








"(AST OUT YOUR EMOTIONS, 

YOUR ATTACHMENT TO THE ILLUSIONS 

OF HATE, PASSION AND LOVE, 

UPON THE SANDS OF KOLINAHR. 

ONLY TRUE LOGIC IS THE PATH 

TO TRUTH AND UNDERSTANDING. 

THIS IS THE WAY OF KOLINAHR." 

From the Kolinahr Ritual, 

Fifth Century 
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have formed one of the bulwarks of the Uni ted 
Federation of Planets. 

It was not a lways so. In the early years of the 
Federatio n, the Vulcans w ere uncomfortable dea ling 
w ith o ther, more "emotional" species. They preferred to 
rem ain isolated and refu sed to open up to "outwo rlders." 
Few v isited the Vulcan homeworld, and m any Vu lcan s 
had a decided disinterest in joining the Federation's 
intergalactic organizations. The Vulcans kept them selves 
shrouded in mystery, divulging little information on 
Vu lcan customs and history. Having concluded the logic 
of founding and joining the Federation, the Vulcans 
retreated into solitude to limit the emotiona l distrac tions 
presented by outsiders. 

All that b egan to change w ith a young Vulcan named 
Spock. D isobeying his father's wishes, Spock joined 
Starfleet-the first Vu lcan to do so. Over the years, his 
explo its fired the imaginations ofVulcans young and old. 
H e became a legend not on ly throughout the Federation, 
but also among his own people. As they learned they 
could deal w ith the outworlders' perplexing, irrational 
and illogi ca l behav ior, more and more Vulcans joined 
Starfleet, dispelling some of the Vulcan mystique. By the 
24th centu ry, Vulcan would w elcome v isitors from across 
the Galaxy, and participate as a fu ll partne r in the grand 
experiment that is the United Federation of Planets. 

WHAT IS THIS BOOK? 

Few Star Trek fans can say they do not have a fond 
Spock m o m ent, a scene where something he did 
touched o r amused us. Perhaps it was the time when, 
under the influence of the Psi 2000 disease, Spock w res
t led with his feelings for Nurse Chapel. M ayb e it was the 
t ime w hen he mind-melded w ith the Horta, trying to 
bridge the gap between silicon- and carbon-based li fe, 
or when he tried to u se 2 0th century idiomatic speech in 
Sta r Trek IV: The Voyage Home. Who can forget when 
Spock, emerging from the blood fever of ponn far, the 
ahn-woon in his hands wrapped a round h is friend's 
neck, realized what he'd done? Every week, v iewers 
tuned in no t only to see the exploits of the U.S.S. 
Enterprise, but a lso to see Spock. W ith his pointed ears 
and strange lack of emotion, he instantly captured o ur 
imaginations. Even casual viewers knew w ho Mr. Spock 
was. How many of us actually wanted to b e Vulcan, if 
on ly fo r a m om ent, to use that nerve pinch? 

Thro ugh the efforts of the w riters and Leonard 
Nimoy's acting skill, we learned tantalizing tid-bits about 
Vulcan and h er people. They abandoned emotion in 
favor of logic to save themselves from destroying each 
o the r. They were driven to m ate once every seven years. 
They had a secondary eyelid and cou ld w ithstand high 
levels of radiation because of the ir world's harsh envi
ronment. They could share tho ughts and m emories 
through something called a "mind meld." But it was w h at 
was left unstated that fascinated the most: what h ap 
p ened during the age of Vulcan antiquity, when Vulcans 
battled w ith deadly telepathic weapons? W hat was the 
capita l of Vu lcan, and w hat was it like? What was the 
n ature ofVulcan sp iritua lity, with i ts katra and strange rit
u a ls? 

H ere's your chance to become Vulcan , to provide 
your own interpretation of Vulcan culture. Undergo the 
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Kolinahr training o n the plateau of Tai-la. Debate the 
properties o f resublimated anti-protons w ith your fellow 
scientists at the Vulcan Science Academy. Pick up a lirpa 
and fight for your mate. Seek out the Planfa monks to 
learn their telepathic abilit ies. This book p rovides p layers 
wi th information on the Vulcans and their planet, allow
ing players to explore the V ulcan w ithin. Narrators w ill 
f ind kiloquads of data to set their episodes and series on 
Vu lcan, or to include Vulcans as supporting-cast charac
ters. Fascinating indeed ... 

CHA PTER ONE: T H E W AY OF I<O LINAH R 

This chapter p rovides an overv iew of the Vulcan 
people. Learn about Vulcan physiology, art and archi
tecture, and cuisine. Unlock the secrets of Vu lcan's 
p ast, from its brutal Age of Antiquity when psionic 
mindlords warred for control of the planet, to its pre
sent stature as a bulwark of the peaceful Federation. 

CHAPT ER T w o : T H E V U LCAN G OVERNMEN T 

C hapter Two introduces the Vulcan government 
and institutions like the Vulcan Science Academ y, the 
Vu lcan defense forces (the V ' ket), and the V'shar. 
Learn about Vu lcan 's re latio n s with other members of 
the Federation, and t h e ir opinions about species like 
the Klingon s and Romulans. Finally, the chapter 
includes information o n the Vulcan Iso lation ist 
Movement, thei r motivat io n s and current activ ities. 

CHA PTER THREE : T H E P LANET V U LCAN 

The hot, rocky planet ofVu lcan is covered in Chapter 
Three. Visit Vulcan's capita l o f Sh irKahr and explore the 
streets of the Artisan's Quarter, or enjoy a bowl of 
plomeek soup in a restaurant n ear the Vu lcan Council 
Chambers. j o urney to the steps of Mount Seleya to 
debate the f iner points of Surak's teachings. Study the 
ancient techn iques of lirpa and ahn-woon at the V u lcan 
Institute of Defensive Arts. Everything a Narrator needs to 
set he r episodes on Vulcan is included h ere, including 
game statistics for creatures li ke the sehlat and le-matya. 

C H A PTER F OUR: V ULCAN T EC H N O LO GY 

In C hapter Four, players w ill fi nd extensive infor
mati o n on Vulcan techno logy and Vu lcan psionic 
d evices. With a lo n g history of extrasen sory abil ity, 
and perhaps the most d eveloped psionic techniques 
in the Federation, the Vu lcans have developed a num
ber of d evices to augment their natura l aptitu des. 

C H APTER F IVE : V U LCAN CHARACTERS 

Finally, Chapter Five contain s rules for creat ing 
Vulcan characters. Players and Narrators a l ike can 
c reate Vulcan scientists, V 'shar agents and p sionic 
m asters to populate their seri es. Players w ill find 
extens ive notes on Vulcan skill s, advantages, and dis
advantages. In addition, players can c h oose from a 
number of psionic abi lities for their c h aracters, a llow
ing their characters to h ea l faster, i gnore pain, or 
become inv isible to the sen ses of o the rs. 
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Vulcan year is approximately 250 days long and its 
day/night cycle occurs in a pattern of 27 hours, slight
ly longer than that of Earth. One significant difference 
is the lack of seasonal climate caused by Vulcan's 
almost nonexistent axia l tilt. To some extent, Vulcan's 
relatively high orbital eccentricity gives seasonal 
effects, but genera l climate on Vulcan varies much 
less than on Earth. It has been estimated that this 
orbita l patte rn is caused by the unusual gravitational 
pull of 40 Eridani A's twin companions and by the 
extraordinarily small distance (only 0.56 AU) between 
Vulcan and its sun. 

This proximity also makes Vulcan hotter than 
Earth, and the climate never changes, giving little to 
no relief from the heat and aridity that blanket the 
planet's surface. Vulcan is extremely hot and dry, with 
a lower-oxygen atmosphere and a somewhat higher 
gravity than Earth. On Vu lcan, the conditions are 
more uniform and harsh than those of Earth, thus 
Vulcans are more environmentally specialized and 
homogeneous than Terrans. Further, the planet Vulcan 
receives more radiation through its thinne r atmo
sphere, resulting in a g reater mutational and 
evo lutionary cycle, supporting changes in genetics 
and physiology over less time than on Earth. Thus, 
Vulcans rapidly adapted to their living conditions, not 
only to become Vulcan's dominant species, but for 
simple survival. 

Because Vulcan is a planet created by tectonic 
activity, Vulcans built many of their larger c ities with 
earthquakes and other natural disasters in mind. The 
planet Vulcan seems to have the same passionate 
inte rnal emotions that plague its dominant race, as 
tectonic clefts and shifts in geology often cause shifts 
in the plane t's surface. Because of this, Vulcans plan 
their architecture with care-spacing buildings well 
apart, grading wide roads, and stocking plentiful con
struction materia l s in case of total destruction of 
bui ldings or cities. Further, Vulcan urban planning 
takes into account the active geology of . the planet's 
surface and takes advantage of the few stable sites on 
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the major continents. Vulcan li fe is occasionally 
reminded that the core of its planet seethes with activ
ity and restless fury : Even as recently as 2265, the city 
of K'lan sank during a powerful seismic subduction. 

PHYSIOLOGY 

The popu lation of the planet Vulcan is composed 
of only some 1.5 billion inhabitants, but the number 
of Vulcanoid lifeforms in the ga laxy (including 
Debrune offshoots, Rigellians, and Romulans) has 
been estimated at close to 35 billion by the Federation 
Census of 2360. Vulcans tend to be tall and dark
haired, with elongated earlobes a nd slanted 
eyebrows. Some Vulcans have pronounced browlines. 
Like humans, Vulcans h ave a broad variety of skin col
ors-as a genera l rule, X ial ites and other 
tropical-descended Vulcans possess darker complex
ions. 

Although externally Vulcans seem to have much 
in common with Terrans, Vulcan internal p hysiology is 
quite different. Males and females are of similar 
height and stature, averaging 2 meters in h eight and 
70 kilos in weight. Although their structure and frame 
a re of similar height to those of Terrans, their strength 
is derived from longer muscle mass and a denser 
skeleta l frame, the consequences of evolution in 
Vu lcan's higher gravity and thinner atmosphere. One 
other significant difference from Terran physiology is 
the distinct lack of Vulcan sweat glands. Vulcans use 
blood, skin, and body structure to cool themselves, 
rather than perspiration, which would be inefficient 
given the high temperatures on the planet Vulcan. 

Vulcan epidermis is unlike any other in the 
galaxy. Forming a two-way moisture-proof shield, it 
protects Vulcans from external liquids and pressure, 
as well as maintaining the inner temperature and liq
uid environment of their organs. Because Vu lcan 
blood is copper-based rather than iron-based, it is 
green in color and is extremely effective in separating 
and utilizing the smaller amounts of oxygen available 



in Vulcan's low-pressure, mildly irradiated environ
ment. Due to this specialization of their blood and 
blood cells, Vulcans can survive for several minutes 
under water or in any oxygen-poor environment, as 
long as there is a small amount of oxygen available. 

Not much is known about the Vulcan brain, 
although it is clear from even the simplest autopsy 
that the Vulcan midbrain is larger and more complex, 
and contains more nerve endings and blood capillar
ies than similar areas of Terran brains. The only other 
major species known to possess such a large percent
age of midbrain is the Betazoid race, w hose midbrain 
comprises nearly 65°/o of their entire brain mass. 
Vulcan midbrains are significantly smaller, averaging 
only 45% of the organ, yet this is still much more than 
comparative races. It is assumed that the majority of 
Vulcan psionic powers come from this enlarged 
region, although further testing has been inconclu
sive. 

A clear inner eyelid formed of a nictitating mem
brane that filters radiation, dust, and other harmful 
elements protects Vulcan eyes. Further, their range of 
vision is more acute, as is their ability to recognize 
color frequencies and perceive more clearly at a dis
tance. This seems to hav e certain negative drawbacks, 
as well, as many Vulcans describe painful symptoms, 
similar to headaches and eyestrain, from being 
exposed to vibrant high colorations for long periods of 
time. Also, the Vulcan optic nerve, much more deli
cate and sensitive than a typical Terran nerve, is more 
prone to disease and degeneration. 

