHOOSE SPECIALIZATION) 2 (3) 
PERSONAl EQUIPMENT (ENVIRONMENTAl SUITS, CONSTRUCTION EQUIPMENT) 2 (3) 
AND (3) 

SYSTEMS ENGINEERING (CHOOSE SPECIALIZATION) 2 (3) 
COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 
VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 
ATHLETICS (CHOOSE SPECIALIZATIOII) 1 (2) 
DODGE 1 
ENERGY WEAPON (PHASER) 1 (2) 
HISTORY (FEDERATIOII) 1 (2) 

lANGUAGE 

FEDERATION STANDARD 1 
lAW (STARFLEET REGULATIONS) 1 (2) 
PHYSICAl SCIENCES (PHYSICS) 2 (3) 
PLANETSIDE SURVIVAL (CHOOSE SPECIALIZATION) 1 (2) 
ZERO-G TRAINING +2 

SHIPYARD FACILITIES 

FOUR FACILITIES ARE RESPONSIBLE FOR THE PRIMARY CONSTRUCTION OF MOST OF 
STARFLEET'S VESSELS. 

UTOPIA PLANITIA fLEET YARDS: STARFLEITS MAIN CONSTRUCTION FACILITY IS 
A HUGE SHIPYARD ORBITING MARS. SINCE THE ADMIRAL OF SHIPYARD OPERATIONS 
AND THE ADVANCED RESEARCH AND DEVELOPMENT TEAM ARE BOTH HEADQUARTERED 
AT UTOPIA PLANITIA, MOST Of STARFLEITS MOST IMPORTANT SHIPS ARE CONSTRUCT
ED HERE (INCLUDING THE lAST THREE STARSHIPS ENTERPRISE). OF All THE CLASSES 
OF STARSHIPS.LAUNCHED BY THE fEDERATION OVER THE lAST TWENTY-THREE YEARS, 
MANY OF THE PROTOTYPES WERE CONSTRUCTED AT UTOPIA PLANITIA. 

EAiml STATION McKINLEY: MCKINLEY IS A lARGE SHIPYARD THAT ORBITS THE 
EARTH. MUCH SMAllER THAN UTOPIA PLANITIA, MCKINLEY MAINLY 
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SERVES AS A MAINTENANCE AND ORBITAL REPAIR FACILITY, 
THOUGH IT ALSO CONSTRUGS A GOOD NUMBER OF SMALLER STARSHIPS AND SUPPORT 
VESSELS. 

SAN fRANCISCO fLEET YARDS: THE OTHER OF EARTH'S SHIP CONSTRUCTION 
FACILITIES, STARFtEET CONTINUES TO USE THIS VENERABLE DOCK IN ADDITION TO 
MCKINLEY. THIS IS WHERE THE HORIZON CLASS, ONE OF THE FIRST STARSHIPS BUILT 
BY THE FEDERATION, AND CONSTITUTION CLASS WERE BUILT. Its STAFF CONTINUES A 
LONG TRADITION OF SHIPBUILDING, IIICLUDING THE MODERN NEBULA CLASS, AND 
STARFLEET COMMAND RECENTLY AUTHORIZED THE SAN FRANCISCO FLEET YARDS TO 
BEGIN CONSTRUCTION ON THE EXPERIMENTAL SOVEREIGN CLASS. 

ANTARES SHIPYARDS: THE NEWEST FEDERATION SHIPYARD, ORBITING THE SECOND 
MOON OF ANTARES IV, IS EVEN LARGER THAT UTOPIA PLANITIA, THOUGH ITS FACILI
TIES ARE FAR INFERIOR. Most OF THE SHIPS CONSTRUGED HERE ARE OLDER CLASSES 
SCHEDULED TO BE DEPLOYED IN THE STANDING FLEETS STATIONED ALONG THE 
URDASSIAN BORDER. 

STARFLEET CORPS OF ENGINEERS 

The special projec ts division of Starfleet, the Corps 
o f Engineers, handles m a jor construction projects 
throughout the Federation. The Advanced Starship 
D esign Bureau supervises the desig n of n ew sta rship 
c lasses, su ch as the Galaxy-class and the projected 
Sovereign-class. The Galaxy C lass Starship 
Development Pro j ect, for example, operated under 
the au spices of this department. Unlike the Sh ipyard 
Facilities div isio n , the Starfleet Corps of Engineers 
does not bu ild starships and starbases. It works with 
that department, however, during construction of a 
prototype ship . It a lso designs and construc ts addi
tional pro j ects, such as massive irrigation works, as 
need e d. The Starfl eet Corps of Engineers is overseen 
by the C hie f of Starfleet Engineering, who reports 
directl y to the C hie f of Fleet Ope rations . 

One of th e most d es irable assignments for e n g i 
n eering students g radua ting from Starfleet Academy is 
the A dva n ced Research and Development Team that is 
pa rt o f the Sta rf leet Corps of Engineers. Advanced 
R&D is resp o n sible for evolving n ew and improved 
shipboard system s for deployment across the f leet. 
B roken down into several tec hno logy d eve lopment 
g roups, such as the Sp aceframe Technologies G ro u p, 
the W arp Technologi es Group, and t he Tactica l Ops 
Group, the g ro ups a re responsible for innovations 
such as quantum torped oes and bione ura l circuitry. 
Whil e at the Academy, future officers h ave an o ppor-
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tunity to attend the Advanced Research Engineering 
school at the Utopia Planitia sh ipyards, th e headquar
ters for the Corps of Engineers. Those e n gineers w ho 
sh ow particular apti tude can a l so attend this school 
fo r additional training, as part of th e Cen ter for 
Advanced Train ing. Starfleet typica ll y ass ig n s p romis
ing Engineering personnel to the Corps of Engineers 
after they complete their studies, tho u g h many select 
postings on Starships to app ly th e ir advanced engi
neering skills. 

THEORETICAL ENGINEER-OPERATIONS 

POSTED TO THE CORPS OF ENGINEERS, THEORETICAL ENGIN EERS WORK AT A STAR
BASE WITH OTHER DESIGNERS ON NEW SHIPBOARD SYSTEMS, FROM IMPROVED WARP 
DRIVES TO MORE EFFICIENT CONTROL SURFACES. BECAUSE STARSHIPS SPEND A CON
SIDERABLE AMOUNT OF TIME IN DEEP SPACE, FAR FROM STARBASE REPAIR FACILITIES, 
HAVING A THEORETICAL ENGINEER ON BOARD CAN BE A CONSIDERABLE ASSET. WHEN 
CAUGHT IN THE GRIP OF AN ACETON ASSIMILATOR, A THEORETICAL PROPULSION 
ENGINEER COULD MAKE THE DIFFERENCE BETWEEN CONTINUING ON A VOYAGE WITH LIT
TLE MORE THAN A BRIEF INTERLUDE, OR TRAVEUNG UNDER IMPULSE FOR WEEKS. 

PLAYERS SHOULD CHOOSE THE AREA IN WHICH THEIR CHARAGER SPEOALIZES. A 
THEORETICAL PROPULSION ENG INEER WOULD SPECIALIZE IN SKILLS RELATED TO WARP 
DRIVES, FOR EXAMPLE. SUITABLE ENGINEERING SPECIALIZATIONS INCLUDE WARP 
THEORY, TRANSPORTER THEORY, AND SUBSPACE DYNAMICS. 

ENGINEERING, THEORETICAL (CHOOSE SPECIALIZATION) 2 (3) 
ENGINEERING, SYSTEMS (CHOOSE SPECIALIZATIOil) 1 (2) 

COMPUTER (SIMULATION/ MODELING AND RESEARCH) 2 (3) AND (3) 
SCIENCE, ANY (CHOOSE TWO SPECIALIZATIONS) 2 (3) AND (3) 
PHYSICAL SCIENCES (PHYSICS AND CHOOSE SECOND SPECIALIZATIOII) 2 (3) AND (3) 
DODGE 1 
ENERGY WEAPON (PHASER) 1 (2) 

HISTORY (FEDERATION) 1 (2) 

LAtlGUAGE 

FEDERATION STAN DARD 1 
lAW (STARFLEET REGULATIONS) 1 (2) 

PERSONAL EQUIPMENT (TRICORDER) 1 (2) 

PLANETSIDE SURVIVAL (CHOOSE SPECIALIZATION) 1 (2) 

VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 

THEORETICAL ENGINEERING-OPERATIONS SKILL 

THIS IS THE SCIENCE OF ENGINEERING. ALTHOUGH AN ENGINEER HAS TO KNOW THE 
UNDERLYING PRINCIPLES BEHIND THE EQUIPMENT HE WORKS ON, ENGINEERS WITH THIS 
SKILL FOCUS ON THE ABSTRACT, CONJECTURAL ASPECTS OF THEIR CHOSEN FIELD. IT 
REPRESENTS ACADEMIC KNOWLEDGE OF HOW A WARP DRIVE WORKS, RECENT ADVANCES 
IN TRANSPORTER TECHNOLOGY, OR CONJECTURAL HOLOGRAPHIC INTERFACES. AN ENGI
NEER WITH THIS SKILL COULD FIGURE OUT HOW TO USE WARP FIELDS IN NEW AND 
INTERESTING WAYS, OR DESIGN A NEW, MORE POWERFUL PHASER. IN 20TH-CENTURY 
TERMS, THE AVERAGE ENGINEER HOLD AN ENGINEERING B.S., WHILE A THEORETICAL 
ENGINEER HOLDS A PH.D. THIS SKILL IS TYPICALLY POSSESSED BY ACADEMICS, THEO· 
RETICAL ENGINEERS, AND SCIENTISTS. 

SPECIALIZATIONS: CYBERNETICS SUBSPACE fiELD GEOMETRY, TRANSPORTER THEORY, 
WARP THEORY 

OFFICE OF PERSONNEL 
MANAGEMENT 

The Office o f Personnel Management, h eadqu ar
tered at Starfleet Command, e n sures that a ll Starfleet 
ope rations, vessels, starbases, and agen c i es receive 
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adequate staffing. The OPM assigns ensigns to their 
first tours of duty upon graduation from the Academy. 
Personnel requests and requests to transfer are made 
to this agency. This office also handles any qualified 
civilian advisors required. Although the Admiral of 
Starfleet Personnel retains complete authority over the 
assignment of all personnel (subject to review by the 
Chief of Fleet Operations, of course), the OPM rarely 
acts without the advice and consent of active com
manders in the field. In other words, the Office of 
Personnel Management normally transfers only those 
officers and crewmen who have submitted transfer 
requ ests approved by their commanding officers. 

In addition, in order to keep Starfleet running effi
ciently, Personnel Management makes great efforts in 
accommodating officers, both in honoring assignment 
requests and meeting a species' biological require
ments. A number of factors are taken into account: Is 
the person qualified for the requested assignment? 
Where is there a n eed for someone with a particular 
set of skills? Is there an opening on the requested 
ship? Frequently, those requesting a particular assign
ment research the answers to these questions before 
requesting the posting. 

When a planet joins the Federation, officers from 
OPM survey the species to determine any special 
requirements and evaluate its technical skills. Those 
species with sufficient training and skill are rapidly 
integrated into Starfleet, through accelerated training 
at Starfleet Academy. Here, they learn the skills nec
essary to function on a starship. Sometimes an alien 
species has difficulty adjusting to Federation stan
dards and must be integrated more slow ly. 

OFFI CE OF THE CHIEF OF 
RESEARCH AND EXPLORATION 

The C hief of Research and Exploration supe rvises 
Starfleet's myriad scientifi c endeavors, from explor ing 
new planets to conducting experim e nts on the effects 
of warp drive on th e fabric of space. Based on Ea rth, 
at Starfl eet Command, this offi ce oversees a ll of 
Starfleet's scientific personnel, whether posted to a 
starship or starbase, and serves as a clearinghouse of 
scientifi c informa tion . It rev iews various discoveries, 
critiq u es scientific theories, and keeps abreast of cur
rent projects. A ll sci entific endeavors undertaken by 
Starfleet personnel are subj ect to review f rom the 
Office of Research and Exploration, through the 
appropriate department. Mission req u ests are submit
ted to the Office of the Chi ef of Fleet Operations 
throug h thi s office, in coord ination with the C-n-C. 
The CRE maintains the records at Memory A lpha, as 
well as orchestrating research efforts with the 
Daystrom Institute, the Vulcan Science Institute, and 
the Psychology Institute on Betazed. 

Admiral Stenn, a Vu l can, currentl y serves as th e 
C hief of Research and Exploration . After a leng thy 
tenure at the Vu lcan Sci ence Academy, h e joine d 
Starfleet. He served for fifteen years on board various 
starships, first as a sc ience offi cer specializing in sub
space mechanics, then working his way up to Chief 
Sci e nce Officer on the U.S.S. T'Pau (prior to its 
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decommission in 2364). His paper on electromagnet
ic waves in ·subspace garnered him the attention of 
the Federation Science Council, and he was trans
ferred to the Office of Scientific Research. There, he 
supervised the development of improved subspace 
communications relays, eventually improving the 
time it took messages to travel across space. 
Afterward, Stenn achieved the rank of Admiral, and 
was assigned to head the Office of the Chief of 
Research and Exploration. 

SmlN, SON OF ALIDOK, STANDS SLIGHTLY SHORTER THAN THE AVERAGE VULCAtL HE 
STUDIED FOR A WHilE UNDER T'VAN, A VULCAN MASTER, WHENCE COMES HIS SINGLE· 
MltiDED DEVOTION. HIS ABILITY TO REMAIN AWAKE FOR UNUSUAllY lONG PERIODS OF 
TIME (EVEN FOR A VULCAN) SERVES HIM WEllltl HIS CURRENT POSITION. STEtiN DOES 
NOT STAND FOR DELAY OR EXCUSES. BY ASKitiG POINTED QUESTIONS, HE QUICKlY GETS 
TO THE HEART OF A MATTER. STENN Will MOVE HEAVEN AND EARTH TO GET AROUND 
AN IMPASS~, AllOCATING WHATEVER RESQURCES ARE REQUIRED TO FINISH A PROJECT 
DEEMED VITAl TO STARFLEET. 
~ . 

A ST R O N O M I CAL SCIEN CE O P ERAT I O NS 

A stro nomical Sc ie n ce Operations is responsib le for 
monitoring known spac e to t rack and invest igate astro 
nomic al phe nomena, and oversees Starfleet's ongoing 
efforts to m a p the ga laxy. Using long -range sen sors and 
reports fro m ships in the field, its scientists maintain 
Starfleet's central galactic condition database, issue 
warnings abo ut unsafe regions of space, and conduct 
research into enigmati c phenomena such as singu lari
ties, wormholes, and quasars. Wh enever a starship visits 
a starbase, it downloads detailed recordings of objects 
encountered during its travel s for inclusion in the 
database. Scientists stationed o n starbases t rain their 
long-range sensors on ste llar objects to record the loca
tions and proper motio n s of stars, nebulae, dust clouds, 
and pulsars. Because of the immense size of the ga laxy, 
they also searc h the sky for n ew phenomena. Should 
one of these monitor stations detect a change, or identi
fy new stellar objects, it al erts Starflee t Command. 

In the case of a particularly inte resting discovery, 
the Astronomical Se rvices office requests a starship to 
investi gate. Sometimes it dispatches specialists to a 



sta rship to prov ide assi sta n ce. It is not uncommo n for 
sc ie n t i sts fro m Sta rfleet headquarte rs to lea d a n e xpe
di t io n, w i t h the starship a t the scientist 's di sposal. 
N orma ll y, the Directo r o f As tro nomica l Sc i e n ce 
O p e rati o n s approves su c h requests a nd the n submits 
th e m directly to th e Chief o f Resea rc h a nd 
Explo rati o n, w ho the n coordina tes the re quest w ith 
t h e C hief of Fleet Operations and th e C hief-in
Command. 

Informa tio n o n t he sort of phe no mena that attracts 
t he a tte n t i o n of Astro no mica l Sc ience Ope ratio ns can 
b e found in t h e Star Tre k: Th e Next Gene ra tio n core 
rulebook. 

PLANETARY SCIENC E OPERATIONS 

Ju st as Astron o mica l Sci e n ce Ope rations observes 
sp ace for new sci e n t ifi c d ev e lopments, thi s agen cy 
conducts planetary surveys. One of the l a rgest o rgani
zation s tha t fa ll s unde r the Chie f of Resea rc h and 
Expl o ra ti o n , th e O ffi ce o f Pl a n et a ry Sc i e n ce 
O p e rati o n s m o nito rs conditions on variou s w orlds 
across the Fe d e rati o n. Unusu a l and interesting phe
n o m e n a, from odd crysta l forma tions to prev io u sl y 
unknow n ecologi es, attract these scie n t i sts' attention. 
Scientists w ith exp e r t i se in re l a ted disciplines, su c h as 
exozoo logy and exob o ta ny, al so w ork w ith this office 
as n eed ed . Frequentl y, it disp atc h es spec i a lists to p ar
tic ipa te in these surveys. In addition, these sc ienti sts 
survey p la n ets to dete rmine the feasibility of te r
raforming, o r the ir suitability fo r coloni zatio n (b o th 
conduc ted j o intl y w ith th e ap p ropriate d e p a rtments) . 
La stl y, e m e rgen c y survey team s a re dispatched to 
p lanets w ith tro ubles, from unusually poo r soil to 
unpred ictable tectonic activi ty, w ith a n eye tow ard 
finding solut i o ns. 

This agen cy is h ead ed b y the Director of Pl a n eta ry 
Sci e n ce O p e rati o n s, w ho re p o rts to the C hie f o f 
Resea rc h and Ex plo rati o n. In times of emergen cy, thi s 
o ffice communica tes directl y w ith th e C hie f-in
Comma nd . W he n a sta rship discovers a n ew pl a n et, 
the initia l re p o rt is sent to this agency, w hic h the n 
d ete rmines w h ethe r o r not the planet warrants furthe r 
study. Ty pi ca ll y, w hen a ship receives o rders to 
expl o re a pla n et, it com es f ro m thi s offi ce. 

STARFLEET MEDICAL 

W i th offi ces a t Starf l eet C ommand on Ea rth, 
Sta rfleet M edica l looks afte r th e health and we ll b e ing 
of Sta r f leet p e rsonne l : It d ete rmines Starfl eet 's fitness 
requirements; conduc ts a d va n ced m edica l researc h 
into di seases like irumo dic syndrome and transporte r 
p sych osi s; researc hes di seases newly e n countered b y 
starships, like th e Ps i 2 0 00 v irus and hy p e racce le rat
e d aging disease; and k eep s Starfleet's d octo rs up to 
d ate o n the p h ys io log ies o f a lie n sp eci es. A ll thi s 
inform ati o n, and m o re, ca n b e found in the Starf leet 
M ed ica l D atabase. In addition to tending Sta rfleet's 
m ed ica l n eeds, this office t racks and combats epi 
d e m ics, d ispa tc h es p e rsonne l to assi st c iv ili a n 
m edica l autho rities w h e n n ec essary, and condu cts 
tra ining p rogra m s that prep a re Sta r f l eet m edica l per
sonne l for t h e unique situations they routine l y 
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e n counter. Frequently, t his agen cy receives requests 
fro m m embe r p lan e ts and colonies sufferi ng f rom epi
demics, coordinating a p pea ls for m e dical suppl ies 
w i t h the CFO and C hief-in-Com mand. 

SCIENCE OPERATIONS 

This o ffice m a nages Starf leet's sc ientific opera tion s 
tha t d o n o t fa ll under t h e jurisd ict io n of Astronomica l 
Sc i e n ce Operation s o r of Pla n eta ry Sc ience 
O p e ra tio n s. These inc lud e t h e p h ys i ca l scien ces such 
as c h emistry, com p u ter science, a n d mathem atics; the 
"soft " sci e n ces of archeology, po li t ica l sc ience, and 
soc iology; and li fe sciences . T h i s agen cy is d i v ided 
into a n umber of sma ller d epartmen ts, each ded ica ted 
to a p a rti c ular a rea . A rc heologica l exp edit io n s, fo r 
e x a mpl e, re p o r t to t h e O ffice of A rc h eolog ical 
Studies. Overall , Sci e n ce O p erati o n s d i sseminates 
Sta rfl eet 's sc i e n t i f i c discoveri es thro u g h o u t t h e 
Fed e ra ti o n , p a r ticula r ly t h e Federation Sc i e n ce 
Counc il. W ith offi ces a t Starfleet Command, the Chief 
of Sc i e n ce O pera ti ons a n swers to the Ch ief of 
Resea rc h and Exploration. 

Sc i e n ce o fficers th rou g h o u t t h e f l eet send t h e ir 
rep o r ts to Sci e n ce O p e rations for rev iew. In th i s way, 
Starfl eet re m a ins up to d a te o n the act ivities o f a ll its 
sc ienti sts. It often sends prom i sing Starfleet officers to 
the D aystro m Institu te to conduct th e ir experime n ts o r 
to teach . Scienti f i c outposts fa ll under t h is offi ce's 
a u th o ri ty, as well. It works with A d van ced Resea rch 
a nd D eve lopment to im prove sensor tech nology, 
coordina tes its activiti es w ith th e o th e r sci entifi c 
o ffi ces, and coo rdina tes scien t i f ic exped i t ions th rough 
the O f f i ce o f Fleet Operation s. 

OFFICE OF THE CHIEF OF 
INTERPLANETARY AFFAIRS 

W hile the Ch i e f o f Flee t O p erations sees to the 
d eploym ent of the fleet, and the C hief of Resea rc h 
and Expl o ration directs Starfleet's exp lorato ry and sc i
e nti f i c e ndeavors, t h i s o f f ice oversees Sta r f l eet's 
interpl a n eta ry a ffa irs-first con tact efforts, dip lo m atic 
ini t i a tives, and co lon i za t io n p rogra m s. From Starfleet 
Comma nd, th e staff o f the C hief of Interplan etary 
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Affairs coordinates its act1v1t1es with other depart
ments. When a starship makes contact with a new 
spacefaring species, for example, a report goes to the 
Diplomatic Corps, which then determines whether or 
not to pursue diplomatic initiatives. Should a survey 
uncover a new civilization, the CFO will forward the 
report to the First Contact Division. Any requirements 
are transmitted up the chain of command to the CIA, 
who then coordinates with the CFO. This office also 
keeps the C-n-C abreast of any developments in inter
planetary affairs, and briefs officers as needed. 

Talented individuals might receive a posting to one 
of the d e partments associated with this office. The 
Office of Personnel Management might transfer an 
officer wi th a particular talent at negotiation, for 
example, to the Starfleet Diplomatic Corps. Similarly, 
those officers who desire advanced training in the 
diplomatic arts can request admission to the 
Diplomatic School operated by the C e nter for 
Advanced Training and the Diplomatic Corps. 

The current Chief of Interplanetary Affairs is 
Admiral Adena lmari. A graduate of the University of 
Betazed's School of Interplanetary Affairs, she 
received a posting to the U.S.S. Discovery. There, 
while a Lieutenant U.G.), she played an instrumental 
role in a peace mission to Syliss V. After a second tour 
of duty on the Discovery, she applied for and received 
a seat at the Starfleet Diplomatic School. Graduating 
at the top of her class, the Office of Personnel 
Management assigned her to the Starfleet Diplomatic 
C o rp s. Admira l lma ri h as p a rti c ipated in some of the 
Federa tio n 's semina l n egoti a tio n s- the Parliam e nt 
Initiative b a nning subspace prox imity d e tonators, th e 
tre aty w ith the Evan ge lion, and the o p e ning initiative 
w ith th e T h o lians. 

ADMIRAL IMARIIS A PLAIN-LOOKING, MIDDLE-AGED BETAZOID. A DAUGHTER OF THE 
HOUSE OF IMARI, HER FAMILY IS THE HEREDITARY KEEPER OF THE HOLY DIADEM OF 
ANU. SHE PUTS LITTLE STOCK IN HER NOBLE ANCESTRY AND PREFERS TO BE TREATED 
NORMALLY; SHE HATES BEING REMINDED OF HER HERITAGE, TYPICALLY BROUGHT UP BY 
OTHER BETAZOIDS. SHE WORKS HARD TO BRING PEACE TO THE GALAXY, WHICH SHE 
SEES AS A DUTY OF HER PRIVILEGED UPBRINGING. IMARI POSSESSES HIGHLY DEVEL
OPED TELEPATHIC ABILITIES, BUT ASSIDUOUSLY AVOIDS THE URGE TO USE THEM DURING 
HER NEGOTIATIONS. WHEN ON BETAZED, HOWEVER, SHE PREFERS TO COMMUNICATE 
TELEPATHICALLY. THOSE WHO WORK WITH ADMIRAL IMARI DESCRIBE HER AS A "DEN 
MOTHER." SHE MOST OFTEN FINDS HERSELF IN DISAGREEMENTS WITH THE (HIEF OF 
STRATEGIC DEPLOYMENT, THE TWO FREQUENTLY ADOPTING DIAMETRICALLY OPPOSED' 
POSITIONS. ' · ' . 

OFFICE OF COLONIAL A F FAIRS 

Co lonization efforts a re an impo rta nt strategy to 
handle the p e r si stent n e ed for habitable worlds to 
combat p o tential overpo pulation. To manage the 
g row th of colonies within Fe d e ration space, this 
d e partment supe rvi se s m o st colony effo rts w ithin th e 
Fed e ra tion. Unde r the c omma nd of the Chief o f 
Colonial Affairs, this office utilizes doz ens o f e x ec u
tive staff a nd in sp ectors. The Offi ce of C oloni a l A f fa irs 
i s b ased a t Sta rflee t C o mmand and reports to the 
C hief of Inte rplane ta ry Affa irs. While th e Secreta ria t 's 
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Bureau of Colonization oversees a colony once estab
lished, this office is responsible for setting one up. 

Starfleet plays a vital role in the establishment of 
colonies, e ven though they fall under civilian author
ity. This office works closely with the Federation 's 
Bureau of Colonization. When the Bureau decides to 
establish a new colony, officers from this office per
form a feasibility study to determine w hether or not 
the planet is suitable for colonization. Once Starfleet 
has deemed a planet safe for coloniza tion, it sends a 
report to civilian authorities. When the Bureau autho
rizes a colonization request, Colonial Affairs handles 
th e logistics of mov ing manpowe r and mate rial t o t h e 
site, coo rdina ting w ith the Office of Fl eet Ope rations. 
For the fi rst five y e ars, th e colony re m a ins on proba
ti o nary status. T he Offi c e of C olonial A ffairs 
periodi cally c hec k s up on the fl ed g ling colony, to 
e n sure th i ngs proceed apace, a nd reports t o the 
Bureau. Inspectors look to m a k e sure the col o ny can 
supp ort itself in th e time f rame spec i f ied in the colo
nization p lan, a nd m ay ide n t ify a reas o f pote ntial 
improvement. Before a colo n y b ecomes full y estab
lish ed, Colonia l Affa irs sch e dules n eed ed shipme nts 
o f fo o d a nd supplies w ith th e Fede ration M e rc hant 
M a rine. Should the Colonial Affa i rs offi c e dete rmine a 
colony unsuitable to c ontinue, it re ports to the Bureau 
o f Co lonization, whi c h m ay recall the coloni sts. In 
some c ases, th e OCA m ay appoint one of its o w n staf f 
to o v e rsee a colony unt il it is capable o f standing on 
its own a nd elec ting its o w n lea d e rship. 

Once a colony is c apab le o f sta nding on i ts o wn, 
Colonial Affairs no longer reta ins ju r isdic tion . The 
colony the n b ecomes the responsibility of the Burea u 
of C olonization, w hich maintains the Federation's 
rela tions w ith the c olony. Yet OCA sti II has a rol e to 
play in a n esta bli shed c olony. In times o f emergency, 
the C ol o ni a l Affairs offi c e supe rvi se·s r esc u e opera 
tions a nd evac u a t ion proceedings if needed. During 
th e negotia tions with the Cardassi a n Union, a re pre
sentative of this agen cy a dvi sed th e neg oti a ting tea m 
o n the dispositio n of Federa tion c olonies. A fte rward, 
it was this agen c y 's re spo n s ib ility to o r c hestra te and 
supe rvi se the evacu ation of Fed e ra tion c itiz ens 
according to th e trea ty's t ime table . 

Despite these far-ranging ove rsi g ht responsibiliti es, 
some c olonies m a nage to slip throug h the crac ks. 



Thirty years ago , in spite of a visit from an inspection 

te am, Turkana IV d e te riorated into civil w a r. It is also 
importa nt to note th a t not all colonies a re under 
Colonial A f fa irs' juri sdiction: Science outpo sts- such 
as the Darwin G e n eti c Re search Station-remain 
under the purv iew o f the Fe d e ration Science Counc il, 
for example. Rogu e o u t p o sts- those establi sh e d with
out Fe d e ra tio n c o n sent-also d o not norma lly fall 

w ithin C ol o nial Affa irs' g rasp, though it works to shut 
such ope ra tio n s ·d own . 

For m o re informa tion on Starfleet's relationship 
w ith coloni es, see c h apter four, " Membership." 

FIRST CONTACT D IVISION 

The Director of Exosocial Relations h e ads up th e 
First Contact Divis io n , based on Vulcan . It a ssembles 

teams to survey a so c ie ty cove rtly before esta blishing 
c ontact, th e n sends sp ecially traine d experts to handle 

the deli ca te situation o f rev ealing the e x i ste nce of 
o ther sp acefa ring c ultures ( like the Federation) . The 

First Contact Divisi o n m a intains strict protoc ols for its 
personne l, to prevent the kinds of disasters c a used b y 
John Gill, a cu ltura l o b ser ver st a tioned on the pla n e t 
Ekos. In v io la tion of the Prime Dire ctive, Gill impo se d 
a g o vernme nt b ased o n Earth's N a zi Germa n y, in an 

attempt to e limina te Ekosian ana rchy (" Patterns of 
Fo rce" [Star Trek ]) . A society must possess a stable 

world g overnme nt a nd sufficient technolog i ca l capa
bility ( i.e., fas te r tha n light travel ) before first c ontact 

is m a d e . 
First contact ca n o nl y b e m a de once the First 

C ontact Div i sion h as e stablish e d tha t a c iviliza tion i s 
ready fo r s u c h contact, and th a t it would n o t unduly 
upset the soc i e ty . After monito r ing a soci e ty's broad 
casts, i t m oves o n to the n e x t stage-surveilla n c e o n 
the g r o und. A ssembling a tea m of qualifie d officer s 

fro m v a ri o u s oth e r departme nts and disciplines, thi s 
office quietl y inserts them into th e local so c ie ty . Thi s 

may ta k e the fo rm of a b ase hidde n b y a h o logra phic 
projecto r, o r sp eci a li sts di sguised as local inhabita nts 

w ho live a m o n g th e indigen o u s populati o n. If the 
team d e te rmines a pla net i s r ead y for fi rst c ontact, i t 

re ports to th e C hief o f R esea rc h a nd Exp lora tion, w ho 
i n forms the Fe d e rati o n Counc il and the C hie f- in
C omma nd. The actua l f irst contact mi ssion i s p a ssed 
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o n, thro u g h the O f fi c e of Fl eet Ope r ati o n s, to the 
a ppro pria te starsh ip. If a ny exp e rts are wa rra nte d , the 
First Con tac t Div i s io n dispatc h es a sp eci a li st to assi st 
the c r ew. 

Once first contact has b e e n su ccessfull y estab
li sh e d , this office n otifies the Starfleet D iplom a t ic 

C orps i f diplomati c t ies are to be establishe d. It a lso 
submits a repo r t to the Office o f t he C hi e f-in 

C omma nd with its recommendation. T h a t o ffice, in 
turn, p asses it alon g t o the Federation C ou n c i l. 

FIRST CONTACT SPECIALIST-COMMAND 

SERVING UNDER THE FIRST (ONTAG DIVISION, FIRST (ONTAa SPECIALISTS ARE A 
RARE BREED. A HYBRID OF EXPLORER AND DIPLOMAT, THEY ARE ASSIGNED TO SPECIF· 
IC WORLDS WHERE THEY WIU COVERTLY OBSERVE THE INHABITANTS. THIS OFTEN MEANS 
SETTING UP HOLOGRAPHIC uDUCK BLINDS," WHICH REPRODUCE AN AREA OF THE TER
RAIN, BEHIND WHICH THEY WATCH, UNSEEN, LEARNING THE DETAILS OF THE SPECIES' 
CULTURE AND SOCIETY. IN OOREME CASES, THEY WILL UNDERGO COSMETIC SURGERY, 
AUOWING THEM TO GO uUHDERCOVER" FOR UP TO MONTHS AT A TIME. 

CULTURES IGNORANT OF THE EXISTENCE OF OTHER SPECIES IN THE GALAXY COME Ill 
MANY FORMS. A fiRST (ONTAG SPECIALIST MUST BE SKI liED HOT OIILY IN THE SOCI
OlOGICAL RAMIFICATIONS OF FIRST COHTAa IN ALL ITS VARIETIES, BUT ALSO IN WHAT 
FEDERATION lAW AUOWS ITS REPRESENTATIVES TO DO IN SUCH CIRCUMSTAIICES, AND 
THE RAMIFICATIONS OF FAILURE. 