One of the most commonly noted differences 
between Terra n and V ulcan physio logy is the shape 
and structure of the earlobe and the functioning of the 
Vulcan inner ear. Although the Vulcan ear shape helps 
to funnel sound and intensify the reception of har
monics, the interna l structure of the eardrum is very 
different, formed of no fewer th a n three separate func
tioning eardrums. In tests, these eardrums seem to 
respond to differing volume and pitch, relaying the 
sound through separate channe ls to the nerve centers 
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of the brain. Each works independently, and in 
Vulcans of advanced age it is most often the low
pitched eardrum that deteriorates. 

Another biological difference is the shape and 
structure of the Vulcan skull. Vulcans have only 28 
teeth, lacking rear molars and possessing a longer 
mandibulary movement than most bipedal species. 
This has caused some to speculate that the Vulcan 
physiology is related to human, or rather that Vulcans 
and humans share a common ancestor, as humans 
without rear molars have become more predominant 
evolutionarily. Although the bone structure of the 
Vulcan skull is thinner, the actual skull casing (like all 
Vulcan bones) is formed of extremely dense matter, 
allowing a thinner depth of bone actually to be hard
er and stronger than a human skull. 

Vulcan internal organs tend to operate at a much 
faster rate than those of comparable species, with an 
average heart rate as high as 265 beats per minute. 
The Vulcan heart lies in the center of the torso, sur
rounded by a large lung structure, capable of holding 
approximately 20% more capacity than Terran lungs. 
Of course, the Vulcan torso, ribcage, and musculature 
are also significantly longer, in order to encompass 
the organs within. 

Vulcan hormonal activity is under muscular con
trol and can be regulated by conscious processes of 
trained Vulcans. Thus, it is possible that a Vulcan can 
control his adrenaline, thyroid, and other metabolic 
systems, causing a change in heart rate, oxygen con
sumption, and other bodily resources. This accounts 
for the a m az ing Vulcan capacity to "regenerate" 
wounds, u sing a special trance state in order to repair 
any internal o r structural damage more efficiently. The 
one primary exception to this rule is the reproductive 
hormone complex re leased during the Pon farr, in 
which a hormone known as yamareen is released into 
the bloodstream of the mature male Vulcan . Although 
the female Vulcan can be impregnated after her men
strual cycle begins (typically as early as age 1 6 and as 
late as 25), the male V ulcan i s incapable of creating 
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progeny until after the onset of his first pon farr. 
Thereafter, the Vulcan male is capable of reproducing, 
but must obey the physical urge to mate every seven 
years, during the pon farr. Vulcans, humans, and 
Klingons are all interfertile, giving credence to theo
ries that all three races spring from common ancestors 
seeded by the Preservers. 

PSYCHOLOGY 

"Each of us at some time in our life turns to some
one, a father, a brother, a God, and asks ' Why am I 
here? What was I mea nt to be?'" 

-Spack (Star Trek: The Motion Picture) 

Surak's teachings are the most important philo
sophical essays in Vulcan history, detailing the use of 
logic and reason in order to control warring emotions 
and destructive tendencies. In the beginning, Vulcans 
used their emotions as a tool, preferring to apply logic 
to justify their actions rather than use logic to guide 
their actions. As the race evolved and the teachings of 
Surak spread, however, the use of various techniques 
to banish and suppress emotion became more preva
lent and Vulcan psychology blossomed. The 
understanding of one's mind and mental processes as 
well as one's emotional reactions became a n ecessity, 
and psychology was applied not only to one's own 
actions but also to understanding the actions of others. 

Now, the foremost psychologists on Vulcan 
belong to the religious orders that guide Vulcan soci-
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ety. Surak's school, the largest and most popular sect 
of Vulcan beliefs, advocates the study and under
standing of emotional desires, so that the student can 
suppress and control them. Constant study of this pro
cess, as well as assisting others in achieving mastery 
of psionics through control of emotion, h as caused 
the devotees of this doctrine to become experts on the 
workings and common psychological traumas of 
Vulcan minds. 

The school of Surak has many techniques which 
can open the mind of a student, perceiving where the 
student's difficulties and strongest emotions lie and 
adjusting the mind's processes so that the student can 
more completely face the emotion and learn to con
trol it. Thus, they are experienced in abnormal 
psychology as well as the common workings of 
Vulcan minds. When a Vulcan is unable to control his 
emotions, his family or colleagues often summon a 
devotee of Surak to d eal with him. When a Vulcan 
willingly gives in to his emotions, it is one goal of 
those who follow the doctrines of Surak to help him 
resolve his problems and rejoin society. 

One of the most contemplated teachings of Surak 
is his admonition that one should study reason above 
all else. ("The chief subject of reason is reason.") 
Surak taught that a Vulcan should learn to discern 
reality both as it seems to be and as it truly is. This dis
section of truth from illusion has spurred Vulcans into 
intense study of science and mathematics, helping 
them dissect many of the most complex workings of 
the universe into logical steps. Patience, temperance, 
and logical observation (truthfulness to the world) are 
three of the greatest virtues of Vulcan culture and all 
have great application to scientific reasoning. Vulcans 
believe that their adherence to this doctrine makes 
them the foremost scientists in the Federation. 

Further, the application of these virtues, combined 
with intense meditation, has given Vulcans great con
trol over their native psionic abilities. They remain 
unable, however, to control that most famous biolog
ical trigger of Vulcan mental abilities, the pon farr. 

REPRODUCTION 

The biological and anthropological origins of pon 
farr remain unclear, and Vulcan modesty defeats 
Vulcan curiosity, leaving the subject mostly unstud
ied. The secretion of a hormone complex known as 
yamareen causes the pon farr, or mating cycle. 
Difficult to reproduce scientifically, all attempts to 
create yamareen in laboratory experiments have been 
unsuccessful. In the pre historic phase ofVulcan, men 
fought to the death regularly for the right to mate with 
females. This kept the population down (useful on a 
desert planet) and ensured that only the strongest sur
vived to reproduce. It also hindered the growth of 
Vulcan society, as men would not cooperate with oth
ers who could soon be their deadly enemies. 

Pon farr occurs every seven years, regardless of 
physical condition or the Vulcan's social capacity to 
mate. Those who feel the "blood stirring" have not 
always had the luxury of being ceremonially joined to 
another Vulcan. In this case, they are free to choose 
their mate as they see fit, hoping that they will be 



accepted. If a Vulcan is rejected or if his pan farr is 
a llowed to continue without mating, he is said to suf
fer from plak tow, the "blood fever." 

Plak tow is extremely dangerous and can result in 
death if not carefu lly contro lled. Those around a plak 
tow sufferer wil l not speak his n ame out of courtesy. 
Ideal ly, this is the V ulcan way of "ignoring" the inci
dent's occurrence at al l, allowing the sufferer to 
endure with a minimum of stigma from otherVu lcans. 
This habit caused many deaths (and stil l does in some 
remote parts of the planet), because a series of intense 
meditations and rigorous physical discip l ines is 
requi red to surv ive an unrequited plak tow, and even 
these methods are not always successful. 

Vulcans revert to ancient mating ceremonies dur
ing their pon farr, attempting to cover their emotiona l 
abandon w ith logic and ancient ritua l. The parents of 
both parties, as wel l as representatives from the 
school of Surak or other religious orders, oversee the 
mating contract. This ritual begins well before puber
ty, to minimize irrational behavior and channel it 
toward social cohesion rather than the rutting mad
ness that split Vulcan apart during its prehistory. 

At age seven, Vulcans ceremonially bond tele
pathically with their betrothed. This tradition dates 
back to the early, violent days of Vulcan history, when 
g reat fami li es arranged marriages for convenience 
and a lliance. Some families, notably those who are 
old, wealthy, or influential, st ill hold to thi s tradition, 
cal led koon-ul, "the joining." At the proper time, both 
ind ividuals fee l the strange rise of emotio n s, the near-
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ly uncontrollable urges and overwhelming passions, 
signaling the start of pon farr. Other, less traditional, 
Vulcans simply rely on shon-ha'lock, "the engulf
ment," to direct them to a mate at the proper time. 
Th is experience, although simi lar to human " love at 
first sight", is seen by mostVulcans as a dangerous but 
necessary experience, much like kahs-wan. 

During pon farr, the two betrothed parties meet at 
a ceremonial ground (usually the one belonging to the 
more influential family) and engage in the r ite of 
Koon-ut-kal-if-fee, " marriage or chal lenge." Here, the 
bride has the right to demand that the g room win her 
in mortal combat w ith a champion. (Some versions of 
the ritual allow the bride herself to serve as her own 
champion in combat.) 

Koon-ut-kal-if-fee is a su rvivor of ancient Vulcan 
customs from times when the great houses used mar
riages as tests of military and political strength. In 
modern times, a formalized question replaces this r ite 
and the ceremony goes forth as planned. Koon-ut so'
l ik, the formal marriage proposal, can occur during 
the koon-ul, at the beginning of the mutual pan farr, 
or even at the conclusion of the ceremony. Although 
much of the pon farr is public, the deep emotional 
nature of the situation causes Vulcans to shield it from 
the prying eyes of other races. 

This is but one aspect of the Vu lcan traditional 
reserve, stemming from a cultura l fear of emotional 
vu lnerability and exposure cal led k'oh-nar. The 
a lmost Victorian Puritanism ofVulcans toward the pan 
farr specifically has a roused much cur iosity in other 
members of the Federation, but Vulcans insist on pri
vacy during these and similarly personal rituals. 

Vulcan Culture 
ART 

Vu lcan art is intensely formal and traditional. It is 
not intended to evoke an emotional response, unlike 
the a rt of other cultures or even of Vulcan's past. 
Rather, V ulcan art often projects a calmness con
ducive to meditative thought. This is especia lly 
common in arts such as interior design, landscaping, 
and gardening and in p lastic arts such as painting, 
keethara block art, and sculpture. O ther Vu lcan arts 
active ly stimulate thought; into this category fall arts 
such as poetry, song (instrumenta l music such as a 
Vulcan lute sonata often conveys mathematical or 
geometrical concepts), dance, and games. 

Vulcans see the play of a game of strategy as both 
an intel lectual exercise and a performance illustrating 
modes of thought. Earth games like chess, go, and 
ohwaree all have thei r devotees on Vulcan, but the 
ancient Vulcan game of kal-toh (a puzzle of balance 
and concentration) d raws spectators from all over the 
planet for its Master tournaments. 

The most radical arts, influenced by Centauran 
schools, seek to build alternate intellectual con
structs. These arts, centering on holography (or much 
less commonly ska-plak forgery), have gained little 
acceptance w ith deeply conservative 
Vulcans. 
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ARCHITECTURE 

Vulcan architecture is as precise and log ica l as the 
Vulcan philosophy of life. Vulcans prefer clean, math
ematical designs. Their buildings tend to be 
geometric, both in design and in layout. They build 
using a variety of stone, such as granite and marble, 
both found in great quantity on Vulcan. A third stone, 
unlike any on Earth, i s known as bureki stone. It i s 
volcan ic in origin and is suitable for building in 
Vulcan's high temperatures, because it does not con
duct h eat well. Further, bureki is a more flexible stone 
than marble or gran ite and withstands the numerous 
tectonic shocks which occasionally r ipple Vulcan's 
surface. Thus, many of Vulcan's older buildings have 
bureki stone foundations. 

Because of the hotter climate, Vulcan buildings 
a re generally open and spacious on the inside. 
Columnar verandas and courtyards surround large 
rooms with lig ht paper or wood screen walls. On 
Vulcan, wood is considerably rarer than on Earth, so 
wooden con struct ions are as light as possible. When 
stone is used in interiors, it is primaril y for support 
rath e r than as a primary building material. Wide, 
open walkways and lush gardens with running foun
tains and pools of clear water form the h eart of many 
Vulcan residences and large, netted windows catch 
coo l breezes. Vulcans also tend to build "contempla
tive" spaces, places conducive to meditation and 
serenity. 