(ULTURE (CHOOSE TWO SPECIALIZATIOIIS} 2 (3} AND (3) 
DIPLOMACY (fEDERATIOII lAW) l (2) 
LAw (STARFLEET REGULATIOtls) l (2) 
PERSOIIAl EQUIPMENT (HOLOGRAPHIC PROJEGOR AIID TRICORD ER) ] (2) AllD (2) 
SOCIAL SCIENCES (ANTHROPOLOGY AND SOCIOLOGY) 2 (3) AtlD (3) 
ATHLETICS (CHOOSE SPECIALIZATION} ] (2) 
(HARM (INFLUENCE} l (2} 
(OMPUTER (CHOOSE SPECIALIZATION) l (2) 
DODGE l 
ENERGY WEAPON (PHASER) l (2) 
HISTORY (FEDERATION} l (2} 
lANGUAGE 

(HOOSE SKJU 2 
PLANETSIDE SURVIVAL (CHOOSE SPECJAUZATION} l (2} 
VEHICLE OPERATIONS (SHurrtECRAFT} l (2} 

STARFLEET DIPLOMATIC CORPS 

O n e of St a r f l eet's p rimary m i ss io n s i s to seek out 
n ew li fe a nd n ew c i v ilizations, wi th a n e n d towa r d fos

tering f ri e ndly r e l ati ons a nd in te rgal act ic peace. T he 
diplo m a t s of the Federation Dip l o m ati c Serv i ce rep re 

sents the UFP thro u g h its numerou s embassi es on a l ien 
worlds . The m e mbe r s of t h e Sta r fl eet D iplo m a t ic Corps 

a re re spo n sible for ope n i n g d ia logs w ith newly con 
tacted sp eci es. Tra i ned i n a va ri ety of 
discip lines-from nego t i ati o n and h i story to speci f ic 
a li e n c ultures an d exosocio l ogy- t he Sta r f l eet 
Dip lo m a ti c Corps seeks t o foster peaceful re la ti o n s 

thro u g h o ut the ga laxy. In times o f confl ict, these offi 
cer s a tte mpt t o reso lve differ e n ces- w h e the r involving 

the U FP o r thro ugh t h e u se of the Feder atio n 's "good 
o ffi ces"-throug h a rbitrati on . T h ese ind i v id u a l s m ay 

eventua ll y go on to f u lfi l ling c iv ilia n ca reers w ith the 
Feder a ti o n Dipl o m a tic Se rvi ce, o r even represen t t h e 

Fed e r ati o n o n a lie n w orlds . 
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The chief diplomat for Starfleet, known as the 
Director of Foreign Affairs, reports to the Chief of 
Research and Exploration. Diplomats often work with 
Federation ambassadors, and closely with the 
Federation Council. The Council, through the Foreign 
Relations Committee, typically authorizes any diplo
matic missions, and the Diplomatic Corps keeps them 
apprised of developments. When a planet requests 
Federation intervention, the assignment usually goes 
to these officers. The Diplomatic Corps coordinates 
with the Chief of Fleet Operations and the C-n-C, as 
needed. Its headquarters are on Earth, at Starfleet 
Comma nd. 

The Diplomatic Corps frequently dispatches its 
personnel to serve as special consultants, although 
most starship crews are imminently qualified to han
dle negotiations when a diplomat is unavailable. 
Starships often play host to Starfl eet diplomats on 
their way to delicate negotiations, or, on a happier 
note, to welcome a new member into the Federation. 
They host alien dignitaries, showing the flag when it 
suits the Federation, alongside an expert from Starfleet 
Diplomatic. Finally, especially delicate negotiations 
may require a specialist to handle the situation. 

RATHER.THAN·FOCUSING ON THE EXPLOITs OFf STARSHIP, TRAVEUNG 'FROM PLANEJ 
, TO PLANET IN SEARCij OF, THE UN KNOW~, A NARRATOR CAN RUN A SERIES BASED ON 

THE EFFORTS OF THE STARFLEET DIPLOMATIC (ORPS. EAcH OF. THE PLAYERS TAKES ON 
THE ROLE OF SOMEONE FROM THIS OFFICE-A COMMAND OFFICER TRAINED IN NEGO· 
TIATION, SECURITY OFFICERS TO PROVIDE . PROTECTION, SCIENCE OFFICERS AND 
ENGINEERS SENT TO ASSIST THE lEAD DlPLiJMAT. ONE WAY TO USE THIS IDEA IS TO 
SEND THE (REW ON A VARIETY OF DIPLOMATIC MISSIONS. ONE WEEK THEY MIGHT BE 
SENT TO NEGOTIATE WITH THE SHEUAK. THE NEXT THEY COULD BE SENT TO THE 
BIENNIAl TRADE CONFERENCE ON BETAZED, TO NEGOTIATE DIUTHIUM MINING RIGHTS 
WITH THE TROYANS. THE DRAMATIC TENSION COULD ARISE FROM ISSUES OF VERI FICA· 
TION- DO THE CARDASSIANS ACCURATELY REPRESENT THE NUMBER OF MUTAGENIC 
BOMBS THEY HAVE?- TO OUTRIGHT ESPIONAGE- THE KTARIANS USE THE IIEGOTIA
TIONS AS A COVER FOR SOMETHING ELSE, OR SOMEONE DOESN'T WANT TO SEE THE 
NEGOTIATIONS WITH THE ARTELINES SUCCESSFUllY CotlCLUDED. WHILE IT MIGHT BE 
ENJOYABLE TO ROLEPLAY A NEGOTIATIOII WITH THE BARZANS OR ARBITRATE A DISPUTE 
BETWEEN THE AIHICANS AND SELAY, THE DIPLOMATIC CAMPAIGN COMES INTO ITS OWN 
WHEN THE FOCUS IS ON A SINGLE PLANET. 

AFTER A STARSHIP MAKES INITIAL COIHAG WITH A NEW CIVILIZATION, IT BECOMES 
THE PURVIEW OF THE DIPLOMATS AGUALLY TO FORGE A PEACEFUl RELATIONSHIP. 
SIMILARLY, IF A PLAtiET REQUESTS fEDERATION MEMBERSHIP, A GROUP OF DIPLOMATS 
MUST ASSESS THE PLANET AND NEGOTIATE THE ARRANGEMEIHS. ONE OF THE PLAYERS 
MIGHT PLAY THE ROLE OF A DIPLOMAT FROM THE FEDERATION DIPLOMATIC SERVICE OR 
THE DIPLOMATIC (ORPS. IN ADDITION TO THE LEAD DIPLOMAT, STARFLEET ROUTINELY 
SENDS CULTURAL AND MILITARY ATTACHES TO ADVISE ON A VARIETY OF SUBJEGS, SEV
ERAL SCIENTIFIC AND ENGINEERING EXPERTS TO STUDY THE PLANET'S TECHNOLOGY, AND 
SECURITY OFFICERS TO PROTEG THE DELEGATION. EXPERTS IN THE "soFT" SCIENCES OF 
POLITICS, SOCIOLOGY, AND PSYCHOLOGY -NORMALLY GIVEN SHORT SHRIFT IN THE 
TYPICAL STARSHIP CAMPAIGN-CAN REALLY SHINE WHEN EVALUATING A CULTURE. 
OVER THE WEEKS AND MONTHS, THE (REW WILl BECOME INTIMATELY FAMILIAR WITH 
THE SffiiNG. NARRATORS WHO -ENJOY "WORLD-BUILDING"-CREATING A SINGLE 
WORLD IN GREAT DETAIL-WILL LIKE THIS TYPE OF SERIES. To KEEP THE SERIES 
ENTERTAINING, THE NARRATOR MUST PROVIDE ENOUGH INFORMATION TO' MAINTAIN 
THE PLAYERS' INTEREST. THE LOCAl CULTURE, HISTORY, AND SOCIETY SHOULD BE 
EXHAUSTIVELY DETAILED. AN(IENT RUINS TO EXPLORE, UNUSUAL CUlTURAl MORES, 
AND THE OCCASIONAl MEDDLING OUTSIDER (fEREHGI AlWAYS MAKE A GOOD CHOICE 
HERE) CAN· PROVIDE ENDLESS ADVENTURE OPPORTUNITIES. . .• • • 

. ' ' 

THE P R I CE OF FR EE D OM 

PERSUASION (NEGOTIATION) 2 (3) 
SOCIAL SCIENCES (CHOOSE TWO SPECIALIZATIONS) 1 (2) AND (2) 
CULTURE (CHOOSE TWO SPECIALIZATIONS) 2 (3) AND (3) 
WORLD KNOWLEDGE (CHOOSE TWO SPECIALIZATIONS) 1 (2) AND (2) 
COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 
DODGE 1 
ENERGY WEAPON (PHASER) 1 (2) 
HISTORY (fEDERATIOII AND CHOOSE SECOtiD SPECIALIZATION) 1 (2) AND (2) 
lANGUAGE 

fEDERATiotl STANDARD 1 
lAW (STARFLEET REGULATIOIIS AND CHOOSE SECOIID SPECIALIZATIOII) 1 (2) AND (2) 
VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 
PROMOTiotl- LIEUTEtiANT +3 

STARFLEET ATTACHE- COMMAND 

USUALLY ASSIGNED TO A SPACE STATION OR AN EMBASSY ON A FOREIGN PLANET, 
STARFLEET ATTACHES DIVIDE THEIR TIME BETWEEN OBSERVING AND RESEARCHING LOCAL 
CUSTOMS Alto EDUCATING THE IIATIVE INHABITANTS Ill THE CONVEIITIONS OF 
FEDERATION CULTURE. THEY SOMETIMES ATTEND STARSHIP CAPTAINS DURING DIPLO
MATIC MISSIONS, ADVISING ON LOCAL CUSTOMS. SPECIALIZING NOT OIILY IN A SPECIFIC 
CULTURE'S MORES AllD FOLKWAYS BUT ALSO ITS ECONOMY AND TECHNOLOGY, AN 
ATTACHE MUST BE ABLE TO LEARN THESE THIIIGS QUICKLY AND ADAPT TO IIEW SITUA
TIONS AND ASSIGNMENTS. 

CULTURE ((HOOSE SPECIALIZATIOII) 2 (3) 
DIPLOMACY (PLANETARY AfFAIRS [CHOOSE PLANET]) 2 (3) 
lAW (STARFLEET REGULATIONS) 1 (2) 
SOCIAL SCIENCES (CHOOSE TWO SPECIALIZATIONS) 2 (3) AND (3) 
WORLD KNOWLEDGE (CHOOSE SPECIALIZATION) 1 (2) 
COMPUTER (RESEARCH AND. CHOOSE SECOND SPECIALIZATION) 1 (2) AND (2) 
DODGE t 
ENERGY WEAPON (PHA~ER) 1 (2) 
'HISTORY (fEDERATION'AND CHOOSE,·SECOND SPECIALIZATION) 1 (2) AND (2) 
lANGUAGES " ~ 

(HOOSE ONE 1 
·?<; 



OFFICE OF THE CHIEF OF 

STRATEGIC OPERATIONS 

A lthough one of the sma llest departments in 
Starfl eet, the Chief of Strategic Operations holds one 
of the most important posts in the who le of Starfleet
the planning of the strategic defense of Federation 
space. Whi le the Chief of Fleet Operations oversees 
the disposition of the fl eet to tackle the large volume 
of missions required b y Starfleet, the Office of 
Strategic Operations draw s up Starfleet's battle plans 
a nd d e fensive schemes. In concert with Sta rflee t 
Security, the Office of the Chief of Strateg i c 
Operations dispatches experts to the field to brie f star
ship capta ins on the strategic operations and tactics of 
threat species, a nd deve lops training simulations 
against enemy vessels. While there can be no substi 
tute for a good starship capta in and a dedicated crew, 
the incredible speed at which battles unfold in the 
24th centu ry makes good strategic planning a more 
cruc ia l element of tacti ca l success than ev er before. 

The C hief of Strategic Pl a nning oversees Starfleet's 
inte lli gence efforts, because they are so close ly re lat
ed to the Chief of Strateg ic Operations' defensive 
resp o nsibilities. In fac t , th e current c hief, Admira l 
Venah il , rose through the ranks of Starfleet 
Inte lli gence to receive his cu rrent assignment. The 
Office of Starflee t Security falls w ithin Admira l 
Venah il 's sph ere, as well . 

ADMIRAL VENAHIL 

A SOFT-SPOKEN ANDORIAN, VEIIAHIL IS A MATHEMATICAL GENIUS AND BRILLIANT 
STRATEGIST. VEHAHIL BELIEVES STARFLEET DOES NOT DO ENOUGH TO SAFEGUARD THE 
SECURITY OF THE FEDERATION. HE CITES THE RECEtH BORG INVASION, THE POTENTIAL 
FOR DISASTER DURING THE KlltiGOII CIVIL WAR, AND THE ROMULAtl ATTEMPT TO 
ltiVADE VULCAtl AS WARIIItiG SIGHS FOR AN EVEfl GREATER CONFLICT. SIMPLY PUT, HE 
BELIEVES THE FEDERATION'S ENEMI ES PERCEIVE IT AS WEAK AND UNFOCUSED, AND 
THUS RIPE FOR INVASION. ADMIRAL VEHAH IL PUSHES THE (-11-( FOR MORE AGGRES
SIVE FLEET DEPLOYMENTS AND A RAPID INTEGRATION OF HEW WEAPONS TECHNOLOGY. 
AMONG THE JOINT CHIEFS, HIS MOST VOCAL OPPONENT IS ADMIRAL IMARI. 

STRATEGIC PLANN I N G COUNCIL 

Headed b y th e Starfleet Security A dviso r, thi s o ffice 
reports to the C hief of Strategi c O p e ratio n s. "Stra tegic 
P lanning Counc il " i s actua lly a misnome r; it i s not 
o ne c oun c il , but severa l. Combining th e talents of 
Starfleet off ice rs and sp ecia li sts w ith qualified c iv ilian 
experts, members are divided into work ing g roups. 
T h e Counci l on Borg Strategy, the Tho lian D efen se 
Counc il, and the Committee on Cardassi a n St ra tegy 
a re but som e examp les. Each council is responsib le 
fo r eva luating a threat spec i es ' military capabilities, 
dete rmining l ikel y strategic operations, and develop
ing a course of actio n . W hen the Romula n s m o unted 
the assault that would com e to b e known as the 
Tamed Inc ide nt, for exampl e, the Federati o n was pre
pared thanks to the e fforts of the N e utra l Zone 
Defen se Counc il. Because of its s imulations Starfleet 
cou ld anti c ipate the Romu l ans' move m e nts, and thus 
respond w ith a lower l oss of li fe . 

S T..-,R F I. t: ET 

The membe rs of this office do more than sit back 
comfortab l y o n Earth and dream up b attle scenarios. 
Lieutenant Commande r Shelby was placed in charge 
of Starfl eet's d e fe n sive planning against t he Borg after 
serving on the a ppropriate committee. Kyle Riker, 
after his near-fata l experience w ith th e Tholians in 
2353, joined the Tholian working group a nd later v is
ited the U.S.S. Enterprise-0 to brief Capta in Picard 
and hi s command staff. Sirna Ko lra mi , a Zakdorn 
stra tegist, served o n a number of vessels as a tactical 
consultant. Starships anticipating conflict with a 
know n threat sp ec ies, or w hic h have n ew tactical 
information o n a n e n emy, can expect a v i si t from 
someone a t the Strateg ic Planning Counci l. 

STA RFLEET INTELLIGENCE 

The director of Sta r f leet Intelligence reports direct
ly to the C hief of Strategic Operations. Based on 
Earth, Starfleet Inte lligence co llects data con cerning 
the military, industrial , and diplomatic activi ties of 
the Federation's n e i g hbors. 51 operates a number of 
long- range sensor arrays and l istening posts through
out the Federa tion, to obta in information o n subjects 
ranging from enemy fleet deployme nts to agricultural 
production-anything that contributes to a threat 
spec ies' milita ry capabiliti e s. Wh il e St arfleet 
Intelligen ce h a ndles counter intelligence activities 
throughout Sta rfl eet, on starbases a nd starships, the 
Federation Inte lligen ce Service protects nonmilitary 
locati ons a nd Federation personnel. T h e two groups 
sometimes work togeth e r, 5 1 prov i d ing inte lligence 
on poss ible spies within the Secretariat. Sta r f leet nor
mall y directs its intelligence efforts outward, a lo n g 
the Federa tion 's frontier and inside " unfri endly" 
space. 

Most of the offi cers in Starfl eet In te lligen ce serve 
as d a ta ana l ys ts, sift ing throug h in formation and 
developing detail e d reports for th e Federation 
Pres ide nt, th e Security Counc il , and th e Jo int C hiefs. 
Yet as good as sate llite intelligence can b e, i t does 
not take the p lace o f a n agent on th e g ro und. Sl 
makes u se of a n umbe r of agents w ho undertake a 
w ide vari ety of d a nge rous assignments. Som e of 
th ese agents are assigned to unfri e ndl y reg ions, 
w here th ey act as "sp ies" in the Cardass i a n , 
Romul an, a nd Gorn empires. Oth e rs work w ith the 
Federati o n Inte ll igence Service to uncover and cap
ture enemy sp ies w ho have infiltra ted th e Federat ion. 
These indiv idua ls a re hig hly tra ined, a nd often oper
ate for extend ed periods w i thout direct supe rv i s ion. 

Because th e number o f ava ilable sp eci a l ops 
agents i s so sm a ll, any d a n gerou s missi o n s in enemy 
te rrito ry that do n ot require a lo n g - term infiltra tion 
a re u sua lly h a nded off t o Fleet Operatio ns a nd 
assign ed to personnel a board a n appropri a te sta rship. 
A starsh i p Crew mig ht fi n d itself con d u c ting l ong
range scans of a potentia l enemy during an e m e rgent 
situa tio n, or assi sting in a covert rescu e mission. It 
mig ht play h ost to a Cardass ian defector, o r provide 
the first l ook at a new Romulan weapon. These m is
sions provide for Federation security as muc h as 
p a trolling the Neutra l Zon e o r working to reso lve a 
disp ute peacefull y . 
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For more information on Starfleet Intelligence and 
its organization and operations, see the upcoming 
Starf/eet Intelligence supplement . 

OFFICE OF STARFLEET SECURITY 

This office reports to Admira l Venahil , the Chief of 
Strategic Operations, and oversees a ll matters of secu
rity for Starfleet, on starships, starbases, and other 
Federation installations. It serves two distinct func
tions. As an interste llar police force, it enforces 
Federation law throughout Alpha and Beta Quadrants, 
as well as Starfleet regulations on its insta llations. 
Local law enforcement, however, remains responsible 
for infractions of the local law . If a criminal breaks 
Andorian law, for exampl e, it remains an Andorian 
matter. If the crime took place on a starbase, on the 
other hand, it would become the jurisdiction of 
Starfleet Security. Issues of jurisdiction are left to the 
Federation sector courts to decide. Generally, any vio
lation of interstellar law becomes the responsibility of 
Starfleet Security. Starfleet Security wor ks with local 
security forces as needed, either providing support to 
member p lanets or apprehending local criminals who 
flee off-world. To these e nds, the Office of Starfleet 
Security issues wanted posters for criminals within 
Federation space. The Office of Starfleet Security 
operates penal colonies throughout A lpha Quadrant, 
from the Federation Penal Settlement in New Zealand 
to Tantalus V. This office works with the Federation 
Inte lli gence Service, which serves a s imila r function. 

Starfleet Security h andles the larger question of 
Federation security as its other function. Just as secu
rity officers on a starship handle both interna l and 
externa l se cu rity, this offi ce keeps apprised of pote n 
tial threats to Federation security . Working with the 
Offi ce of Strategic Planning, the Chief of Starfleet 
Security e nacts its recommendations . The staff 
receives reg ula r repo rts from Starfleet Intel ligence as 
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to fleet movements and coordinates with Fleet 
Operations to respond to any potentially dangerous 
s ituation. It develops tactica l protocols, such as 
General Order 12, which requires adequate precau
tions be taken when approached by a spacecraft w ith 
whom contact has not been made. In times of war or 
extreme emergency, the Chief of Starfleet Security 
provides for the planetary defense of Earth. With 
proper authorization from the Federation President, 
Starfleet Security can enforce martial law. 

STARFLEET RAPID RESPONSE TEAMS 

Some might say that on the 24th-century battle
field, with its powerful ships and weapons of 
awesome destructive power, the need for ground 
forces becomes irrelevant. When a starship can lay 
waste to a planet's surface from orbit, what need is 
there for trained soldiers? Starfleet no longer con
dones this t ype of action, rescinding General Order 
24, the command to destroy the surface of a planet 
unless the captain countermands the order within a 
specified time period, for obvious reasons. The Borg 
invasion of 2367 highlighted the need for ground 
forces, when the prospect of retaking captured plan
ets became very real. Since then, Starfleet developed 
the concept of the Rapid Response team. In the rare 
times when Starfleet must respond w ith controlled, 
overt force-retaking a starbase captured by 
Cardassian soldiers or rescuing prisoners from Breen 
pirates, for example- it ca lls upon the spec ia l ser
v i ces of its Rapid Response forces. 

The members of Starfl eet see themsel ves primarily 
as exp lorers and diplomats, and Starfleet pre fers to 
resolve conflicts as quickly and peacefully as possi 
ble. There are times, howeve r, when force becomes 
the only option. Starfleet's Rapid Respon se f orces 
respond quickly to situations requiring specialized, 
armed training. They differ from m o re traditional 
security officers in that they receive extensive training 
in persona l combat, such as guerri lla warfare, demo
litions, and weapons tra ining, at the exp ense of more 
we ll-rounded Sta rfleet training (in the sciences a nd 
diplomacy, for instance) . A lthough the first to be 
deployed in a hostile s ituation, Starfleet's Rap id 
Response forces remain an optio n of l ast resort. It spe
cia lizes in the traditiona l arts of assaulting a nd 
holding a position (known as point d e fense), and 
trains to tac kle situations as divergent as storming a 
well d efended position, hostage rescue, and antiter
ro rism actions. 

Starfleet maintains few of these personnel, because 
of their lack of utility in other areas . Certain e le ments 
at Starfl eet Command have proposed expanding the 
program, and improving the capabilities of these 
forces, c iting Dominion aggress ion . Shou ld the 
Dominion manage to conquer a Federation planet, 
the idea i s to provide a l arge enough force capable of 
fighting a traditiona l, ground-based war. So far, cool
er heads at Starfleet a nd on the Federation Counci I 
have prevailed . St arfleet wou ld prefer t o a llocate per
sonne l and resources to more pos itive e ndeavors, like 
exploration . It currentl y maintains some 10,500 per
sonnel throug hout th e Fe d e ration, stationed at 



strategic locations, such as a lo ng the Cardassia n bor
der and near Gorn space. In times of peace, they 
occupy their time with training and conventional 
security activities. In orde r to make them more "use
ful," the Chief of Starfleet Security h as authorized a 
program assigning individua l m embers to starships, to 
serve in the more t y pical role of security officer. 

The Superintendent of Starfleet's Rapid Response 
Teams answers directly to th e Chief of Starfleet 
Security. Contingents are p osted a t Starbases 82, 221, 
and 5 00, typically using Steamrunner- and Saber
class starships for rapid d ep loyment. Starfleet outfits 
these individuals with the n ewly d eveloped compres
sion phaser rifle, a type-11 phase r, and a tricorder. 
Additional equipment is assigned as needed. The typ
ical team consists of one Command officer, one 
Medical officer, and e ight sp eci a ll y -tra ined security 
office rs. 

SE(URITY (RAPID RESPONSE) -OPERATIONS 

UNLIKE THEIR KLINGON OR CARDASSIAN COUNTERPARTS, STARFUET GROUND FORCES 
ARE NEVER ASSIGNED TO CONQUER A WORLD. THEIR TIME IS DEVOTED INSTEAD TO 
DEFENDING THE MEMBERS OF THE FEDERATION FROM MARTIAL THREATS. THESE 
THREATS MAY BE IHTEUIGENT AGGRESSOR SPECIES, THE UNINTELLIGENT INDIGENOUS 
INHABITANTS OF COLONIZED WORLDS, OR SOME ENTIRELY UNFORESEEN THREAT. As A 
RESULT, THE TYPICAL MEMBER MUST HAVE A WIDE ARRAY OF WEAPONS AND VEHICLE 
KNOWLEDGE, AS WEU AS ENGINEERING AND COMPUTER REPAIR SKIUS. 

DEMOLITIONS (CHOOSE SPEOAUZATION) 2 (3) 
OR 

HEAVY WEAPONS (CHOOSE SPECIALIZATION} 2 (3) 
ENERGY WEAPON (PHASER AND PHASER RIFLE) 2 (3) AND (3) 
PERSONAL EQUIPMENT (CHOOSE lWO SPECIALIZATIONS) 1 (2) AND (2) 
PLANETSIDE SURVIVAL (CHOOSE lWO SPECIALIZATIONS) 1 (2) AND (2) 
VEHICLE OPERATIONS (CHOOSE lWO SPECIALIZATIONS) 1 (2) AND (2) 
ATHLETICS (CHOOSE SPECIALIZATION) 1 (2) 
COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 
DODGE 1 
EtJGINEERING SYSTEMS (WEAPOIIS) 1 (2) 
lANGUAGE 

FEDERATION STANDARD 1 
lAW (STARFLEET REGULATIOtJS) 1 (2) 
PRIMITIVE WEAPOtiRY (KNIFE) 1 (2) 
UNARMED COMBAT (CHOOSE SPECIALIZATION) 2 (3) 
ZERO-G TRAINING + 2 

RESPONSE TEAM COMMANDER-COMMAND 

OVERSEEING HIS TEAM IN THE FIELD, A UNIT COMMANDER MUST BOTH MANAGE THE 
PERSONNEL UNDER HIS COMMAND AND KEEP THE UNIT'S TACTICAL GOALS IN CLEAR 
SIGHT. REQUIRING AN INTIMATE KNOWLEDGE OF THE CHAIN OF COMMAND, AS WELL AS 
HIS UNITS PERSONNEL RESOURCES, THE TEAM COMMANDER MUST BE BOTH DECISIVE 
AND INTROSPECTIVE, REQUIRING GOOD JUDGMENT AND UNPARALLELED COMMAND 
LEADERSHIP. 

COMMAND (COMBAT lEADERSHIP) 2 (3) 
PLANETARY TACTICS (SMAU UNIT} 2 (3) 
ENERGY WEAPON (PHASER RIFU) 2 (3) 

· STRATEGIC OPERATIONS (CHOOSE SPEOAUZATION) 2 (3) 
VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 

S TAKF L EET 

ATHLETICS (CHOOSE SPECIALIZATION) 1 (2} 
COMPUTER (CHOOSE SPECIALIZATION) 1 (2) 
DODGE 1 
lANGUAGE 

fEDERATION STANDARD 1 
lAW (STARFLEET REGULATIONS} 1 (2) 
PERSONAL EQUIPMENT (CHOOSE SPECIALIZATION) 1 (2} 
PLANETSIDE SURVIVAL (CHOOSE SPECIALIZATION) 1 (2) 

ZERO-G TRAINING + 2 
PROMOTIOII-liEUTENANT +3 

FIELD SURGEON-MEDICAL 

WHILE THE TYPICAL STARFLEET MEDICAL OFFICER HAS AT HIS DISPOSAL A WIDE ARRAY 
OF MEDICAL EQUIPMENT ALL KEPT Ill PERFECT WORKIIIG COtiDITIOII, THE RR FIELD 
SURGEON MUST MAKE DO WITH WHATEVER IS HAtiDY. RARELY A CLINICIAN, THE FIELD 
MEDIC SPECIALIZES IN SURGERY: PUTIIIIG BROKEII PEOPLE BACK TOGETHER. OFTEN 
FACING CONDITIONS THAT llO DOOOR IN A HOSPITAL WOULD EVER ENCOUIITER, THE 
FIELD SURGEON MUST ALSO BE A SKILLED COMBATAIIT, FIGHTIIlG SIDE BY SIDE WITH 
HIS COMPATRIOTS. 

MEDICAL SCIENCES (SURGERY AIID CHOOSE SECotiD SPECIALIZATION) 2 (3) AfiD (3) 
FIRST AID (COMBAT TRAUMA AND CHOOSE SECOND SPECIALIZATION) 2 (3) AND (3) 
ENGINEERING, SYSTEMS (MEDICAL EQUIPMENT) 1 (2) 
PERSONAL EQUIPMENT (MEDICAL TRICORDER) 2 (3) 
PLANETSIDE SURVIVAL (CHOOSE lWO SPECIALIZATIONS) 1 (2} AND (2) 
ATHLETICS (CHOOSE SPECIALIZATION} 1 (2) 
COMPUTER (CHOOSE SPWALIZATION) 1 (2) 
DODGE 1 
ENERGY WEAPONS (PHASER AND PHASER RIFU) 2 (3) AND (3) 
lANGUAGE 

FEDERATION STANDARD 1 
LAw (STARFLEET REGULATIONS) 1 (2) 
VEHJm OPERATIONS (SHUTTLECRAFT) 1·(2) 
ZERO-G TRAINING +2 -.. -~-

USING R A P ID RESPONSE T EAMS 

As stated above, Starfleet 's g round forces a re used as 
a last resort, in situations where diplomacy has failed. 
Thus, a campa ig n cente ring on surface confli c t is not in 
keeping w ith the gen eral tone of Star Trek: The Next 
Generation. O nly rarel y need ed to carry out mass 
assaults, Rapid Response team s see li ttl e actio n . 

Narrators m ight u se these ground troops during 
extraordinary times, such as w h en a Cardassia n army 
forcib ly seizes a Federation co lony, when hostage nego
tiatio n s break down and force is the only remaining 
option, or to act as a temporary security force on a plan
et in u p h eaval. They m igh t even by deployed to cope 
with a natura l disaster. Always remembe r, however, the 
Federation i s loath to use overt force to deal w ith these 
kinds of si tua ti o n unless absolutely necessary. More 
often than not, Rapid Response team m embers w ill 
m ake a n appeara n ce as supporting cast, as a starship 
transports them to som e hot spot. In this case, the 
Narrator can play up the difference in outlook between 
the typical Star f leet o ffi cer and the more military grou nd 
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troops. Instead of being the focus of an entire series, 
one of the PC's might ta ke on the role of a form er offi
cer, assig n ed to serve o n a starship. 

• Prison Riot: The prisone rs a t the Federation 
Penal Co lo ny on Korba IV rio t, taking the g ua rds 
h ostage. They demand freedom and a sta rship in 
return for the g u a rds. The Federation cannot afford to 
a llow t h ese dangero us pri soners to roam the ga laxy 
free ly, and negotiations fa il to produce a so lution. 
Fo r a n add e d twist, the pri so ne rs mig ht be Ori o n 
syndicate m embers o r captured Ro mula n spies who 
receive outside assi stance. To recapture the pena l 
col o ny, Sta r f leet sends out these highly trained secu 
rity officers. Th ey must circumvent the prison's 
security system s, now under the contro l of the pris
oners, and free the hostages. In order to preserve l ife, 
Starfleet h as n ot authorized the use of d ead l y force; 
to comp lete their miss ion, they m ay o nl y stun the 
antagoni sts. To comp l i cate things furthe r, som ething 
or someone of g reat importa n ce m ay a l so be 
involved , su c h as a famous former captain, compet
ing factions o f prisoners, or a captured destructive 
supe rwea p o n . 

OFFICE OF THE CHIEF- IN 
COMMAND 

The C hief- in-Command superv ises the whole of 
Starfleet, coordinating the activiti es of its m any 
d ep a rtments, and serves as Chairman of the Jo int 
C hie fs. Shou ld the Office of Resea rc h and 
Exploration e lect to send a starship to investigate a 
wormho le, for example, the Chief-in-Comm and 
coordinates w ith Fleet Operations to see that th e 
o rder is communicated to the appropriate vesse l. 
Should the Office of Strategic Operatio ns identify a 
need for additi o nal starships, the Chief-in-Command 
coordi n ates the request w ith Fl eet Operatio n s and 
the Starfl eet Corps of Engineers. The C - in-C's office 
m a kes sure a ll departments are up to date o n th e dis
p os ition of t h e f leet. 

The C - n- C a lso function s as a spec i a l advisor to 
the Federation President and serves in the Presi d ent's 
cabinet. In many resp ects, the C-n-C is the li a i son 
between the Pres iden t and the rest of Starfl eet. 
A l tho ugh the Presiden t occasionally attends the reg
ul a r m eetin gs of the Joint Chie fs, th e 
Ch i ef - in-Command is often the on ly Starfleet officer 
with whom th e President regul arly inte racts . 
Therefore the C- n -C's most important duty i s to keep 
the President informed of Starfleet's activities and to 
make him aware of any special s ituatio ns requ iring 
a n execu t ive decision. Although only the Chief- in
Comma nd regu la rl y meets with the President, i t 
would be a n extreme breach of protoco l for the 
President to refuse any other member of th e Joint 
C hiefs who requests a meeting. 

The stan dard te rm of offi ce for the Ch ief-in
Command is te n years. In the unlike l y (an d in fact 
unpreced ented) event the C-n-C abuses his p owers 
and resp onsibilities, several safeguards qui c kly c u rb 
such behavior. At a ny time, the Joint Chiefs can m eet 
and e lect to remove the current C hie f from his post; 
this vote of n o confidence is passed on to the 
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President and Council for review. In p ractice, the 
Joint Ch ief's recommendations have been followed. 
The Federation President can request the resignation 
of any C-n-C deemed unfit for duty. Finally, the 
Federation Council can ca ll for an investigation into 
the C-n-C's act i ons, and vote to rem ove him from 
offi ce. 

The current Chief-in-Command at Sta rfleet is 
William Casti llo. An o lde r man in h is l ate six t ies, 
Castillo rose through th e ranks to Capta in in record 
time. After a stint commanding a starshi p , Castillo 
rece ived a posting to th e Offi ce o f Strategi c 
Planning. He's bee n at Starfl eet Command ever 
since . Eventually, h e moved up to the Office of 
Strategic Operations, a n d a seat o n the Joint Chiefs. 
During his tenure, he w itnessed the invasion of the 
Borg, which caught him and h is staff by surprise. 
W ith th e retirement o f Admi ral Kapella, he received 
the appointment to his c urrent position. Since then, 
he's focu sed on strengthening Starfleet, a u thorizing 
new ship construction to replace th e for ty-nine sh ips 
lost at Wolf 359; the constructio n of the new 
Defia nt-, Steamrun ner-, a n d Akira--c lasses; a nd 
improving Earth's pl a n etary defe n ses. 

ADMIRAL CASTILLO, CHIEF·IH·COMMAHD 

ADMIRAL CASTIUO AT 41 YEARS OLD, IS THE YOUNGEST MAN TO HOLD THE 
OFFICE OF CHIEF-IN-COMMAND IN STARFLEET'S TWO-HUNDRED-YEAR HISTORY. HE 
WORKS CLOSELY WITH HIS STAFF TO KEEP ABREAST, AS WELL AS ANYONE CAN, OF 
STARFLEET'S OVERALL ACTIVITY. SURROUNDED BY HIS EX ECUTIVE STAFF, CASTILLO 
CAN QUICKLY LAY HIS HANDS Otl THE LOCATION OF A STARSHIP AND ITS CURRENT 
MISSION. CASTILLO LEAVES MUCH OF HIS OFFICE'S DAILY OPERATIONS-TH E COOR
DINATION OF STARFLEET'S MANY ACTIVITIES AND THE RECORDING OF MILLIONS OF 
REPORTS-TO HIS STAFF, AND ONLY GETS INVOLVED WHEN A DECISION NEEDS BE 
MADE. HE ENJOYS A CLOSE RELATIONSHIP WITH THE JOINT CHIEFS AND PRESIDENT 
JARESH-INYO. INWARDLY, HE WORRIES THAT STARFLEET, BECAUSE OF ITS RECENT 
CONFLICT WITH THE BoRG, MAY LOSE ITS DEDICATION TO EXPLORATION, INSTEAD 
FOCUSING SOLELY ON MATTERS OF DEFENSE. 

STARFLEET ACADEMY 

Before a person can join Star f leet, h e m ust fi rst 
attend Sta rfleet Academy. The Academy has primary 
respon sibility for upholding Sta r fleet's demanding 
entrance requirements and p reparing recruits fo r the 
myriad of u nexpected situation s they are likely to 
encounter in servi ce. From simp l e ensigns all the 
way up to th e most decorated admi ra l, a ll Sta rfleet 
p e rsonnel are un ited by, and can p roudly p o int to , 
their experiences a t the Academy. 

The Academy is located in San Francisco's h is
toric Presidio district o n Earth, just a few miles f rom 
Starfleet Command. W ith an impress ive campus and 
its well manicured gardens, the Academy fosters an 
environment conducive to study. Cadets live on cam
pus, in one of twenty dormitories. Cadets receive 
room assignments based on a policy of d ivers ity. 
Befitting the institution's motto-Ex Astris, Scientia 
("Fro m the stars, knowledge")- the Acad e m y houses 
some of the q uadrant's fi n est resea rc h laboratories 
and l ibraries, mak ing it a n i mpo rtant center o f study 
and learning. In addition to the main campus on 
Ea rth, the Academy runs a numbe r of auxi liary faci l
ities, like the Academy Fli g h t Range n ear Saturn . 



BOOTHBY 

A MAN WITH A MYSTERIOUS PAST, BOOTHBY HAS BEEN THE GROUNOSKEEPER AT 
STARFtEET ACADEMY FOR ALMOST FIFTY YEARS. DESPITE THE FAG THAT HIS DUTIES 
DON'T INVOlVE HIM IN THE FORMAl INSTRUGION OFFERED AT THE ACADEMY, 
BOOTHBY HAS FORMED ClOSE RElATIONSHIPS WITH SEVERAl CADETS ACROSS HIS AVE 
DECADES OF SERVICE. IN FAG, THOSE CANDIDATES WHOM BOOTHBY BEFRIENDS 
ALMOST All GO ON TO STAND AMONG STARFUET'S BEST AND BRIGifTEST, DEMON· 
STRATING THAT HE HAS AN UNCANNY CAPACITY TO IDENTIFY GREATNESS. 

IN REAliTY, THERE ARE MANY BOOTHBYS AT THE ACADEMY. ANYONE WHO TAKES THE 
TIME TO AG AS A MENTOR, CONFIDANT, OR CONSCIEIICE IS A "BOOTHBY." WHILE NOT 
ON THE EDUCATIONAl STAFF, THESE PEOPlE PROVIDE CADETS WITH AN UNQUANTIFIABlE 
SOMETHING, BE IT AS SOUNDIIIG BOARD OR FRIEND. USE THE INFORMATION HERE TO 
COME UP WITH SIMilAR CHARAGERS; PlAYERS MIGHT REFER TO SOMETHING THEIR 
"BOOTHBY" TAUGHT THEM, OR MEET UP WITH HIM lATER ON IN liFE. NARRATORS 
MIGHT HAVE A CHARAGER'S MEIITOR SHOW UP TO CHECK UP ON HIS OLD CHARGE, OR 
PlACE HIM IN DANGER FOR THE CHARAGER TO RESCUE. IF PlAYIIlG AN ACADEMY CAM· 
PAIGN, SUCH CHARAGERS TAKE ON A CEilTRAl SUPPORTING ROLE. 

ArrRIBUTES 

SKILLS 

FITUESS: 2 
(OORDIIlATIOit 2 
hiTELLEG: 3 

PERCEPTIOU + 1 
PRESEUCE: 4 

EMPATHY + 1 
Ps1: 0 

ARTISTIC EXPRESSIOU (GARDENING) 1 (5) 
(ULTURE (HUMAN) 3 (4) 
GAMING (THREE-DIMENSIONAl (HESS) 2 (3) 
HISTORY (HUMAN) 2 (3) 
lANGUAGE 

FEDERATION STANDARD 2 
liFE SCIENCES (BOTANY) 2 (3) 
PERSUASIOtl (STORYTElliNG) 3 (4) 
VEHIClE OPERATIONS (GROUND VEHIClES) 1 (2) 
WORlD KNOWlEDGE (EARTH) 2 (3) 
(OURAGt. 2 
RENOWN: 4 
AGGRESSION: 0 DISCIPliNE: 0 INmATIVE: 1 0PEHNESS: 3 SKIU: 0 
RESISTANCE: 2 
WOUND LEVELS: 'l/2/2/2/2/2/0 ..., 
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S T AR F L EE T 

ADMISSION 

Starfleet Academy has high standards for en trance. 
Beginning wit h the application process, the candidate 
must demonstrate not only extraordina ry academic 
accomplishment, but a lso exhibi t a fine character. 
Here, recommendation letters-from p l anetary lead
ers, Federation officials, o r Starfleet offi cers-help. If 
the appli cant meets cer ta in basic sta ndards, he 
receives an invitation to a n earby starbase for physical 
and written examinatio n s. These tests are often not 
what the applicant expects. Rather t h an simply testing 
a person's knowledge, prob lem-so lv ing, a nd reason
ing ability, they also tes t c h aracter, teamwork, and 
emotiona l stability. A common test, for examp le, con
s i sts of a malfunct ioning t esting computer. The 
purpose of this is simp le-do the other test- takers 
attempt to help their hapless comrade, or simpl y, and 
selfi shly, ignore him? 

Those prospects who pass the writte n and physical 
exams receive an invitation for yet another visit to a 
nearby starbase for another round of testing. During 
this fi n a l screening process, g ro ups of qua l ifi ed can
didates a re t hrown togethe r and asked to cooperate 
on a wide variety of physica l and mental cha llenges 
as a team. This last test i s exceptionally gruel ing; 
often , only a single candidate from a tea m of e igh t or 
ten is chosen for admission. In part, much of what 
makes this final test so chal l enging is the f act that 
Academy personne l often tai lor thei r cha l lenges to 
h ammer away at the potenti a l physical, mental, and 
emotional weaknesses detected in the can didates dur
ing previous exams. 

THE ACADEMY PROGRAM 

Those candidates who pass these tests receive 
admission to Starfleet Academy. Cadets participate in 
a six-week preparatory program to hone t h e ir specia l
i zed f acu lties (such as spati a l orientation and 
d eductive reasoning) b efore b eginni ng c l asses . 
Gen e ra lly, each cadet spen ds four terms at th e 
Academy b efore gradu ati o n , each term lasting 
approx imatel y one sola r year. In the first year, cadets 
lea rn the basics necessary for l ife in Starfleet, su ch as 
transporter theory and warp dynamics. The second 
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year consists of basic trammg in Starfleet protocol and 
operations; by the end of the second year, a cadet must 
choose a parti cu lar field of study. During the third yea r, 
cadets receive advanced training in their chosen fields. 
Fourth-year studies include classes designed to prepare 
the cadet for a life in Starfleet-practical training in sim
u lators and the l ike. Academy students are a l so required 
to participate in extracurricu lar activities such as sports 
teams or specia l interest clubs. At the end of each term, 
Academy instructors rank the students against each 
other, based upon performance. Graduating from the 
Academy with a high rank is quite an honor, and such 
students are usually p laced on the fast track for top 
assignments and quick promotions. Beyond class rank, 
cadets have an opportun ity to obtain various special 
honors that might g reatly influence their post-Academy 
careers. These include membership in the Academy's 
prestigious precision f l ight team and selection to the 
ultraselective Red Squad composed of the Academy's 
top students. 

Newer programs li ke Red Squad and Nova 
Squadron, in which a select body of cadets receives spe
cial tra in ing and privileges, have recently sparked 
controversy. The brainchild of the former Academy 
Commandant, Admira l Tokk, these programs a re meant 
to produce e l ite officers. Many w ith in Starfleet, howev
er, including Admi ral Fukazima, disagree w ith th i s new 
policy. Their argument: All Academy cadets should be 
treated equa lly, receiving equal training. Critics com
p lain that these programs foster elit ism. On l y time w ill 
tell the effects on Starfleet's cohesion and espri t de 
corps. 

Upon graduation from the Academy, a ll midshipmen 
must embark o n , and pass, one final c hal lenge-the 
cadet cruise. This final test takes the form of a year-lo ng 
probationary period during w hich the former cadet is 
expected to perform the duties of an actual Sta rfl eet offi
cer out in the f ield. Here, the midshipman learns t he 
practical ins and outs of working in Starfleet, by serving 
alongside ful l-fledged officers on active duty. Upon 
completion of this tour, the midshipman receives the 
rank of ensign and a posting somewhere i n Starfleet. 

T HE ACADEMY CAMPAIGN 

The Star Trek: The Next Generation RPG assumes 
p layers want to p o rtray accomp l ished officers, long out 
of Starfl eet Academy and well on the i r way to a l ife of 
adventure. In the Narrator's Toolkit, we suggested play
ing a " lower decks" campa ign, where the players portray 
very junior officers working far away from the u sua l cen
ter of activity. Narrators can take this a bit further, setting 
their series at the Academy. 

Thi s opens up an entirely new vista for roleplaying in 
Starfleet. The players take on the roles of young, hopefu l 
Academy cadets, newly arrived from across the 
Federation. They don't have a ship to unite them, on ly a 
desire to join Starfleet. They have no specialized ski l ls. 
Thru st together, t hey have to get a lo ng, lea rn to over
come whatever handicaps they may have, and succeed. 

Perhaps one ep isode focuses on a character's 
c h o ice between two d ifficult options-saving a fellow 
classmate in danger o r a llowing the mission to fail. 
Another might follow the cadets on a few days' leave. 

T H E P RI C E O F f REE D OM 

The Academy isn't only about study; cadets must be 
prepared for any eventuality, from being thrust into a 
bridge simulator for the infamou s Kobiyashi Maru test 
to a ten-m i le hike on the Moon. Many episodes will 
focus on persona l development, both emotional and 
academic. A character m ight drop out, the others 
faced with the very real possibil ity of fai lure. But the 
range of stories the Narrator can tell are not limited to 
classroom experience. Anythi ng can happen at the 
Academy, from a mysterious accident in the training 
simulator to an experiment gone horr ibly wrong. The 
most rewarding asp ect of an Academy campaign is 
that the experience points the characters earn wi ll 
directly reflect their own education- from the early 
days with few skills to the cadet cruise. 

To begin an Academy campaign, have each of the 
players choose a Template, but forego selecting an 
Overlay. Then go on to the Early Ch ildhood back
g ro und stage, but stop there. Give each character 
between 5 and 8 points to reflect additional skills he's 
p icked up along the way; because roleplaying the 
earl y years a t the Academy can be ted i o us ("Okay, in 
this session, you r characters a ttend Dr. Whately's 
Transporter T heory class."), spend some of these 
p o ints on one or two ski l l l evels in Starfleet-o r iented 
sk ill s, and begin the series during the second year at 
the Academy. Experie nce points shou ld be spent on 
the skill s li sted o n t h e Over lay for the position the 
c haracter wi ll eventually assume. From time to time, 
test the characters by h aving them make Ski ll Tests. If 
they fa il, they might possib ly wash out of t h e 
Academy (after al l, al l tests have con sequences for 
failure, but only after consistent failure) . 

ADMIRAl BRAND, 
STARFLEET ACADEMY COMMANDANT 

AmR A lONG AND IUUSTRIOUS CAREER IN STARFUET, ADMIRAl BRAND WAS 

REWARDED WITH THE HONOR OF SERVING AS THE COMMANDANT OF STARFlEET 

ACADEMY. THROUGHOUT HER CAREER, SHE EXHIBITED AN ABiliTY WITH INNOVAnON, 

COMBINED WITH A FINE SENSE OF RES PONSIBiliTY AND MORAliTY. SHE SERVED ON A 

VARIETY OF STARSHIPS, FROM THE U.S.S. VtCO TO COMMANDIUG THE U.S.S. 
HORATIO. SHE BECAME FAMOUS FOR DISCOVERIUG THE HET, A SMAll EMPIRE ON THE 

FRINGES OF URDASSIAN SPACE. 

BRAND TAKES HER POSITION SERIOUSlY, WORRYIUG llOT ONlY ABOUT HER CADm' 

TECHNICAl SKIUS, BUT AlSO THEIR MORAL COMPASSES. SHE FRETS THAT lATElY THE 

ACADEMY HAS FOCUSED TOO MUCH ON PRODUCING HIGHlY CAPABlE OFFICERS AT THE 

EXPENSE OF THEIR CHARAGER. SHE EXHIBITS A MATRONLY DEMEANOR SOME FIND DIS

ARM ING. THOSE WHO HAVE FACED HER ANGER DISCOVER SHE HAS AN IRON CORE 

BENEATH HER GRANDMOTHERLY EXTERIOR. UDffi CAUED INTO HER OFFICE FOR DIS

CIPliNARY ArnON lEAVE FEEliNG AS THOUGH THEY'VE lET BRAND DOWN PERSONAUY, 

AND MANY WORK HARD HOT TO DISAPPOINT HER AGAIN. ON A PERSONAl NOTE, 

ADMIRAl BRAND ENJOYS A WARM RELAnONSHIP WITH THE ACADEMY IHSTRUITORS. 

SHE HOSTS A TEACHER-STUDENT BANQUET ONCE A YEAR. 



B 
ecause it is supported by the resources and 
expertise of the entire Federation, Starfleet pos-
sesses the highest technology in the Federation. 

This same level of technology and these same devices 
can be found, adapted to civilian uses, on most of the 
highly advanced world of the Federation. Tricorders, 
personal communicators, and similar equipment can 
be found in widespread private use on Earth, Alpha 
Centauri IV, Vulcan, Andoria, and many other worlds. 
However, on the less advanced worlds, and especial-
ly new colonies or Federation allies like Bajor, the 
level of available technology may be notably less. 
Most less advanced members of the Federation have 
access to technology similar to mainstream Federation 
technology, but behind it by as much as a century in 
some cases. In general, communicator, sensor, and 
weapon ranges are somewhat reduced, and equip
ment is somewhat bulkier and missing some of the 
more advanced functions. 

The widespread use of replicator technology has 
had a profound impact on the entire Federation, 
including the availability of these various technolo
gies. All of the devices listed here and in the main 
rulebook may be replicated. The only cost associated 
with producing them is the energy necessary to oper
ate the rep I icators, so all of these devices are quite 
inexpensive in those areas which use some form of 
currency and lie near Federation space. Only handi
crafts, luxuries which suffer when replicated, large 
items like antimatter plants, complex and large tech
nologies like starships, and illegal items which must 
be smugg led or stolen are significantly expensive. 

Most m ember worlds in the Federation prefer to 
design their own devices, but the vast majority of non
restricted Federation devices are available at low cost 
to all citizens who want or need them. On a number 
of worlds, including Vulcan, the local economy, if it 
can be termed that, rests upon p e rceived n eed. Most 
devices remain freely available to anyone trained in 
their effective use. 

Regardless of the method of a cqu1 s1t1on, most 
Federation citizens will b e at least vaguely familiar 
with the equipment listed in this chapter, and many 
will own several of the devices described here. The 
only exceptions are restri c t e d devices such as 
weapons and specialized technologies like medical 
equipment which require special licenses and training 
to use. 

On most thickly settled Federation worlds loca l 
laws limit personal weapons to knives, stun rods, and 
modified Type I phasers capable only of using settings 
1-3, or in some cases sett ings 1 -2. Only police, loca l 
military and security forces, and Starfleet personnel 
are allowed to own or carry more powerful weapons. 
On some worlds, only the police and military can 
carry any weapons at all. Of course, on som e colonies 
(or on worlds like Andoria with strong surviving mili
tary traditions), ownership of any weapon short of 
heavy artillery is allowed, or even mandatory. 
Similarly, on most worlds in the Federation, special 
ized medical equipment and other devices that can 
be easily used in a dangerously incorrec t fashion may 
on ly be possessed and operated by p e rsonnel well 
traine d in their use. On some worlds like Vulcan, 
everyon e who completes such training i s freely pro-....
vided with suc h devices. 
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MEDICAL TECHNOLOGY IN THE FEDERATION 

ON All WORLDS WHICH BELONG TO THE UNITED FEDERATION OF PLANETS MEDICAL 
CARE IS FREELY AND EASILY AVAILABLE TO All RESIDENTS. WHILE UNUSUAL OR HIGH
LY SPECIALIZED TREATMENTS MAY BE UNAVAILABLE ON ALL BUT THE MOST ADVANCED 
WORLDS, ALL FEDERATION RESIDENTS RECEIVE AN OOREMELY HIGH STANDARD OF MED
ICAL CARE. EASY ACCESS TO MEDICINE HAS PRODUCED A NUMBER OF IMPORTAIIT 
SOCIAL CHANGES. DISABILITY AND DEFORMITY ARE BOTH OOREMELY RARE. ALMOST 
ALL MEDICAL CONDITIONS CAN BE EASILY AND COMPLETELY CORRECTED. BLIND, DEAF, 
OR OTHERWISE HAIIDICAPPED INDIVIDUALS ARE OOREMELY UNCOMMOII. ALSO, 
FEDERATION CITIZENS ARE QUITE WILLING TO TAKE PART IN PHYSICALLY CHALLEIIGING 
SPORTS BECAUSE THEY ARE CONFIDEIIT THAT ALMOST ANY IIIJURIES OR OTHER PROB
LEMS CAll BE RAPIDLY AND COMPLETELY CORRECTED. 

FEDERATIOII MEDICAL TECHIIOLOGY HAS EVE!l MADE ADVAIICES WITH THE GREATEST 
MEDICAL PROBLEM OF ALL, OLD AGE. WHILE PHYSICAL IMMORTALITY IS STILL MERELY 
A DREAM, MANY HUMANS LIVE TO BE 120 OR MORE YEARS OLD, AltO SOME, IIICLUD
ING RETIRED STARFLEET ADMIRAL LEOIIARD McCOY, REMAIN QUITE ACTIVE WELL IIITO 
THEIR 14Q's. THE OLD 20TH- AND 21 ST·CENTURY CUSTOM OF RETIREMENT AT AGE 
65 OR 70 HAS LONG AGO BEEN FORGOTTEN: PEOPLE RETIRE WHEII THEY'RE TIRED OF 
WORKING. 

HOWEVER, IN SPITE OF ORGAN CLONING, MEDICAL IIANITES, AND ADVANCED DRUGS, 
mREME OLD AGE STILL PRODUCES DEBILITY, WRINKLES, AND ALL OF THE OTHER 
FAMILIAR PROBLEMS. FEDERATION MEDICINE CAN GREAnY PROLONG LIFE, BUT IT CAN
NOT DO SO INDEANITELY. WHILE A FEW EXPERIMENTAL TREATMENTS HAVE PRODUCED 
LARGE EXTENSIONS IN THE HUMANOID LIFESPAN, HONE OF THESE TREATMENTS ARE 
EITHER SIMPLE OR RELIABLE ENOUGH TO ENTER WIDESPREAD USl 
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ADDITIONAL 5TARFLEET EQUIPMENT 

FIELD MODULATORS 

Fo rce fields are in common use all over the known 
ga laxy. There are two standard ways of removing a force 
field. Either it can be turned off, or it can be overloaded . 

Concentrated phaser fire is the simplest method of over
loading force fie lds. However, some force fields are simply 
too strong to be overloaded w ith hand-held phasers, and 
others are in locations w hich could be easily damaged by 
high-energy phaser f ire. Originally designed for emergency 
rescue situati ons, field modulators were developed to pro
vide an a lternative method of circumventing force fields. 
Since their invention, these devices have proven to be quite 
popular with rescue workers and archaeologists investigat
ing the ruins of highly advanced c iv ilizations, as well as with 
thieves and intelligence operatives. 

Field modulators set up destructive interference patterns 
w hich w ill temporarily negate a force fie ld. The devices 
come in pairs. One modulator must be placed to either side 

T t-IE PRI CE OF fR EED O M 

of the doorway or other opening protected by the force field. 
Then, using a tricorder or simi lar sensor, the resonant fre
quency of the force field must be determin ed. This process 
usually takes between ten seconds and ten minutes. Once 
the resonant frequency has been found, the field modulators 
are set to that frequency and the force field is temporaril y 
removed . Certain high-security force f ie lds use continuously 
variable frequency modulation to defeat such attempts. 
Defeating a common force field is a Routine Personal 
Equipment (Field Modulator) Test or a Moderate Systems 
Engineering (Shields) Test. Defeating a high-security force 
field m ay require a Challenging to Difficult Test, depending 
on the field, the character, and the skill used. A Starfleet 
engineer would have an easie r t ime bypassing a Starfleet 
high-security field, for example, than he would a Cardassian 
one. Finding such force fields' resonant frequencies may 
take up to several hours and is sometimes impossible. If the 
field modulators are set extremely carefu ll y (+3 modifier on 
the Test) any sensors connected to the force field may not 
even register that it has been disabled. 

As long as both field modulators are undisturbed the 
force field remains disabled. H ow ever, the fie ld w ill reestab
lish itself immed iately if ei ther of the modulators is removed 
or deactivated. The field modulators described here lack the 
power to deactivate the high-powered deflector shie lds used 
o n starships, but larger fi eld modulators exist wh ich can 
even deactivate a small section of those powerful force 
fields. These larger field modulators are over two meters tall 
and have a mass of at least 50 kg each. 

Size: An uprigh t cylinder 30 em tall and 2 em in diame
ter, w i th a tripod base 
Mass: 0.1 kg each 
Duration: 25 hours 

PATTE R N EN HAN CER 

Use of transporters in regi o ns ex periencing high lev 
e ls of electrical or ionic interference can be extremely 
h azardous . The safest way to transport under such con
ditions is to have a worki ng transporter on each e nd of 
the journey and to beam the subjects from one trans
porter to the other. However, using two transporters in 
the field is not always possible. In these situations the 
use of pattern enhancers can make transport during dif
f icult conditions much safer. Pattern enhancers serve to 
boost and stabilize transporte r signa l s used in their 
v i cin ity. These devices boost sign als transmitted both to 
and from the ship's transporter. 



To use a pattern enhancer it m ust f irst be placed at the 
target location. Norm ally, the pattern enhancers are simp ly 
beamed to the si te. Since their patterns are so m uch less 
comp lex, transporting equipm ent is sig ni f icant ly easier and 
less ri sky than transporting liv ing beings. A lso , if there is a 
problem in transport it is a simp le m atter to t ry again. If fo r 
some reason the enhancers cannot be beamed to the desired 
location, they can a lso be del ivered in a short-range probe. 
To be effective, at least th ree pattern enhancers are neces
sary, and they must be arranged in a triangle. The fie lds o f 
the three devices then l ink together, and the signals for a ll 
matter transported w ithin the tri angle formed by the three 
devices are boosted. As a genera l ru le, the use o f pattern 
enhancers quadrup les the level of interference thro ugh 
w hich safe transport can be p erfo rmed . 

Size: An upright cy linder 1.5 m ta l l and 8 em in diame
ter, w i th a tripod base 
Mass: 6 kg each 
Duration: 1,00 0 hours 

PHASER TARGETI NG MODULE 

W hile Type II p hasers a re considered adequ ate for 
the vast m ajo rity o f combat e nv ironments, fo r hig hl y 
dangerou s si tuations, and especia l ly i n t imes of war, the 
Typ e Ill phaser, o r phaser ri f le, i s used to p rov ide add i
tion a l f irepower. Phaser r i f les can be eq u ip p ed w ith 
targeting mod ules using gyroscopic stab ilizatio n w h ich 
p rovides+ 1 t o hit as well as advan ced targeting scopes. 
T hese targeting scopes incorporate sensors capab le of 
detecting and tracking lifeforms an d can perform the 
equiva le nt of tricorder sho rt- range b i o logi ca l scans. 
Images of t he li feforms b e ing observed a re d i splayed 
u pon the targeting modu le's d isplay screen . The user 
ca n a lso link the ri f l e's sensors d irectly to t he firing 
mechanism with a Routine Energy Weap on (Ph aser 
Rifl e) Test. W he n thi s is done, th e m odule auto m atica l
ly retargets the p h aser b eam onto the target, lowering 
th e D iffi cu lty number fo r the sh o t to 2 . If t he target 
m oves out of range or behind a cover that b l ocks t ri
corder scans (h eavy m inera ls, radioactives, armor, som e 
force f ie lds), the l ock is broken a nd must be reacquired . 
The a u tomatic retargeting w ill not hit any target m o re 
than 30° away from the m u zzl e of th e ri fl e . Locking a 
phaser ri f l e o n target m ay on ly b e done fo r up to t hree 
targets at a tim e a nd takes o ne act ion to perfo rm. 

Ra nge: Up to 150 m ete rs 
Size: 8 em x 1 2 em x 4 em 

Te C t iNO L OG V 

Mass: 0.4 k g 
Duration: Usin g the ta rg eti ng m odule d raws power 
f rom the p h aser rifl e; each shot m ad e u sing the ta r
g eting m odule u ses 3 additio nal c ha rges. 

PHASER TYPE Ill, 
COMPRESSION VERSION 

Know n as compression phase rs o r compressi o n 
r ifles, St arfleet R& D develope d these weapons in 
resp o nse to th e threat of th e Bo rg . The com p ressi o n 
phase r is a la rger, m ore r ugged versio n of the standa rd 
phase r r i f le. As well a s p ossess ing a s li ghtly lo n g er 
ra n ge and more c h a rges, the add ition of a fifth prefire 
energy compression cham ber a llows prov ides th e 
compressi o n p h aser w i th severa l addi t i ona l sett ings. 

T h e f requ ency of t he b eam can be varied so th at on 
settings 1- 6 th e phaser beam can b e set on a specia l 
w ide- beam setting w hi c h w ill o nl y affect carbon
based l iv ing t issu e. Th i s setting requi res te n tim es th e 
e n e rgy of norma l beams, but h as p roved exceptiona l
ly useful. In add itio n , the compress io n p h aser is a lso 
capab le of de livering two add i t io n a l setti ngs a b ove 
t h e n orm a l s ix teen possessed by o rdin a ry Type II and 
Ill p hasers. Compress io n phasers a l so possess a ll of 
t he fe atu res found o n o rdina ry p h aser ri f les. 

Ra n ge: 5/50/1 00/1 60 m eters 
Size: 85 e m l o ng, 2.8 I in vo lume 
M ass: 2.2 k g 
Durat i o n : 3,000 c h a rges 

SPECIAL COMPRESSION PHASER Ill SETTINGS 

SfTT/NG DAMAGE (HARGES NOTES 

17 HEAVY DISRUPT H [240] 120 

18 HEAVY DISRUPT I [300] 150 

VAPORIZE 50 CUBIC METERS OF 
SOliD DURAiliUM 

VAPORIZE 1 00 CUBIC METERS OF 
SOliD DU RANIU M, EXPLODE UP TO 
1,200 CUBIC METERS OF ROCK 
INTO RUBBLE 
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PHOTON GRENAD E 

Photon g re n ad es a re one of the most devastating 
personal w ea p ons dev e loped by the Federation. Their 
use is strictly con tro l led and is usually limited to 
wartime. They are effectively a control led versi o n of 
phasers set on overl oad. Photon grenades emit large 
bursts o f t he sa m e rapid nad ion p articl es w hi c h a re 
found in p h aser beams. These g renades m ay be set to 
explode upon impact, at some set a ltitude above t h e 
g round, o r a t some preset time, up to 9.99 hours, after 
they impact. Both t h e power level and the b last radius 
of these grenades may a l so b e ca re fu lly con tro ll ed. 
They h ave five differe nt power setti n gs and may be set 
to affect everyth ing w ithin a radius of b e tween 3 and 
1 0 m eters f rom impact. However, the damage is not 
precise, so peop le and objects a m e ter o r two outs ide 
the b last rad ius w ill usually be somewhat affected by 
the blast (redu ce the damage by one setting for every 
meter beyond t h e blast radius). 

Size: A sph ere 8 em i n diameter 

Mass: 0.2 kg 

Duration: O n e u se 

PHOTON GRENADE DAMAGE 

SmiNG DAMAGE NoTES 
1 fLASH [0] ALL HUMANOIDS INSIDE THE BLAST RADIUS WITH-

OUT SPECIAL EYE PROTEGION BLINDED FOR FIVE 
MINUTES 

2 HEAVY STUN [2] STUN ALL HUMANS IN THE BLAST RADIUS FOR ONE 
HOUR 

3 HEAVY THERMAL [1 0] MELT MOST METALS IN THE BLAST RADIUS 

4 liGHT DISRUPT ( [35] VAPORIZE ALL HUMANOIDS WITHIN THE BLAST 
RADIUS 

5 HEAVY DIS RUPT G [300] ExPLODE 1,000 CUBIC METERS OF ROCK INTO 
RUBBLE 

T H E P RI CE OF fREE DOM 

PHOTON MORTAR 

This device is used only as a weapon of war. The 
photon mortar fires photon grenades. A miniatu re 
g rav iton accelerator inside th e mortar pro pels the 
g re n ades with a large amount of p recisely control l ed 
force. Ph oton mortars are usua l ly a imed u si ng read
ings f ro m an orbiting ship's sen sors o r a t r icorde r (a 
Moderate Heavy Weapons [Photon Mortar] Test), but 
if necessary th ey m ay also be a imed manua l ly (a 
Difficult Heavy Weapons [Photon Mortar] Test with
o ut forward observation). 

Range: 400/800/1 ,500/2,000 m eters 
Size: A tube 40 e m lon g and 8 em in diameter, w ith 
a tripod base 
Mass: 1 .2 kg for the m o r tar, 0.2 kg for the grenades 
Duration: St andard photon mortars come 
equipped w ith ten grenades. 

STUN GRENADE 

A reusable variety of the photon g re n ade, stun 
grenades can be set to produce Light, Medium, and 
Heavy Stun effects over a l arge region. These d evices 
h ave limited m i litary appl ications but have proved 
extremely useful in contro l ling r iots and sim ilar l arge 
public d isturbances. In add ition to variable power set
ti ngs, stun g re n ades also h ave th ree different range 



settings. O n the lowest setting they stun everyone 
w ithin 3 m eters o f th e g re n ad e, the n ext setti n g cov
ers a radius of 5 m eters from the gren ade, and the 
h ighest setting stuns everyo ne w ithin 7 m ete rs of the 
grenade. These g renades a lso have a timer w hic h can 
be set so t hat the g re n ade goes off any tim e from 
immediate ly after the activati o n stud is pushed to 9.99 
hours later. These grenades a re reusable. H oweve r, for 
safety con side rations, to activate or deactivate the 
g renades the u ser's b ioelectric sign ature must be 
stored in the d evice's m e m o ry. Unauthorized users 
cannot activa te o r d eact ivate the grenade un less th e 
bioprint lock is som e h ow bypassed. 

Size: A sphe re 8 e m in diameter 
Mass: 0.2 kg each 
Dura tion: 1 00 c harges 

STUN GRENADE DAMAGE 

POWER SETTING EFFECT 

SmiiiG 1 LIGHT STUN 

SmiHG 2 MEDIUM STUN 

SmiHG 3 HEAVY STUN [1] 

RANGE SETTING RADIUS OF EFFECT 

Low 3 METERS 

MEDIUM 5 METERS 

HIGH 7 METERS 

[/VILIAN EQUIPMENT 

CHARGES 

1 
2 
3 

CHARGES 

x1 
x2 
x4 

CAMOUFLAGE HOLOGEN ERATORS 

A portable m o difi ca tio n of holodeck tec hnology, cam 
ouflage ho logenerators were originally designed for use by 
Federat ion anthropologists and f i rst-contact specia lists to 
enable them to rem a in hidden from the native populatio ns 
they observed . These d evices projec t large-scale holo 
gram s around a n area, usua lly the scientist's camp or even 
ship, and concea l i t from view. Everyone inside the bound
aries of the hologram ca n see normally, but outside the 
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ho log ram observers w ill see t he image projected by the 
generators, instead of the actual people and terrain hidden 
within the hologram. Advanced sound-damping tech nolo
gy also prevents a ll sounds p rodu ced withi n t he 
camouflaged region from being heard outside of this area. 

If desired, these hologenerators can also project a force 
f ie ld a round the area concea led by the ho logram. In most 
cases this force field is configured so that i t conforms to 
the exact texture and shape proj ected by the ho logram. If 
a small b ase is concealed with in t he image of a rocky o u t
cropping, the force field can b e program med to simulate 
b oth the shape and the textu re of this illusory outcropping. 

A single ca mouflage hologenera tor ca n conceal a 
hemisphere up to 8 meters in d iameter. Larger areas may 
b e concealed using mu ltiple hologenerators. W hile the 
technology used in this device is related to that used in 
Romulan and Klingon cloaking d evi ces, the Treaty of 
A lgernon forbids the Federation from using c loaking 
dev ices of any typ e. Because of this trea ty, all Federation
made camoufl age hologenerators are easil y detectable by 
all modern sensors, including tricorders. However, this 
device d oes provide complete protect ion fro m ord inary 
observation and from detection by prim itive sensors. 

The force fiel d generated by th is device is identica l to 
the one projected by the portable force fie ld generator (see 
below). It w ill protect those inside from u p to 200 points 
o f damage. Scientists or others u sing this d evi ce typically 
wea r combadges li n ked to the hologenerator to allow 
them to enter or leave the fo rce fie ld at w ill. 

In add ition to i ts uses by anthropologi sts and f irst-con
tact sp eciali sts, this dev ice has also becom e popular 
am o ng w ildlife bio logists, explorers, and trophy hunters 
who use the device to provid e camouflage and protection 
from dangerous native lifeforms. Smugglers also use this 
device. Most smugglers add illega l antisensor enhance
m en ts to thi s device to provide p rotect ion from every thing 
short of intensive, close-range sensor or tricorder scans. 
This d ev ice is equipped w ith buil t-i n ant igravity gene rators 
for easy tra nspo rt. 