Vulcan rooms are rarely covered with paintings or 
wall hangings. Instead, Vulcans prefer frescoes and 
murals painted directly onto the plain surface of the 
wall, whether on paper or stone. Vulcans enjoy statu
ary and carving, from bas-reliefs to icons in niches. 
Simple tables and high-backed cha irs, as well as shift
ing surfaces, furnish a typical Vulcan room. The floors 
are often stepped into daises and plateaus in order to 
separate a larger space into smalle r parts. 

Vulcan architecture, I ike Vulcan art, is designed to 
e licit thought, rath e r than an emotion al response. 
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Vulcan rooms are designed to use m athematical lines 
and forms to divide what appears to be empty space. 
Despite what non-Vulcans think, Vulcans appreciate 
beauty. They admire art from other cultures, primarily 
because of the thoughts and insights that it provokes. 

CU I SINE 

" In a strict scientific sense, Doctor, we a ll feed on 
death-even vegetarians." 

-Spack ("Wolf in the Fold", Star Trek) 

Those who do not comprehend its nature often 
call Vulcan food bland. Because their taste buds are 
more sensitive than those of humans or other races, 
Vulcans take g reat care in the preparation of food. 
Eating is a ritual that requires time and precision, as 
do many Vulcan tasks. The exact nature and amount 
of spice and the perfect consistency of the food i s very 
important. 

Vulcans are strictly vegetarian and refuse to eat 
meat even when traveling to other planets and visiting 
other cu ltures. Because they a re u sed to the less sp icy 
flavors of Vulcan food, they often have difficulty 
digesting the foods of many other c ultures. Klingon 
food, for example, is totally repulsive to a Vulcan. 

Because of their hig h sense of taste, Vulcan food 
tends to be delicately flavored. The emphasis is on 
enjoying the subtle flavors of the food and the beauty 
of its preparation, rather than on spices and harsh 
tastes. Some Vulcan dishes h ave been adopted by 
other Federation races and are considered delicacies. 
Vulcan mocha is a beverage similar to coffee, but with 
a lighter taste. It is g reen i sh brown in color (which 
some races find disconcerting) and i s made from the 
berries of the g'teth plant. Vulcan mollusks are anoth
er delicacy, best sauteed in Rhombolian butter, 
although only a very few Vulcans eat mollusks. 
Plomeek soup, on the other hand, i s a Vulcan stap le 
(much like Russian borscht) wh ich comes in many 
regional varieti es but rare ly appeals to offworlders. 



Vulcan port is similar to human brandy in color 
and consistency, but smells more like flowers than 
alcohol. It is created from tree bark and must be aged 
for nearly 50 years before it is considered palatable by 
Vulcans. Over 1 00 years ago, a bottle of Vulcan port 
bottled in the time of Surak was discovered in the 
ruins of an ancient Vulcan city. It rests now in the T'sar 
Museum as one of the planetary treasures. 

Another unusual cuisine type which Vulcans have 
perfected are the ob'taree, or fasting meals. These 
high-vitamin, low-intake foods are designed to sup
plement a Vulcan's diet of water while he experiences 
a lengthy ritual fast, for purification or any other rea
son. Without these supplements, the Vulcan body 
would quickly wither and die during the most intense 
fasts. These foods have been used by the Federation as 
required fare for scouting missions, as an individual is 
capable of surviving for many days on the barest 
amount of ob'taree, in danger or other extreme cir
cumstances. 

Science 
Another important aspect of Vulcan life and cul

ture is their dedication to science. Vulcans perceive 
science as a means to understanding and as a natural 
evolution of the logical processes which they apply to 
their emotions and society. They engage in intellectu-
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al pursuits with fervor, believing that by analyzing the 
universe and understanding its nature they can under
stand the nature of all things. Vulcan ideology centers 
around natural law and physics as they apply equally 
to all parts of reality; the Vulcan search for rigorous 
scientific knowledge is a manifestation of the highest 
Vulcan virtue of truthfulness. 

Vulcans are responsible for great achievements in 
the sciences-everything from chemistry and particle 
physics to archaeology and linguistics. The Vulcan 
Science Academy is one of the finest scientific organi
zations in the Federation, rivaling the famed Daystrom 
Institute for accuracy and innovation. Every Vulcan 
scientist dreams of being invited to conduct research 
at the VSA. The natural desire for knowledge, ampli
fied by the Vulcan applications of mental techniques 
and study, results in the logical desire to increase 
one's knowledge, not only for personal interest and for 
the furtherance of society and technology of Vulcan 
culture but for greater understanding of the cosmos. 

Although weapons technology is seldom a prima
ry Vulcan concern, rotating shield frequency 
modulators, upgraded hull strengths, and further mod
ifications to Federation ships are high on the list of 
VSA research topics. This has caused great strains 
within the VSA, as many professors and scholars there 
believe that researching weapons violates the pacifist 
code of Surak. Pure and theoretical physicists contin
ue working on these enigmas, but many Vulcan 
applied physicists and engineers refuse to design 
weapons systems for Starfleet. 

Scientists at the Academy study many modern 
quandaries, but one difficulty h as recently captured 
the interest of many of the leading researchers at the 
VSA. That problem is the Borg. Starfleet has turned 
muc h Borg technology recovered from c rashed ships 
or gathered by Federation vesse ls unfortunate enough 
to have faced the Borg (at Wolf 3 5 9 or other incidents) 
over to the VSA for study. The danger of another, pos
sibly more devastating meeting with the Borg is 
almost inevitable, and VSA technologists work to 
ensure that the Federation has as much information as 
possible. 

Vulcan curiosity wins out when it comes to the 
raw data derived from the Borg wars. Scientists at the 
VSA have made great strides in understanding the 
strange encryptions of Borg data fil es. Vulcan 
astronomers (and the rest of the Federation) have 
begun to collate and cross-reference the detailed 
information about distant sectors, alien species, and 
stellar phenomena experienced and classified by the 
Borg. Captured Borg fragments have proved invalu
able to these efforts, and Vulcan scholars remain 
optimistic that the Borg data will, in the end, provide 
b enefits to Vulcan science that far outweigh the harm 
done by the Borg invasions. 

Integration of Borg technology into ex isting 
Federation ships and science is still a long way off, but 
Vulcan psychologists work eagerly on programs to 
understand the Borg mentality and hive organization. 
Vulcans hope that by learning how the Borg think and 
operate, they will make it possible to negotiate with 
the Borg and seek a more peaceful solution to future 
conflicts. 
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Vulcan Religion 
A common misconception among humans and 

other races is that all Vulcans are alike. Vulcans have 
a culture obsessed with logic, after all. Therefore, if 
faced with a dilemma, all Vulcans would logically 
come to the same conclusion. 

However, nothing could be further from the truth. 
To the Vulcan race, logic is almost a religion and, like 
any other religion, it is filled with sects and schools of 
thought, each with wildly differing opinions on near
ly every subject. Vulcan religion was born in the fires 
of Vulcan's legendary and violent past, and it has 
transformed over the centuries. 

THE TWIL I GHT OF THE GODS 

The ancient religion of the Vulcans contained a wide 
pantheon of gods, each with a dual character. Sculptures 
and portraits of the gods revealed two natures: one wrath
ful, the other joyful. This duality pervaded ancient Vulcan 
belief for thousands of years. 

At the Time of the Awakening, the focus of Vulcan 
thought turned away from deities and toward reason. It 
was a difficult turn, for unlike psionically deaf humanity, 
Vulcans had already done much research in the realm of 
the spiritual. Methods of tapping into the katra, the 
Vulcan soul, had already been developed, and power 
from it exploited. 

Vulcan philosophers and holy men were forced to 
seek a compromise between reason and faith. They found 
it in the hea rt of their own religion. Vulcans stopped look
ing to the skies and mountains for their gods and sta rted 
looking within. Even now, traditionalist cults still hold to 
the worship of the Vulcan gods, but such Vulcans inte ract 
little with the technological utopia of the Federation. 

THE INNER CHORUS 

With the help of their elders, Vulcans began to 
understand their own emotions as manifestations of 
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their gods. They began to call these powers within 
themselves Ka-ta-pak, or "the Inner Chorus." Each 
emotion was a manifestation of the gods of old. 

Vulcan religion taught that the gods were not 
simple analogies but living beings, a part of the 
Vulcan psyche. Each god was also a demon, a trick
ster spirit seeking to fool the Vulcans into irrational, 
dangerous emotion. Meditation became a kind of 
prayer, an exercise in taming the inner demons with 
the help of their rational counterparts. As time moved 
on, different schools of thought developed, each with 
its own meditations and techniques for dealing with 
the demons of the Inner Chorus. 

Among the most prominent voices within the 
Chorus are emotions Vulcans have been struggling 
with for many thousands of years. The brightest of the 
voices is Tel-alep, the Watcher. He is the personifica
tion of curiosity, the desire for knowledge. He is the 
kindliest of the Chorus. He is often represented as an 
ancient Vulcan chained to a great book. Within the 
book is all the knowledge in the world. 

His wrathful aspect is Alep-tel, the Bitter. He is 
jaded and embittered by all he has seen and is very 
eager to give advice. The advice he gives is poisoned 
by centuries of cynicism and futility. 

Kir-alep, the god of peace and acceptance, still 
holds a place in Vulcan thoughts and hearts. His 
priesthood's acceptance of Tu-Surak helped ines
timably in converting the conservative and traditional 
Vulcans to the new ways. His wrathful aspect is Afep
kir, the Sullen. This god draws Vulcans into ap athy 
and pessimistic cynicism. Alep-kir is often represent
ed as the enervating heat of th e high desert draining 
energy from the body. 

The danc ing young maide n is Valdena, represent
ing love, joy, and beauty. Her slender and athletic 
body dances among a veil of clouds, rejoicing in the 
b eauty of the world. In her eyes is the magical glory 
of discovery. Every time a child tastes the rain for the 
first time, every time a scienti st finds the missing link 
to curing a horrible disease, every time a couple fall 
in love, her light shines in th e ir eyes. 



Dena-vel is the covetous aspect of joy. Like a spi
der, she traps the things she loves and hides them 
away from the rest of the world, so that only she may 
enjoy their beauty. Then, when they betray her, she 
transforms into the creature she represents and drinks 
every drop of their lifeblood, destroying them forev-
er. 

One of the most dangerous voices, Kal-ap-ton, is 
the personification of grief. Depicted as a tall, gaunt, 
and pale young man in mourning clothes, Kal-ap-ton 
is never shown in public, only in places of mourning. 
Kal-ap-ton carries a small pouch, filled with tears, 
wherever he goes. Temples to Kal-ap-ton (where the 
dead are laid to rest) are the only appropriate places 
for Vulcans to cry. 

While most Vulcans understand that grief is an 
illogical emotion (for all Vulcans shall meet again 
one day in the afterlife), they do recognize that it is a 
logical and essential part of life. In order for a soul to 
remain healthy, it must say goodbye. However, when 
that grief is carried out into the world, that is when 
Tyr-al-tep takes control. 

Tyr-al-tep is the unforgiver, the whisperer. He 
whispers into a brother's ear, "You should have saved 
him." He whispers into the mother's ear, "You never 
told him you loved him." He is the one who makes a 
Vulcan forget about what is and brood only on what 
might have been. 

Anger is personified as Ket-cheleb, the Destroyer 
and Blood-Drinker. He killed his joyful aspect long 
ago and hung him on a great tree in the center of the 
world . Ket-cheleb is the most powerful of the dark 
voices and the most dangerous. The Vulcan mind i s 
too easily seduced by the cries of Ket-cheleb, and it 
requires a great deal of willpower to hold him at bay. 

While the different schoo ls of Vulcan thought 
depict the passions the same way, they do not treat 
them all the same. Each school teaches its students 
different techniques for dealing with the gods that 
live within their hearts and minds. Disagreeing 
schools do not discount out of hand the theories and 
practices of their rivals, but their discussions are 
some of the most heated debates in the history of any 
Federation cul ture. 