Si ze: A box 80 em x 50 e m x 50 em (200 lite rs) 
M ass: 140 kg 
Duration: 1 yea r 

FLIGHT VEST 

The u ltimate i n perso na l transpor t, th e f l ight vest 
was c reate d to be a safer an d m ore easil y u sed option 
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to the rocket boots developed in the late 23rd cen
tury. While popular with civilians for both practical 
and entertainment purposes, Starfleet rarely uses 
such devices because they require extensive train 
ing to use properly and tend to be somewhat fragile 
and easily damaged. 

A flight vest is a personal antigravity propulsion 
device which allows the wearer to fly. In a normal 
class- M atmosphere it has a top speed of 30 kph. 
The vest can support a maximum of 210 kg, in pas
senger and cargo, including the mass of the user. 
However, if the vest carries more than 120 kg its 
top speed is reduced to 10 kph. In a vacuum the 
device has an acceleration of 2 G 's, reduced to 0.5 
G's if carrying more than 120 kg. 

To use a flight vest effectively the user must have 
Vehicle Operation (Flight Vest). Taking off or land
ing is a Challenging Test. Skill rolls must always be 
made to perform any sort of complex acrobatics, 
including those needed to dodge weapon fire. The 
vest possesses a hard outer shell made of boronite 
whisker epoxy and has 1 point of armor. If damage 
penetrates the armor, roll every round; if the die 
roll is lower than the damage taken by the vest, the 
vest fails and the user plummets to the ground. If 
the vest takes 4 points or more without failing, 
safeties in the device force it to land automatically. 
If the device receives more than 7 points of dam
age it will fail instantly, dropping the user 
helpl ess ly out of the sky. The vest is controlled by 
voice commands or through a special set of gloves 
linked to th e vest by short- range transceiver. These 
g loves tra nslate the u ser 's finger movements into 
commands to the vest. All u sers are tau g ht both 
methods of controlling this device. 

Size: A rigid, adjustable vest 1 .5 em thick, com
pletely covering the user's upper torso 
Mass: 4 kg 
Duration: 1 00 hours 

FORCE GREN ADE 

While o nl y u seful in a few spec i a li zed applica
tions, this grenade h as proved extremely popular 
with c ivilia n s . Force g re n ades contain miniature 
force field generators which operate on extreme 
overl oad to allow th e m to create very powerful 
force fields. Unfortunately, the extreme strai n of 
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this overload allows the device to operate for a 
maximum of only five minutes before the mecha
nism fuses and the force field fails. Force grenades 
have two settings: They can either produce a single 
airtight force wall which will block any room or 
passage which is no more than 1 0 meters tall or 
wide, or they can produce an airtight hemispheri
cal force dome between 4 and 8 meters in 
diameter. These force fields are identical to those 
produced by the portable force field generator (see 
below), but they last for a maximum of only five 
minutes. 

Force fields produced by a force grenade stop a 
maximum of 200 points of damage. Any attack 
doing more than this amount of damage will 
instantly fuse the mechanism and d estroy the field. 
Force grenades are popular nonlethal weapons pri 
marily designed to stop pursuit. They are also 
frequently used to provide short- term emergency 
protection from hull breaches and other accidental 
exposures to vacuum or toxic atmospheres. On 
more than one occasion, a force grenade has pro
vided rescue crews and emergency workers with 
the time needed to evacuate a n area safely. 

Size: A sphere 8 em in diameter 
Mass: 0.3 kg 
Duration: 5 minutes 

Gill PACK 

Resembling a s lightly bulbous face mask, th e 
gill pack allows air-breathing humanoids fina ll y to 
achieve the dream of being ab le to live safe ly 
underwater. Gill packs extract oxygen from water 
by breaking the water down into hydrogen and 
oxygen. U sers can even breathe safely in water t oo 
stagnant and polluted to support fish or other 
water-dwelling life . Gill packs a re quite light and 
nonencumbering, so they are suitable for long 
term u se on water worlds an d by marine 
researchers who a re living under water. 

Size: 1 2 em x 12 em x 4 em 
Mass: 1 .2 kg 
Duration: 1 ,000 hours 
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GUARD DRONE 

Most Federation worlds are safe and law-abiding 
places. However, there are always exceptions, and 
many worlds which do not belong to the Federation 
can be extremely hazardous places to v isit. For occa
sions when the user must travel to potentially 
dangerous planets, most Federation citizens choose to 
carry stunners. These stunners are similar to Starfleet 
Type I phasers, but are capable of using only settings 
1-3. Stunners are legal for civilians to own on most 
Fede ration worlds. For people who lack the skill to 
defend themselves, or for those w ho do not w ish to 
carry weapons visibly or worry about their own safe
ty, guard drones provide discreet protection which 
does not require any attention or direction f rom the 
u ser. 

A guard drone contains a small antigravity propul
sion unit which a llows it to move up to 150 kph in a 
standard atmosphere and to accelerate a t u p to 1 .5 
G's in vacuum. It a l so has a communicator equivalent 
to a combadge, and a stunne r capable of firing phas
e r settings 1-3 as well as w ide-beam settings. A drones 
also possesses sensors w hic h allows it to perform 
short-range biological, meteorological, and energy 
scans equivalent to those provided by a tricorder. 

The computer inside the device will accept verba l 
commands from the user and must be instructed as to 
the level of security it w ill provide. Standard instru c
tions are for the device to stun anyone who attacks or 
aims a weapon at the u ser. H owever, some use rs 
instruct their drones e ither to alert them if a nyone car
ries a weapon n ear the u ser, or simply to stun nearby 
individua ls carry ing weapons. Most models of guard 
drone conta in ho lograph i c masking equipment capa
ble of rendering them invisib le, but still detectable by 
all sensors. This feature i s quite popular w ith u sers 
who w ish discreet protection. 

The targeting computer wh ich contro ls the phaser 
has a ski ll equivalent to Energy Weapons (Phaser) 2 
(3). Unless instructed otherwise, guard drones will 
remain w ithin 3 meters of their use rs at a ll times. A ll 
guard drones contain sophisticated voice-recognition 
systems. A drone w ill respond only to commands 
made by its user. 

In many cases, a user also instructs his drone to 
respond to specia l codes or passwords, such as giving 
an inconsp icuous password which instructs the unit to 
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stun everyone w ithin 10 meters of the user. The most 
advanced models of guard drone are also capable of 
projecting a 25-point personal force shield (see 
below) around both themselves and their user as long 
as they remain w ithin 3 meters of the user. Use of 
guard drones is prohibited on a numbe r of Federation 
worlds. 

Size: A 1 5 em diameter sphere 
Mass: 1.1 kg 
Duration: 100 hours (1 0 hours if a lso producing a 
force field around the user) 

HOLOBASE 

The holobase i s a modification of the camouflage 
hologenerators wh i c h also includes ho loemitters sim
il a r to those used on h o lographic enviro nment 
simulators. A holobase can reproduce a ll of the func
tions of the camouflage hologenerators. In add ition, it 
contains holoemitters capabl e of creating sh aped 
force fields and holodeck matter sim ilar to that pro
duced in a h o lodeck, as well as a rep licator capab le 
of producing meals, spare parts, and similar equip
ment su fficient to provide for the long- te rm needs of 
up to five humanoids. In effect, the h o lobase ca n pro
duce wa ll s, furn iture, personal devices, and even food 
for its inhabitants. 

To activate it the device is turned o n, and the 
desired configu ration of the base is selected from one 
of severa l dozen varieties stored in its memory. Then 
voice commands may be u sed to change various 
parameters like temperature, color, lighting level, and 
menu selecti o n s. The device is incapable of creating 
holographic characters or creatures, but the compute r 
in the device is highly soph isti cated and can respond 
to and answer voice comma nds. In addition to all of 
these other features, the holobase can a lso be config
ured to provide a safe and secure envi ronment in 
vacuum or in hostile atmospheres. The unit can pro
duce a base no la rger than 8 meters wide or deep and 
4 meters tall. I f a larger encampment i s desired, sev
eral h o l obases can be linked together 

Holobases are widel y used by researchers of all 
types who are going to be living in remote locations 
for many months. In addition, they h ave proved to be 
extremel y popular among itinerant merchants visiting 
isolated co lony worlds or primitive worlds outside the 
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Federation. A merchant simply lands his ship and instantly 
sets up an extremely fancy and elaborate holographic shop, 
complete with glowing displays floating in midair and bright
ly colored waving banners. The only other thing the merchant 
must provide is the merchandise, and the holobase's small 
size allows a merchant to carry more cargo in his ship. The 
replicator built into the holobase cannot effectively provide 
long- term food and supplies for more than five people, and it 
cannot produce anything with a volume of more than 5 liters, 
so it cannot usually be used to create the merchandise itself. 

This device is equipped with built-in antigravity genera
tors for easy transport, and its computer can even be 
commanded to pack the device up and float back into the 
user's ship. Because of its high power usage, this device is 
even more obvious to sensors than a camouflage hologener
ator. However, when fitted with illegal antisensor technology, 
smugglers have found that a holobase can make a highly 
mobile pirate base. 

Size: A box 1 meter x 70 em x 60 em (420 liters) 
Mass: 300 kg 
Duration: 1 year 

INJECTABLE TRANSLATOR 

The biggest drawback universal translators possess i s 
that their use is extremely obvious. For someone wishing to 
appear to be a native speaker o f a lang uage a universa l 
translator is useless. The injectab le translato r can be 
implanted into the user's throat; as th e user subvocalizes it 
translates his words into another language and amplifies 
them using the user's own larynx . Subvocalizing clearl y 
enough for the translator but quietly enough to avoid sus
prcron requires a Routine Personal Equipment 
(Subvocalizer) Test (some models of computer, etc., a lso 
use subvocal commands). Most versions of this implant 
also contain a miniature transponder w ith a range equiva
lent to a combadge for keeping transporter lock on the 
u ser. 

This device was originally designed to a llow Federation 
anthropologists and first-contact spec ia lists to live covertly 
among aliens while not revealing off-world technology. 
Because of this usage, translation implants are shielded 
from all scans except for close- range scans, su ch as those 
performed by a Federation m edical tricorder, or extremely 
powerful ones, such as shipboard transporter sensors. 
Today, legitimate merchants as well as spies and con artists 
also make use of the injectable translator implant. 

THE PRI C E O F fR E ED O M 

Size: Implanted 
Mass: effectively 0 
Duration: 1,000 hours+ induction recharging 

ISOMAGNETIC DISINTEGRATOR 

This large, shoulder-mounted weapon resembles an 
ancient Earth bazooka. Much of the technical data on this 
weapon remains classified, under Starfleet Security Directive 
24168.9. Using a portable magnetic charge inducer, the 
weapon fires a collimated beam of isomagnetic energy which 
disrupts the target's electromagnetic field. On low settings, it 
affects the target's inner ear, effectively stunning the oppo
nent. On moderate settings, it causes temporary impairment 
to the target's central nervous system. When fired at its high
est setting, the isomagnetic disintegrator changes the target's 
protonic charge, reducing it to a cloud of dust and static. The 
beam affects a 1 meter diameter area upon impact. The unit 
is powered by a heavy duty sarium krellide power cell insert
ed just to the rear of the shoulder mount. 
Range: 5/50/1 051145 meters 

Size: 128 em long; 5 I in volume 
Mass: 3.85 
Energy: 4,000 charges 

SmtNG 

1 LIGHT STUN 
2 MEDIUM STUN 

3 HEAVY STUN 

4 LIGHT DISRUPT 

DAM 

4+206 
8+206 

12+206 

12+306 

5 MEDIUM DISRUPT 24+ 5o6 

(HG NOTES 

1 
2 

8 

15 

35 

STUN A HUMAN FOR 5 MINUTES 
STUN A HUMAN FOR 15 MINUTES, OR A 
KLINGON FOR 5 MINUTES 
STUN A HUMAN FOR 30 MINUTES, OR A 
KLINGON FOR 15 MINUTES. 
VAPORIZE 200 CUBIC METERS OF STEEL 
OR ROCK 
VAPORIZE 400 CUBIC METERS OF STEEL 
OR ROCK; 200 CUBIC METERS OF 
DURANIUM 
VAPORIZE 600 CUBIC METERS Of ROCK; 
~00• CUBIC METERS OF OURANIUM 

N IGHT GLASSES 

When using a flashlight or other form of illumina
tion could prove a problem, night glasses are worn to 
enable the user to see in the dark. Different version of 



night glasses have been invented many times on 
dozens of worlds. While variations range from full
face masks to special l y made helmets for environment 
suits, one of the most common forms of night glasses 
used in the Federation is a Terran design which great
ly resembles a pair of lightweight sung lasses. 

Most pairs of night g l asses allow the user to per
ceive infrared light, allowing objects to been seen by 
the heat they emit, as well as electronically enhan c
ing ordinary light enough that starlight on a moonless 
night i s suffi cient to al low clear v i s ion . A ll models of 
this device possess safety features which prevent sud
den bright lights from temporarily blinding the 
w earer. These safety features also a llow night g lasses 
to function as automatica lly darkening sun g l asses. A 
few varieties of this device are even designed a lso to 
act as wearable heads-up displays for tricorders and 
other instruments. (Pro longed use of wearab le heads
up displays produces severe headaches in many 
humanoids, so the use of this option is far from popu
lar.) 

While wearing night g lasses the user can see clear
ly as long as there i s some small quantity of ligh t 
present. A l so, the user can easi l y perceive objects 
warmer than their su rroundings, includ ing living 
beings. In complete darkness the infrared reception 
a llows the user a vague and blurry sort of v is ion. 

Size: a pa ir of sunglasses, typically 13 em long, 5 
em w ide, and 0.3 em thick 
Mass: 0.05 kg 
D uration: 1 ,000 hours 

PORTABlE FORCE FIElD 
GENERATOR 

In the Federation, force f ields are used for every
thing from protecting co lon i es on worlds with hostile 
atmosphere to confining p r isoners in ce lls. Whi le 
most force field generators a re p e rmanent emplace
ments capabl e on l y of creating a force fiel d at a 
specific location, portable force fields were created 
for u se by miners, rescue workers, and explorers. 

A portab le force field generator has several differ
ent settings. On the standard setting it creates a single 
force wa ll up to 10 meters on a side. Sensors in the 
device configure this force wa ll so that it conforms 
exactl y to the dimensions of the room, corridor, or 

T E C H NO LOGY 

chamber where it is created. This force wa ll becomes 
an invisible, airtight wall b locking off a portion of a 
room or corridor. If desired, the generator can create 
two such wal l s, as long as they are no more than 8 
meters apart, and the generator is located between 
them. Force wall s take about a second to form, and 
any liv ing beings or other moveable objects wh ic h are 
in the path of the force wa ll are shoved in or out of the 
force wall. Force fields cannot be used to cut people 
or obj ects in half. 

In the generator's other mode it creates a hemi
sphere of force up to 8 meters in diameter and 4 
meters high. This ai rti ght dome a l so possesses a force 
field floor w hich is either flat or conforms to the exist
ing terrain. The generator can a l so be set either to 
a llow in or keep out vacuum or hostile atmospheres, 
making it useful as a temporary base camp on planets 
w ith hostile atmospheres, or in disease quarantine sit
uations. 

Individuals carrying combadges, tricorders, 
PADD's, or other devices containing transceivers 
keyed to the force fie ld generator can freely enter or 
leave the field if they send an electronic signal to the 
generator. The force field w ill then a llow them to walk 
in or out of the force field, using its sensors to con
form exactly to their bodies, so that their entry or exit 
wi ll not break the force field 's airtight seal. 

Al l force f ields protect those inside from kinetic 
and energy attacks as we ll as from most forms of radi 
ation. Force fields created by this dev ice can safel y 
withstand up to 200 points. Any attacks which do 
more than that amount of damage wi ll cau se the force 
fie ld to co llapse, but will reduce the damage of this 
attack by 200 points. If the force field co llapses th e 
generator must b e reset. Resetting a force fie l d 
requi res five m inutes and a Routine Personal 
Equipment (Force Fie ld Generator) or Moderate 
Systems Engineering (Shiel ds) Test to perform. 

Size: A rounded box 20 em x 25 e m x 40 e m (20 
li ters) 
Mass: 50 kg 
Duration: 1 ,000 hours 

POWERED BINOCUlARS 

Whi le tri corders are popu lar w ith most Federation 
citizens, some prefer the direct and somew hat more 
detailed view possib le with powered binoculars. This 
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device works just like a normal pair of high-quality 
binoculars with up to SOX magnification. In addition, 
these binoculars include a range-finder capable of 
giving the exact distance to objects up to 5 kilometers 
away. They are also sensitive to EM radiation, from X 
rays to far infrared radiation, and can translate all 
such energies into false-color images visible to their 
users. However, X-rays are visible only near sources 
of high radiation or in vacuum, so these binoculars do 
not provide their users with "X-ray vision" on normal 
class-M worlds. 

While they lack most of the features found on a tri
corder, these binoculars can perform both long- and 
short-range biological and energy scans identical to 
those provided by a Federation tricorde r. The results of 
these scans are once again displayed as false-color 
images in the binoculars' field of view, with detailed 
information visible as text along the bottom of the 
viewing area. 

Size: 1 5 em x 1 0 em x 2 em 
Mass: 0.2 kg 
Duration: 1 ,000 hours 

REMOTE DRONE 

Merhants and other widely traveled individual s 
som e times find them selves among potentially hostil e 
a li e n cultures. In these situations, especially when 
dealing with a culture wh ich is not a member of the 
Federation and about which little is known, various 
safety precautions h ave evolved. The remote drone 
was d eve loped to deal with s ituations where the u ser 
was on a potentially dangerous world and w i sh ed to 
investigate the world before actually leaving hi s ship. 
Remote drones are fully automated d evi ces which 
a llow the u ser to observe the su rrounding a rea 
through its sensors and to communicate w ith any 
n atives w hil e avoiding a ll personal risk. A remote 
drone contains a small antigravity propulsion unit 
which a llows it to move up to 1 50 kph in a standa rd 
atmosphere and to accelerate at up to 1 .5 G's in vac
uum. It is equipped w ith a two-way audiovisual 
communicator equivalent to a w ri st communicator, 
which allows the use r to see a nd h ear everything 
occurring in the presence of the drone. Remote 
drones also contain sensors allowing them to perform 
short-ran ge scans equivalent to those performed by a 
Starfleet tricorder. Finally, the device possesses minia-

T t-t E P R I CE OF f R EE DOM 

ture holographic equipment capable both of masking 
the appearance of the drone and of projecting a holo
graphic image of the user to any point within 4 meters 
of the device. 

As with all Federation holographic technology, by 
law this device can only be made invisible to ordinary 
vision, and sensors like tricorders will detect it 
instantly. Also, the device contains only holographic 
projectors, not force field manipulators or equipment 
capable of making holodeck matter. The holograms 
produced by this device are purely visual phenomena 
and are completely intangible. Most remote drones 
also contain a small sample box which can hold 
objects up to half a liter in size. 

A remote drone can be controlled by a wrist com
municator, PADD, or tricorder at a range of up to 100 
km, or from a starship at a range of up to 40,000 km. 
When directly controlled by its user the device acts 
essentially as an extension of the user. If desired, a 
remote drone can also be set to patrol an area auto
matically, recording and periodically reporting its 
findings. However, the onboard computer is no more 
sophisticated than the one found in a PADD. If the 
drone encounters a sentient being it will ask the being 
to wait and will immediately contact the person con
trolling it for further information. 

Size: A 25 em diameter sphere 
Mass: 4.8 kg 
Duration: 1 00 hours 

REPLICAT OR LOCKPICK 

A specialized variant of the re plicator multitool, 
versions of the replicator lockpick are in use on 
numerous worlds, u su a lly by spies and thieves, 
though the device is u sed for more legitimate purpos
es by some technicians and emergency rescue 
workers. Utilizing a combi n ation of sophisticated sen
sors a nd microreplicator technology, the replicator 
loc kpick produces a holodeck matter key for any lock. 
Regardless of whether the lock uses mechanical keys, 
e lectronic cards, or any other type of physical key, 
when thi s device i s placed in con tact w ith the lock 
wi thin five seconds it will produce an exact duplicate 
of the desired key on the front of th e device. 

Unfortunate ly, this device is of limited usefulness 
when dealing with Starfleet and other high-security 
installations. Replicator lockpicks are entire ly unab le 



== 
to open or affect the b iop rint or voice-pri nt locks and securi
ty protocols used on Starf leet instal lations and equipment. In 
addit ion, th is device cannot open key pad or combination 
locks. However, locks using electron ic cards, i ncluding 
sophisticated locks where the card is automatically scan ned 
as the user approaches the lock, are frequentl y used in civi l 
ian buildings on a variety of worlds. The repl icator lockpick 
can open al l such locks w i th ease. O n m any Federat ion p lan
ets ownersh ip of this device is restri c ted to li censed 
technicia ns and emergency workers. 

Size: 1 0 em x 3 em x 4 em 
M ass: 0.1 kg 
D uration : This device will open approxi mately 100 locks 
before it must be recharged. 

REPLICATOR MULTITOOL 

Developed using advanced holodeck and microreplicator 
technology, the repl icator mu ltitool is the u lti mate portable 
tool ki t. The device itse lf is a comfortable hand le which con
tains both a m iniatu re repl icato r and force field projectors 
which work together to produce smal l amounts of holodeck 
matter. Th is semistable matter can be reshaped and formed 
into an almost infinite variety of shapes and uses. lsoli near 
optical ch ips in th is device store the patterns of l itera lly h un
dreds of different too ls, from knives, wren ches, and 
screwdrivers to interphasic a l ignment couplers and duotron
ic i nverters. 

This device can reproduce almost any sma ll hand-held 
tool commonly used i n the Federation. Replicator multitools 
are not commonly used on Starfleet vessels because they 
have proved to be somewhat unreliable when exposed to 
even moderate levels of several types of radiation. Starfleet 
deci ded that whi le they make va luable back-up tools, 
Starfleet engineers should rely upon more robust tools c reat
ed by conventiona l rep l icators. However, rep l icator 
mu ltitools are found in widespread civilian use, where the 
convenience of having one easi ly portable tool more than 
makes up for thei r occasio nal unrel iability. They are also 
found i n emergency tool kits found in strategic locat ions on 
almost every starship and starbase in the Federation. 

To operate th is device, the user selects the desired tool 
using a combination of voice commands and images select
ed from a smal l screen on the side of the device. Once the 
desired too l is selected it is material ized on the end or side of 
the device. The multi too l itsel f forms the tool's handle. The 
tool takes approximately five seconds to form and w i ll vanish 
w ithin two seconds o nce the power is turned off. 

T E C H N O L OGY 

The primary lim it on tools created by this device is size. 
Any tool larger than 10 em in any dimension is too large to 
be created. A lso, h igh-energy tools li ke laser cu tters or pho
ton ic welders require too much power for this small device. 
Because of memory l imitations in the devi ce's isolinear ch ips, 
the replicator multitool is only capable of creating tools for 
mechan ica l, electronic, and duotronic repai r and modifica
tion. However, a medica l m ultitool also exists. Due to simi lar 
problems with rel iabil ity, the medica l multi too l is usua ll y 
on ly found in emergency medki ts, such as those used by dis
aster re lief teams. 

Size: A cyli nder 15 em long and 3 em in diameter 
M ass: 0.1 kg 
D uration: 25 hours of continuous use 

TETRYON PULSE LAUNCHER 

A newly designed weapon for use by Starfleet ground torces and 
· security personnel, the Tetryon Pulse Launcher is perhaps the most 
powerful defensive, hand-held weapon in Starfleet's arsenal. The 
device was designed as a single-person plasma cannon for use against 
small craft and heavily fortified emplacements. Building on the suc
cesses of the StarfleetTokyo R&D facility to grow nearly flawless emitter 
crystals in a ground-based micro-gravity environment, the pulse 
launcher is effectively a miniaturized version of the pulse phaser used 
on starships. W hile, much of this theoretical research has been applied 
to the type-3b phaser assault ri fle, making it the first true transitional
phase pulse accelerator, the tetryon pulse launcher takes this a step 
further. As such, this weapon lacks the variety of power settings typical 
of a type-11 or type-Il l phaser. 

W hen the trigger is depressed, the weapon fires a collimated beam 
of tetryon particles which rebound from the target to the unit, provid
ing range and vector information to the acquisition sub-systems. The 
pulse launcher adds a +2 to the Test Result to hit the target. A rapid-dis
charge sarium krellicle power cell, coupled w ith high-speed plasma 
accelerator coils and ten-stage cascading prefire chamber, allows the 
plasma discharge to be stored w ithin the prefire chamber for longer 
periods than previous phaser models. The beam emerges as a focused 
pulse of superheated, rarefied plasma. W hile the typical type I phaser 
is capable of emitting no more than 1.05 kilo joules per hour, the pulse 
launcher emits energy comparable to a type-4, shuttlecraft-mounted 
phaser emitter. The tetryon pulse launcher incorporates the safety inter
locks and subspace transceiver assembly common to standard-issue 
phasers; it is incapable of firing continuous or wide beam settings. 

Settings: 1 0-1 8 
Ran ge: 5/60/11 5/1 7 5 meters 
Size: 1 35 em long, 4 .08 I i n volume 
M ass: 3.1 
En e r gy: 4,000 

TETRYON PULSE LAUNCHER DAMAGE 

SETTING DAMAGE [HG Nom 

I 0 HEAVY DISRUPT A 30+906 40 VAPORIZE AllY SUB· 
STAIICE (EIIERGY 
REBOUIID PRIOR TO 
VAPORIZATTOII COMMOII} 

II HEAVY DISRUPT 8 40+12o6 50 EXPLODE I 0 CUBIC 
MITERS OF ROCK INTO 
GlOWING RUBBLE 

12 HEAVY DISRUPT ( 60+12o6 60 EXPLODE 50 CUBIC 
MffiRS OF RO(J( INTO 
R~BBLE 
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14 HEAVY DISRUPT E 100t12o6 80 ExPlODE 160 CUBIC 
METERS OF ROCK INTO 
RUBBlE 

15 HEAVY DISRUPT F 120t12o6 90 EXPlODE 400 CUBIC 
METERS OF ROCK INTO 
RUBBLE 

16 HEAVY DISRUPT G 160t12o6 100 EXPLODE 600 CUBIC 
METERS OF ROCK INTO 
RUBBlE 

17 HEAVY DISRUPT H [240] 120 VAPORIZE 50 CUBIC 
METERS OF SOUD DU RA· 
HIUM 

18 HEAVY DISRUPT I [300] 150 VAPORIZE 1 00 CUBIC 
METERS OF SOYD DURA-
NIUM, EXPLODE UP TO 
1 ,f.OO CUBIC METERS 
OF ROCK INTO RUBBlE 

TRANSPORT I NHIBI TOR 

There are times w hen transport is undesired, particularly 
in hostile situations, when a transporter could be used to 
extract personne l against their will. Similar to the pattern 
enhancer, the transport inhibitor creates an energy field w hich 
p revents a transporter from establishing a patte rn lock. The 
transport inhibitor creates a field of tetryonic energy which 
causes a transpo rter's annular confinement beam to dissipate. 
W ithout the confinement beam, the transporter is unable to 
acq uire a target lock o n the matter to b e transported . 

To use a pattern inhib ito r, it must f irst b e p laced at the tar
get locatio n. W hen activated, these devices prod uce a 
t ranspo rter secu re area 10 m eters in diam eter a ro und the 
inhibitor. Multiple inhib itors can b e used to inc rease the area 
pro tected , and c an b e arranged to establish a perimeter. By 
p lacing these devices around the perimete r of the Ba'ku v il 
lage, fo r example, Captain Picard and his c rew c reated 
overlapping fields to p rotect the entire site. The strength of the 
tetryonic fie ld can b e adjusted from a minimum o f o ne meter 
up to the maxim um. 

Size: An upright cylinder 1.5 m tall an d 8 em in diam eter, 
w ith a tripod b ase 
Mass: 6 kg each 
Duration: 1,000 ho urs 

EVEN BEFORE FIRST CONTAIT .WITH THE BORG (OLLEaiVE WAS MADE IN 2365, 
FEDERATION CITIZENS HAVE BEEN INCREASINGLY UNCOMFORTABLE WITH CYBERNETIC 
IMPLANTS OF ALL TYPES. FEW PEOPLE OBJEIT TO THE USE OF CYBERNETIC IMPLANTS TO 
CORREa OTHERWISE UNTREATABLE MEDICAL CONDITIONS, BUT THE DEUBERATE IMPLAN
TATIOtl OF CYBERNETIC TECHNOLOGY ltiTO AN OTHERWISE HEALTHY ltlDIVIDUAL IS 
REGARDED WITH GREAT SUSPICION BY MANY FEDERATION CITIZENS. WHILE tiUMEROUS 
TYPES OF CYB ERNETIC TECHNOLOGY ARE USED THROUGHOUT THE FEDERATION, MOSTLY 
AS PROSTHETICS, MOST CITIZENS WOULD NOT CHOOSE TO HAVE SUCH IMPLANTS, AND 
MAY CONSIDER THOSE WHO POSSESS SUCH IMPLANTS TO BE SOMEWHAT INHUMAN. 
HOWEVER, ONLY A FEW WORLDS IN THE FEDERATION HAVE AITUALLY ENAITED LAWS 
PROHIBITING THE IMPLANTATION OR USE OF SUCH DEVICES. HOWEVER, SOCIAL INERTIA 
AND DISTASTE IS A POWERFUL FORCE IN A SOCIETY AS DEVOTED TO COOPERATION AS THE 

"' FEDERATION. EVEN BRILLIANT RESEARCHER'NOONIAN SOONG FELT"OBUGED TO CONCEAL 
HIS WORK ON ROBOTICS AND ft'BERNETICS ON REMOTE OMICRON THETA. 

""· 

THE P RI C E OF fR EE D O M 

THE FEDERATION AmTUDE TOWARD GENETIC MANIPULATION AND BIOTECHNOLOGY 
MIRRORS THE DISTASTE FOR CYBERNETICS. AUHOUGH GENETIC RESEARCH FOR 
IMPROVED CROPS, EXTINIT SPECIES RESTORATION, AND DISEASE FIGHTING IS ROUTINE, 
GENETIC ALTERATION OF HUMANS OR OTHER RACES OUTSIDE THE EUMINATION OF CON· 
GENITAL DISEASES, BIRTH DEFEITS, ETC. IS ALMOST UNKNOWN. ON EARTH, AT LEAST, 
THIS REJEITION OF "INHUMAN" TECHNOLOGICAL AND GENETIC CHANGE DATES FROM 
THE DISASTROUS EUGENICS WARS, WHEtl SCIENTISTS DEUBERATELY ALTERED HUMANS 
TO CREATE "SUPERMEN." 

HOWEVER, MOST OF THE OTHER RACES IN THE FEDERATION TURNED OUT TO HAVE 
EQUALLY STRONG PHILOSOPHICAL OBJEITIONS TO SERIOUSLY MODIFYING THEIR PHYSI
CAL NATURES. ALTHOUGH EVEN THE VULCANS WOULD BE HARD PRESSED TO FIND ANY 

WRI ST COMMUNICATOR 

W hile some vari ant of t he Starfl eet comb adge is u sed 
b y m ost official U FP org anizations, o th er o ptio ns a re p op
ula r with civ ilian s. O n most advanced w orlds like Earth or 
A ndoria, the vast m ajority of reside nts wear some fo rm of 
communicator to a llow them to re m a in in constant con
tact w ith the w orldw ide info rmation n e tw ork. The w rist 
communicato r is o ne of the m o re commo n mode ls of 
c iv ili an communicators in u se th rou gh o ut the Federation. 

Based on a sty le of c o mmun ic a to r used bri efly by 
Starfleet in t he 2070' s and disca rd ed b ecau se it was not 
durab le e no ugh for f ie ld use, the w ri st communicator has 
all o f the features of a Starfleet combadge, as well as pos
sessing a miniature cam era an d a small viewscreen. The 
ability to tran smit v isu a l as well as audio informatio n has 
m ade these devices q uite popul ar. For m any peopl e, the 
w rist communicato r is used as a m o re c o nvenient and 
portable substitute fo r a PA DD. T his device can act as a 
sophisticated terminal to the g lobal comp uter network as 
well as a communicatio n d evice. In addition, a w rist com 
municator c an record up to 100 h o urs o f audio and v isua l 
input o n its optica l mic rochip memo ry. W rist c o mmunica
to r s have the same ra nge limitatio ns as Starf l eet 
combadges, and, like c o mbadges, most m o dels include 
miniature universal tran slators. 

Size: A 1 e m thic k , 5 e m w ide wrist b and 
Mass: 0.1 kg 
Duration: 1 ,000 h o urs 



\IV 
hen a n ave rage ci tizen of th e Fede ration 
thinks about the vast interste ll a r communi
ty of w hi c h h e is a small part, his thoughts 

invariably turn to Starfleet and its vessels. Th e ships of 
Starfleet have become synonymous w ith th e ideals 
upon w hich the UFP stands, and the brave m e n and 
women w ho serve o n them command resp ect in every 
corne r of the galaxy. 

Images of D en eva-c lass transports running the 
Draconis IX blockade, of N iagara-c lass c ruisers in 
o rbit above A rca lion during the Reuni f icatio n, of 
Steamrunner-c lass friga tes standing bravely aga inst 
the Borg-these images h ave come to embody th e 
w ide-ranging spirit of Starfl eet, a ta ngib le express io n 
o f Federation idea ls for a ll the galaxy to see. 

A ship's crew m ay be th e heart of Starfleet, but th e 
bone and sinew of the organization remain the vessels 
that a llow these dedicated souls to fulfill th e ir mis
sions. While histori ans often speak of th e 23rd 
century as a golden age of starship d eve lopm e n t, th e 
e ngineers and sci e ntists of Starfleet's Adva n ced 
Techno logies Division h ave made g rea t strides 
throughout the 24th century as well. Stronge r space
frames, more efficient sh i e lds, highe r susta inable 
velociti es-each of these innovations h as pl ayed a 
role in making Starfl eet the most pote nt explora tory 
a nd defensive force in the ga laxy. 

The latter h a lf of the 24th century remain s a n exc it
ing time to wear the Starfleet uniform . With new 
contacts come n ew threats, and the Fede ra tion coex
ists w ith powerful spacefaring neighbo rs o n nea rl y 
every border. It is a t ime of unequaled v ig il a n ce 
throughout the UFP, and as a result more n ew ship 
classes have been introduced in the latter h a lf of this 
century than at any time b e fore. 

Spaceframes h ave b ecome lighte r and stron ger, 
and vessel designs more streamlined and effici ent. 
More than ever b e fore, ships are designed for inc reas
ingl y narrow missio n p rofil es, w hile still re ta ining the 
versatility th at h as become a hallmark of Starfleet. 
N ew classes and subclasses take shape o n R& D draw
ing boards and PADD's every day, w hil e ex isting 
c lasses enjoy longer and longer serv ice life tim es. 

In many ways, the current situation w ithin the UFP 
reminds a casual observer of the Old West on Ea rth
the more a nation ex p a nds, the more fronti e rs it has to 
defend. The primary instrument of this d e fe n se, in the 
core worlds as well as o n the frontiers, re m a ins the 
Federation Starfleet. 

VESSEL [LASSIFICATIDNS 

Starfleet Command classifies a ll vessels in service 
according to the ir primary (and, in some cases, sec
ondary) mission profiles. A lthoug h in the past these 
profiles h ave revol ved largely around exploratory and 
scientific missions, the h e ightened threa t e n v ironment 
of the late 24th century has seen a n inc reasing num
ber of milita ry profiles introduced as w e ll. 

While nearl y a ll Starfleet vessels a re capable of a 
diverse array of missions and miss io n profil es, most 
ships do h ave a sp ecific use for w hic h they were 
desig ne d. N a rrators can use th ese d es ig n ations w hen 
choosing ships o r designing encounte rs fo r episodes. 

• .... 
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A sc ie n ce vessel w ill ra rel y a p pea r on the m a in battle 
line during a m aj o r engag ement, just as a n escort 
won ' t n o rm a ll y be assigned to a ro utine p la n e ta ry tec
to nic su rvey. O f course, in t imes of e m e rgen cy a ll b e ts 
m ay b e o f f . 

Th e follow ing ship classifi cations build o n the 
basic d iv i si o n s introduced in the Sta r Tre k : Th e Next 
Gene ra tio n core rulebook. These c lassifi catio n s w ill 
b e furthe r exp anded in the upc oming Engage! sta rship 
minia tures gam e . The a c c ompa ny ing C l ass i f ica ti o n 
Tabl e p rov ides the standard abbre vi atio n s u sed b y 
Starfl eet Comma nd for eac h o f th e vessel types. Feel 
free to u se th ese in y our o w n g ames, e ithe r to add 
sp ice to f l eet o r comm and d ec isions, or simpl y as a 
u seful sh o rth and w h e n d etailing starships for indiv id
u a l epi sodes o r series. 

r:/ 

CLASSIFICATION TABLE 

EXPLORERS 
EXPLORER EX 

CRUISERS 
CRUISER CA 
EXPLORATORY CRUISER CEX 

fAST CRUISER CF 
HEAVY CRUISER CH 

LIGHT CRUISER CL 
fRIGATES 

fRIGATE FR 

fAST fRIGATE FF 

HEAVY FRIGATE FH 

LIGHT fRIGATE FL 

EscoRTS 
EscoRT (PERIMETER DEFEflSE) ES 

LIGHT EscoRT ( CoRvmE) EL 

HEAVY ESCORT EH 

SCOUTS 
Scour ss 
HEAVY Scour SH 

SPECIALIZED 
COURIER sc 
FIGHTER XF 

MEDICAL MD 

SURVEYOR sv 
DEEP SPACE SURVEYOR SVH 

RESEARCH/lABORATORY SRS/SRL 

SUPPORT I AUXILIARY 
CARGO CARRIER TC 

TANKER TA 

TENDER TN 

TRANSPORT n 
ARMORED TRANSPORT TIA 

TuG TG 

TH E P R I CE OF f R E E DO M 

EXPLORE RS 

A m a instay o f Sta r f leet since its inception, the 
Explore r classe s of v essel s h ave b ecom e m etaphors for 
U FP idea ls throughout the ga laxy. Th ese ships repre
sen t the pinnac le of versatile and e ffi c ient starship 
d es ign; most explo rers fulfill numerous miss ion pro 
files and a re cap able o f extended, multiyear mi ssions 
fa r b eyond the borde rs of Fe d e ratio n sp ace . 

Althoug h d esi g n phil osophies and p ri o ri t ies have 
c hanged significantl y in th e latter p art o f the 2 4 th ce n
tury, explore rs still fo rm the histo ri ca l core o f th e fleet. 
Th ese v e sse l s rema in the fl agships o f both the 
Fe d e ration and its Starfleet, ca rry ing t h e UFP into 
uncharted reac hes of the ga laxy o n the ir v oy ages of 
explo ration and di sco very. 

Vessel p rofiles in this c lass h ave evo lved sign ifi
ca n t ly during the 24th century. Working from many of 
the foundatio ns estab l ish ed b y the Con s titution- a nd 
Endeavor- cl asses in the 23 rd century, most of the cur
re nt explorer classe s re tain desig n e le m ents inspired 
by the heavy and explora tory c ruisers of yeste ry ea r. 
A lthoug h these elements have stood the test o f time 
from a desig n p e rsp ective, th ey a lso con tinue to imbue 
the modern vesse ls w ith a va luable sen se of nosta lg ia. 

A ll e xplore rs a re la rge ships; as a n overa ll vessel 
typ e, they represent the largest ship cl asses built by 
Starfl eet. A ll of t h e vario u s exp lorer c lasses thus far 
have employ ed the n ow familiar sa u cer-hull -n acelles 
d es ig n , and most p ossess sa u cer-separa ti o n cap ability. 
In addition, a ll explore rs n orm a ll y have tw o addition
a l t hings in co mmon: They a re well a rm ed co nsidering 
th e ir di verse missio n p rofiles, and th e ir inte rn a l 
d esigns cate r to the long-te rm n eed s and d esires of 
their crew s. Starfl eet unde rsta n ds the demands pla ced 
o n offi cers forced to sp end yea rs in sp ace, and these 
conside ra tions play a pro minent ro l e in m ost new ves
sel designs. A fter all , a happy c rew is a productive 
c rew. 

Severa l new ex plore r c l asses h ave ente red service 
in the 2 4 th century. W hile th e G alaxy-c lass is perhaps 
t h e m ost famous, its si ste r c l asses have a ll served w ith 
di stinction . T he Ambassador-class paved the w ay for 
th e d es ig n doc uments th at would eventua lly launc h 
the Galaxy Class Devel o pment Proj ect. Although 
smaller and designe d for m o re limited missi o n p ro-



files, Ambassador-class vessels possess an enviable 
track record as a class. Aside from vessels destroyed in 
combat or lost during the course of duty, none of these 
ships hav e been d ecommissioned. All continue to 
serve, most in diplomati c or near-interstellar 
exploratory capacities. 

Commissioned a scant five years after the m aiden 
voyage of its Galaxy-class siblings, the Ascendant c lass 
of exp lorers entered service in the rimward sectors of 
the UFP in 2361 . Equipped for extreme deep-space 
exp loration missions, Ascendant-class vessels were 
designed w ith maximum comfort in mind and quickly 
became something of a favorite amon g office rs w hose 
families a lso lived aboard ship. Sta rfleet plans a n 
ambitious production sch edule for the class through 
the end of the decade, w ith three vessels per year 
being commissioned at the venerabl e Deneb Orbita l 
Docks a t Deneb IV. 

Finally, rumors abound about a new Explorer class 
sch eduled for commission ing sometim e during the 
n ext few months. While much of the information su r
rounding the n ew c lass remai ns hi g hl y class i f ied, 
conventiona l w isdom in the fleet suggests that the n ew 
ships w ill advance starship technology to an extent not 
w itnessed since th e Galaxy C lass Development 
Projec t. Commonly known throughout Starfleet as the 
"Theta Project," specu la tio n abounds regardin g the 
name of the n ew class. If the w hispers coming out of 
Advanced Technologies are to b e believed, the proto
type vessel has a lready b een christened th e U.S.S. 
Sovereign. 

A SELECTION OF EXPLORER 
CLASSES CURRENTLY IN SERVICE 

(LASS 
AMBASSADOR 
AscENDANT 
GALAXY 
SOVEREIGN 

C R U I S ERS 

TYPE 
EX 
EX 
EX 
EXH 

For well over a century, the numero us c ruiser 
classes h ave been the workhorses of Starfleet. While 
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explorers continue to serve as flagships for most sec
tor fleets, cruisers form the backbone of these units. 
Smaller and lighter than their high-profile cousins, 
most cruiser designs stress utility and function. These 
midsized to large vessels serve in every sector of the 
UFP, in capacities ranging from deep-space patrols to 
sectorwide inte rdiction duties. 

The updated design parameters of the 24th centu
ry have favored the cruiser. New spaceframe 
technology, more specific weapons and sensor plat
forms, and new warp field advancements have 
allowed Starfleet designers to expand a nd enhance 
the role of the cruiser within the fleet. As miss ion pro
files continue to diversify and more n ew classes are 
commissioned, Starfleet has found it necessary to 
fine-tune its cruiser classification methods. These sub
classes serve to define a class' primary mission 
objectiv es, and they prov ide the casual observer w ith 
a better idea of the class' role within th e fleet. 

Direct descendants of the large r explorer classes, 
exploratory c rui sers such as the Constellation and 
Nebula classes continue to chart new worlds and con
tact new species on the frontiers of Federation space. 
Because of their size and their more limited scientific 
capabilities (rel ative to the large r explorer classes), 
most exploratory cruisers perform th e ir miss ions of 
discovery w ithin the bounds of the Federation. The 
UFP covers a vast amount of space, and the explo
ration of many sectors has only just begun. As a result, 
most cruisers of this ty pe do not venture beyond the 
f ro ntie rs of the UFP, and most mission profiles a re of 
shorte r duration than those performed by their explor
e r counterparts. 

Cruisers fill many o ther ro les in the f l eet, as well. 
Midsiz ed vessel s of the Miranda and Re naissance 
classes conti nue to ply the space lanes, perfo rming 
missions as diverse as long-term resea rch surveys and 
preliminary first contact c ultura l studies. Th ese "cl as
sic" cruisers genera ll y fall into one of three 
categories- th ose o utfitted w ith l arge sc ientifi c/sen sor 
packages, those upg raded for milita ry and inte rdict ion 
duties, and those outfitted w ith e nhanced drive sys
tems fo r l o n g-ran ge sector patrol missions and 
diplomatic c ontacts. T he Miranda c l ass fa ll s into the 
first category, w hile Renaissance vesse ls fa ll into the 
second. In the latter half of the 24th cen tury, m ost 
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long-range patrol and inte rdiction missions are gradu
ally being transferred to the newer fast cruiser and fast 
frigate classes. 

The heavy cruiser has been a staple of the fleet 
since the early 23rd century, and h eavy cruisers still 
serve as flagships for many sector deployment com
mands. In active threat situations, these ships are 
often seen commanding reserve forces or anchoring 
the primary fleet battle lines. Starfleet has several 
heavy cruiser classes in ongoing production, a lthough 
specifications h ave evolved in the wake of the recent 
Borg incursions. The new Akira-class vessels represent 
the pinnac le of current des ig n thinking, w hil e the 
o lde r Wambundu-class remains a so lid perfo rme r 
even as it approach es the end of its production I ife. 
There are c u rren t ly no fewer than five new h eavy 
cruiser classes on Starfleet R&D drawing boards. 

Origina ll y designed for sensitive long-range diplo
matic and courier missions, fast cruisers are relative 
n ewcomers to Sta rfleet (the first Niagara-c lass vessel s 
were commissioned in 2349). Capable of extended 
journeys at high speeds, these ships have con side r
able defensive punch. Althoug h the Niagara-c lass 
continues to serve a primarily diplomatic function, its 
l a rger Istanbul- and Osaka-class cousins a re often 
assigned to long-range patrol, interdiction, and for
ward observer duties throughout the UFP. Along with 
the new fast frigate classes, these ships have redefined 
rap id deployment and response times within the fleet, 
and h ave thus assumed important ro les in l ate 24th
century f l eet operations. 

Boasting some of the most impressive service 
records of a n y vessel classification, the various light 
c rui ser c lasses often form the primary support and 
reconnaissance arms in many outlying sector com
mands. These ships are veritable j acks-of- a ll-trades for 
the f leet, and they can be found serving throughout 
the UFP in a lmost every capacity imaginable. From 
the legendary Apollo-class patrol craft to the vene ra
ble Cheyenne-class reconna i ssance/sensor vessels, 
the utility offered by t h ese ships remains unmatc h ed. 
Because of this, updates and refits are common for all 
c lasses, and most li ght c ruisers enjoy extended ser
vice lifetimes (see the Apollo-class description later in 
this chapter). 

THE PR I C E OF f R EEDOM 

New cruiser designs enter development constantly, 
and the importance of these crucia l ship c lasses is 
recognized at the highest levels of Starfleet 
Command. Economical and utilitarian, most light 
cruiser profiles incorporate current technology with a 
minimum of ground-breaking innovation. As a result, 
ships in these classes can b e constructed quickl y and 
cheaply, with most of the large r shipyards able to pro
duce in excess of six vesse ls per year. Starfleet plans 
to introduce several new cruiser classes before the 
end of the centu ry; the first classes commissioned wi ll 
include the new Odin-class I ight cruisers, the Legacy
class heavy cruisers, and the proposed Nova-class 
strike cru isers. 

A SELECTION OF CRUISER CLASSES CURRENTLY 
IN SERVICE 

(LASS TYPE 
MIRANDA CA 
RENAISSANCE CA 
NORWAY CA 
CONSTELLATION CEX 

EXCELSIOR CEX 

NEBULA CEX 

HERMES (APOLLO REFIT5) CF 
ISTANBUL CF 
NIAGARA CF 
OSAKA CF 

AKIRA CH 

WAMBUNDU CH 

APOLLO CL 
CHEYENNE CL 
SABER CL 
LEGACY (PROPOSED) CH 

ODIN (PROPOSED) CL 

NovA (PROPOSED) cs 
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FRIGATES 

Until recentl y, most frigate classes were the misun
derstood stepchi ldren of Starfleet. Whi le their utility 
was well known throughout the fleet, the stab le threat 
environment of the early 24th century had relegated 
many of these vessels to simp le police and patrol 
duties. However, as tensions gradually began to 
increase along the UFP frontiers, the usefulness of 
these sma lle r, well armed sh ips became quickl y 
apparent once more. Today, there are more frigates 
and fr igate classes in active Starfleet service than any 
other type of vessel. 

A lthough certain h eavie r frigate classes are actua l
ly larger than some cru isers, most frigates a re 
medium-sized vesse ls designed for military, escort, 
patrol, and rapid response missions. These vessels 
normally incorporate the latest technological devel
opmen ts and the most sophisticate d weapons 
platforms available. For these reasons, frigate classes 
are often chosen to lead many detachments of 
Starfleet's rapid deployment forces. Affectionatel y 
referred to as "space tanks" by their crews, fr igates 
tend to b e the most overtly "military" vessels commis
sioned by Star f leet. 

Descended from the warsh ips of old, the heavy 
frigates of Starfl eet can be found on the main battle 
lines of every major UFP confl ict. Although most 
frigates are techn ically cons idered support vessel s for 
the larger cruisers, the firepower and defensive capa
bilities of many newer c lasses are impressive by 
themsel ves. 

Foremost among these recent additions to the fleet 
are the sleek Steamrunner-class vessels. Based on 
specifications developed under the auspices of the 
Perimeter D efense Directive, the Steamrunner-class 
has a lready distinguished itself as a formidable offen
sive craft, and frigates of this class have become 
common sights in regions where tensions run high. 
Building on the success enjoyed by the Steamrunner
class, an even more heavily armed ship is sch eduled 
to begin active production in early 2371. Christened 
the U.S.S. £1 Dorado, the prototype of the new £1 
Dorado-class of heavy frigates h as become the c urrent 
topic of the moment among the Starfleet rank and file. 

W ith the growing emphasis on military vessels, a 
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new appreciation has developed for the functional 
e legance of many of the older frigate designs. Vessels 
of the New Orleans-and Mediterranean-classes still 
serve w ith distinction a longside their more youthful 
descendants. The wider range of m i ssion profi les built 
into these ships has made them ideally suited for 
more diverse and wide-ranging roles, su c h as convoy 
and c lose orbital support, reserve li ne support in bat
tl e, and hostile escort and evacuat ion duties. 

In fact, the success of these o lder vessels has 
encouraged designers to appreciate the value of nar
rower development parameters. For example, the new 
Shi'Kahr-c lass frigates were designed for sen sitive sci
entific and research duties in hosti l e or threat 
environments, while the scheduled Mediterranean
c lass refit project will upgrade t h ese older ships based 
on their use as orbital and near-system support ships 
(the Aegean-class is the tentative designation for the 
refitted vessels). 

In addition to the new fast cruiser c lasses, several 
c lasses of fast frigate have entere d service in rece nt 
years. Collectively, these vessels have p layed a l arge 
role in redefini ng conventional strategic thinking 
among the top brass at Starfleet Command. Where 
regular border patrols were once a necessity, modern 
perimeter and rapid deployment forces enjoy much 
greater mobility and freedom. Instead of stringing 
numerous patrol ships over a segment of the frontier, 
integrated operational bases n ow serve as staging 
areas for rapid response sorties and perimeter actions . 
Fri gate groups are dispatched to t rouble zones and 
"hot spots," while escorts assume many of the more 
conventional patrol duties. The nature of frontier and 
border operations has changed forever. 

The chief instruments of this change have been the 
various new "fast" ship types. While fast cruisers often 
anchor such response forces, fast frigates provide 
much of their muscle. Although frigates a re normally 
attached to larger cruiser mission groups during times 
of c risis, they often operate independently during 
more peaceful interludes (i.e., most of the time). In 
fact, in out ly ing o r "sleep y" secto rs it is not uncom
mon to see frigates leading the response and patrol 
teams themselves. Starfleet has initi ated aggressive 
production schedules for both the Ariel-and Chimera
c lasses of fast frigate, and both ships appear w ith 



1 14 

clockwork regularity at outposts all a long the va rious 
borders of the U FP. 

Another common sight a long th e frontier, the 
n ewer light frigate c lasses h ave also established them
selves as important aspects of Starfleet's ongoing 
perimeter defense strategy. Designed for more stati c 
patrols in dense sectors with low to medium levels of 
activ ity, li g ht f rigates are the heav il y armed equiva
lents of t h e CL's-sm a ll, m aneu verab le, economica l 
to produce, and abl e to defend themsel ves admirabl y 
in a pinch. In recen t years, some design overlap has 
occurred between these classes and certain escort 
classes; h owever, this is l ess an innovat io n issue a nd 
m o re a resu lt of increasingl y similar mission profiles 
as new, more advan ced escort classes e nte r serv ice. 

Springfield -li ght frigates remain in h eavy use a long 
the spinward frontiers of th e UFP, prima ril y because 
of the dense nature of most of the border secto rs 
there. Still bearing a s lig ht resemblance to their war 
shi p forebears, the Springfield-class ceases active 
production in 2375. The newer Newport-(San ta Fe
c l ass refi t) a nd Ukora-classes c urre n t l y e njoy active 
production sch edu l es, w ith over twenty of each vessel 
due for comm issioning over t he next three years. 

r 
A SEudioN oF FRIGATE cw sEs 
CURRENTLY IN SERVICE 

(LASS TYPE 
I· MEDITERRANEAN FR 

NEW ORLEANS FR 

SHI'KAHR FR 
(HIM ERA FF 

ARIEL FF 

ElDORADO FH 

STEAMRUIHIER FH 

NEWPO RT Fl 
SANTA FE FL 

SPRINGFIElD Fl 
UK ORA FL 

AEGEAN (UPCOMING MEDJTERR. REFIT) FR 

PYRENEES (PROPOSED) FR 

OBERON (PROPOSED) FH 
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ESCORTS 

Ded icated escort cl asses were not p roduced on a 
large sca le until the early 24th century. Used primari
ly for convoy and transport escort duties, the redu ced 
threat env i ronment of the la te 23rd and early 24th 
centuries did not require heavily armed support ves
sels, a nd t hus the earl y escort classes were often 
viewed as ships looking for a role to fi ll . Th e advent of 
th e Cardassi a n wars d uring the mid-24th cen tu ry 
changed th e ir duties considerab ly. 

As th reats began to esca late on severa l f rontiers, 
escorts started to fill ro les previous ly reserved for 
f rigates. Sta rfleet Command recogn i zed the u ti lity of 
the sma ll , well a rmed escorts for a wide variety of 
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missi ons, including perimeter and frontier defense, 
close orbita l and planetary support fo r ground forces, 
fleet support during major e ngagements, and troop 
transport. While escorts re m a in the primary choice fo r 
convoy and sensitive transport m i ssions, their expand
ed mission profiles have led to th e introduction of no 
less than eight n ew ship c lasses in the la tter half of th e 
century. 

H eavy escorts form t h e nucle us of Starfleet's 
perimeter defense and patro l forces in many sectors. 
Designed as a heavily a rmed a l te rn ative to the l arge r 
frigate c lasses, these vessel s (common ly referred to as 
per imeter defense vessels, o r PDV's) h ave distin
gu ished them selves in nume rou s frontier and police 
actions, freeing the i r l arger frigate co u nterparts for 
more spec ifi c "hot spot" respon se and interd icti on 
duties. Two heavy escort c lasses-Pinnacle-and 
Frontier-are c urre ntl y in produ c tion, w ith several 
more (inc luding the n ew Defiant-class) schedu led for 
comm i ssioning over the next few years. The Defiant
vesse ls promise to offer a departure from traditiona l 
small sh ip designs, incorporating defe nsive e lements 
tha t would a lmost c lassify the vessel as a sma ll war
ship. 

Despite the success of the heavy escort c lasses, 
Starfl eet still commissions escort vesse ls designed 
according to th e more "c lassic" model. Used for 
lower-risk patro l missions and b attl e line support dur
ing t imes of cr i s i s, these vesse l s a re norma ll y 
dep loyed several to a sector in regions of light activ i 
ty o r w h e re threats are minimal. I n additi on to 
munda n e patro l miss ions, escorts a re ofte n assig ned 
to g u a rd troop c onvoys a nd military transports. They 
are a lways a fam iliar sig h t a long supply routes during 
m ajor Federatio n e n gagements or duri ng extensive 
f l eet movements . The Capella-and Pollux-c la sses have 
become f l eet standbys, whi le th e proposed Bolarus
vesse ls wou l d add additi ona l f irepower to t h i s well 
estab li sh ed sh ip type. 

More specia li zed than most of t he escort c lasses, 
light escorts (a l so known as corvettes) genera lly per
form specialized transpo r t and support duties. Whi l e 
th ey a re often ca lled in to "back up" perimete r 
defense forces in times of crisis, their primary rol es 
consi st of acting as troop and personne l t ra n sports in 



tense region s of space. Most ships in this class are 
also equipped to provid e close orbi ta l and atmo
spheric suppo rt fo r ground t roops during p lanetary 
engagements, as we l l as performing actu a l troop 
drops and landings in e n e m y hot zones where con
ven tiona l transports would be placed u n d e r extre m e 
risk. Severa l l ig h t escort c lasses a re curren t ly in pro
duction, w ith the Merced-and Nomad-classes serving 
as the m ost pro minent examples of th e ty pe. A n ew 
class, d eveloped in conjunction w ith the Starfleet 
Mar ine Corps, wi ll ente r service i n th e m id -2370' s. 

A SELECTION OF ESCORT CLASSES 
CURRENTLY IN SERVICE 

(LASS 
CAPELLA 

POLLUX 

MERCED 

NOMAD 

PINNACLE 

fRONnER 

80LARUS (PROPOSED) / 

DEFIANT (PROPOSED) 
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SCOUTS 

TYPE 
ES 

ES 

El 
El 

EH 

EH 

ES 

EH 

Scout vesse ls h ave c hanged perhaps more than a ny 
other ship type over the past century. Originally 
d esign ed to perform a d iverse a rray of missi o ns, includ
ing long-range observation, contact, survey, and 
courier duties, many o f these additional missio n pro
f i les have since been subsumed by other, more 
specia l ized vessels. 

The Federation's needs with regard to deep space 
exploration and reconnai ssance have a lso c hanged 
drast ically over the past centu ry. Where the UFP once 
encompassed o nly a h andfu l of sectors near i ts present 
core, expansion eventua lly brou ght the Fe dera tion to 
its c urrent cons ide rab le size. Vesse ls can no longer 
travel from the core worlds to the frontier i n a m atter of 
days. Journ eys h ave b ecome lon ger, and th e require-
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ments for long-range Scou t vessels have changed as 
wel l . 

These c h anges have led the rank and file of th e fleet 
to begin cal l ing the new sh ips " flying nacelles," a ref
ere n ce to the large propulsion system s these sma ll 
ships are often forced to carry. Rigel-class heavy scou ts 
regula r ly travel b eyond the boundaries of the UFP; thei r 
missi o n profi les normal ly con sist of basi c ste l la r c hart
ing, surveillan ce, and system reconna issa n ce. The 
informat ion gai ne d is then u sed to plan longer, m o re 
extensive missions to these unexp lored regions. Such 
fo llow-u p m issions a re n o rma l ly carried out by the 
larger e xpl o rer and cruiser classes. In ti m es of cri sis, 
h eavy scouts are often e m p loyed as patrol and surveil
la nce vessel s along the front of a con f lict. 

Starfleet continues to commission more convention
a l, shorter-range scout vessels as well. Hokule'a- and 
Vigilant-class scouts ply the empty spaces of many out
back secto rs, and can often be found in uncharted 
region s a lo ng the UFP fron tier. Whi le th ese vessels are 
no t capable of the extend ed missions performed by 
the ir heav ie r brethren, thei r value as surveil la n ce, c om
munication , reconnaissance, and courie r vessels is 
apprec ia ted throughout Starfleet. 

As more explorer type vessels are cal le d to trouble 
spots and fro ntier sector commands, the long-term util
ity of the heavy scout classes has become more 
important to th e powers-tha t-be in Starfleet Command. 
As a resu l t, th e Long Range Survey Di rective was 
imple m ented i n late 2369. Under this directive, addi
tional resources w ill be a llocated to new scout vessel 
design and deve lopment, as well as to the development 
of new spec ialized cou rier a n d su rveyor ships. The first 
vessels produced under this in itiative-the Orion c lass 
o f heavy scouts-wi ll e n ter service in the mid-2370's. 

II A SELECTION OF SCOUT CLASSES 
CURRENTLY IN SERVICE 

(LASS TYPE 
HOKULE' A ss 
VIGILANT ss 
RIGEL SH 

ORION (PROPOSED) SH 
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SPECIALIZED, AUXILIARY, A N D 
SUPPORT VESSELS 

Any organization the size of the Federation Starfleet 
requires tremendous support to function effectively. For 
every sh ip of the line in Starfleet, there are probably 
three additional support vessels operating in the back
ground. Such specia lized and auxiliary sh ips 
perform a staggering array of so-called " low profile" 
missions-everything from planetary surveys to 
fleet hospital duty to the delivery of sensitive com
muniques. It is this vast secondary f leet that in many 
ways keeps Starfleet "afloat" and operating at peak 
effi c iency. 

An impressive number of classes and ship types 
compose the various specialized and support ves
se ls of Starfleet, and only a small portion of the 
whole wi ll be covered here. It is important to 
remember that many of these ship classes are a l so 
used by departme nts or divisions within the UFP 
government proper; s ince such vessels are techni
cally civilian ships, their governme nt or civilian 
variants normally carry different class designations 
and numbering schemes than their Starfleet coun
terparts. While your average Federation c itizen 
might not know that a Starfleet Deneva-class trans
port is essentially the same vessel as a civilian 
Ceres-class sh ip, the distinction remains an impor
tant one . 

More specia lized versio n s of the standard scout 
vessel types, survey and courier vessels are attached 
to nearly every sector fleet. Survey sh ips a re gener
a lly sent in after the scouts and explorers to perform 
extensive surveys and analyses of new worlds or 
regions of space. As such, these ships are equipped 
w ith state-of-the - art sensor and sc ie ntifi c packages, 
often to the exclusion of defensive systems that 
would b e cons idered standard on most ships of 
their s i ze. When traveling to trou b l e spots or sens i
tive areas, m ost survey vessel s wi ll be accompanied 
by an escort of some sort. The Saga n-, Korolev-, and 
Copernicus-c lasses are the most common dedicated 
surveyor classes currently in serv ice; whi l e the larg
e r Korolev- and Sagan- cl ass deep space surveyors 
perform deep space, long-term missions, the small
er Copernicus-class vessels are u su a lly dispatched 
for simple r, near-system or core worl d missions. 

Sacrificing many of the ameniti es found on other 
vessel s of their s i ze, effective courier design hinges 
on a sing le requirement-speed. Boasting limited 
comforts and even more limited offensive and 
defensive capabi liti es, courier classes were the ori
g in of the "fl ying nacelle" nickname that h as since 
stuck to the scout classes. Although not many of 
these vessel s are produced each year, they can be 
found in every corner of the Federation. T heir pri
mary m iss ion profile inc ludes the delivery of 
sensitive (or secret) documents and information, as 
well as the transport of extremely va luable or rare 
goods and supplies. Loki-class couriers represent 
the bu lk of courier vesse ls in serv ice, but many of 
their more critical duties w ill probabl y be sub
sumed by the new M ercury-class when it enters 
active produ ction in 23 73 . 

f RE E DOM 

Representing the apex of special ized spaceframe 
and interior vesse l design, the various classes of 
research, laboratory, and medical ships represent 
cr itical and invaluable mainstays of every group in 
the fleet. Although a large number of different con
figurations exi st for each of these ship types, many 
are refit or rebuilt for very specific missions or mis
sion profiles- the requirements of a botanical 
research vessel are worlds away from those of a 
warp field test ship. As a resu lt, an officer never 
knows what he might find when assigned to such a 
specia li zed vessel. 

Medica l and hospital ships in particular are di s
patched according to perceived n eed; whi le m ost 
sector g roups have severa l small medica l frigates 
attached to them, large hospital cruisers are 
reserved for threat-heavy regions or main battl e line 
support durin g times of war. Numerous classes of 
speci a li zed research and medical vesse ls are used 
by Starfleet-these include Olympic- and Geneva
c lass medica l ships, Fermi- and Oppenheimer-class 
research vessel s, Nobel-class laboratory ships, and 
the large Graceful-class hospita l cruisers. 

Accord ing to their crews, the "real" workhorses 
of Starfleet are not the exp lorers, cruisers, and other 
ships of the line, but rather the support ships tha t 
function i n the background. These vesse ls- the var
ious classes of transport, cargo carrier, tanker, tug, 
and tender-provide the ongoing support and assi s
tance necessary to keep the rest of the f l eet 
operational. 

Transports, cargo carri ers, and t ankers are 
attached to every Starfleet instal lation, both plane
tary and space-based, no matter what its size. 
Transport missions genera lly involve the movement 
of personnel or troops from place to p lace, a lthough 
in times of c ri s i s they m ay be commandeered to 
move f leet supplies o r materiel. Armored transports 
are speci f i cally designed to move troops, weapons, 
a nd supplies to the front I i nes of a confl i ct or 
through hostile territo ry (a lthough since these ves
se ls are not h eavily armed, escorts are often 
substituted when transporting personne l or equip
ment through an actua l war zon e or in the h eat of a 
p itched battl e). Transport classes include the o lde r 
Sydney personnel transports, the newer Deneva-



class lig h t transports, an d the Iowa-class armored 
transp o r ts. 

Cargo car r ie rs a re la rge vessels, well pro tected 
but ca rrying li ttl e o r no armament. The i r primary 
ro l e is t h e tran sport o f good s a nd su pplies of a ll 
kinds, f rom n o nreplicab le food stuffs an d m ed ic ines 
to h azardou s m a te ria ls a nd milita ry h a rdware. 
A ltho u g h offi c ia lly d esig n a te d " cargo car r ie rs," 
m ost Starfleet p e rsonne l simply re fe r t o t h e m col
lectively as " tran sp o rts" (thus not di sting uishing 
the m fro m pro p e r t ra nsports). C la sses include the 
li ght Fiji ships, t h e h eavie r Rakota cl a ss (used for 
p e ri sh abl e o r bio logical substances), a nd the n ew 
Midway vessels (u sed f o r h a z a rdous o r w eap o n s
g ra d e m a te ri a l ). Ta nke rs a re essentiall y ca rgo 
carrie rs w ith re info rced spacefra m es and shie lding; 
they tran sport t h e raw dilithium and d e uterium 
required fo r warp core funct io n , and are attach ed as 
reserve o r su pport sh ip s to m o st sector gro u ps. 

Ten ders a nd tugs n o rma lly o p e rate w ithin a s tat
ic theate r of o p e ra tions, rendering assistance to 
disable d ships w h e n n ecessary. V e ssels of each typ e 
a re o ften assig n e d to specific sta rbases, d eep sp ace 
sta tion s, o r shipyards, and o nly t ravel w i t h la rger 
f leet g ro ups in t imes o f full -sca le b attl e o r war. 
Neithe r ship ty p e ca rries significant armo r, shie ld
ing, o r weap o n s system s. Te nde rs p e r fo rm 
sp ace- based o r o rb ita l rep a irs, and serve as su pport 
and resupply vesse ls during large-sca le conflic ts. 
The la rger examples of the class resemble sm a ll 
scale, fl oating dry d ocks. Te nder classe s c urre n t l y in 
service incl ude t h e sm a ll e r Ural-class a nd the l a rg 
e r Andes-class f leet tende rs. Sierra-class imp ulse 
ten ders a re a commo n si ght around m ost starbases 
and deep sp ace statio n s. 

Tugs are resp o n sible for m oving vessels into and 
o u t of space a nd g ro und-based dry doc k s, as well as 
towing disabled vessel s to rep a ir facili t ies. T hey 
employ h eavy tractor b eam s to accomplish t h ese 
dut ies, a n d severa l t u g cl asses a re in fact warp
cap ab le. In t imes of c ri sis, these sh ip s a re 
som etimes dispatc h e d to t h e front lines as a id ves
sel s for ships th a t b ecom e c rippled dur ing b a ttle . 
Tug classes c urrently in serv i ce include t h e H ogan 
a nd Piper c lasses. Impulse versions of sev e ra l wa rp 
cap ab le tende r a nd tug classes are pro duced as 
well . 