T'p/ana-Hath and the Birth of 
Vulcan Logic 

T'plana-Hath was the h ead of a school of Vulcan 
historians in ShirKahr during t he wars against Sudoc. 
She was famous for the wide-ranging nature of her 
school, which examined issues from philosophy to 
mathematics to agriculture, a ll refracted through the 
prism of history. The finest minds and noblest-born 
youth of Vulcan competed to join her collegium and 
her reputation spread throughout the world. 

She saw the work of history as the separation of 
rational fact from legend, propaganda, and wishful 
thinking, of which V ulcan had a great surp lus in her 
era. She once said (in a phrase that later generations 
ofVulcan historians have taken a ll too serio u sly), "The 
history of Vulcan logica ll y predates my birth, but I 
could not attest to it with the evidence at hand." 
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Eventually, she came to see the development of 
logic (including mathematics, science, and rhetoric) 
itself as the supreme triumph of Vulcan civilization. 
Her History of Logic remain s a standard text in Vulcan 
universities to this day. Her dictum, "Logic is the 
cement of our civilization, w ith w hich we ascend 
from chaos using reason as our guide," in(ormed all of 
her students, especially her two prize pupils, Surak 
and Jarok. Although Vulcans venerate Surak today as 
the Father of Logic, he himself a lways referred to 
T'plana-Hath as the "Prime Mover." 

THE SCHOOL OF SURAK 

"The outcome of our actions is entirely out of our 
control. Only intent remains entirely within our con
trol." 

- The Scrolls of Surak 

The first major school of Vulcan thought is also the 
largest. MostVulcans are part of the Surak sect, which 
is why so many people believe that Vulcans are 
devoid of emotion. The School of Surak teaches 
uncompromising repression of emotion. Even the 
slightest surrender to the voices of the Inner Chorus is 
considered a great failure. 

To tame the voices, the way of Surak-called Tu
Surak- teaches its students to divorce themselves 
completely from their egos or, as the school's name
sake referred to them, the pach-te. The pach-te is the 
strongest of all desires and the root of emotion. To 
expla in pach- te as "selfi sh ness" is simplifying Su rak's 
philosophy, but it's a good start. Once the student has 
freed himself from pach-te, he wi ll cease to be con
cerned with himself, focusing all of his concern on 
the welfare of others. Surak's teachings had a pro
found effect on Vulcan philosophy and culture. His 
famous debates with his rival Jarok are some of the 
most important works of Vulcan lite rature. 

Surak maintained that discipline cou ld not be 
enforced upon others, it had to come f rom within. 
Peace, for Surak, was the foundation of everything 
worth achieving, both on a political level ("The spear 
in the enemy's side is the spear in your own.") and a 
rational level ("The ca lm mind is the one that truly 
knows."). "The on ly noble desire," he said, "is the 
desire to serve others." He further argued that se lf
lessness was the only way to find true inner peace. 
"On ce you have thrown away your pach-te, you have 
found the true center, the go lden river, the lifeblood of 
the world." 

Surak's philosophy begins w ith the student l earn
ing deep meditations, prayers, and stories that remind 
him of the tragic power of emotion. He learns that 
morality- reason devoid of emotion- is often con
trary to self- interest, and it is this self-interest that 
interferes w ith our ability to be better than w hat we 
are. In this way, the student begins to shed his pach- . 
te. 

Surak also told his students to cast away the tradi
tiona l moral training of the n ative V ulcan religion, 
which included a set of commandments not unlike 
the Ten Commandments of Earth's history. Instead of 
teaching his students what not to do, he decided to 
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teach them what to do. Surak's virtues gave students a 
path to follow, rather than several paths not to follow. 

The six virtues of Tu-Surak are: Courage (protect 
othe rs), Tempe rance (exercise the will), Charity (give 
when you have too much), Truthfulness (a virtue all 
Vulcans cling to, connected inex tricably in Surak's 
teaching with logical observatio n of what i s and not 
what we wish), Justi ce (the fair treatment of others), 
and fina lly Shame. This last virtue is the most contro
versial teaching in Surak's school. When a student on 
Surak's path fa ils, it is because he is weak and he 
should feel shameful for his weakness. Other schools 
fee l Surak's emphasis of shame is too extreme, but the 
followers of Surak's path adamantly defend the unfor
giving discipline the v irtues teach. "Anima ls h ave no 
v irtue," Surak once said. "And if we a re n ot ca reful, 
we shall degene rate into animals once aga in ." 

THE WAY OF JAROK 

Surak's chief riva l was jarok, a Vulcan who dis
agreed with Surak on n early every philosophical 
point. The two students of T'plana-Hath agreed on 
one a nd only one tenet: that emotions must be mas
te red at all costs . While Surak choose his own path to 
maste ry, jarok choose a nothe r. Tu-]arok, jarok's p ath, 
sou ght mastery over the Inner Chorus by embracing 
em otion , understanding it, and finally coming to 
te rms wi th it. 

The followers of j a rok are not madmen who run 
through the streets laughing, crying, a nd shouting. 
They retreat to the wastelands of Vulcan and face their 
e motions there, and they face them alone. j arok's path 
is an individua l one; since no Vulcan can truly hear 
the Chorus of another, no one else can a id in its 
understanding or interpretation . 

A Vulcan following Tu-]arok is usua lly brought 
into the desert by other, more experienced, followers. 
A ll sit together around a great fire in silence as they 
prepare for the arduous ritual. The fire is usually built 
from a specific wood called tir-nuk. The smoke from 
this fire h as a profound effect on the senses of the 
Vulcan, throw ing him into a heighten ed state of con
sciousness. 

A fter days of meditation and fasti n g, the student 
finally encounters a voice from the Chorus. He spends 
long days talking w ith the voice, debating for hours at 
a time until the experience is over. When it ends, the 
student h as e ither ga ined insight or he h as fa i led. 
Unlike the school of Surak, failure is not looked upon 
as shameful, only a waste of an opportunity that can 
be attempted aga in later. · 

Like Surak, Jarok also compiled a list of virtues, 
although his only contained the three w hich he con
sidered m ost important. The first, Compassio n, jarok 
defined as "the ability to see suffering selflessly." 
However, Jaro k 's definition of "selfless" should not be 
confused with Surak's denial of pach-te. Jarok taught 
that se lfl essness came from an understanding that suf
fering was universal , not unique to any individual. 
When the student realizes this-that his own suffering 
i s no d ifferent, better, or worse th an anyone else's-it 
i s easie r to recognize when others a re in pain, and 
that pain becomes easier to comfort. Compassion was 
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Jarok's an swer to his chief reservation with Surak 's 
teachings. He fe lt they left no room in the Vulcan 
heart for understanding. Throu gh compassion, the 
Vulcan h eart could help others in pain. 

The second virtue, Temperance, was one Jarok 
and Surak agreed on-or so it would seem on t he sur
face. Jarok's definition of temperance differs s l ightl y 
f rom Surak's in that jarok sought it through under
standing, w hile Surak sought it through refusal. Both 
Surak and jarok saw patience as an important compo
ne nt of temperance. 

The last virtue, Justice, is a l so a virtue the two 
rivals held in common. justice, as Jarok saw it, was 
the ability for a Vulcan to understand that he 
belonged to a greater organism than just his own 
body. H e was a Vulcan, one of millions, and it was h is 
duty to h e lp protect and serve t h at great body. The 
expression of Jarok's virtues reflected a deeper m ean
ing in his philosophy. He sou ght to bring Vulcans 
together, to m ake them realize that they were part of 
something greate r and to serve that g reater purpose 
selflessly and fe arlessly. At his funeral Surak, his great
est r iva l, said, "He was a great Vulcan w ith great 
ideals. And it is still not too late to te ll him." 

T H E SCHOOL OF NIRAK 

Nirak was one of Surak's first studen ts and per
haps his greatest. H e was a lso a great admirer of 
jarok's teachings, and tried to bring compromise to 
the two seemingly disparate schools. Whether he was 
successful or not could be (and h as been) debated for 
generations. 

Whil e Nirak did not agree with Jarok's "reve ling," 
he also did not agree with his own master's unforgiv
ing attitude toward failure and intolerance. He taught 
that the more violent emotions (most notably anger) 
were to be repressed, but virtue could be found in the 
less destructive passions, particularly curiosity and 
joy. However, he still m a inta ined that a high degree of 
temperan ce was necessary to keep even the most 
encouraging of emotions in check. 

According to Nirak, it is proper for Vulcans to feel 
joyful , but not ecstatic. Grief must be l e t go at Kal-ap
ton's gates . More importantl y, a Vulcan cannot drop 
his g u ard against fear, rage, and j ea lousy for even a 
moment. Nirak's school i s n ot as widespread as his 
m entor's, but it does h ave a small following devoted 
to hi s philosophies. 

THE ONE MIND SCHOOL 

One of the more esoteric schools, the One Mind 
School was founded by T'mor, another stude nt of 
Surak. While her mentor sou ght a way to subdue a ll 
emotion, T'mor struggled w ith a way to remove 
emotio n entirely. She found it in an ancient Vulca n 
belief, o ne centering a ro und pred estination. 

The concept of predestination is not unique to 
Vulcans. Many human religiou s sects a lso use it as 
o n e of their main tenets of faith. Predestinatio n is 
the belief that all actions and event s are already pre
determined and canno t be changed. T'mor taught 
that emotion-speci fica lly curiosity-clouded a 



Vulcan's sight, making it difficult to see the ways of 
the universe. 

If the student could throw away emotion, he 
would be able to see the grand pattern of the universe 
and watch it unfold. "All problems have already been 
solved," T'mor once said. "We only lack the vision to 
see." Despite T'mor's dedication and many thousands 
of years of development, the One Mind School is still 
considered one of the "fringe schools" of Vulcan 
thought. 

THE KOLINAHR PATH 

While other paths seek to repress emotion, 
Kolinahr attempts to rid the mind and soul of every 
passion, be it joyful or wrathful. One by one, using 
the process known as t'san s'at, every emotion is men
tally deconstructed and purged from the psyche, 
leaving only the Vulcan's intellect. The founder of 
Kolinahr was a strange hermit who called himself 
"Sanshiin." His path is called Kolinahrafter the moun
tain he sat on during the 277 years he taught. 

Sanshiin never sought students. All the tales of his 
lessons come from those who sought him. It is said 
that he was originally a warlord, a mighty adept and 
leader of the feared Kolinahru mindlords, who bathed 
himself in blood every night in a personal quest for 
immortality. But one day, while sitting in a field of fall
en enemies, he looked up at the rock he was leaning 
against and realized that while millions of men were 
born, lived , and died, the planet remained. "I shall 
becom e as the stone," he said, and began seeking the 
w isdom he would need to attain his immortality. 

The stories of his journeys fill nearly fifty books, 
but the lessons he taught at the top of the Kolinahr 
mountain are those that a re studied by philosophers. 
Sanshiin taught that all emotion was a trick to keep us 
from seeing the universe as it truly was. Once emo
tion was cast away, a Vulcan would be one with a ll 
creation. 
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THE HAKIHR \NAY 

Desce nded from a martial order of mindlords, the 
disciples of Hakihr (centered on the Tinsha Monastery 
in northern Khomi) took to heart Surak's famous say
ing: "The mind controls the body; control the mind 
and the body will follow." They practice mind-body 
unification in the hope of preventing hormonal surges 
or other limbic reactions that might involuntarily trig
ger an emotional response. Like the T'Shen, Hakihr 
adepts also teach the use of biofeedback to strength
en the mesiofrontal cortex, that area of the brain 
associated with self-control. The H akihr are famous 
for their psionic body control disciplines. 