A FINAL NOTE ON SUPPORT A N D 

AUXILIARY VESSEL CLASSIFICATIONS 

A ltho u g h not offi c ia ll y incorporated into m ost 
su p p ort ship cl ass n a m es, most Starfleet p e rsonne l 
h ave adopted t rad i ti o n a l c olloquial descrip t i o n s 
for m any of t h ese sh ips. For example, w hile 
O ly m p ic -class med ica l ships are simpl y classified 
as m e dica l vesse ls for a dministrati o n purposes, 
they a re commo nly known as " med ic al c rui sers." 
In this case, th e "crui ser" d esig n a tion serves m o re 
as a refere nce to th e ship's o verall s i ze th a n i t 
d oes as a descrip t i o n of its capabiliti es. W h e n ever 
p ossib le, we h ave c h osen to e mploy these t rad i 
tiona l Sta rfl eet collo qu ia lisms. 

S TA R S I- 1 1 1.,5 

A SELECTION OF SPECIALIZED, AUXILIARY, AND 
SUPPORT CLASSES CURRENTLY IN SERVICE 

(LASS TYPE 

(OIJRIERS 

LOKI sc 
MERCURY (PROPOSED} sc 

MEDICAL 

I• GENEVA MD 

GRACEFUL MD 

OLYMPIC MD 

SURVEYORS 

COPERNICUS sv 
KOROLEY sv 
SAGAN sv 

RESEARCH/lABORATORY 

fERMI SRS 
0PPEflHEIMER SRS 
NoBLE SRL 

CARGO CARRIERS 

fiJI TC 

MIDWAY TC 

RAKOTA TC 

TANKERS 

LAURO TA 

WEI· FA TA 

TENDERS 

A tiDES TN 

SIERRA (IMPULSE} TN-I 

URAL TN 

TRANSPORTS 

DEH EYA IT 

SYDNEY IT 

IOWA ITA 

UTAH ITA 

TllGS 

HoGAN TG 

PIPER TG 

5TARSHIP TEMPLATES 

T h e following sta rsh ip templates detai l thirteen 
new vesse ls for u se in you r Star Trek: Th e Next 
Genera tion ep i so des. These sh ips represen t a g en
e ra l c ross- section of mission p rofi les a n d d esign 
p hilosophies, and t h ei r commissioning a n d ser
v ice d a tes include every period of the 24th 
century. 
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AKIRA-CLASS 5TARSHIP 

(LASS AND TYPE: AKIRA-CLASS HEAVY CRUISER 

COMMISSIONING DATE: 2368 
HULL CHARACTERISTICS 

SIZE: 7 (465 METERS LONG, 26 DECKS) 

RESISTANCE:· 5 
STRUCTURAL POINTS: 140 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 500/ 17 50/4500 

[6 PWR/ROUND] 

COMPUTERS: 5 

[5 PWR/ROUND] 

TRANSPORTERS: 4 PERSONNEL, 4 CARGO, 4 EMERGENCY 

[6 PWR/ ROUND] 

TRAGOR BEAMS: 1 AD, 1 FD, 1 FV 

[2/ RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/9.4/9.8 (12 HOURS) 

[2/ WARP FAGOR] 

IMPULSE SYSTEM: .7 5c/. 9 5c 

[7 / 9 PWR/ROUND] 

POWER: 190 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: + 2/ 17 LIGHT-YEARS 

[6 PWR/ ROUND] 

lATERAL SENSORS: + 2/ 1 LIGHT-YEAR 

[ 4 PWR/ ROUND] 

NAVIGATIONAL SENSORS: +2 

[5 PWR/ROUND] 

SENSORS SKILL: 5 

WEAPONS SYSTEMS 

TYPE X PHASER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 4/ 5/ 7/ 10 

DAMAGE: 20 . 

POWER: [20] 

TYPE 1/ PHOTON TORPEDOES 

NUMBER: 275 

lAUNCHERS: 1 AD, 1 FV 

SPREAD: 1 0 

ARC: fORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/ 300,000/1,000,000/ 3,500,000 

AccURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 5 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLWOR SHIELD 

PROTECTION: 60/80 

POWER: [60] 

DESCRIPTION AND NOTES 
FLEET DATA: Starfl eet's new Akira-cl ass ves
se ls repre se n t the ep ito m e o f fast, 
m aneu ve rable thre a t - r esp o n se d es i g n . 
First l a unc h e d i n 2368, the Akira-c lass 
sh ips were th e f i rst vesse ls a u t h o r i ze d by 
t h e Pe r im e te r D ef e n se D i rect iv e to enter 
active serv i ce. (Ad ditio n a l sh i p s d esig n e d 
und e r th i s c lassi fi ed d irec t ive-inc luding 
t h e Norway, S te amru nn e r, and Sa b e r
c lasses-wou ld e n te r active duty o v er the 
n ex t severa l yea rs.) A l tho ug h sm a ll e r a n d 
li g h te r t h a n m a ny of th e l a rger 
Ex plore r- ty p e v essels, t h ese ships boast 
one of th e h e avi est arm a m ents ev er seen 
o n a Sta rfleet sh ip of this s ize. 

Of t he twel ve n ew ship c l asses p lac ed in 
accel e ra ted dev e lopment by the POD, the 
Akira-c lass Heavy C r u i sers re m a in o ne o f 
t h e most versa t i l e . A l t h o u g h p r ima r ily 
des ig n ed for ac t ive d efe nse duties a n d 
lo n g-ra n ge p e rimeter act ions, A k ira-c lass 
vesse ls h ave prove n the m se lves t ime a n d 
t im e again on a w ide varie ty of Starfleet 
mi ss io n s. In the m o dern age of B o rg i n c ur
s i o n s, su c h versatil ity h as b e com e a 
nec ess i ty . 

N OTEWORTHY V ESS ELS/ SERVIC E RECOR D S/ 

ENCOU NTERS : U .S. S . Akira, p ro to ty p e; 
U. S .S . B lack Elk , lo st during rou t ine p a tro l 
a lo n g Ca rd ass i a n borde r ; U .S.S . N ez 
Pe rce, p a rti c ipat ed in Rom u lan b l o c kade 
(2 368); U. S .S . Susq u e hanna, e nga ged the 
Th o l ia n s d uring the Draconis IX Pe rime te r 
A ction (2 3 7 1 ); U.S .S. Thunde rc h ild, par
t icipa te d in d ef e n se of Secto r 001 during 
th e Bo rg inc ursio n of 2 373 . A l so i n se r
v i ce : U. S .S. Geronimo, U .S .S . M a te o. 

STA R S HI P' S 
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APOLLO-CLASS 5TARSHIP 

(LASS AND TYPE: APOLLo-CLASS LIGHT CRUISER 

COMMISSIONING DATE: 2325 
HULL CHARACTERISTICS 

SIZE: 5 (315 METERS LONG, 16 DECKS) 

RESISTANCE: 3 
STRUCTURAL POINTS: 1 00 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 1 00/700/2500 
[6 PWR/ROUND] 

COMPUTERS: 4 
[ 4 PWR/ROUND] 

TRANSPORTERS: 4 PERSONNEL, 3 CARGO, 3 EMERGENCY 
[5 PWR/ROUND] 

TRAGOR BEAMS: 1 AD, 1 FV 
[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/9.2/9.6 (12 HOURS) 
[2/WARP FAGOR] 

IMPULSE SYsTEM: .7 Sc/. 9 Sc 
[7 /9 PWR/ROUND] 

POWER: 160 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: + 1/15 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + 1/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: +2 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE VIII PHASER 

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

ARC: ALL (720 DEGREES) 

AccuRACY: 5/6/B/11 

DAMAGE: 16 
POWER: [16] 

TYPE II PHOTON TORPEDOES 

NUMBER: 150 
lAUNCHERS: 1 AD, 1 FV 

SPREAD: 4 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 
POWER: [5] 

WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 

STARFLEfJ DEFLEaOR SHIELD 

PROTEGION: 50/70 
POWER: [50] 

DESCRIPTION AND NOTES 
fLEET DATA: A Starfleet workhorse for near
ly fifty years, the Apollo class of light 
cru isers has had one of the most distin
guished service careers in the f l eet. First 
launched in 2325, Apollo-class cru i sers 
were originally intended to replace t h e 
older Philadelphia-class vessels of the 
23rd century, wh ic h reached the end of 
their production lives in 2312. The Apollo 
vessels were sma ll , quick, and capab l e of 
extended mission profiles, thus making 
them idea l for sector patrol and interdic
tion duties. In fact, they are sti ll u sed in 
this capacity today, and as a class com
p rise the most common p atrol c raft 
encountered in Federation space. 
The Apollo class remains one of th e most 
reliable spaceframe designs ever to come 
out of Starfl eet's Advanced Techno log ies 
divi sion, and many of its concepts ca n be 
seen reflecte d in the newer Ga laxy- c lass 
vessels. As a result of the current threat cli
mate in the UFP- and b ecau se of th e ir 
exemplary mainte nance record as a 
c lass-many Apollo-class vessels are cur
rent l y being refit into th e updated 
Hermes-class of fast cruiser. The Apollo 
class itse lf ceased production in 2358, 
when the last vessel was delivered to 
Starbase 674 from the Utopia Plan itia fleet 
yards. 

NOTEWORT HY VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS: U.S.S. Apollo, prototype; 
U.S.S. Agame mnon, a m ember of Task 
Force Three during the expected Borg 
invasion of 2369; U.S.S. Ajax, u sed as test 
vesse l fo r experi menta l warp drive 
upgrad e in 2364; U.S.S. Clement, 
assigned to core world patrol duties in l ate 
2360's; U.S.S. Cage, l ost in the Battle of 
Wolf 359; U.S.S. T'Pau, d ecomm issioned 
in 2364, later stolen and used to transport 
Romu lan t roops during an attempted inva
si o n of Vu lcan in 2368. A l so in serv i ce: 
U .S.S. Chronos, U.S.S. McHenry. 

S , " A I ..:. S H I I">S 
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CONSTELLATION-CLASS 5TARSHIP 

(LASS AND TYPE: (ONSTELLATIO~CLASS 
EXPLORATORY CRUISER 

COMMISSIONING DATE: 2304 
HULL CHARACTERISTICS 

SIZE: S (302 METERS LONG, 17 DECKS) 

RESISTANCE: 3 
STRUCTURAL POINTS: 1 00 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 350/1500/3500 

[6 PWR/ROUND] 

COMPUTERS: 4 

[ 4 PWR/ROUND] 

TRANSPORTERS: 4 PERSONNEL1 4 CARG01 4 EMERGENCY 

[6 PWR/ROUND] 

TRAGOR BEAMS: 1 AD1 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.3/9.0/9.2 (8 HOURS) 

[2/WARP FAGOR] 

IMPULSE SYSTEM: .7 5c/. 9c 

[7 /9 PWR/ROUND] 

POWER: 150 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: + 2/15 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + l/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE VIII PHASER 

RANGE: 10/301000/1001000/3001000 

ARC: ALL (720 DEGREES) 

ACCURACY: 5/6/8/11 

DAMAGE: 16 

POWER: [16] 

TYPE If PHOTON TORPEDOES 

NUMBER: 160 

lAUNCHERS: 1 AD1 1 FV1 

SPREAD: 5 

ARC: FORWARD OR AFT1 BUT ARE SELF-GUIDED 

RANGE: 15/3001000/1 10001000/315001000 
AccuRACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 

SrARFLEET DmmoR SHIELD 
PROTEGION: 48/70 

POWER: [ 48] 

DESCRIPTION AND NOTES 
FLEET DATA: Direct d e scendants o f th e leg
e ndary Constitution-class ships, 
Conste llation- class v essels buil t and 
improv ed on m any of their prede ce ssors' 
most im p orta nt innovations. U t ilizing 
ex p a nde d n avigational and la te ra l sen so r 
templ a tes, as we ll as a four-nacelle warp 
drive co n f ig urat i o n , the C o n s te lla tio n 
cl ass assumed a l eading role i n both dee p 
sp ace expl o ra tion a nd lo ng-range p e rim e
ter defe n se during the earl y 24th century. 

A lthoug h so m e of these duties were sub
sume d b y th e n ew Ambassador-c la ss 
vessel s w he n they w ere launc h ed in 2 3 2 2, 
the Con ste lla tio n c l ass remained in many 
ways the m o re versatile d esig n. Pe rhaps 
the b est testa m ent to th e c l ass' utili ty is th e 
fact that m a n y re m a in in active service 
to d ay, d espite the fact tha t the class' pro
duc tion life ended nea rl y twen ty years 
ago . 

NOTEWORT HY VESSELS/ SERVICE REC ORDS/ 

ENC OUNTERS: U .S.S. Con s te lla tio n , proto
type; U.S .S . G e ttysburg , fo rme r com mand 
o f A dmira l M a rk Jameson ; U .S.S . 
H atha w ay, p a rt i c ipa te d in b a ttle simula
tio n w ith Enterprise-0; U. S.S. Mag ella n, 
commanded b y C apta in Con k lin; U.S.S . 
S targazer, forme r c ommand of Capta in 
Jean-Luc Pica rd, d est ro yed in th e Battle of 
M ax ia (2 355); U. S .S. Vic to ry, comma nded 
by Capta in Z imbat a, p osting o f G eo rdi 
LaForge prior t o his se rv i ce aboard 
Ente rprise -D. Al so in serv ice : U. S .S. 
Antie tam, U .S.S. Fa d ing Sun, U. S .S . 
Vespucci. 

S TARSt-11 P S 
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DENEVA-[LASS 5TARSHIP 

(LASS AND TYPE: 0ENEVA-CLASS LIGHT TRANSPORT 

COMMISSIONING DATE: 2318 
HULL CHARACTERISTICS 

SIZE: 4 (21 0 METERS LONG, 11 DECKS) 

RESISTANCE: 2 
STRUCTURAL POINTS: 80 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 90/11 00/2000 

[6 PWR/ROUND] 

COMPUTERS: 3 

[3 PWR/ROUND] 

TRANSPORTERS: 3 PERSONNEL, 8 CARGO, 3 EMERGENCY 

[7 PWR/ROUND] 

TRAITOR BEAMS: 1 AD, 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.0/9.0/9.2 (6 HOURS) 

[2/WARP FAGOR] 

IMPULSE SYSTEM: .5c/.7 5c 

[5/7 PWR/ROUND] 

POWER: 110 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + l/12 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + 1/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE VI PHASER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 5/6/8/11 

DAMAGE: 12 

POWER: [12] 

WEAPONS SKILL: 3 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLWOR SHIELD 

PROTEGION: 30/48 

POWER: [30] 

DESCRIPTION AND NOTES 
FLEET D ATA: Deneva-class tra n spor ts a re a 
famil iar s ig h t o n worl ds and at starbases 
t hrough ou t Federat ion space. One of the 
most common types of Starfl eet transport 
vessel, th e c l ass h as b een in serv i ce si nce 
t h e ea rl y 24th century. Th ese ships are 
used by Starfleet secto r commands to 
tra nsport everything f rom deuteri um to 
p h oton warh ead s. 

Its u niq u e m odula rity accounts fo r much 
of the popula r i t y of t h is versati l e des ign. 
The main com par t m ents can be confi g
u red to accept a n y of severa l p refabri cated 
design s, i nc lud ing p assen ger q uar ters, 
standa rd cargo bays, hydropon i c tran sport 
modu les, secu r ity mod u les, and b io logi
ca l/med ica l t ransfer m odules. Most 
starbases have severa l of each type of 
modul e on hand. 

N O T EWO RTH Y VESSELS/ SERVI CE RECORDS/ 

EN COUNTERS: U.S.S. Oen eva, p rototype; 
U .S.S. Arcos, lost over Turkana IV; U .S.S. 
LaSa lle, d iscove red seri es of rad iat ion 
a n omalies in t h e Gamma A rigu l o n system 
(2367). A lso in service: U.S.S . Eridan i, 
U.S.S. lndi. 

STAI.:. S H IP S 
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MERCED-CLASS 5TARSHIP 

(LASS AND TYPE: MERCEtrCLASS LIGHT ESCORT 
{CORVETTE) 

COMMISSIONING DATE: 2312 
HULL CHARACTERISTICS 

SIZE: 4 {187 METERS LONG, 9 DECKS) 

RESISTANCE: 3 
STRUCTURAL POINTS: 80 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 50/150/400 

[5 PWR/ROUND] 

COMPUTERS: 3 

[3 PWR/ROUND] 

TRANSPORTERS: 2 PERSONNEL, 2 CARGO, 2 EMERGENCY 

[3 PWR/ROUND] 

TRAGOR BEAMS: 1 AD, 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.0/9.0/9.2 (12 HOURS) 

[2/WARP FAGOR] 

IMPULSE SYSTEM: .7c/.9c 

[7 /9 PWR/ROUND] 

POWER: 125 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + l/15 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + l/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE VII PHASER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 5/6/8/11 

DAMAGE: 14 

POWER: [14] 

TYPE II PHOTON TORPEDOES 

NUMBER: 75 

lAUNCHERS: 1 AD, 1 FV, 

SPREAD: 4 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

AccuRACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLEaOR SHIELD 

PROTEGION: 48/70 

POWER: [ 48] 

DESCRIPTION AND NOTES 
FlEET DATA: First la unched in early 2312, 
shortly after the Tamed Incident, the 
Merced class of light escorts was part of a n 
aborted development program initiated to 
combat the growing Romulan thre at. 
Origina ll y intended to serve as support 
vessels for the proposed Freedom c lass of 
strike cruisers, the Merced program was 
discontinued - a lon g w i th th e 
never- launched Freedom project-when 
the Romu l ans entered their self-imposed 
isolation and Starfleet assumed a decided
ly less hawkish attitude toward the Star 
Empire. As a resu lt, the Merced c l ass has 
the cu rious distinction of having the short
est production lifespan of any vessel in 
Sta rfleet history (on l y si xteen · sh ips were 
produce d over a period of four years). 

Despite the ir limi ted production life , 
M erced vessels represent prime examples 
of early 24th-century functiona l design. 
We ll armed, s leek, and uncompromising, 
these sh ips have an unusually short range 
for Starfleet craft (th ey were orig ina ll y 
designed for fleet escort, troop transport 
and interdiction duties-most Merced 
mission profiles last less than a year). 
Because of this, most are attached to star
bases and deep space stations as support 
and defense sh ips. Others sti ll se rve in 
frontier regions as escorts for newer cruis
ers and frigates. 

NOTEWORTH Y VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS: U.S.S. Merced, prototype; 
U.S.S. Trieste, stationed near Starbase 74, 
former assignment of Cmdr. Data. A l so in 
se rvice : U.S.S. Calypso, U.S.S. Pumori. 

S TA I~ S HI P S 
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MIRANDA-CLASS 5TARSHIP 

(LASS AND TYPE: MIRANDA-CLASS CRUISER 
(OMMISSIONING DATE: 227 4 
HULL CHARACTERISTICS 

SIZE: 5 (278 METERS LONG, 1 5 DECKS} 
RESISTANCE: 3 
STRUCTURAL POINTS: 1 00 

OPERATIONS CHARACTERISTICS 
CREW/PASSENGERS/EVAC 220/250/500 

[5 PWR/ ROUND] 
COMPUTERS: 5 

[5 PWR/ ROUND] 
TRANSPORTERS: 4 PERSONNEl, 3 CARGO, 3 EMERGENCY 

[5 PWR/ ROUND] 
TRACTOR BEAMS: 1 AD, 1 FV 

[2/ RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 
WARP SYSTEM: 5.0/ 8.8/ 9.2 (12 HOURS) 

[2/ WARP FAGOR] 
IMPULSE SYSTEM: .6c/.8c 

[6/8 PWR/ROUND] 
POWER: 130 

SENSOR SYSTEMS 
lONG-RANGE SENSORS: + l/15 liGHT-YEARS 

[6 PWR/ ROUND] 
lATERAL SENSORS: + l/1 LIGHT-YEAR 

[ 4 PWR/ ROUND] 
NAVIGATIONAL SENSORS: + 2 

[5 PWR/ ROUND] 
SENSORS SKILL: 4 

WEAPONS SYSTEMS 
TYPE VII PHASER 

RANGE: 10/30,000/1 00,000/300,000 
ARC: ALL (720 DEGREES} 
ACCURACY: 5/ 6/ 8/ 11 
DAMAGE: 14 
POWER: [14] 

TYPE SX-3 PuLSE PHASER CANNON 
RANGE: 10/ 35,000/ 110,000/ 325,000 
ARC: FORWARD OR AFT 
ACCURACY: 5/ 6/ 8/ 11 
DAMAGE: 15 
POWER: [15] 

TYPE II PHOTON TORPEDOES 
NUMBER: 150 

lAUNCHERS: 1 AD, 1 FV, 
SPREAD: 5 
ARC FORWARD OR AFT, BUT ARE SELF-GUIDED 
RANGE: 15/ 300,000/ 1,000,000/ 3,500,000 
AccuRACY: 4/5/ 7/ 1 0 
DAMAGE: 20 
POWER: [5] 
WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 
SrARFLEET DmmoR SHIELD 

PROTEaiON: 48/ 70 
POWER: [48] 

DESCRIPTION AND NOTES 
FLEET DATA: A Starfleet f ix ture of long- ra nge 
scien t if ic, supply, a n d explo ratory mis
s ions for nearl y a century, Mira n da-cl ass 
vessels h av e p rob ab l y logged m o re p ar
se cs than any o t h e r si ng le vesse l class . 
During t he late 2 3 rd cen t u ry, Starfleet 
Comm and bega n to p lace an inc reas ing 
e m p h asi s on deep space exp lo ratio n and 
surveying. Miranda- cl ass vessel s were t h e 
f irst ships la u nche d a fter t h e i n cep t ion of 
t h e Exploratory V esse l In i tiat ive, and rep
resent the m ost n otab le resu lt of Sta rfleet's 
renewed foc us on exp lorat ion and d isc o v
e ry. 
M e rgi ng a h ost of d iverse capabil ities, ver
sat il i t y q u ickly becam e a h a llmark of t h e 
c l ass. A lthough Mira nda-c lass ships pri
m a r i ly unde rta k e scientifi c a n d 
exploratory m iss i o n s, certa in system s 
modu les are swappable. T h ese M irand a 
var ia n ts enjoyed g reat popul a r ity in the 
ea rl y 24th century, and their expan ded 
tactic a l and defen sive system s are m o re 
than a m a tch for m ost foes. Ships of this 
class h ave participate d i n every major b at
t le o f t he 24th centu ry, ofte n serv in g on 
t he secondary o r rese rve b a tt l e l i n es. 
O lde r M iranda-class sh ip s are c u r re n tl y 
d ecommiss i o n ed a n d sent to su rpl u s 
dep o ts, sc rapp e d fo r p a rts, o r u sed as 
training vessels. A l th o u g h t he a c t ive p ro 
d u c ti o n life of the se sh ip s ceased over a 
d ecad e ago, m any_ Miranda- c lass vesse ls 
c ontinu e to serve w ith d istin c ti o n thro u g h 
o u t Federation space a n d beyond. 
N O TEW ORT H Y VESSELS/ SERV IC E RECO RDS/ 

ENCOU N TERS: U .5.5. Miranda, p rototyp e; 
U.S.S. Brattain, trapp ed in a Tyken 's r ift 
(236 7 ); U .S.S. La n tree, destroyed in c lassi
f i ed incident (2 365); U.S.S . Relia n t, 
su pport v esse l fo r c lass i f i ed Gen esis 
Project, la te r h ijacked by Kha n Noonian 
Sing h ; U.S.S. Saratoga, lost in th e Batt le of 
Wolf 359; U.S.S. Tian An M e n, par t i c i p a t 
ed in Ro mu lan b lockade (2368); U.S.S. 
Vigi lant, l ost d u r ing l o n g- range su rvey 
m ission in Pe rse u s A rm. A l so in serv ic e : 
U.S.S. Andover, U. S .S. Brisb a n e , U.S.S . 
M ondial. 
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STARSH I PS 

NEW ORLEANS-CLASS 5TARSHIP 

(LASS AND TYPE: NEW ORLEANS-CLASS fRIGATE 

(OMMISSIONING DATE: 2332 
HULL CHARACTERISTICS 

SIZE: 7 (425 METERS LONG, 18 DECKS) 

RESISTANCE: 4 
STRUCTURAL POINTS: 140 

OPERATIONS CHARACTERISTICS 

(REW/ PASSENGERS/EVAC: 550/1600/ 4200 

[6 PWR/ ROUND] 

COMPUTERS: 4 

[ 4 PWR/ ROUND] 

TRANSPORTERS: 4 PERSONNEL, 4 CARGO, 4 EMERGENCY 

[6 PWR/ROUND] 

TRACTOR BEAMS: 1 AD, 1 FD, 1 FV 

[2/ RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.0/ 9.0/9.3 (12 HOURS) 

[2/WARP FACTOR] 

IMPULSE SYSTEM: .7 5c/. 9c 

[7 /9 PWR/ROUND] 

POWER: 170 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + 2/ 15 LIGHT-YEARS 

[6 PWR/ ROUND] 

lATERAL SENSORS: + 2/ 1 LIGHT-YEAR 

[ 4 PWR/ ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE IX PHASER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 4/ 5/ 7/ 1 0 

DAMAGE: 18 

POWER: [18] 

TYPE II PHOTON TORPEDOES 

NUMBER: 200 

LAUNCHERS: 1 AD, 1 FV, 

SPREAD: 8 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

AccuRACY: 4/5/7/ 1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 5 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLEaOR SHIELD 

PROTECTION: 55/ 7 5 

POWER: [55] 

DESCRIPTION AND NOTES 
FLEET D ATA: Th ese ships a re c ommo nl y 
foun d leadin g reser ve fo rces a n d sec
o ndary battl e lines du r ing l a rge-sca l e 
c onf l icts. New Orlea ns-class vessels re p 
resen t a n unusu a l dep a rtu re for 
Sta r f leet-a vessel d eveloped p rima ril y f or 
military u se. D es ig n ed d uring the earl y 
p eriod of tension w ith th e Cardassian 
U n io n , t h ese ships o f te n fo rm the core of 
sector defense groups. Most a re assigned 
to regu l a r patro l d u ty a long t h e vari o u s 
fron t i ers of the U FP, and as such a re often 
a m ong the f i rst vessel s t o respon d to n ew 
threats or c ri ses. 

New Orleans- c lass sh ips descend from 
the o l d schoo l of sta rsh i p des ign, with 
ind iv i d u a l e l e m en ts and systems reminis
cent of their Daedalus- c lass a n cestors . 
Theirs i s a p h i l osophy of f unction above 
form, with th e amen i ties found i n la rger 
explorer- typ e ships ofte n absent. Instead, 
tacti ca l a n d defen s ive systems receive 
additional space with in th e h u ll ; enemies 
are often unprepared for the con s iderable 
offen sive a n d defen s ive capab il ities of 
these deceptively m aneuverab l e fri gates. 

N O T EWORTH Y V ESSE LS/ SERVICE RECORDS/ 

ENCOUNTERS: U .S.S. New Orleans, proto
type; U.S.S. Kyushu, destroyed d uring the 
Battle of Wo lf 359; U.S.S. Renegade, com 
manded by Captain Try la Scott, 
rendezvou sed wi t h Enterprise- 0 duri ng 
attempted a li e n ta k eover of Starfl eet 
Command; U.S.S. Rutledge, served in 
Cardassian war, earl y p osti n g of M iles 
O'Bri en; U.S.S . Santa Fe, assigned to i n ter 
d i c t ion d uty i n D eneb Sect or; U .S .S. 
Thomas Paine, comma n ded by Captain 
Rixx. A l so i n service: U.S.S. H erbert, 
U .S .S . Jefferson, U .S.S. Savannah . 
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NIA6RA-[LASS 5TARSHIP 

(LASS AND TYPE: NIAGARA-CLASS fAST CRUISER 

COMMISSIONING DATE: 2349 
HULL CHARACTERISTICS 

SIZE: S (330 METERS LONG, 16 DECKS) 

RESISTANCE: 4 
STRUCTURAL POINTS: 1 00 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/ EVAC: 400/ 1650/ 3500 

[6 PWR/ROUND] 

COMPUTERS: 4 

[ 4 PWR/ ROUND] 

TRANSPORTERS: 4 PERSONNEL, 2 CARGO, 4 EMERGENCY 

[5 PWR/ ROUND] 

TRACTOR BEAMS: 1 AD, 1 FV 

[2/ RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/ 9.0/ 9.6 (16 HOURS) 

[2/ WARP FACTOR] 

IMPULSE SYSTEM: .7 5c/. 9 5c 

[7 / 9 PWR/ ROUND] 

POWER: 160 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: + 2/ 17 LIGHT-YEARS 

[6 PWR/ RO UND] 

lATERAL SENSORS: +2/ 1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 2 
[5 PWR/ROUND] 

SENSORS SKILL: 5 

WEAPONS SYSTEMS 

-

TYPE IX PHA5ER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 4/ 5/ 7/ 1 0 

DAMAGE: 18 

POWER: [18] 

TYPE II PHOTON TORPEOOE5 

NUMBER: 160 

lAUNCHERS: 1 AD, 1 FV, 

SPREAD: 8 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/ 300,000/ 1,000,000/ 3,500,000 

ACCURACY: 4/ 5/ 7/ 1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 

STARFLEET DEFLWOR SHJELO 

PROTECTION: 50/ 70 

POWER: [50] 

DESCRIPTION AND NOTES 
f LEET DATA: Based o n sp eci f ica t ion s c reated 
fo r the Galaxy C lass Develo p ment Project, 
the N iagara class of Starfleet vessels is 
essen t i a ll y a muc h sm a ller version of i ts 
l a rger, Ga laxy-c lass cousins. In ten ded for 
sh o rter-ran ge m iss io n s w i th in Federa t ion 
sp ace, these ships are comm o n ly assig n ed 
to dip lomatic a n d cu ltura l re lations d uties. 
T hey are a lso a com mon s ig h t in orb it 
above po l i t i ca l a n d trade con ferences, 
si n ce t h e ir l u sh accommodations make 
them the preferred method of travel fo r 
d ipl o m ats th rou g h out the U FP. 

The Niagara c lass represents the vanguard 
of a new wave of starsh ip design and m i s
sion -sp ec ific plan ning . Whi le the 23rd 
cen tu ry saw a parti a l retu rn to broad mis
s ion p ro fi les and diversified vesse l 
capabi litie s, su ch b road-b ased design s did 
n ot trul y come into t h eir own u n t i l th e 
m id-24th century. One of the f i rst vessels 
d es ig n ed accordi ng to t h ese n arrower, 
m i ssi o n-oriente d p rofi les b u t capable of a 
w ide va riety of d u t i es, t h e Niagara c l ass 
would p ave the way for initiatives su c h as 
th e Perime te r Defense D i rective in subse
q u ent d ecades. 

N OTEWORT HY V ESSELS/ SERV ICE RECORDS/ 

EN C OUNTERS: U.S.S. Niagara, prototype; 
U.S.S. Princeton, lost during the Battle of 
Wol f 359; U.S.S. Raleigh, served as loca
t io n o f n egotiations durin g Rigel i a n Trade 
Accords of 2359; U.S.S. Thims, served as 
p r imary d iplom atic transpor t d u ri n g 
Cardassian p eace talks; U.S.S. Wellington, 
fo rm e r posting of Ro Laaren ; U.S.S. Wells, 
c u rre n tl y a ssign e d to d ip lomatic d u t i es in 
Sector 001. A lso i n serv i ce: U.S.S. Fairfax, 
U.S.S. Josh ua Tree, U.S.S. T'Pavis. 
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NORWAY-CLASS 5TARSHIP 

(LASS AND TYPE: NORWAY-CLASS CRUISER 

COMMISSIONING DATE: 2369 
HULL CHARACTERISTICS 

SIZE: 6 (365 METERS LONG, 14 DECKS) 

RESISTANCE: 4 
STRUCTURAL POINTS: 120 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC 190/200/500 

[5 PWR/ROUND] 

COMPUTERS: 4 

[ 4 PWR/ROUND] 

TRANSPORTERS: 4 PERSONNEl, 4 CARGO, 4 EMERGENCY 

[6 PWR/ROUND] 

TRAGOR BEAMS: 1 AD, 1 FD, 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/9.2/9.7 (12 HOURS) 

[2/WARP FACTOR] 

IMPULSE SYSTEM: .7 5c/. 95c 

[7 /9 PWR/ROUND] 

POWER: 175 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: +2/17 liGHT-YEARS 

[6 PWR/ROUND] 

lATERAl SENSORS: + 2/1 liGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAl SENSORS: + 2 

[5 PWR/ROUND] 

SENSORS SKill: 4 

WEAPONS SYSTEMS 

TYPE X PHASER 

RANGE: 10/30,000/1 00,000/300,000 
ARC All (720 DEGREES) 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [20] 

TYPE 1/ PHOTON TORPEDOES 

NUMBER: 225 

lAUNCHERS: 1 AD, 1 FV, 

SPREAD: 10 

ARC FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 
AccuRACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKill: 5 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLEITOR SHIELD 

PROTEUION: 60/80 

POWER: [60] 

DESCRIPTION AND NOTES 
FLEET DATA: The third vesse l cl ass autho
rize d by Starfl eet's Perimete r D efense 
Directive, the Norway class of updated 
cru isers has proven itself time and again in 
its short history. Although only e i ghteen of 
these sh ips have been commissioned thus 
far, they have seen escort and threat 
response duty throughout Federat ion 
space, and are often employed as advance 
scout and reconnaissance vessel s in hos
t ile or unstable sectors. 

Utili z ing advanced ablative spaceframe 
technology deve loped for the larger Akira
c iass a nd re fined during the Steamrunner 
Project, Norway-c lass ships are the fastest 
military vesse ls ever to serve in Starfl eet. 
Their design and light mass g ive them 
unpa rall e l e d m a neuvering capabilities, 
and a llow them to maintain high c rui se 
ve locit ies for extended periods of time. 
Maneuverab l e and versatil e, the Norway 
c l ass h as quickly assumed an important 
role in Starfleet's ongoing threat-respon se 
a n d long-range reconnaissance programs. 

NOTEWORTHY VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS: U.S.S. Norway, prototype; 
U.S.S. Budapest, defended Earth against 
Borg in 2373; U.S.S. Denmark, currently 
assigned to deep frontier patrol; U.S.S. 
Prague, assigned to perime ter acti o n 
duties in So l Sector. A lso in service: U.S.S. 
Arian, U.S.S. Luxembourg, U.S.S. 
Triumph. 
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OLYMPIC-CLASS 5TARSHIP 

(LASS AND TYPE: OLYMPIC-CLASS MEDICAL CRUISER 

COMMISSIONING DATE: 2361 
HULL CHARACTERISTICS 

SIZE: 5 (31 0 METERS LONG, 27 DECKS) 

RESISTANCE: 3 
STRUCTURAL POINTS: 1 00 

OPERATIONS CHARACTERISTICS 

( REW/PASSENGERS/EVAC: 7 50/ 2600/ 8000 

[7 PWR/ROUND] 

COMPUTERS: 5 
[5 PWR/ROUND] 

TRANSPORTERS: 6 PERSONNEL, 2 CARGO, 6 EMERGENCY 

[7 PWR/ROUND] 

TRAGOR BEAMS: l AD, l FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/9.0/9.2 (6 HOURS) 

[2/WARP FACTOR] 

IMPULSE SYSTEM: .7 c/. 9c 

[7 / 9 PWR/ROUND] 

POWER: 140 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: + l/15 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + 1/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 5 

WEAPONS SYSTEMS 

TYPE VI PHASER 

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

ARC: ALL (720 DEGREES) 

ACCURACY: 5/ 6/ 8/ 11 

DAMAGE: 12 

POWER: [12] 

WEAPONS SKILL: 3 

DEFENSIVE SYSTEMS 

5TARFLW DEFLWOR SHIELD 

PROTEGION: 48/ 70 

POWER: [48] 

DESCRIPTION AND NOTES 
fLEET DATA: A fam i li a r s ig ht th ro ughou t t he 
Federation core wo r lds, Olympic- c lass 
m edical c ruisers fo rm th e core of 
Starfleet's mob i l e e m e rgen cy p latform . 
Essentia ll y f loati ng hospital s, these vessels 
perform a mu lti tude of rescu e, m edica l, 
e vacuation, aid, and emergen cy missi o n s. 
Seen as sav iors on m a n y outlyi ng worlds, 
Olympic-class cruise rs can often mean the 
difference between life and death during 
periods of n a tural disaster o r emergency. 

W hile their pat ie nt and treatment capacity 
exceeds all othe r Starfleet m edica l ship 
classes ex cept the huge Graceful-class 
hosp ital vessel s, the Olympic class is p er
h aps best known for t h e large numbe r of 
variants in acti ve producti o n. Mission-spe
c ific subclasses b ased on th e b a s i c 
Olympic design abound; such redes igns 
includes medical research vessels, evacu
ati o n /tr iage vesse l s for threat reg ions, 
dedicated surgica l sh ips for large-scale 
conflicts or f leet m ovements, and aid ships 
for a ll-around humanita ria n an d re l ief 
missions. The class has served w ith dis
tinction for nearl y twenty years, and 
Starfleet Command sh ows n o sign of c ur
tailing its production any t ime soon. 

NOTEWORTHY VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS: U.5.5. OlympiC, p rototype; 
U.S.S. Biko, assigned to emergency patrol 
duties in Beta Quadran t; U .S .S. H ope, 
assigned to emergency suppo r t duty in 
sector 001; U.S.S. Noble, search ed for 
U.S.S. Hera in 2370; U.S.S. Paste u r, com
manded by Captain Beverl y Pi ca rd in 
anti-time f u ture c reated b y Q; U .S .S. 
Peace, cu rren tl y assigned to p e rimeter 
transfe rs of humanitari a n a id . A lso in ser 
vice: U.S.S. Hippocrates, U.S.S. Mayo, 
U.S.S. Moore, U.S.S. Tranquility. 
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RIGEL-CLASS 5TARSHIP 

(LASS AND TYPE: RIGEL-CLASS HEAVY SCOUT 

COMMISSIONING DATE: 2327 
HULL CHARACTERISTICS 

SIZE: 4 {21 5 METERS LONG, 6 DECKS) 

RESISTANCE: 3 
STRUCTURAL POINTS: 80 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 70/125/400 

[ 4 PWR/ROUND] 

COMPUTERS: 3 

[3 PWR/ROUND] 

TRANSPORTERS: 2 PERSONNEL, 2 CARGO, 2 EMERGENCY 

[3 PWR/ROUND] 

TRAGOR BEAMS: 1 AD, 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.0/9.0/9.2 {12 HOURS) 

[2/WARP FAGOR] 

IMPULSE SYSTEM: .7c/.9c 

[7 /9 PWR/ROUND] 

POWER: 125 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + 2/17 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAL SENSORS: + 2/l LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: +2 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE VII PHASER 

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

ARC: All {720 DEGREES) 

AccuRACY: 5/6/8/11 

DAMAGE: 14 

POWER: [14] 
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TYPE II PHOTON TORPEDOES 

NUMBER: 75 

lAUNCHERS: 1 AD, 1 FV, 

SPREAD: 4 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 4 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLWOR SHIELD 

PROTEUION: 48/70 

POWER: [ 48] 

DESCRIPTION AND NOTES 

fLEET DATA: First c o mmissioned during the 
early part of the 2 4 th c entury, Rigel-class 
ve ssels were o r ig ina lly designed to sp ec i
fication s outlined in the Coreward 
Ex ploratory Directiv e of 2321. This direc
t i ve was l a rge ly responsi b l e for th e 
mid-century exp a n sion o f the UFP a l o n g 
its c oreward b ord er b etween Al p h a a nd 
Beta Q u adra nts, and Rigel-c lass scouts 
were often a t th e fo refront of the contac ts 
a nd discov e ri es made a l o n g th e way. 

Becau se o f thei r long-ra nge c apability and 
sel f - su ffic iency, Rigel-c la ss heavy scouts 
h ave b ecom e a st apl e of t he M e rc hant 
M a rine refi t p rog ra m . W hile th e M e rc h ant 
M arine builds its own mission-sp ecific 
vesse ls a nd tra n sp ort s, th e re fit p rogra m 
m a ndates t h e refit (and in som e c ases 
red es ig n ) o f o lde r Sta rfleet m o d e ls tha t 
m ay o therw ise b e re legated to the orbita l 
salvage ya rds. The versa tility of these ships 
a s d eep space tra n sports, a s we ll as the ir 
p ro ven exp l o ra tory capabiliti es, h ave 
a llowed t h e m to assume p r ima r y roles in 
the g rowing Merc h a nt M a rine f le et. 

NOTEWORTHY VESSELS/ SERV ICE REC ORDS/ 

ENCOUNTERS : U .5 .5 . Rigel, p roto t y p e; 
U. S .S. A kagi, p a rt o f th e blockade a rm ad a 
in 2368; U .S .S . A rc turus, d i scovered 
C oreward Ri ft duri n g long -ra n ge recon
n a issance m 1ss1on in 235 5 ; U .S .S . 
Ba rnard, ass ig n ed to scout/respon se d u t ies 
in B aj o r Secto r; U.S.S . S irius, ass ig n ed to 
d eep sp ace o b servation duties a lo n g co re 
ward f ron tie r; U.S.S. To lstoy, lo st in B attle 
of Wo l f 3 5 9 . Also in ser v i c e : U.S.S . 
Den eb, U.S.S . Po la ris, U.S.S. Vega. 
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SABER-CLASS 5TARSHIP 

(LASS AND TYPE: SABER-CLASS LIGHT CRUISER 
(PERIMETER DEFENSE VESSEL) 

COMMISSIONING DATE: 2370 
HULL CHARACTERISTICS 

SIZE: 4 (160 METERS LONG, 6 DECKS) 

RESISTANCE: 4 
STRUCTURAL POINTS: 80 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 40/80/200 

[ 4 PWR/ROUND] 

COMPUTERS: 3 

[3 PWR/ROUND] 

TRANSPORTERS: 2 PERSONNEL, 2 CARGO, 2 EMERGENCY 

[3 PWR/ROUND] 

TRAITOR BEAMS: 1 AD, 1 FV 

[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 5.0/9.2/9.7 (12 HOURS) 

[2/WARP FAGOR] 

IMPULSE SYSTEM: .75c/.92c 

[7 /9 PWR/ROUND] 

POWER: 130 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + 1/15 LIGHT-YEARS 

[6 PWR/ROUND] 

lATERAl SENSORS: + 1/1 LIGHT-YEAR 

[ 4 PWR/ROUND] 

NAVIGATIONAL SENSORS: + 1 

[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE X PHASER 

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

ARC: All (720 DEGREES) 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [20] 

TYPE 1/ PHOTON TORPEDOES 

NUMBER: 100 

lAUNCHERS: 1 AD, 1 FV, 

SPREAD: 4 

ARC: FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: [5] 

WEAPONS SKILL: 5 

DEFENSIVE SYSTEMS 

5TARFLEET DEFLWOR SHIELD 

PROTECTION: 60/80 

POWER: [60] 

DESCRIPTION AND NOTES 
fLEET DATA: The fourth vessel to enter active 
serv ice as a result of the Perimeter 
Defense Directive, the Saber class of Light 
Cru i sers h as a lready seen extensive action 
on severa l frontiers. Using materials tech
n o logy a nd spaceframe elements 
borrowed from the ASDB Defiant 
Development Project, the first Saber-class 
vessels were commissioned in late 2370 
as fast perimeter-defense ships. 

Initia ll y assigned to hostil e frontier 
regions, these agile vessels quickly proved 
that they could hold their own again st 
much larger opponents. The in terna l 
n ace ll e configuration, su ggested by 
Card assian embedded-warp techno logy 
and exp lo red b y Starfleet R&D during the 
Defiant Project, makes t he ship a compact 
ta rget a nd saves additional weight and 
space that would otherwise be required 
for n acelle f ield conduits and containment 
structures. Of course, this design a l so 
makes these vessels more vu lnerab l e to 
core breaches w h e n full armor penetration 
occurs. 

Small and designed for easy mass produc
tion, no less than fi ve major ya rd facilities 
currently produce Saber-class vesse ls. As a 
resul t, there a re already m o re Saber-class 
ships in active service than any of the 
other n ew c l asses that have come o ut of 
the Perimeter Defense Directive. 

NOTEWORTHY VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS:: U.S.S. Saber, prototype; 
U.S.S. Denmark, currently assigned to 
deep frontier patro l; U.S.S. Shepa rd , 
ass ig ned to perimeter action duties in Sol 
Sector; U.S.S. Yeager, defended Earth 
aga inst Borg in 2373. Also in serv ice: 
U.S.S. Arian, U.S.S. Luxembourg, U.S.S . 
Triumph. 

STA I< S l-11 1-' S 
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5TEAMRUNNER-[LA55 5TARSHIP 

(LASS AND TYPE: STEAMRUNNER-CLASS HEAVY f RIGATE 

COMMISSIONING DATE: 2369 
HULL CHARACTERISTICS 

SIZE: 6 {375 METERS LONG, 18 DECKS) 

RESISTANCE: S 
StRUCTURAL POINTS: 120 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC: 200/ 250/ 7 50 
[5 PWR/ROUND] 

COMPUTERS: 4 
[ 4 PWR/ROUND] 

TRAtlSPORTERS: 4 PERSONNEL, 4 CARGO, 4 EMERGENCY 
[6 PWR/ROUND] 

TRACTOR BEAMS: 1 AD, 1 FD, 1 FV 
[2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 6.0/ 9.2/ 9.7 (12 HOURS) 
[2/WARP FACTOR] 

IMPULSE SYSTEM: .7 5c/. 9 5c 
[7 / 9 PWR/ROUND] 

POWER: 180 

SENSOR SYSTEMS 

l OtlG-RANGE SENSORS: + 2/ 17 LIGHT-YEARS 
[6 PWR/ROUND] 

lATERAL SENSORS: + 2/ 1 LIGHT-YEAR 
[ 4 PWR/ROUtlD] 

NAVIGATIONAL SENSORS: +2 
[5 PWR/ROUND] 

SENSORS SKILL: 4 

WEAPONS SYSTEMS 

TYPE X PHASEH 
RAtlGE: 10/ 30,000/ 100,000/ 300,000 
ARC: ALL (720 DEGREES) 
ACCURACY: 4/ 5/ 7/ 1 0 
DAMAGE: 20 
POWER: [20] 

TYPE II PHOTON TORPEDOES 
NUMBER: 250 

lAUNCHERS: 1 AD, 1 FV, 
SPREAD: 10 
ARC: fORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/ 300,000/1,000,000/3,500,000 
ACCURACY: 4/5/ 7/1 0 
DAMAGE: 20 
POWER: [5] 

WEAPONS SKILL: 5 

DEFENSIVE SYSTEMS 

SrA HFLEET DmmoH SHIELD 

PROTEGION: 60/ 80 
POWER: [60] 

DESCRIPTION AND NOTES 
fLEET DATA: The second vessel c l ass autho 
rized b y the POD, the Steamrunner-c iass 
of heavy f riga tes b orrowed nume rous 
d esig n speci f ic ations from its la rger Akira
c i ass cousins, altering and i m prov i ng 
c ertain ele m e n ts to fi t the sm aller frigate 
sh i p ty pe. Q u i c k and m a n e u ve ra b le, 
Steamrunne r- cl ass vessels h ave served 
w i th d i stinction in every recent U FP con
fl i ct. 
Des ig n ed for a fai r ly sp eci f ic g ro up of m is
sion p rofi les, i n c lud i ng p e rimete r actions, 
long-range threa t response, and c overt 
operatio n s, the Steamrunner c la ss ( l i ke t h e 
Akira class) a l so borrows he avi ly from 
te c h no logi es and d es i g n sp ec ifi ca t ions 
developed for the D efiant Project. These 
inc lude a l ess v ulne rabl e n acelle configu
ra tion, ship compo n ents t h at ca n b e 
j e ttisoned in th e h eat o f battle, and a 
reduced area o f active sen sor coverage. 
All of the larger POD vessels employ m ul 
tilay er ablative hull a rmo r in g, as well. 

Coup led w ith th e sh ip s' a lre ady 
fo rm idable arma m e nts, t h ese a d va n ces 
have contri b ute d to the con ven t io n a l w i s
d o m that the va r i o u s ships a u t h o ri zed by 
the Perimete r D e fe n se D irect ive ( including 
th e Akira, Sabe r, and Norway c lasses, 
among o thers) repre sen t the n e x t w ave of 
sta rship design and con f ig urati o n . Si n ce 
vesse ls from eac h of these cl asses con t i n 
ue to d i stingu i sh th e m sel ves on both the 
f ron tie rs and the front I i n es of the U FP, this 
may i ndeed become a se l f- ful fi ll ing 
proph ecy. 

N O T EWORTH Y VESSELS/ SERVICE RECORDS/ 

ENCOUNTERS: U.S.S. Steam runner, p ro to
ty p e; U.S.S. Appa lachia, defe n ded Earth 
against Borg inc ursion of 2 373; U .S.S. 
Great Smok ey, engaged the Th o li a n s dur
ing the D ra c o nis IX Peri m e ter A ct io n 
(2371 ); U.S.S. M a te w an, l ost during a n 
i nterdiction operatio n a l o ng Ro mu lan b o r
der; U.S.S. Sutter , lost d uring rou t ine 
patro l of the C a rdassi a n D e mil i tarized 
Zone (2370) . A l so in serv i ce: U.S.S. 
Shenandoah, U.S.S. W anderer. 

--
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5 0VERE/6N- [ LA55 5 TARSHIP 

(LASS AND TYPE: SOVEREIGN-CLASS HEAVY EXPLORER 

COMMISSIONING DATE: 2370 
HULL CHARACTERISTICS 

SIZE: 9 {732 M LONG, 24 DECKS) 

RESISTANCE: 5 
STRUCTURAL POINTS: 180 

OPERATIONS CHARACTERISTICS 

(REW/PASSENGERS/EVAC 1,000/5,000/11,000 

[7 PWR/ROUND] 

COMPUTERS: 7 

[7 PWR/ROUND] 

TRANSPORTERS: 6 PERSONNEL, 8 CARGO, 6 EMERGENCY 

[1 0 PWR/ROUND] 

TRACTOR BEAMS: 1 AV, 1 FD, 1 FV 

(2/RATING USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 7.0/9.6/9.9 (12 HOURS) 

(2/WARP FACTOR] 

IMPULSE SYSTEM: .75c/.95c 

(7 /9 PWR/ROUND] 

POWER: 210 

SENSOR SYSTEMS 

LONG-RANGE SENSORS: + 2/17 liGHT-YEARS 

( 6 PWR/ROUND] 

lATERAL SENSORS: t 2/2 liGHT-YEARS 

( 4 PWR/ROUIID] 

NAVIGATIONAL SENSORS: + 2 

(5 PWR/ROUND] 

SENSORS SKILL: 5 

WEAPONS SYSTEMS 

TYPE X PHASER 

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

ARC ALL (720 DEGREES) 

ACCURACY: 4/5/7/1 0 

DAMAGE: 20 

POWER: (20] 

T YPf II PHOTON TORPEOOES 

NUMBER: 150 

lAUNCHERS: 1 AD, 1 FV, 1 AFT IN SAUCER 

SPREAD: 10 

ARC FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 15/300,000/1,000,000/3,500,000 

AccuRACY: 4/5/7/1 0 

DAMAGE: 20 
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POWER: (5] 

WEAPONS SKILL: 5 

MARK 1/ QUAl/TWA TORPEOOES 

NUMBER: 100 

lAUNCHERS: 1 AD, 1 FV, 1 AFT IN SAUCER 

SPREAD: 10 

ARC FORWARD OR AFT, BUT ARE SELF-GUIDED 

RANGE: 20/350,000/1,250,000/4,000,000 

AccuRACY: 4/5/7/1 0 

DAMAGE: 25 

POWER: [6] 

WEAPONS SKILL: 5 

DEFENSIVE SYSTEMS 

STARFLEET DEFLECTOR SHIELD 

PROTECTION: 65/85 

POWER: (65] 

FLEET DATA: The U.S.S. Ente rprise NCC-1 70 1-E 
represents the pinnacle of sta rship const ru c 
ti o n , incorpo ra t ing n ew advan ces in p h asers, 
d e fl ecto r shie lds a nd st ru c tura l geome try . 
Pursuan t to Sta rfleet Ex pl o rat io n Direc tiv e 
1023.3, the new Sov ereign cl ass pro vides a 
m obile platform for a w ide range of o n -going 
miss io n pro fil es. Sta rflee t d es ig nates the ships 
of this cl ass as Heav y Ex plorers, designed to 
o p e rate w ithout sta rbase su p p o rt for exte nded 
p e ri o d s. A ltho ug h its primary missio n re m a ins 
one o f exploration a nd peace, m a n y o f th e 
advances incorpo rated into the ship's d es ig n 
result f rom Sta rfle et's ex p erienc es w ith the 
Borg . In the c urre nt inte rga lacti c clima te, th e 
Ente rp rise-£, and o ther ships o f i ts c lass, must 
be prepa red to h a ndle a ny situation . 

After the Ba t t l e o f W o l f 359, in w hi ch the 
Bo rg d estroyed 39 starshi ps, the Office of 
Stra tegic Ope ra tio ns, in con junc ti o n w ith the 
Off i ce of Flee t D e ploy m e n t a nd the Starflee t 
Corps o f Eng inee rs, advoca ted a n ew 
a pproach to starship c on struc tion . The task 
force assemble d to re build the f leet foc u sed 
o n improved technolog ies in response to th e 
Borg threat, resul t ing in unconvention a l sta r
ship d esig ns. Incorpo rating th e stra tegi c a nd 
tactica l recomme nda tions fro m the O ffice of 
Stra tegi c Operations, the Theoreti ca l 



Propulsion Group, Tactical Operations G ro u p 
and Spaceframe Design w orking g roups of 
Starfleet R&D developed the pulse phaser, the 
quantum torpedo, ab lative hull plates a n d 
n ew spacefra m e structures. Starfleet's 
A dva n ced Sta rship Design Bureau (ASDB) 
c ombined t hese advan cem ents into several 
n ew sta rship c lasses, suc h as the Steamrunner, 
Saber, and Intrepid-class vessels. In 23 68, 
w hil e projects li ke the D efiant D evelopmen t 
Project continued apace, the Federation 
Counc il, in consu lta tio n wi th Starfl eet's Joint 
C hiefs, authori zed the establishment o f the 
Sovereign C lass D e velopment Project. 

This bo ld re thinking led to a new space
frame architecture, th e merging of the sau cer 
secti o n w i th the secondary hull into o n e 
seam l ess w ho le. This n o t only gave the ship a 
s leeker look, i t had the b enefit of lowe ri ng the 
vessel 's e levation, thus eliminating the vu lner
ab le sau cer pylon. While other, more recent 
starship desig n s h ave pulled the warp nacell es 
closer into the body of the sh ip (see t he 
Defiant-, Steamrunner- and Saber-class ves
sels as examples), the desig ners working o n 
the Sovereign cl ass d ec ided to employ the 
m ore trad itiona l configuration. A Sovereig n
c lass shif h as 24 decks, and measures a tota l 
length o 2248 feet. 

The U.S.S. Sovere ign (NCC 1 7454) was 
launched from the San Francisco sh ipyards in 
23 70 as a test b e d for many of these new tech
n o logies. After a year-long shakedown c ruise, 
Starfleet Command deemed the project a su c
cess, and co n struct io n b egan in earnest o n 
additio n a l ships. W ith the destruc tion o f the 
U.S.S. Enterprise-a in 237 1, the next ship off 
the product io n line was designated the " -E," to 
continue that v e n e rab le line of vessels. Ye t 
even this sh ip would see improvements o n the 
o rig ina l desig n, incorporating m od if i cations 
deve loped as a result o f experie n ces w ith the 
Sovereign. The U.S.S. En terprise-E, launched 
in 2372 (sta rdate 49027.9) would be only the 
second sh ip in this line, taking its place as the 
most advan ced ship in the f l eet. 

N OTEWORTHY VESSELS/SERVICE RECORDS/ENCOUN
T ERS: U.S.S. Sovereign , prototype; U.S.S. 
Enterprise-E. 

CAPTAIN'S YACHT 

(LASS AND TYPE: CAPTAIN'S YACHT, TYPE IX 
HULL CHARACTERISTICS 

SIZE: 2 (18 METERS LONG, 1 DECK) 

RESISTANCE: 2 
STRUCTURAL POINTS: 40 

OPERATIONS CHARACTERISTICS 

(REW/ PASSEIIGERS: 3/ 12 

[3 PWR/RND] 

COMPUTERS: 1 
[1 PWR/RND] 

TRANSPORTERS: 1 PERSONIIEL 
[1 PWR/RND] 

TRAG OR BEAMS: 1 AFT 
(2/RATJHG USED] 

PROPULSION AND POWER CHARACTERISTICS 

WARP SYSTEM: 1.2/ 2.0/ 3.0 ( 12 HOURS) 
(2/WARP FAGOR] 

IMPULSE SYSTEM: .65cf_8 5C 
(6/8 PWR/RHD] 

POWER: 95 

SENSOR SYSTEMS 

lONG-RANGE SENSORS: +0/ 5 LIGHT-YEARS 
(6 PWR/RND] 

lATERAL SENSORS: +0/1 LIGHT-YEARS 
( 4 PWR/RND] 

NAYIGATIOilAL SEilSORS: + 1 

(5 PWR/RHD] 

SENSORS SKILL: 3 

WEAPONS SYSTEMS 

TYPE V PHASER 

RAIIGE: 1 0/30,000/ 1 00,000/ 300,000 

ARC: ALL (720 DEGREES) 

ACCURACY: 4/5/7/1 0 

DAMAGE: 10 

POWER: [1 0] 

WEAPONS SKILL: 3 

DEFENSIVE SYSTEMS 

STARFLEET DfflWOR SHIELD 

PROTEGION: 30/40 

POWER: [30] 

DESCRIPTION AND NOTES 

fLEET DATA: A special ized aux i liary c raft carried 
by t h e U.S.S. Enterprise-E, the Capta in's Yacht 
is des ig n ed to convey diplomatic personnel 
o n missi o ns w h e re t h e use of tra n sporte rs is 
undesired. The Captain's Yach t provides fac il i 
t i es for diplomati c p e rsonne l to wor k and 
s leep during protra c te d n egotia ti o n s. The 
a rri va l of this craft lends a n air of prestige and 
importance to diplomatic a ffa i rs. The c raft 
stows a t the center ventra l side of the main 
sa u cer section, and i s stored in a special bay 
when no t in u se. Th e cra ft i s n orma l ly piloted 
by a c rew of two, supplemented by service 
personne l and diplomatic attaches. Th e 
Capta in 's Yach t is capab l e of susta ined 
su b l ight ve lo c ities of .65c, and can su stain 
warp 2. 

The in terior conta ins a fli g h t deck, two 
stateroom s, f light crew bunks, ga lley and 
e n gin eering access. The c raft is sometimes 
used as the site of n e gotiati ons, providing neu
t ra l g ro und for disputing factions to settle the ir 
d ifferen ces, o r conveying the import a n ce of 
t h e proceedings to the Federation; captains 
and ambassadors f ind it useful to hold dip lo
m at i c functions on board. 

---
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P art of the fun of role playing is interacting w ith 
your favorite fictional characters. In your games, 
you might run into Commander Riker on Ri sa, 

attend a diplomatic function with C aptain Picard, or 
rescue the crew of the Enterprise-D f rom a n unusual 
astronomica l phenomenon. You might e ven set y our 
series on the Enterprise-D, with y our characte rs se rv
ing alongside the likes of Commander Riker, 
Lieutenant Commande r La Forge and Re ginald 
Ba rclay. 

CAPTAIN ] EAN-LUC P ICARD 

Captain of the U.S.S. Enterprise- D. Born in 
Labarre, Fra nce in 2305 Picard entered Sta rfleet 
A c ademy at age 18. Rather rec kless in his y ounger 
days, shortl y a fte r his g ra dua ti o n in 2327 Pica rd su f
fe re d severe injuries in a f ig ht w ith three N a u si caa n s, 
and required a ca rd i ac replacem e nt. His first com
m an d ca m e w h e n t h e c apta in of the U.S .S . S ta rgazer 
was kille d in actio n and Picard to ok comma nd o f the 
ship. In 2363, Pica rd a ssume d comma nd o f the U.S.S. 
Ente rp rise-D. While capta in of th e Enterprise-D, h e 
c a m e under scrutiny fo r numerous acti o n s inc luding 
sev e ra l v i o la tions of the Prime Directive, thoug h h e 
a l so saved the Federa tio n o n nume rous occasio n s 
( including re p e lling severa l a ttack s b y th e Borg 
Collective) . Picard' s h o bbies inc lude arc h eo logy a nd 
musi c. 

ATTRIBUTES 

FITNESS: 4 
VITAliTY -1 

COORDINATION: 3 
INTEllECT: 4 

PERCEPTION + 1 
LOGIC + I 

PRESENCE: 5 
WillPOWER +I 

Psi: 0 

SKILLS 

AOMitiiSTRATION (LOGISTICS) 4 (5) 
(STARSHIP} (6} 

ANIMAl HANDliNG (HORSE} 1 (4} 
ARTISTIC EXPRESSION (RESSIKAN FlUTE} 1 (5} 
ATHlETICS (FENCING} 3 (4} 

(RUNNitiG} (4} 

• .. 
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CoMMAND (STARSHIP) 5 (6) 
COMPUTER (RESEARCH) 3 (4) 
CULTURE (BORG) 4 (5) 

(HUMAN) (6) 
(KLINGotl) (5) 

DODGE 4 
DISGUISE (ROMULAN) 3 (4) 
ENERGY WEAPotl (PHASER) 2 (5) 
ESPIONAGE (hiTELLIGENCE TECHNIQUES) 1 (3) 
GAMING (POKER) 2 (3) 
HISTORY (HUMAII) 4 (5) 

(FEDERATION) (5) 

lANGUAGE 

FEDERATIOfl STAIIDARD 4 
FRENCH 3 
KLINGON 2 

LAw (FEDERATION) 4 (5) 
(KLINGON) (4) 

(STARFLEET REGULATIONS) ( 6) 
PERSONAL EQUIPMENT (TRICORDER) 3 (4) 

(ENVIRONMEtiT Sun) (5) 

PLANETARY SCIENCES (GEOLOGY) 1 (3) 
PLANETARY TACTICS (SMALL-Utm) 3 (4) 
PLANETSIDE SURVIVAL (DESERT) 2 (3) 
SOCIAL SCIENCES (ANTHROPOLOGY) 1 (4) 

(ARCHEOLOGY) (5) 
SEARCH 3 
STEALTH 3 
SHIPBOARD SYSTEMS (FLIGHT CONTROL) 4 (5) 

(COMMAND) (6) 

SPACE SCIENCE (ASTROGATION) 3 (4) 
(AsTRONOMY) (6) 

(STELLAR CARTOGRAPHY) (5) 
STARSHIP TACTICS (STARFLEET) 5 (6) 

(BORG) (6) 

STRATEGIC OPERATIONS (FEDERATION) 4 (6) 
( KLINGON) (5) 
( ROMULAN (5) 

SYSTEMS ENGINEERING (COMMAND) 4 (5) 

VEHICLE OPERATION (SHUTILECRAFT) 1 (4) 
WORLD KNOWLEDGE (EARTH) 4 (6) 

ADVANTAGES/DISADVANTAGES 

BOLD+ 1 
DEPARTMENT HEAD (EXECUTIVE OFFICER) 

MEDICAL REMEDY (2 PTS) (ARTIFICIAL HEART) 

PHYSICAL IMPAIRMENT (2 PTS.) (HEART) 

PROMOTION (UPTAIN) 

VENGEFUL (BORG) 

(OURAGE:4 

RENOWN: 71 AGGRESSION: -12 DISCIPLINE: 16 
INITIATIVE: 14 OPENNESS: 14 SKILL: 15 
WoUND LEVELS: 3/3/3/3/3/3/0 

TliE P R I CE OF fREE D OM 

COMMANDER WILLIAM T. RIKER 

Executive Officer of the U.S.S. Enterprise-D. Born 
in Alaska, he graduated eighth in hi s class at Starfleet 
Academy. He was first assigned to the U.S.S. Pegasus, 
w here he helped his captain escape a mutiny attempt 
resulting in the death of the c rew and th e destruction 
of the ship. In 2361, during the evacuation of Nervala 
IV, a freak transporter accident created a duplicate of 
Riker,who was marooned on the p lanet for e ight 
years. Riker joined the crew of the Enterprise-0 in 
2364, as second in command. He became the first 
Starfleet officer to serve on board a Klingon vessel 
w hen, in 2365, he served as First Officer under the 
Officer Exchange Program. Happy with his position 
on the Enterprise, Riker refused severa l promotions to 
captain of his own ship. He enjoys cooking and play
ing j azz trombone. 

ATTRIBUTES 

FITNESS: 4 
VITALITY+ 1 

COORDINATION: 4 
REACTION + 1 

hiTELLECT: 4 
PRESENCE: 4 

WILLPOWER + 2 
PSI: 0 

SKILLS 

ADMINISTRATION (LOGISTICS) 3 (4) 
(STARSHIP) (5) 

ARTISTIC EXPRESSION (COOKING) 1 (4) 
(TROMBOIIE) (5) 

ATHLETICS (LIFTING) 3 (4) 
(AIIBO-JYUTSU) (5) 

COMIAAIID (COMBAT LEADERSHIP) 4 ( 5) 
(STARSHtP) (5) 

COMPUTER (RESEARCH) 3 (4) 
CULTURE (HUMAN) 2 (4) 
DIPLOMACY (INTERGALACTIC AfFAIRS) 3 ( 4) 
DODGE 4 
ENERGY WEAPON (PHASER) 2 (5) 
GAMING (POKER) 3 ( 5) 
HISTORY (HUMAN) 2 (4) 

(FEDERATION) ( 4) 
lANGUAGE 
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FEDERATIOfl STANDARD 4 
lAW (KLIIlGON MILITARY REGULATIONS) 3 (4) 

(STARFLEET REGULATIONS) ( 4) 
PERSONAL EQUIPMENT (TRICORDER) 3 (4) 
PLANETSIOE SURVIVAL (MOUNTAIN) 1 (4) 
SHIPBOARD SYSTEMS (FLIGHT CONTROL) 3 (4) 

(COMMAND) (5) 

SPACE SCIEilCE (ASTRONOMY) 4 (5) 

STARSHIP TACTICS (PLAtiETARY SUPPORT) 3 (4) 
(STARFLEET) (5) 

(THOLIAtl) (4) 
SYSTEMS ENGINEERIUG (COMMAND) 3 (4) 
VEHICLE OPERATION (SHUTILECRAFT) 3 (4) 
WORLD KNOWLEDGE (EARTH) 4 (5) 

ADVANTAGES/DISADVANTAGES 

BOLD+l 

(OMMEtlOATION (X5) 

DEPARTMENT HEAD (FLIGHT CONTROL) 

hmOVATIVE 

PROMOTION ( (OMMAilOER) 

COURAGE: 4 
RENOWN: 6 0 AGGRESSION: -10 DISCIPL/1/E: 13 
INITIATIVE: 14 OPEN/lESS: 12 SKILl: 11 
WOUND LEVELS: 5/ 5/5/5/ 5/5/0 

COMMANDER DEANNA TROI 

Ship 's Counselor about th e U.S.S. Enterprise-D. 
Born o n Betazed, to ambassador Lwaxa n a Tro i a nd 
Jan Andrew T ro i , she is on l y h a l f Betazed a nd an 
em path (rath er than a fu II te l epath ) . After studyi ng 
psycho logy at the Univers ity of Betazed, she joined 
Starfl eet. While a psycho logy student, sh e became 
romanti ca lly invo lv ed w ith W illia m T. R i ker, but the 
re l ati onship e nded w h e n Riker 's career p l a n s inte r
fered. In additi o n t o her duties as ship' s coun selor, 
Troi frequ entl y u ses h er powe rful empathic ab ilities to 
assi st in numerous mi ss i ons, su ch as when the 
Enterprise makes c ontact w ith n ew ly d i scovered I i fe
fo rms or oth e r ships. Deep ly ca rin g and 
compassiona te, she takes h er job as sh ip's counse lor 
very seriously . Sh e e njoys v igo ro u s exercise and fine 
chocol ate . 