KATRA: THE VULCAN SOUL 

While Vulcans have all but completely recast their 
religious beliefs, a few still remain. Many Vulcans 
believe all Vulcans have souls, called the katra, while 
others refute its existence. Among conservative 
Vulcans, it is customary to craft a ritual vessel, called 
the vre-katra, to remind the family of the departed rel
ative. Most often made of volcanic glass, jasif crystal, 
or polished tir-nuk wood, the vre-katra is then kept at 
a family shrine. There might be hundreds of these spir
it vessels in a Vulcan's home, dating back to antiquity. 
Some older families have entire houses full of spirit 
vessels, usually far off in a desert portion of their 
lands. Vulcans, especially more conservative and tra
ditionalist Vulcans, treat these ancestor spirits with 
veneration and respect. 

Commonly, Vulcans meditate upon these ritua l 
vessels, seeking guidance in the accomplishments of 
the deceased. Some Vulcans believe it is possible to 
transfer the katra to the vre-katra in a ritual similar to 
the mythological fa/-tor-pan. Just prior to death, these 
traditionalists go so far as to mind-meld with a friend, 
who becomes responsible for transporting the katra to 
the individual's home. The katra is then transferred to 
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the vre-katra. More rational Vulcans find no proof for 
the existence of the katra and consider a ll this to be 
illogica l superstition, yet in the spirit of IDIC keep 
their o bjections to themselves. 

An ancient ritual called fal-tor-pan, the "refusion," 
prov ides stronge proof of the existence of the soul. 
This ritual is thousands of years o ld and has only been 
performe d once during the l ast five centuries, in 2285 
b y T'La r on the regrown body of Spock, son o f Sarek. 
Just before death, if a Vulcan is ab le, he passes his 
katra on to another while sinking into a biofeedback 
trance d eep e r than any coma to heal both the wounds 
and death i tself. Then, when the flesh is repaired 
(which takes a level of mastery that no Vulcan has 
reached in centuries, and then only in lege nd), a 
Master replaces the katra in the newly whole body. 

Some Vu lcan scientists are skeptical offal-tor-pan, 
claiming it is m e re ly a powerful mind-me ld al lowing 
the psyche of the dying Vulcan to be preserved, or 
even that it involves projection of m emories and not 
the restoration of true selfhood at all. Whichever 
exp la natio n the skeptics use, they m a intain that the 
ritual has nothing to do with the soul. Many Vu lcans 
conside r Spock's fal-tor-pan merely a m y th assoc iated 
with a larger-than-life figure, and deem it no proof at 
a ll of the existence of the katra. 

VULCAN HISTORY 
"Fath er, I do not wish to study today." Ste lev said. 

He strugg led to maintain his composure, but, being 
less than 9 standard years old, a hint of youthful petu
lance crept through. 

His father, Sirak, cocked his head downward 
slightly in a show of distaste. '-:4s you g row o lde r, 
child, you m ay find that one's wishes are seldom the 
determining fac tor of a situation." 

Stelev was unflinching. "/ am s ure, Father. 
However, this day, se veral of my peers are a tte nding a 
tour of the Science A cademy-an activity which, you 
will agree, is not without merit." 

Sirak no dded. "A most worthy pusuit, to be sure. I 
am certain that they will find it most enlig hte ning." 
He noted with some small ember of amusement the 
look tha t momentarily played across Stelev's fa ce as 
he continued: "Nearly as enlightening as you will find 
this day's studies in history, my son." 

Stelev gave in. There would be no tour of the 
Academy today. However, he would make one last 
attempt to appeal to his father. "What, Father, is the 
logic in studying events that lie in the past? Is it n ot 
b etter to turn one's eyes forward?" 

Sirak placed a hand upon his son's shoulde r and 
Jed him into the a lcove, where the teaching computer 
sat at the ready. " The humans have a saying, Stelev. 
'One who does not Jearn from history is condemned 
to rep eat it. ' The Andorians, similarly, say, -:4 m an is 
no more than the sum of his memories; a culture n o 
more than th e sum of its history.' Aphorisms, to be 
sure, and as broad and general as such phrases tend 
to be. Howe ver, at their core lies a valuable lesson." 

Stelev sa t as his father activated the c o mputer and 
began the tutorial program. "Our history conta ins 
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many cautionary ta les, my son." Sirak intoned 
solemnly. "To repeat it would most assuredly consti
tute a condemnatio n." The program began. "To your 
studies, Stelev." 

Despite his best efforts, Stelev fe lt the curiosity 
that his father's words stirred within him. Taking care 
not to show the slightest eagerness, he turne d his 
attention to the unfolding histo ry of Vulcan .... 

THE AGE OF ANTIQUITY 

It is now generally accepted w ithin scientifi c cir
cles that the Vu lean race, I ike many of the other 
humanoid races t h roughout the galaxy, was genetical
ly seeded on their homeworld by an ancient race 
referred to b y Professor Richard G a len, the note d 
archaeologist, as "th e Preservers." Th is civil ization is 
b e lieved to have sown t he DNA and RNA c hains that 
h ave led to the development of sim ilar humanoid 
species spread the length and b readth of the universe. 

Whether the Preservers are the same as the Sky 
Spirits o r Sargon's race, two o ther seeders of the 
galaxy, even Vulcan geneticists and archaeologists 
have yet to d etermine. Such theorists sti II disagree (to 
the extent that they stu d y the deeply embarrass ing 
and unpopular field of ancient Vulcan history at all) 
even on whether Vulcans evo lved on V ulcan or adapt
ed to it, perhaps by ancient genetic engineering 
techniques now totally lost. Some ancient texts, com
piling still more ancient legends, te ll of t h e Vhorani, 



or Ancient Ones. The Ancient Ones came from Vorta 
Vor, the Wellspring of Creation, and upon touching 
the soil of Vulcan the gods transformed them into the 
Vulcan people to keep them alive in the harsh desert. 

Regardless of the origin of the species, archaeolo
gy has demonstrated that early Vulcans organized 
along tribal lines in extended clans that banded 
together for protection from the h a rsh environment of 
the desert. Early in the development of Vulcan civi
lization, these tribes existe d in a nomadic 
environment, moving from water source to water 
source. Eventually, some of the Vulcan tribes estab
lished permanent settlements at sites that provided 
food, w ater, and shelter. These settlements, along the 
shorelines of small Vulcan se as or in great rock out
croppings guarding desert oases, gradually became 
full - fledged towns, and, in time, developed into the 
early Vulcan city-states. · 

Here anthropology and archaeology fall silent; the 
endless wars of the Vul c an past (combined with the 
deep Vulcan reluctance to probe old wounds and 
shameful times) have destroyed many ruins and 
ancient records; Vulcan history is a morass of contra
dictory myths and legends of angry gods, w ars in the 
skies, and heroic feats of psionic might. Drawing from 
these vague elements, anthropologists b e lieve that 
early Vulcans occasionally displayed moderate 
amounts of psionic talent-significantly moreso than 
appeared among a similar cross-section of many other 
humanoid races. These Vulcans were probably 
revered among the ir p e ople, v iewed as b e ing fav o re d 
by the gods wit h g reat g ifts. Those V ulc ans who dis
played suc h m e nta l talents were c onside red to be 
great assets to their tribes and were often the focal 
point o f a llianc es, a s well a s conflic t s. Every t r ibe 
wishe d to add the gen etic tra its of these p sionics to 
the ir o wn g ene pool and g radually, over the c e ntu r i es, 
this led t o the spreading of p sio ni c ta le nt throug ho ut 
the V ulcan population. 

Co mpetition for natura l resourc es w as f ie rce dur
ing these early days, w ith b itter, vio lent w a rs fought 
o ver solitary desert well s, patc h es of fertil e c ropl and, 
o r f ish-ri c h h a rbo rs. Some t h e orists even believe that 
V ulc an's ha rsh ecosyst e m represents the f ew surv iv ors 
o f a pl a n etary war o f unimaginable proport ions; the 
endless w a rs ce rtainly made the already precarious 
situation worse. The warlords of the c ity-state s al so 
attempte d to secure these resources through alliances 
and arra nged marri ag es, whi c h l e d to political 
intrigues w hic h ri va l e d the e xcesses of Earth's 
Re n a issance or the entire history of the Klingon 
Empi re. Unfortunate ly, a ny spe cifics o f these stories 
rest on largely unreliable works of epi c poetry, boa st
ful songs a nd carv ing s, a nd e xtremel y te nuo u s 
the oriz ing . 

THE TALE O F SUL EN A N D T 'VHET 

One suc h story c o ncerne d the w arlord Sule n, the 
t y rant o f Khir' A hl. Thousands of years ago, g o es the 
legend, Sule n d es ire d the wea lth and h o lding s 
enjoy ed by the n e i ghbo r i ng kingdom o f ShirKa h r. 
T'V het, the m atria rc h o f ShirKahr, rebuffe d Sule n 's 
ad van ces. The re w o uld b e no alli a n ce , and T'Vhet h ad 
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confidence in her armies. Sulen would not be dis
suaded, however. He hit upon a plan that would 
ensure an alliance between Khir'Ahl and ShirKahr-a 
marriage. If a daughter ofT'Vhet was Joined to Sulen's 
son, there could be no denying the union. Sulen was 
relying on the fact that T'Vhet would not wish to sub
ject h er child to the furies of the plak tow. 

However, T'Vhet's spies learned of the plan. 
T'Vhet had her daughter, the seven-year-old princess 
T'Peia, spirited away and hidden by a religious order 
in their temple at Mount Seleya. The matriarch of 
ShirKahr believed that even Sulen would not dare vio
late the sanctity of the mountain temple. She was 
horribly mistaken. 

Sulen learned of the deception and sent his army 
to lay siege to the mountain temple. The priests resist
ed; the legends say they awakened the very soul of the 
planet to rip away the paths to the top of the moun
tain. Sulen pressed his attack despite overwhelming 
losses. After eighty days of being bombarded with 
flame and thunder, the clerics of Seleya raised the 
banner of surrender. Sulen's army poured into the 
temple, taking custody of T'Peia. 

Sulen was enraged, however, at the attempt made 
to deceive him. He killed the high priest of the temple 
with his bare hands, and at his signal the elite corps 
of his army swept through Mount Seleya, slaughtering 
the clerics until none remained. The blood of the slain 
clerics flowed down the carved steps of the mountain, 
and, according to legend, that is the reason that the 
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stones of Seleya are tinged red to this day (although 
modern Vulcans will tell you that the real reason is the 
high concentration of iron oxide in the soil). 

T'Peia, despite her youth, was a paragon of the 
virtues of her day. Witnessing the murder of the cler
ics convinced her that an alliance between the two 
kingdoms would spell the end of ShirKahr: It would 
not be long before the bloodthirsty Sulen completely 
subjugated his "a lly." T'Peia formulated a plan. She 
underwent the Joining, in a ceremony that took place 
in the highest tower of Sulen's citadel. At the critical 
moment of the process, T'Peia, uttering the famous 
words, "For my mother, my land, and my people," 
threw herself from the tower. The psychic shock wave 
generated by her sudden death destroyed the mind of 
Sulen's son, still locked with her in the throes of the 
Joining. The heir to Sulen never recovered, and in less 
than a generation the kingdom of Khir'Ahl was fin
ished. 

THE TALE OF THE HATRED OF SUDOC 

The internecine wars between the kingdoms of 
ancient Vu lean raged across the planet's surface, 
culminating in the atrocities committed by the most 
infamous name in Vulcan history: the warlord 
Sudoc. Which stories of Sudoc's cruelty are accu
rate testimony, which are understandably 
exaggerated wartime reports from ShirKahr, and 
which are merely philosophical contrasts (Sudoc is 
often seen as the polar opposite of Surak in Vulcan 
art and political science) no one can say with an y 
accuracy. The following is the best g u ess available 
to Vulcan schol ars. 