ATTRIBUTES 

FITNESS: 3 
(OORDitlATION: 3 
INTELLECT: 3 

PERCEPTIOfl +2 

PRESENCE: 3 
EMPATHY+ l 

Ps1: 4 
Focus + l 
RANGE +2 

SKILLS 

ADMINISTRATION (STARSHIP PERSONNEL) 2 (5) 

ATHLETICS (CLIMBING) 2 (3) 
( HARM (IUFLUENCE) 3 (5) 

(OMMAND (STARSHIP) l (2) 

COMPUTER l ( 4) 
CULTURE (BETAZOIO) 4 (5) 

DIPLOMACY (BETAZED) 3 (4) 
(FEDERATION FRotHIER) ( 4) 

DODGE 3 
ENERGY WEAPON (PHASER) l (3) 
FIRST AID 3 
GAMitlG (POKER) 2 ( 4) 

HISTORY (BETAZOIO) 3 (6) 
(FEDERATION ) (4) 

lANGUAGE 

BETAZOID 3 
FEDERATION STANDARD 3 

lAW (STARFLEET REGULATIONS) l (4) 
MEDICAL SCIEflCE (PSYCHOLOGY) 2 (6) 
PERSONAL EQUIPMENT (TRICORDER) l (3) 
PERSUASION (COUNSELING) 4 (6) 
PLANETSIDE SURVIVAL (FOREST) l (2) 

PROJECTIVE TELEPATHY 2 

RECEPTIVE EMPATHY 5 
STARSHIP SYSTEMS (FLIGHT CONTROL) l (3) 

(SENSORS) (3) 
UNARMED (OMBAT (MOK'BARA) l (4) 

VEHICLE OPERATION (SHUTILECRAFT) l ( 4) 
WORLD KNOWLEDGE (BETAZED) l (5) 

ADVANTAGES/DISADVANTAGES 

MIXED SPECIES HERITAGE 

PROMOTION ((OMMAtlOER) 

DEPARTMENT HEAD ( (OUNSELOR) 

PACIFISM (HIPPOCRATIC OATH) 

COURAGE: 3 
RENOWN: 43 AGGRESSION: -10 DISCIPLINE: 5 
/1/ITIATIVE: 8 OPE/11/ESS: 13 SKill: 7 
WOUND LEVELS: 2/ 2/2/2/ 2/2/0 

APPr=NDIX 1 
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LIEUTENANT WDRF 

Chie f o f security a board the U.S.S. Ente rprise-D. 
Lt. Worf i s the first Klingon to serve in Sta rfl eet. Born 
in 2 3 40, his famil y die d in a Romula n attack on the 
Khitomer outpost in w hen Romulans a ttacked the 
Khitomer outpost in 2346. Sergey Ro zhe nko, a c rew 
member on the Fed e ra tio n ship w hich responded to 
Khitomer's distress s ignal, re scued the young Klingon. 
The Rozhe nkos ad o pted Worf and ra ised him on 
Gault, then Earth. A s a Klingon raised a m o ng humans, 
W orf is very co nsc ious of hi s dual heri tage. He con
s iders himself both a Starfleet office r a nd a Klingon 
W arrior. Howeve r, w hen the Klingon Hig h Council 
posthumousl y bra nde d his father a tra itor, Worf's feel 
ings tow ard the Kling on Empire became st ra ined. Like 
most Klingo n s h e love s b a ttle and enjoys s imulated 
combat in the h o l o d eck. How eve r, while o n duty he 
keep s care ful re ig n o n hi s v iolent nature. 

ATTRIBUTES 

FITII ESS: 5 
STREIIGTH + 1 
VITALITY +2 

(OORDitiATIOII: 4 
REAGIOII +1 

hiTELLECT: 3 
PRESENCE: 4 

WiLLPOWER + 1 
Ps1: 0 

SKILLS 

ATHLETICS ((LIMBitiG) 1 (3) 
ARTISTIC EXPRESSIOtl (KutiGOtl OPERA) 1 (4) 
COMPUTER (RESEARCH) 3 (4) 
CULTURE (HUIAAII) 1 (4) 

(KLINGOII) (5) 
DODGE 4 
ENERGY WEAPOIIS (PHASER) 2 (5) 
GAMitiG (POKER) 2 (4) 
HISTORY (FEDERATIOII) 2 (4) 

(HUMAII) (4) 
(KutiGOII) (5) 

lAIIGUAGE 

FEDERATIOII STAtiDARD 4 
KLINGOII 5 

lAW (KutiGOII) 1 (3) 

TH E PR I CE O F fR EE D OM 

(STARFLEET REGULATIOIIS) ( 4) 
PERSOtiAL EQUIPMENT (TRICORDER) 1 (5) 
PLANETARY SCIENCE (GEOLOGY) 1 (3) 
PLANETSIDE SURIVAL (DESERT) 1 (2) 
PRIMATIVE (OMBAT (BAi'LETH) 4 (6) 

(D'K TAGH) (5) 
(MEK'LETH) (5) 

SECURITY (SECURITY SYSTEMS) 5 (6) 

SHIPBOARD SYSTEMS (FLIGHT (OfiTROL) 3 (3) 
(SEIISORS) (5) 
(TAGICAL) ( 6) 

SPACE SCIEfiCE (STELLAR CARTOGRAPHY) 1 (3) 
SYSTEMS EtiGINEERIIIG (SECURITY SYSTEMS) 1 (5) 
UIIARMED (OMBAT (MOK'BARA) 3 (6) 

(STARFLEET MARTIAL ARTS) (5) 
VEHICLE 0PERATI0fl (SHUTTLECRAFT) 1 ( 4) 
WORLD KIIOWLEDGE (EARTH) 3 (4) 

ADVANTAGES/DISADVANTAGES 

BoLD+ 1 
(ODE OF HONOR (KutiGOtl) 

(ODE OF HONOR (STARFLEET) 

DEPARTMEIIT HEAD (SECURITY) 

HIDE EMOTIOfiS 

PROMOTIOfl (LT. (MDR. ) 

TOUGHIIESS 

COURAGE: 4 
RENOWN: 36 AGGRESS/011: 8 
INITIATIVE: 6 OPEN/lESS: 5 
WOUND LEVELS: 8/8/8/8/8/8/0 

DISCIPLINE: 10 
SKILL: 7 

LIEUTENANT COMMANDER 6EORDI LA FORGE 

C hie f Enginee r aboard the U. S.S. Enterprise-D. 
B o rn b lind, La Forge wears a prosthetic VI SOR w hic h 
a llows him to percei· EM ra dia tio n fro m radio waves 
to Gamma rays in a c u itio n to v is ible lig ht. O rig ina lly 
assig n e d to the Enterprise-D as fli g ht controll er in 
2364, a t the re quest of Capta in Pic ard, h e was p ro 
m o ted to full li eute n a nt a nd assig n e d as chief 
e n g ineer the following year. An expert en g ineer, La 
Forge c onstant l y seek s to impro ve th e p e rforma n ce o f 
th e Enterprise's e n g ines a nd engages in info rmal 
e n g ine e ffi c iency c ompe ti t ions w ith the c h i e f e n g i 
neers on other starships. Because his p a re nts traveled 
so muc h w hen he was a c hild, La Forg e h as a k nack 
for languages. 
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ATTRIBUTES 

FmlEss:3 

COOROIUATIOil: 3 

I UTELLECT: 5 
PERCEPTIOU + 1 

PRESEilCE: 2 
WILLPOWER + 1 

Pst 0 

SKILLS 

ADMINISTRATION (LOGISTICS) 1 (3) 

(STARFLEET) (4) 

ATHLETICS {JUMPIUG) 2 (3) 

COMPUTER (MODELIUG) 4 (5) 

CULTURE (HUMAU) 2 (3) 

DODGE 3 

EllERGY WEAPOU (PHASER) 1 (3) 

GAMIUG (POKER) 2 ( 4) 
HISTO RY (FEDERATION) 2 ( 4) 

(HUMAU) (4) 

lANGUAGE 

FEDERATIOil STANDARD 4 
lAW (STARFLEET REGULATIOUS) 1 (4) 

PERSOUAL EOUIPMEilT (TRICORDER) 1 (5) 

PHYSICAL SCIENCE (PHYSICS) 4 (5) 
PLAUETSIDE SURVIVAL (0CEAU) 1 (3) 

PROPULSIOU EtlGIUEERIIlG (FUSIOil) 4 (5) 
(WARP DRIVE) (6) 

SHIPBOARD SYSTEMS (EIIGINEERING) 4 (5) 
(FLIGHT CONTROL) (4) 
(SEUSDRS) (5) 

SPACE SCIENCE (SUBSPACE FIELD DYUAMICS) 1 ( 4) 
SYSTEIAS EUGIUEERIUG (COMPUTER) 4 (5) 

(DIAGIWSTIC) (5) 

(EUGIUEERING) (6) 

( EllVIR OUMENTAL) ( 5) 
TH EORETICAL ENGINEERING (TRAUSPORTER THEORY) 3 (4) 

(WARP THEORY) (5) 
VEHICLE 0PERATIOU (SHUTTLECRAFT) 1 ( 4) 
WO RLD KUOWLEDGE (EARTH) 3 (4) 

ADVANTAGES/DISADVANTAGES 

ALLY (SILVA AUD EDWARD LA FORGE) 

CHRONIC PAm 

DEPARTMEUT HEAD (EUGIIlEERING) 

lAUGUAGE ABILITY 

MEDICAL REJAEDY (VISOR) 

PHYSICALIMPAIRMEIIT (8Ut10) 

PROMOTION (LT. CMDR.) 

COURAGE: 2 
RENOWN: 29 AGGRESSI0/1: ·6 
{1//T/ATIV£: 7 DP£111/ESS: 5 
WOUND LEVELS: 3/3/3/3/3/3/0 

DISOPl/11£: 5 
SKILL: 6 

A P PEND I X 1 

LIEUTENANT COMMANDER D ATA 

Operations m anager abroad th e U.S.S. Enterprise-
D. Data is a sentient android built in 2335 by the 
bri lliant and eccentric sc ienti st Noonian Soong; he 
was the second of Soong's c reations to bec ome fu lly 
fu n c tiona l, after hi s "brother" Lore . Built using an 
exper imenta l positronic brain, Data ca n perform 
computations at lightning speed, and h as a large 
amount of data on many subject's stored in his mem
ory banks. Data i s th e first sentient machine to be 
a llowed to join Starfleet a nd the fina l decision regard
ing his rights as a sentient being were not decided 
until 2365. Data is stronger, faster and more durable 
than almost any organic humanoid; howeve r, h e pos
sesses a limi ted understanding of humanoid 
psychology. He constan tl y seeks to better compre
h end human phe nomena like art and humor. H e h as 
a pet cat, n a m ed Spot, and pl ays the vio lin . 

ATTRIBUTES 

FmlESS: 6 
STREilGTH + 1 
VITALITY + 1 

COORDIUATIOII: 6 
DEXTERITY +2 

IIHELLECT: 6 
LOGIC +2 
PE RCEPTIOII + 2 

PRESEIICE: 3 

EMPATHY ·2 
WILLPOWER + 2 

Ps1: 0 

SKILLS* 

DATA POSSESSES VAST AIAOUIHS OF KIWWLEDGE ON A VARIETY OF SUBJECTS. WHILE 
IIOT Ill FALLIBLE, IT IS IIOT POSSIBLE TO LIST ALL THE SKILLS DATA CAll PERFORM. 

ADMIIHSTRATIOII (STARSHIP ADMIIIISTRATIOII) 4 (5) 

ARTISTIC EX PRESSIOU (COMEDY) 1 ( 2) 
(DAUCE) (3) 

(PAIIITitiG) (4) 
(VIOLitt) (5) 

COMMAND (STARSHIP (OMMAUD) 1 (2) 
COMPUTER (ALL SPECIALIZATIOUS) 5 ( 6) 

CULTURE (HUMAtl) 6 (6) 

DIPLOMACY (hHERGALAaJC AFFAIRS) 1 (2) 
DODGE 5 
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ENERGY WEAPOII (PHASER) 5 (6) 
ESPIONAGE (CRYPTOGRAPHY) 5 (6) 

GAMING (POKER) 4 (5) 
HISTORY (FEDERATION) 4 (5) 
lAW (STARFLEET REGULATIOIIS) 3 (5) 
LIFE SCIENCES (All SPECIALIZATIONS) 5 ( 6) 
MATERIAL ENGIIIEERIHG (METALLURGICAL) 4 (5) 
PERSOIIAL EQUIP/WIT (TRICORDER) 4 (5) 
PHYSICAL SCIENCES (ALL SPECIALIZATIONS) 5 (6) 

PLANETARY SCIENCES (ALL SPECIALIZATIONS) 5 (6) 
PLAIIETARY TACTICS (SMALL Utlll) 4 (5) 
PLANETSIOE SURVIVAL (ALL SPECIALIZATIONS) 4 (5) 
PROPULSION EtiGIIIEERING (WARP DRIVE) 4 (5) 

SEARCH 3 
SECURITY (SECURITY SYSTEMS) 3 ( 4) 
SHIPBOARD SYSTEMS (OPERATIONS MANAGEMENT) 4 (5) 
SOCIAL SCIENCES (ALL SPECIALIZATIONS) 4 (5) 

SPACE SCIENCES (ALL SPECIALIZATIOIIS) 5 (6) 

STARSHIP TACTICS (FEDERATION) 4 (5) 
STRATEGIC OPERATIONS (INVASION STRATEGIES) 4 (5) 
SYSTEMS ENGINEERIIIG (COMPUTER) 4 (5) 
VEH ICLE 0PERATIOII (SHUTTLECRAFT) 4 (5) 
WORLD KtiOWLEDGE (EARTH ) 4 (5) 
*To A LARGE EXTEIIT, THE SKILLS ABOVE REPRESEIIT DATA'S FAGUAL KIIOWLEDGE 011 
A SUBJEG. WHILE HE UIIOERSTAIIOS THE PRIIICIPLES UNDERPI/I/11/IG A DIPLOMATIC 
IIEGOTIATIOII, FOR EXAMPLE, HE DOES /lOT UNDERSTAND THE SUBTLE /IUA/ICES OF 
AGUALLY COIIOUCTING A NEGOTIATI0/1. SIMILARLY, WHILE HE GRASPS THE ACA DEMICS 
Of PLAYING POKER- WHEN TO BLUFF, THE PROBABILITIES Of DRAWIIIG A FULL 
HOUSE- THIS DOES /lOT MAKE HIM Atl EXPERT POKER PLAYER. 

ADVANTAGES/ DISADVANTAGES 

EIDETIC MEMORY 

EXCELLEIIT HEARIIIG 

EXCELLEIIT SIGHT 

HIDES EMOTIONS (DATA OOES !lOT HAVE ANY EMOTIONS TO HIDE) 

HIGH PAIN THRESHOLD (DATA FEELS 110 PAIN, AIID THUS DOES NOT SUFFER AllY 
PENALTI ES AS A RESULT Of IIIJU RY) 

MULTITASKIIIG 

PACIFISM (SELF-DEFENSE) 

PROMOTIOII (LT. CMDR.) 

RIVAL (LORE) 

SEIISE Of TIME 

COURAGE: 4 
RENOWN: 39 AGGRESSION: -J DISCIPL/11£: 8 
INITIATIVE: 7 OPEl/NESS: 8 SKILL: 9 
WOUND LEVELS: 7/7/7/7/7/ 7/0 

T I·I E PR I C E OF f R E E DO M 

D R. B EVERLY [ RUSHER 

C hief M edica l Office r o n b oard the U.S.S. 
Ente rprise-D. Born in 2324, she g radu a ted medical 
school in 2350 before j o ining Star f leet. In 2348, she 
married fel low Sta r fleet officer Jack C ru sher, and they 
h ad a son , Wesley Crusher, w h o m Dr. C rusher raises 
o n b oard the Enterprise-D. Jack C rushe r was killed in 
2354 and Dr. C ru sh e r jo ine d th e c rew of th e 
Ente rprise-D in 2364. Dr. C rush er' s d eta iled know l
e d ge of mode rn m ed ica l techniques, her 
compassionate b e d sid e m anner, he r d evotio n to heal
ing, and her know le dge o f herba li sm and primitive 
m ed ic ine al l c ombine to m ake h e r o ne o f the most 
highly regarded physicians in Sta rfleet. Her hobbies 
include d ance and th eater, and she directs an amateur 
theater company on board th e Enterprise-D. 

ATTRIBUTES 

FITNESS: 3 
COO RDINATIDII: 3 

DEXTERITY + l 
hiTELLEG: 4 
PRESENCE: 3 

WILLPOWER + l 
EMPATHY +2 

Ps1: 0 

SKILLS 

ADMINISTRATION (lOGISTICS) ] (4) 
ARTISTIC EXPRESSION (DAIICE) ] ( 4) 

(DIREGOR) (4) 
(SCRIPTWRITER) (3) 

COMPUTER (RESEARCH) 3 (5) 
CULTURE (HUMAN) 2 (4) 
DODGE 3 
EtiERGY WEAPON (PHASER) l (3) 
fiRST AID (EME RGE/I CY MEDICIIIE) 5 ( 6) 
GAMIIIG (POKER) 2 (3) 
HISTORY (fEDERATION) 2 (4) 

(HUMAN) (4) 
lAIIGUAGE 

fEDERATION STAIIOARD 4 
lAW (STARFLEET REGULATIONS) l ( 4) 
LIFE SCIHICE (BIOLOGY) 4 (5) 

(HERBALISM) (4) 
MEDICAL SCIENCE (PATHOLOGY) 5 (6) 

(SURGERY) (6) 



PERSOII AL EOUIPMEIIT (MEDICAL TRICOROER) 2 (5) 
PLANffiiDE SURVIVAL (JUNGLE) l (2) 
SHIPBOARD SYSTEMS (MEDICAL) 2 (5) 
UIIARMED COMBAT (MOK'BARA) l (3) 
VEHICLE OPERATION (SHUTILECRAFT) l (2) 
WORLD KNOWLEDGE (EARTH) l (2) 

ADVANTAGES/DISADVANTAGES 

(ODE OF HotlOR (HIPPOCRATIC OATH) 

DEPARTMENT HEAD (MEDICAL) 

DEPENTANT (WESLEY (RUSHER) 

PACIFISM (HIPPOCRATIC OATH) 

PATRON (DR. DALEN QUAICE) 

PROMOTIOII ( (MDR.) 

COURAGE: 3 
RENOWN: 50 AGGRESSION: -13 
{1/fflATIVE: 8 OPENNESS: 8 
WOUND LEVELS: 2/ 2/2/2/ 2/ 2/0 

MILES O'BRIEN 

DISCJPLINE: 9 
SKILL: 12 

C hief of transporter o p erat ions on board the U.S.S. 
Enterprise-D. Born i n Ire land, h e served o n the U.S.S. 
Rutledge during the war with the Cardassia n U nio n. 
As a reward for his b ravery in the evacu ation o f sev
era l surv ivors of the Setlik Ill massacre, h e was 
pro m o ted to Rutle dge tactica l officer. In the afterma th 
of the war, O'Bri e n d evelo p e d a deep hatred o f wa r 
and a noted disli ke of Cardass ians. H e tra n sferred to 
t h e Enterprise-a in 2364. A skilled e ng ineer, O'Brien's 
technica l experti se and skill a t innovation h as pro v es 
instrum en ta l in m ak ing emergency repairs to vita l 
ship 's system s. H e m arried Keiko Ishikawa o n board 
the U.S.S. Enterprise-a in 2367 and became the fath er 
of M o ll y O'Bri e n in 2368. O ' Brien e njoys kayak ing in 
the ship' s h o lodeck. 

ATTRIBUTES 

fiTitESS: 3 
(OOROIIIATION: 3 

REACTI ON + l 
INTELLECT: 4 
PRESEIICE: 2 

WiLLPOWER + l 
Pst: 0 

A I' I' C N D I X 1 

SKILLS 
ADMIIIISTRATIOII (lOGISITICS) 2 (3) 
ARTISTIC ExPRESSIOII ((ELLO) l (3) 
ATHLETICS (KAYAKIIIG) 2 (4) 

(RAOUETBALL) (3) 
COMPUTER (RESEARCH) l (4) 
(ULJURE (HUMAII) 2 (3) 
DODGE 3 
ENERGY WEAPON ( PHAS ER) l ( 4) 
HISTORY (FEDERATION) l (3) 

(HUMAN) (3) 
lANGUAGE 

FEDERATIOII STAIIDARD 3 
lAW (STARFLEET REGULATIOIIS) l (2) 
PERSONAL EQUIPMENT (TRICORDER) 3 (5) 
PHYSICAl SCIEIICE (MATHEMATICS) I (3) 
PLAIIETARY TACTICS (URDASSIAII) I (2) 
PLANffiiDE SURVIVAl (FOREST) l (4) 
SPACE SCIENCE (ASTROIIOMY) I (3) 
STARSHIP SYSTEMS (OPERATIOIIS MANAGEMEIIT) 3 (4) 

(TACTICAL) (3) 
(TRANSPORTER) (5) 

STEALTH 3 
SYSTEMS EttGINGEERIIIG (DIAGIIOSTICS) 4 (5) 

(TRANSPORTER) (5) 
THEORETICAl EHGINEERIIIG (TRANSPORTER THEORY) I (4) 
UNARMED COMBAT (BOXING) l (3) 
VEHICLE OPERATION (SHUTTLECRAFT) 3 ( 4) 
WORLD KNOWLEDGE (EARTH) I (3) 

ADVANTAGES/ DISADVANTAGES 
DEPENDANT (MOLLY O'BRIEN) 
ltiiiOVATIVE 
lttTOlERANT (URDASSIAIIS) 

PHOBIA (SPIDERS) 

COURAGE: 3 
RENOWN: 10 AGGRESSION: 0 
INITIATIVE: 2 OPEN/lESS: 2 
WOUND LEVELS: 3/ 3/ 3/ 3/ 3/ 3/ 0 

DISC/PUN£: 2 
SKIU: 4 

£NSI6N WESLEY [RUSHER 

C rusher first came o n b oard the Enterprise-0 at 
the age of 14. H i s b r il l i ant mind and deep inte rest in 
scien ce and tec hnology caused Captain Picard to p ro
mote him to a n acting e n sign in 2364, in recogn ition 
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of the boy's instrumental role in returning the ship to 
Federation space after a failed warp-drive experiment. 
Admitted to Starflee t Academy in 2367, after several 
prior attempts, and performed quite well. However, 
after participating in a prohibited flight maneuver 
while a member of Nova Squadron, and lying about 
it, he was required to repeat a year. In 2070, he 
resigned his commission to the Academy and settled 
among the Native American colonists on Dorvan V. 
Soon afterwards, Wesl ey joined an alien known as the 
Traveler, to learn that life-form's ability to manipulate 
space and time with thought. 

ATTRIBUTES 

FITNESS: 2 
COORDitiATION: 3 
INTELLECT: 5 

PERCEPTION +] 

LOGIC+ l 
PRESENCE: l 

WILLPOWER + l 
Pst 0 

SKILLS 

AOMifUSTRATIOtl (STARFLEET) l (2) 
ATHLETICS (RUtltiiNG) 2 (3) 

COMPUTER (PROGRAMMING) 3 (4) 
CULTURE (HU!Mtl) 2 (3) 
ENERGY WEAPONS ( PHASER) l ( l ) 
HISTORY (FEDERATION) l (3) 

(HUMAN) (3) 

lANGUAGE 

FEDERATIOtl STAtiDARD 3 
lAW (STARFLEET REGULATIOIIS) l (4) 
PERSONAL EQUIPMENT (TRICORDER) ] (2) 

PHYSICAL SCIEIICES (MATHEMATICS) 3 (5) 
PLAtiETARY SCIEIICE ( PLAtiETOLOGY) ] (2) 

SHIPBOARD SYSTEMS (COMMAND) ] (4) 

(FLIGHT CONTROL) (2) 
(SENSORS) (3) 

SPACE SCIENCE (ASTRONOMY) 2 ( 4) 
THEORETICAL EIIGINEERING (WARP FIELD THEORY) 3 (4) 
VEHICLE OPERATION (SHUTTLECRAFT) l (2) 
WORLD KtiOWLEDGE (EARTH) l ( 2) 

ADVANTAGES/DISADVANTAGES 

INNOVATIVE 

PATROl! (JEAN-LUC PICARD) 

COURAGE: 2 
RENOWN: 8 AGGKESS/011: 0 
INITIATIVE: 4 OPENNESS: 0 
WOUND LEVELS: 2/2/2/2/2/2/0 
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DISCIPliNE: 2 
SKILL: 3 

LIEUTENANT REli/NALD BARCLAY 

Systems diagnostic engineer on board the U.S.S. 
Enterprise-D. Barclay is one of Lt. Cmdr. La Forge's 
primary assistants. Although a talented engineer, he 
has had numerous personal problems since he was 
assigne d to the Enterprise in 2366. He recovered from 
his problem with holodiction shortly after joining the 
Enterprise, but in 2367 he was forced to deal with his 
transporter phobia when he helped discover e nergy 
microbes actually living in the transporter beam. A 
hypochondriac, Barclay has th e dubious distinction of 
having a disease named after him, Barclay's 
Protomorphosis Syndrome. 

ATTRIBUTES 

FITNESS: 2 
COORDitiATION: 2 
INTELLECT: 4 

LOGIC +l 
PRESEtiCE: l 

WILLPOWER +] 

Pst 0 

SKILLS 

ATHLETICS (RUNNING) 2 (3) 
COMPUTER (MODELING) 3 (4) 

(PROGRAMMING) ( 4) 
CULTURE (HUMAN) 2 (3) 

DooGE 2 
EIIERGY WEAPON (PHASER) l (3) 

HISTORY (FEDERATIOtl) l (2) 
(HUMAII) (2) 

lANGUAGE 

FEDERATION STANDARD 3 
lAW (STARFLEET REGULATIOIIS) l (2) 
MATERIAL ENGitiEERING (STRUCTURAL) ] (3) 

MEDICAL SCIENCE (DIAGNOSIS) l (4) 
PERSOIIAL EQUIPMENT (TRICORDER) ] ( 4) 
PHYSICAL SCIEtlCE (MATHEMATICS) 2 ( 4) 

(PHYSICS) (4) 

PLANETSIDE SURIVIVAL (OCEAN) l (2) 
PROPULSIOII EttGINEERitiG (WARP DRIVE) l (3) 
SHIPBOARD SYSTEMS (ENGINEERING) 2 (4) 

(SENSORS) (3) 
SYSTEMS ENGitiEERING (COMPUTER) 2 (4) 



(DIAGIIOSTJC) (5) 

VEHICLE OPE RATIONS (SHUTILEC RA FT) 1 (2) 
WORLD KIIOWLEDGE (EARTH) 1 (2) 

ADVANTAGES/DISADVANTAGES 

HYPOCHOIIORIA 

COURAGE: 2 
RENOWN: 9 AGGRESSION: 0 DISCIPLIIIE: 0 
/11/TIAT/VE: 3 OPENNESS: 3 SKill: 3 
WOUND LEVELS: 2/2/2/2/2/2/0 

LIEUTENANT Ro LAREN 

A Bajoran c i t i zen , sh e j o ined Starfleet during th e 
Cardass ian o c cupation o f h e r nat i ve world. A lways a 
troublemake r, she rece ived numerous reprima nds, 
eventua lly being courmartialed and imprisoned on 
Ja ros II after disobey ing o rde rs during a mission in 
w hi c h eight c rew m e mbers lost th e ir lives. Sh e 
received a p ardon in 2368 afte r she agreed to part ic i 
pate in a covert miss io n for the Federa tion. Sh e was 
subsequently assig ned to th e Ente rprise-D. Afte r serv
ing well there fo r severa l yea rs, sh e traine d a t 
Sta rfl eet's Advanced Tact ica l T ra ining School, and was 
promoted to Lie ute nant. A d e eply patriotic Baj o ra n, 
sh e le ft Sta rfl eet and joined the Maquis rebe ls sh ortl y 
a f ter Sta rf leet turne d over several Federation co lo nies 
to the Cardassi a n s following the treaty s ig ned in 
23 70 . 

ATTRIBUTES 

fiTIIESS: 4 
VITALITY+ 1 

COORDitlATION: 3 
REAGION + 1 

liHELLECT: 3 
PRESENCE: 2 

WILLPOWER + 2 
PSI: 0 

SKILLS 

ADMIIIISTRATIOII (LOGISTI CS) 1 (2) 
(STARSHIP) (2) 

ATHLETICS (LIFTING) 1 (2) 
COMMAtiD (STARSHIP) 2 (3) 

COMPUTER (RESEARCH) 3 ( 4) 
CULTURE (8AJORAtl) 2 (4) 

( URDASSIAII) ( 4) 

DODGE 3 
EIIERGY WEAPotl (PHASER) 2 (4) 
ESPIDUAGE ( liHELLIGEIICE T ECHIIIQUES) 3 ( 4) 
HISTORY (8AJORAII) 3 (4) 

(fEDERATIOII) (3) 
lAIIGUAGE 

8AJORAtl 4 
fEDERATION STAIIDARD 3 

lAw (STARFLEET REGULATIOIIS) 2 (3) 
PERSONAL EOUIPMEIIT (TRICORDER) 3 (4) 
PLANETARY TAGICS (CARDASSIAtl) 2 (4) 

(SMALL·Urm) (5) 

PLANITSIDE SURVIVAL (DESERT) 1 (2) 

SHIPBOARD SYSTEMS (COMMAtiD) 1 (2) 
(fliGHT CONTROL) ( 3) 

STARSHIP TAGICS (CARDASSIAII) 2 (3) 
(PLANETARY SUPPORT) (3) 

SYSTEMS EHGINEERIIIG (COMMAtiD) 1 (3) 

VEHICLE OPERATIONS (SHUTILECRAFT) 1 (2) 

WORLD KIIOVILEDGE (BAJOR) 2 (3) 

ADVANTAGES/DISADVANTAGES 

BoLD 
IMPUlSIVE 

VEIIGEFUL ( CARDASSIAtiS) 

CouRAGE: 3 
RENOWN: 24 AGGRESSI0/1: 6 
INITIATIVE: 8 0PEIIIIESS: 0 
WOUND LEVELS: 5/5/5/5/5/5/0 

DISC/Pli/IE: -10 
SKill: 0 

APP ENDIX ·1 



AKIRA-CLASS STARSHIP 465 METERS 

NEW 0RLEAN5-CLASS STARSHIP 425 METERS 

5TEAMRUNNER-CLASS STARSHIP 37 5 METERS 

NORWAY-CLASS STARSHIP 365 METERS 

APOLLO-CLASS STARSHIP 315 METERS 

1 5 6 ..- ' 
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OLYMPIC-CLASS STARSHIP 31 0 METERS 

(ONSTELLATION-CLASS STARSHIP 302 METERS 

c MIRANDA-CLASS STARSHIP 278 METERS 

RIGEL-CLASS STARSHIP 215 METERS 

210 METERS 

MERCED-CLASS STARSHIP 187 METERS 

SABER-CLASS STARSHIP 160 METERS 
1 57 
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Order Form 

#25001 
#25600 
#25100 
#25300 
#35000 
#25103 
#25101 
#55000 
#65000 

Name 
Address 

TITLE 

ST: TNG Core Game Book 
Narrator's Toolkit (screen) 
UFP Avy_ay Team Miniature Boxed Set 
The Price of Freedom: The United Federation of Planets (HC) 
Neutral Zone Campaign Vol. 1 
Star Trek: Deep Space Nine Core Game Book 
The Way of Kolinahr: The Vulcans 
Starfleet_lnte_lligence: The First Line 
Star Trek: Voyager Core Game Book 
ENGAGE! Starship Mission Simulator: Battle of Wolf 359 
Plan_!::!ts of the UFP 

City 
State/Province 
Zip/Postal Code 
Country 
Daytime Phone 
Email Address 

I've e nclosed a 
0 Check 
0 Money O rde r 
0 Credit Card 

Card# 
Exp Date 
Narrie;;;.;;o""n=;C~a=r=:a 

Mail to: 
LUG 
Department M 
9520 Jefferson B lvd. 
Suite C 
Cu lver City, Ca lifornia 
902.1_2~ 

PRICE 

$35 
$15 Now 
$19.99 Now 
$25 MAR '99 
$15 MAR '99 
$35 ]UNE '99 
$15 MAR '99 
$15 MAR '99 
$35 FEB I 00 
$35 SEP '99 
$20 APR'99 
$15 APR '99 
$35 AuG'99 
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In the 24th century, one power outshines all 

others as a beacon of hope in the galaxy. Based on 
d iversity -and mutual support, populated by countless 
sentien t species, the United Federation of Planets 
stands as a testament to the collective vision of its 
member worlds. United by the precepts set forth in the 
Articles of Federation, its members have become the 
foremost guardians of freedom in the galaxy. 

In the two centuries since its founding, the Federation 
has come to assume an almost legendary stature among 
both its membership and its starfaring neighbors. Starfleet 
vessels and officers, UFP ambassadors and diplomatic 
missions, Federation scientists and researchers- all have 
played pivotal roles in galactic history, and in many cases 
their exploits and accomplishments have taken on the man
tle of legend. It is a legacy of vigilance, of hope, and 
ultimately of universal acceptance and freedom. · 

The Price of Freedom gives players and narrators alike a 
detailed overview of this grand interstellar experiment. From 
Vulcan to A lpha Centauri, from Starfleet Command to it's 
Advanced Technologies division, this book serves as the indis
pensable UFP game re ference. Along with its companion 
volum es, Planets of the UFP: A Guide to Federa tion Worlds 
and Plane tary A dventures, Vol. 1: A dventures in Federation 
Space, The Price of Freedom gives players the most complete 
picture yet available of th is noble and far-flung alliance. 

PRICE OF FREEDOM IN C L UDES : 

• COMPREHENSIVE DISCUSSIONS OF F EDERATION HISTORY, 

MEMBERSHIP, AND POLITICS, INCLUDING INFORMATION ON EACH OF 

THE FOUNDING MEMBER WORLDS. 

• e., DETAILED LOOK AT STARFLEET, ITS OPERATIONS, AND ITS NUMEROUS 

BRANCHES. FOURTEEN NEW VESSELS ARE DETAILED, INCLUDING THE 

SovE EICN, AKIRA, AND STEAMRUNNER CLASSES. 

U FP ORGANIZATION-THE 
J' -

MERCH ANT MARINE-

ISBN 0-671-04003-0 

Ill 1111 
9 780671 040031 