Sudoc was a vicious warrior who took the throne 
of the maritime c ity-state of Jaleyl by assassinating the 
previous tyrant. Sudoc's psionic abi liti es were highly 
advanced for Vulcans of hi s time, and he used them 
a ll to further his skill as a warrior and a ruler. He sur
rounded himse lf with a fanatical cadre of supporters, 
a ll of whom were required to submit to regular deep 
mind-melds to gauge their loyalty. Any of hi s cadre 
found to be harboring doubts or whose loyalty had 
limits were "adjusted" by Sudoc, deep within their 
subconscious. If these regular treatments fa iled to 
work, Sudoc simply killed the offending Vulcan. Over 
the years, this procedure gave Sudoc an el ite corps of 
zea lots who obeyed his every command. 

Sudoc used his considerable powers of insight 
into the Vulcan psyche to craft a style of rule rship that 
appea led to the citizens of his city. Federation histori 
ans have compared the psychological appeal of 
Sudoc's reign to the pomp and pageantry that the 
Fascists of early Earth history utili zed in their r ise to 
power. His citizens were more than happy to turn 
over their personal freedoms, as long as Sudoc's~ov
ernment kept them well fed, prosperous, a nd 
enterta ined. 

The kingdom of Ja ley l expanded across th e sur
face of V ulcan-neighboring kingdoms were offered 
the chance to be annexed or conquered. Initi a lly, the 
other kingdoms resisted, until they witnessed Sudoc's 
barbarity. His armies would surge across the border, 
slaughtering the opposing forces wi th n o quarter 



given. They would then move on to killing entire 
town~and cities, leaving a single survivor to travel to 
the next town with the following message: "Your 
rulers are responsible. They would rather see you 
dead than out of their control. Only they can stop 
this." 

Needless to say, this tactic eventually worked. 
Leaders would surrender to stop the carnage or would 
be overthrown by panicking followers. These leaders 
would then be brought before Sudoc, who would 
destroy their minds utterly with his terrible psionic 
power (rumored to be the greatest of his day-perhaps 
the greatest in Vulcan history). Sudoc and his armies 
would add the subdued territory to their empire, and 
the process would begin again with the next kingdom. 
For a century, Sudoc's power grew. 

Using the most advanced technology available, 
stolen from the finest minds on Vulcan, Sudoc even
tually assumed control over most of the planet. Some 
versions of the legend say it was Sudoc who assem
bled the fearsome Stone of Gol, the ultimate psionic 
weapon. Eventually, only one region of any real 
power remained to stand against him. 

ShirKahr's armies were highly skilled and pos
sessed sufficient technological might to fight the 
invaders to a standstill. The first conflict between 
ShirKahr and jaleyl began a period of constant war 
between the two powers. Neither side gained any 
clear advantage over the other, despite the best efforts 
of spies and saboteurs. The war dragged on and on, 
stretching into decade after decade of unre lenting vio
lence. It was into this climate of terror that Surak was 
eventua lly born. 

THE TIME OF AWAKENING 

Surak, the Father of Logic. Surak, the Greatest of 
Vulcans. The man who would enter the first ranks of 
galactic history was born in ShirKahr to a wealthy, 
well-placed family. Surak's father, Salek, was a gener
al in the army of the city-state. For his entire career, 
ShirKahr had b een at war with Sudoc's empire, fight
ing constantly with neither side holding any 
advantage for very long. Salek had ordered thousands 
of men into the meat grinder that was the front lines 
and this constant bloodshed had st ained his very soul, 
turning him co lde r and colder. Historians believe that 
father and son were never very close as a result of 
Salek's cold-hearted distance. 

Surak was a child of privilege. The sons and 
daughters of the wealthy were given the c hoices that 
the masses were not. They were spared from the draft 
that filled the ranks of the army, instead being g iven 
the option of volunteer service (which few bothered 
to fulfill, leading to a small but thriving idle class). 
Surak spent his days in leisure and study, amassing a 
group of close friends who experienced life as he did. 
While the sons and daughters of the people fought 
and died to protect the city-state from the barbarity of 
Sudoc's soldiers, Surak and his friends debated the 
finer points of philosophy, engaged in sports, and gen
e rally ate, drank, and made m e rry. 

General Salek was extremely disappointed in the 
lack of patriotism displayed by Surak and hi s friends, 
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and his displeasure was the source of many family 
arguments. Father and son eventually stopped speak
ing a ltogether, and Surak spent more and more of his 
time away from his family. 

The turning point in Surak's life came when assas
sins hired by Sudoc infiltrated the city and, in a single 
night, murdered several highly ranked generals a long 
with their entire ho u seholds. Among the victims that 
night were General Salek and his wife and ch ildren
all except Surak, who had bee n away, taking part in 
revels that lasted well into the night. The deaths of his 
family greatly affected Surak, who found himself over
come by rage at the loss. This rage might have 
consumed him and left him forgotten in the anna ls of 
history, if not for one further event: the death of his 
closest friend, Senet. 

Senet had been one of Surak's circle of f riends, a 
son of anothe r of ShirKahr's generals. Upon learning 
of his family's murder at the hands of Sudoc's assas
s ins, Senet en listed immediately in the a rmy, as a 
skirmisher-one of the front-line commandos whose 
purpose it was to harass enemy operations. 
Skirmishers often operated b e hind enemy lines, per
forming sabotage, assassination, and other special 
operations. Drive n by a burning hatred of Sudoc's 
forces and blinded by his rage and loss, Senet fierce
ly att acked the enemy. He was killed soon thereafter 
in an enemy ambush. 

The death of Senet was like an awakening call to 
Surak's mind. He began to realize the futility of his 
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rage, and by extension the futility of this unending 
war. He began to write. As he wrote, his theories 
expanded- Surak began to realize that the sorrows 
endured by the Vulcan people were all due to excess
es of emotion: rage, anguish, hatred. 

Furthermore, those plights not directly caused by 
excessive emotion were caused by ignorance born of 
being blinded by those emotions. Surak was shocked 
at the clarity of what he had written. There, before 
him in print, spelled out for all to see; it was all so 
simple ... so understandable ... so ... logical. 

Surak began to see that when viewed through 
logic, all things in life grew much clearer. He began 
to speak of this among his circle of friends. "Logic," 
he would say, "is a lens. Emotion fogs that lens as 
surely as breath fogs a glass." One of his circle, Nirak, 
argued, "Surely emotion is as necessary to life as that 
fogging breath." He did agree, however, that an 
excess of emotion was detrimental. Nirak's theories of 
emotion in moderation eventually led to the develop
ment of the Nirak school (see page 16). 

Some of Surak's friends viewed his transformation 
as merely the unfortunate result of the deaths that sur
rounded him. They did not wish to hear his 
admonitions against emotional excesses and couldn't 
care less about his new logical approach to life. As he 
continued his discourses on logic he alienated more 
and more of his former friends, but a core group of 
followers began to surround him. Their days were 
spent in discussions of logic and of abstinence from 
emotion. 

Among this early group were su c h future philo
sophical luminar ies as Nirak, jarok, T'Mor, and 
Vethek. j a rok's famous debates with Surak began at 
this point, and continued until jarok finally l eft Surak 
to meditate in the desert. 

Stories of Surak's circle began to circulate through 
the markets and streets of ShirKahr. The majority of 
ShirKahri viewed this group as yet another example of 
the excesses of the upper class. Surely, only the chil-
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dren of the rich would engage in such bizarre philos
ophy while others of their age fought and died for their 
freedom. It was a disgrace, many said. This sentiment 
only grew when Surak and his followers began to take 
their message into the street. 

The philosophers began to deliver speeches, 
attempting to explain the benefits of emotional absti
nence and logical pursuits. The followers of Surak 
found that most audiences were hostile-they were, 
after all, speaking in a city where literally every citizen 
had known someone killed in the war, either friends or 
family members. From the beginning, Surak and his 
friends had to put their nonviolent philosophy to the 
test. Hecklers would throw objects at them-fruit at 
first, but, when the philosophers refused to yield, 
stones and bottles soon followed. Through it all, Surak 
urged his followers to not give in to anger and to 
endure all insults and injuries with dignity and tem
perance. He hoped that their example would act as a 
beacon for other like-minded Vulcans. 

During this time of persecution and hardship, 
those who were not as devoted to Surak's cause 
dropped by the wayside, finding the strictures of such 
stoicism too hard to emulate. The most serious devo
tees of logic and emotional restraint were unswerving 
in their purpose, however, and eventually they began 
to find converts among the Vulcans of ShirKahr. After a 
while, the sight of these stoic speakers began to be a 
common sight on the streets of ShirKahr. Their message 
was not yet embraced, but they began to be regarded 
as a common fact of life in the c ity. 

After a few years of spreading the message of logi c 
and emotional restraint, Surak began to fill his speech
es w ith a message against the never-ending war w ith 
Sudoc's forces-a message against all forms of vio
lence. It was during this period that one of Surak's 
most famous sayings was first heard. During a speech 
in the m a in market square of ShirKahr, Surak told the 
assembled crowd, "The spea r in the enemy's side is the 
spea r in your own." Th e crowd was outraged by the 



equating of the honored army of ShirKahr with what 
they regarded as the monstrous barbarians who served 
Sudoc. T hey rioted despite Surak's urging of restraint, 
and in the ensuing violence the mob killed several of 
Surak's fo llowers, and Surak himself suffered injuries. 

This incident made Surak realize that the average 
Vulcan citi zen was n ot ready to listen to mere words 
spoken by those whom they saw as members of a 
privileged class. Still nursing his wounds from the 
riot, Surak decided that the people would only 
respond to action. He and his followers would have 
to lead by example, not just by word a lone. Surak 
and his followers began to slip out of the cities at 
night, cross enemy lines, and preach peace and logic 
to the -armi es of Sudoc. 

Some warriors did stop and listen- according to 
legend the mind lord of the Kolinahru adepts convert
ed upon hearing Surak personally, and pulled hi s 
forces out of the war that night-but others ignored 
them. In many cases, Sudoc's men killed the disci
ples of Surak out of h and. Time after time, a 
mysterious figure wou ld appear in Sudoc's camp and 
propose peace. Time after time, Sudoc ordered the 
speaker's execution. Other followers of Surak spread 
out across the planet, preaching the new way. Vulcan 
legends speak of the Four Hundred and Four who 
died for peace, and many Masters still memorize the 
death speech of each one. 

During this p e riod, Surak continued to visit the 
front and appear throughout the city, delivering his 
speeches. His message was spread across Vulcan by 
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travelers and soldiers who deserted the war effort. 
The practice of suppressing emotion seemed to have 
a positive effect upon the use of mental disciplines, 
as did the moving of thought patterns into logical 
lines. (The stories claim that Nirak, for example, was 
able to restore his body to life with fat-tor-pan after 
being executed by Sudoc personally.) This obvious 
beneficial result of Surak's practices furthered the 
spread of Tu-5urakthroughoutVulcan, opening many 
who would not have listened before to the philoso
phy behind those practices. 

Furthermore, the continuous willingness of Surak's 
followers to die for peace had a great moral effect not 
only on the common people of both sides, but on the 
warriors of both sides, who recognized true bravery 
when they saw it. Propaganda that condemned Surak's 
message as the work of effete cowards had little effect 
on anyone who saw the nobility with which his fol
lowers met their fate. Slowly, Tu-Surak spread 
throughout the armies, leading to desertions on an 
ever-larger scale. 

After years of desertion, the war effort began to suf
fer. The spread of Surak's message had led to unrest in 
many of the city-states controlled by Sudoc, which had 
forced him to divert some of his army to control the 
population. Warlords rebelled against Sudoc, peeling 
away the fringes of his empire from far-flung provinces 
like Tat'shar and Go' an. The armies of ShirKahr were in 
no position to capitalize upon the new weakness of 
Sudoc's front- line forces, for their ranks had been 
thinned by desertion as well. More and more Vulcans 
were subscribing to the peacefu I, log ical existence 
advocated by Surak. 

By this time, Sudoc had grown very old and found 
himself taxed to the limit with the pressures of trying to 
fight a never-ending war, while struggling to maintain 
his collapsing empire. In one of hi story's most wel
come synchronicities, Sudoc died of a massive 
embolism during one of his melding sessions with his 
inner circle. The psychic shock killed or drove mad 
many of Sudoc's generals and spies, throwing his 
armies into chaos. The military leader who had brought 
a lmost all of Vulcan under his control was no more. 
His empire collapsed and the war came to an end. 

In the vacuum left by the dissolution of Sudoc's 
empire, many more Vulcans began to convert to 
Surak's way of thinking. The movement had taken on a 
life of its own, with Vulcans spreading the message 
who had neve r even met Surak himself. As tales of 
doomsday weapons and horrific atrocities trickled out 
of Sudoc's collapsing empire, Vulcans began to realize 
how close to the precipice they had collectively come 
and with the realization of the fate that they had avoid
ed came the presence of mind to follow the dictates of 
logic. 

The movement swept the g lobe and Surak traveled 
as an honored teacher, speaking of logic and of absti 
nence from violence and emotion. A populace grown 
weary a fter generations of warfare were an eager audi
ence. Surak found that even in those cities once 
dominated by Sudoc, the citizens were receptive to his 
words, although in their case many were motivated by 
a desire to fill the void left by the omn ipresent rule of 
the warlord. 
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Rift with the Proto-Romulans 
During this spread of logic and pacifism, not all 

Vulcans felt inclined to put away their past natures so 
quickly. Led by a core group of Sudoc's cadre, a group 
of Vulcans still loyal to the martial principles set forth 
by the dead warlord segregated themselves from oth
ers and continued to practice their way of life, in 
defiance of the new order. 

As more and more Vulcans began to embrace this 
new way of life, the followers of Sudoc found their sit
uation on Vulcan untenable. They argued among 
themsel ves for years, until one among them, known as 
Tellus, proposed his solution . The Children of Ket
cheleb (as they were now calling themselves) would 
leave the planet of their birth. Using large generation
model ships, they would hurl themse lves into the 
void, where they would search for a new home. 

This idea was seen by the newly logical Vulcans as 
an extremely dangerous, i !logical risk, born of des
peration and emotional confusion. The risk only 
encouraged the martial-minded Children of Ket
cheleb, who v iewed the disapproval of the Vulcans as 
proof that this venture encompassed the true spirit of 
the Vulcan past. This was a challenge worthy of their 
warrior spirit-so the Children of Ket-cheleb, hun
dreds of thousands of them, piled into huge starships 
and left Vulcan forever. 

Surak was saddened by the insistence of the 
Children of Ket-cheleb that they leave their brethren 
and home. He tried, in vain, to convince Tell u s to find 
some way to peacefully coexist on Vulcan, but in the 
end he failed. It was th at fa ilure which haunted Surak 
until the end of his life-despite all he had achieved 
for the people of Vulcan, hi s inability to keep the dis
parate halves together was something that h e never 
reconciled. Jarok often criticized Surak for this failure, 
and many followers of jarok have prominent parts in 
the Romulan Reunification Movement. 
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As for the Children of Ket-che leb, it has now been 
genetically proven that they went on to become the 
first Romulans. Scientists are unsure of exactly how 
the future Romulans managed to cross light years to 
their new homeworlds in slow, impulse-driven star
ships. Some suggest that perhaps the ships entered a 
wormhole that has since closed. Others claim it might 
have been the work of a powerful entity such as the 
Q, which later events tend to support. Still others 
believe that Sudoc's scientists had secretly developed 
the warp drive and that Tell us stole a secret prototype, 
which the Romulans later lost knowledge of in a c ivil 
war. 

The exodus of the proto-Romulans left Vulcan 
essentially unified in thought and belief, and Surak's 
disciple Selok formalized this unity with his Theorems 
of Governance, w hic h reconciled the traditiona list 
past of Vulcan custom with the logical imperatives of 
peace and world government. The Great Houses, 
flush with the newfound wisdom of Tu-Surak, assent
ed at once to Selok's carefully reasoned proposals. 
With the Vulcan people unified behind a driven phi
losophy of pacifism, logic, and emotional 
suppression, they moved, free of inte rnal conflict, into 
a period of scientific discovery and enlightenment. 

The Golden Age 
The accomplishments of the Vulcans during their 

Golden Age a re a testament to the spi rit of log ical 
cooperation that dominated the planet after their war
like period. The leve l of drive that the Vulcans put into 
their scientific pursuits at this time h as been likened 
by some to a transference of the aggressions that they 
had previously devoted to conflict. With no o utlet for 
those aggressions, the Vulcans found new c ha llenges 
to spur them on, challenges of survival, of progress, 
and of mental exploration. 

Vulcan geologists m apped the unstable tectonic 
structure of their planet and began building geother-



mal plants to harness its destructive force for energy. 
Vu lcan c h emists used t his new energy sou rce to con
struc t desa linization plants, replenishing the artesian 
wel ls of Vulcan's cities. At the same t ime, Vu lcan 
ecolog ists p u t their minds to arresting the steady 
expansio n of the deserts across the planet, seeding 
new pla nts and restoring old ones to keep Vulcan 's 
dwindling supp ly o f arable land ferti le. T h ese three 
programs erased m ost of the motivations that V ulcan 
tribes and c ity-states had had for warfare and con
quest: For the first time in Vu lcan histo ry, the re was 
enough energy, enough water, and enough la nd for 
a ll. The new techn iques of hydroponics e nded t h e 
threat of famine on Vu lcan forever. 

Vul can sc ie n ce progressed rapidly as w e ll; a ll 
over Vulcan the individual efforts of isolated city
states joine d th e Great Library attached to the new 
Vulcan Sc ien ce A cademy. Ancient archives of forb id
den exp e rime n ts, ruined c1t1es full of lost 
inscriptions, and the top secret projects of t h e war
lords of Vu lcan al l unleashed their secrets at o nce in 
the new atmosphere of peace. V ulcan scientists spent 
a lmost a century just cataloguing a ll this information 
and c ross-relating it. These correlations often sparked 
new develo pments, especially in genetics, mathe
matics, and physi cs. 

But most V ulcans c oncentrated their energies o n 
exploring themselves. The new ways of Surak, jarok, 
Nirak, and othe rs sparked a veritable l andslid e of 
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study and intense learning about t h e ways of the 
Vu lcan mind. Psychology, socio logy, an thropology, 
and pure logic g rew b y leap s and bounds. M a ny 
Vulcans became m onks o r philosophers, debating 
the fi ne nuances of Tu-Surak a nd Tu-jarok; some of 
the ir schools sti l l surv ive to this day. 

In add ition, the d evelopment of psion ic tech
niques expanded rapidly. Where once the mental 
powers of adepts h a d been restricted to e li te classes, 
n ow such know ledge b ecam e ava ilab le to al l. 
Children a ll over Vulcan took tests for psion i c apti
tude at an early age; promising c hildre n j o i ned 
spec ia li zed monasteries or university programs to 
develop their nascent powers. 

Over the next 200 years, nearly everyone on 
Vulcan developed at least a modicum of psionic con
trol and ability . Th e habits of meditation, 
concentration, and calm that psionic d evelopment 
encouraged also worked to cement t h e w ays of Surak 
unti l new generations forgot t h at v iolence and h atred 
h ad ever been options at a l l. 

The Romulan War 
The peaceful, introspective Gold en Age w as shat

tered b y a sudden attack from beyond the stars 900 
years later. In the Earth year 1270, a wormhole 
opened up in space very n ear to Vu lca n , unleashing 
a fleet of attacking spaceships upon t h e now -peace
able p lanet. The Child ren o f Ket-c h eleb were long 
forgotten, and on ly a few t h eorists suspected that 
these new aggressors cou ld b e t he legendary exiled 
warrior Vulcans. Fortunate ly, the Golden Age had 
produced spacecraft capable of interpla netary flight, 
so Vu lcan was not helpless ben eath the sudden 
onslaught. The attackers, however, destroyed their 
ship s with atomic weapons rather t han surrender, 
a nd simply ignored Vu lcan broadcasts of peace and 
offers o f negotiation . 

Vulcans, although pac ifistic, were not supine. 
After a series of sharp, b ut logically controlled, 
debates, the V ulcan Counci l decided to defend its 
world with force rather th an simply evacuate the 
population to impre gnable fortresses beneath the 
p la n et 's crust. Fortunately, th e wormho le opened up 
irregularly, and for widely vary ing times. A t t imes 
entire a rmadas of t h e myster ious attackers cou ld 
emerge, but si ngle ships cam e as often as not befo re 
the wormho le shut again. 

The Vulcan Counc i l rapidly assembled a f leet of 
d efensive ships, and logically determined survei l
lance patterns and convoy ing tactics t hat s lowly 
cleaned up the invaders' few b ases in Vu lcan space 
(mostly in the outer com etary halo near 40 Eridan i B 
a nd C) . Fighting a grim, silent battle w ith atomic war
heads and logica l ly dead ly tactics, th e Vulcan space 
fl eet decimated the f inal aggressive a rmada far 
beyond even the binary dwa rf stars' o rbit. After 1 00 
years of intermittent warfare, t h e wormhole stayed 
closed. The Vulcan s never discovere d the iden tity of 
t heir attackers, much Jess realized that the long-lost 
C hildren of Ket-cheleb had founded t h e Romulan 
Star Emp ire m any parsecs di stant. 
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TO THE STARS 

However, the war drove the scientists of Vulcan 
to new discoveries in robot ics, atomi c power plants, 
computers, and other technologies. A lthough the 
peace brought a reaction and a retu rn to the t r uths of 
Tu-Surak (for example, the ancient pagan festival of 
Rumarie was abolish ed after the war), the n ew tech
nolog ical class con t inued to make discoveries. The 
great est of these discoveries was the achievement of 
faster-than-( ight travel. 

As in many other cases, the development of warp 
travel was a c umulative effort. Earl y developments in 
nuclear fusion, the original theories of quantum 
mechanics, even the ea rl y city-state effor ts in rock
etry- all of these were ingredients that led to the 
eventua l breakth rough. H owever, i t was the work, 
over a period of thirty years, of the scientist T'Vran 
that paved the way to the stars. 

T'Vran h eaded the research team that designed, 
con structed, and tested the first warp engine. After 
the unmanned probe was tested w ithin Vu lcan 's so lar 
system and proved to work, T'Vran h ersel f piloted the 
fi rst manned test fl i ghts of a warp-driven sta rship. 
This first h a l ting step into a w ider un iverse intrigued 
the Vu lcans, who rapidly set about constructing 
faster- than- light exp loratory vessels and moving out 
into the loca l systems that surrounded Vu lcan. 

These first explorations y ie lded no f i rst contacts, 
but t h e Vu lcans did discover a sm a ll number of h ab
i tab le, C lass M planets in the n eighboring star 
systems. The Vulcans had made planetfa ll earl ier on 
a number of p l anets w ithin the 40 Eridani system, but 
none other than the h omeworld was capable of sup
porting unprotected life. These new worlds offered 
the Vulcans new lands to settle, and soon Vulcans 
estab lished colonies on Kethri, T'Khut, and Mevet. 

Over the next 600 years, the Vulcan exploration 
of the Galaxy continued, spurred on by a desire to 
locate the origin of the attack fleet of 1270. Since the 

first Vu lcan contact with extraterrestrials had resulted 
in war (unimaginably distasteful to the Vulcans of the 
Golden Age), the exploration corps had strict instruc
t ions to avoid any contact with alien species unti l all 
available data could be analyzed. 

V ulcan sh ips m ay have reached Earth as early as 
Earth's 19th century, but the continuous wars on that 
planet kept the explorers discreet a n d aloof. In the 
later 20th century, Vulcans cut their exploratory 
f lights back sharply to avoid cont act w ith a b r ief 
expansion istic tyranny centered on the star Vega. 

First Contact with Humanity 
In 2063, an event occurred which changed the 

face of the unive rse. The Vesaya, a Vulcan science 
vessel, detected a warp signature while passing 
through the Sol system. Previous reconnaissance 
voyages (and Vulcan radiotelescopes) h ad reported 
Earth's Eugenics Wars, the launch of the Botany Bay 
and its fellow DY-7 00 ships, a nd finally the holocaust 
of World War Ill. The Vulcan Science Academy had 
assumed that humanity h ad destroyed itself (or at 
least reduced itsel f to a Stone Age), and thus the Sol 
system was safe for general travel without precau
tions. 

Cap ta in Sevak, a fo llowe r of Tu-jarok, decided to 
follow the warp craft back to its home base--su re ly, 
the postatomic Earth could pose no threat to Vulcan, 
and the c h ance for new learning and for compas
sionate aid was unprecedented in Vu lcan history. On 
April 5, by the human calendar, Sevak made Vu lcan's 
first contact in history with anoth er friendly race 
when h e met Zefram Cochrane, the inventor of the 
human warp drive. 

Sevak returned to the Vulcan Counci l with the 
recommendation that, despi te humanity's emotional
ism and unpredictabi lity, he was of the opinion that 
humanity was advanced enough for the open ing of 



official relations. The urge to negotiate peacefully 
with another race won out over the fear of cultural 
contamination and emotion. Vulcan scientists imme
diately set out to help raise humanity from its ruins 
and, they hoped, to guide it toward peace and ratio
nality. 

The eager humans rapidly encountered the 
Centaurans, Tellarites, and Andorians in turn. The 
Vulcans had known of all three races, of course, but 
had decided to leave them alone-human and 
Centauran action unmade this decision, however, 
and the Vulcans slowly became part of a burgeoning 
interstellar community. 

Earth soon developed a stable world government 
and immediately sent out exploratory ships in all 
directions, even passing beyond the limits of safe 
Vulcan exploration in human eagerness. Although 
early human ships encountered many different plan
ets and civilizations, the human explorers were 
vastly disorganized and chaotic by Vulcan lights. Not 
until the humans and Romulans collided at Cheron 
in 2156 did the Vulcans find themselves involved 
directly in such activities. 

The Vulcan Science Academy followed the Earth
Romulan War closely; humanity's mysterious 
opponents used many tactics and technologies 
recalling the unknown attackers of 1270. Vulcans 
played an ever-increasing part, almost against their 
will (Councilor Solkar argued eloquently against 
involvement), in the war effort as Vulcan scientists 
and xenologists sifted Earth's records for common 
elements. The war ended in 21 60, however, before 
the Academy could come to any definite decision. 
What Vulcans decided, however, was that their plan
et's destiny and security no longer lay in isolation. 

The Federation 
Vulcans have long agreed that T'Shenn of Vulcan 

first proposed a closer union of the five planets at the 
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Babel Five-Power Conference of 21 59. Other races 
differ, however, and the Vulcans would never be 
arrogant enough to demand credit-they understand 
that other species demand an emotional crutch that 
Vulcans have evolved beyond. Be that as it may, 
Vulcan diplomats like T'Shenn and Suvok played crit
ical roles in the drafting of the Terran Conventions on 
Epsilon Eridani in 2160. 

Vulcan almost became the capital of the 
Federation, but Solkar and the other conservative ele
ments in the Council ordered Suvok to reject the idea 
out of hand as culturally dangerous. Suvok proposed 
that Earth be made the central world of the n ew 
union, reasoning that setting the human world as the 
capital would inextricably harness human pride and 
curiosity for the Federation. 

Vu lean ratification of the Articles of Federation 
followed rapidly after their drafting, although the con
servative elements of Vulcan society warned against 
too much involvement in offworld affairs. T'Pau, a 
powerful young Vulcan matriarch, created quite a stir 
by refusing the Council's selection of her for a seat on 
the Federation Council, choosing instead to stay and 
offer her service to her people. Suvok eventually vol 
unteered for the duty, and Vulcan became a core 
world of the United Federation of Planets. 

Some Vulcans were hesitant, especially when 
faced with the creation of Starfleet. They felt that such 
an organization would lead to violence and opposed 
the participation of Vulcan citizens within that ser
vice. It was not until the enlistment of Spack, from a 
very prominent family, in Starfleet in 2252 that the 
stigma began to fade. 

Federation President T'Pavis encouraged Vulcans 
to join Starfleet by commissioning all-Vulcan vessels 
such as the U.S.S. Intrepid. The loss of that starship 
with all hands in 2268 caused a new generation of 
Vulcans to enlist, impelled in part by Spack's heroism 
in destroying the space amoeba which had obliterat
ed the Intrepid. Eventually, Vulcans began to serve in 
mixed crews, again following the example of Spack. 
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Events in the galaxy of late have brought Vulcan 
more and more to the forefront of Federation affairs. 
In 2368, the Romulans attempted to invade the plan
et Vulcan and retake the planet of their birth. The 
Romulan Senator Pardek used the g rowing Vulcan
Romulan Reunification Movement as a cover for the 
attempt, which a lso involved the kidnapping of 
Ambassador Spack, one of the leaders of this move
ment. Spack and Captain Picard of the U.S.S. 
Enterprise-0 thwarted the invasion, a lthough Spack 
remains on Romulus to work for peace, aided by 
those Romulans who yearn for closer ties w ith their 
true homeworld. 

Overall, the Vulcans support the UFP, serving as 
one of the major pillars of that organization. Their 
ambassadors work toward integrating new worlds 
and settling disputes through arbitration. They serve 
as the premier diplomats of the Federation, their 
emotional restraint and logic suiting them well for 
such serv ice, as much as the spirit of adventure and 
curiosity of humans lead them into the role of the 
UFP's primary exp lorers. 

All is not well, however. Some Vu lca n s have log 
i ca lly concl uded th a t a lien influences and 
assoc iations have tainted the Vulcan way of life. Why, 
they wonder, is Vulcan involved in conflicts that do 
not affect Vulcan? The Vulcan people were trave ling 
space lo ng before the humans and did well without 
the likes of the Andorians and Tellarites. They argue 
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that Vulcan is strong enough to hold its own as a 
galactic power, without the assistance of any alien 
federation. 

These members of the Vulcan Isolationist 
Movement advocate a complete withdrawal from all 
Federation activities: from the Federation Council, 
from Starfleet, from all of it. Their influence on 
Vulcan is growing, although the movement suffered a 
grave setback when their plans to reassemble the 
Stone of Gol were halted and revea led by Starfleet. 
What this development means for the future of 
Vulcans within the Federation remains unclear. 

What is clear is that the Vulcans are a vital part of 
the Federation; without them, what remains would 
surely be less than the sum of its parts. The Vulcans 
are, and always have been, critical to the I ife of the 
United Federation of Planets. 
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the benefits to others (society as a w hole) from one's 
self-sacrifice likewi se o u tweigh that sacrifice. Selok's 
Fo urt h Theorem rests heavily o n the famous saying of 
Jarok: "The welfare of the w hole surpasses the desires 
of the few." Th erefore, l ogically one can and should 
enter into a society a nd follow its rules. Thanks to 
Surak, jarok, and Selok, Vulcans see this more clearly 
than any o ther culture. 

Since the leaders of Vulcan only act in furth erance 
of w h at they logical ly perceive as the good of society, 
the ir regulations and instructions a re l ikewise born of 
precise logi c . Usually this logi c is too strong to be 
refuted or disputed by other Vulcans, since Vulcan's 
government seldom risks stirring up emotional debates 
by proposing rul es w ithout c learly l ogica l reason s. ( It is 
c u stomary for a ll laws and regulation s to be accompa
nied by proofs in symbolic logic of the ir necessity.) 
Therefore, Vu lcans a re more like ly to agree with w hat 
their government does, and to fo llow its o rde rs, than 
a ny other race. 

This is not to say, however, that all Vulcans w ill do 
a nything their government says l ike so many mindless 
a u tomatons. If logic m eant that al l V ulcans agreed a ll 
the time, there would be no need for a government at 
a ll. It is enti rely possible to arrive through process of 
logic at two different solutio n s to the same problem
life is not a mathematical formula w ith o nly one 
correct solution . For example, suppose that there is a 
flood in a region of Vulcan. One school of thought 
would h old that it is illogica l to let people die simply 
because of an unavo idab le n atura l disaster; further
m o re, not assi sting the victims of the tragedy might 
result in the death of a person (or persons) w hose past, 
present, or future contributions to society far outweigh 
the cost of saving him and the others. However, it is 
equ a ll y logical to hold the opinion that the majority 
should not sacrifice to save a mino ri ty, p art icularl y a 
mino rity w ho were so illogical as to live in a n area sub
ject to f loods. 

Two very different viewpoints, both a rrived at log i
cally. This shows w hy even the supremel y logical 
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Vulcans do, in fact, need a government. Indeed , the 
very existe n ce of the Vu lcan Iso lationi st Movement is 
testament to the fact that different Vulcans can see 
issu es in very different, but equall y logica l, ways. 

The Vulcan government is generally regarded as a 
meritocracy, and rightly so. A lthoug h the key leaders 
are e lected, the "popular vote" has a very different 
impact o n V ulcan t han in a n y other society. W h e n most 
members of most races vote, they vote o ut of pure sel f
interest-which candidate w ill do what I want? Who 
w ill benefit my inte rests most? The concept of choosing 
the candidate which is best fo r the world enters into 
the decision secondari ly, i f at a ll. C hoosing "th e right 
man" o r " the best m a n " for the job a lso has relatively 
li ttle impact on the decision. 

That's not how the process works on Vu lcan. The 
V ulcan s, fo llowing irresistibl e logic, often do not think 
of their own inte rests at a ll when voting. The things 
they th ink about a re w ho can d o the job best, who is 
"the right man" for the position, and w ho w ill best 
serve the interests of Vu lcan as a whol e in the offi ce. 
Th is means voting for the person each Vu lcan perceives 
as the most qualified, ab le, and talented candidate. The 
concepts of merit and worth thus lie at the h eart of the 
Vulcan e lectoral process. 

Of course, there are Vu lcans w hose logic is flawed, 
or clouded by sel f- inte rest, so no e lection is perfect. 
More interesting ly, groups suc h as the V IM and certain 
other traditional e lements possess perfectly log i cal and 
disinterested reasons to vote for cand idates who have 
other interests than "Vu lcan as a whole"; even after 
two millennia, some Vulcans still vote for candidates 
from well known and trusted families, o r for those from 
the voter's home province. 

Or, of course, Vulcans w ho feel that loya lty to only 
the planet Vu lcan i s ill ogi cal m ay vote for candidates 
who represent the best interest of the Federation as a 
whole, or of sentient life as a w h o le . (Many traditional
ist voters support religious candidates for that reason.) 
One group sponsors a sl ate of candidates w ho agree on 
nothing at a ll, assuming that " infinite diversity in infi-



n ite com b inations" (ID IC) is as true in governmen t as i t 
is i n b i o logy o r a rt. But the Vulcan p o litical system gen
erall y works much, m u c h better t h an any simi la r 
system yet d iscovered-at least, fo r V ulcans. 

THE VULCAN COUNCIL 
The Vu lcan governm e nt is known si m p ly as th e 

V ulcan Cou ncil. It is the sm a ll est planetary govern
m en t in th e Federatio n, consisting of o nly seven 
members: the Ministers of State, D efense, Security, 
Trad e, Tho ug ht, Sc ien ce, a nd Hea lth . 

The Vulca n Coun c il meets in the Vul can Coun c il 
C h ambers, a large building built ab o ut 1,800 years 
ago. I t i s located in ShirKahr, the capi ta l of Vu lcan . 
Th e C hambers, as it is comm o nly known, ho uses t h e 
H a ll of Debates (wh e re the Counci l meets) an d t h e 
offices for each of the Ministers a nd t heir staffs. 
Altho u gh n ot nearl y as la rge or prep ossessi ng as the 
govern mental bui ld ings on most p lan ets, it is a beau
t i f u l example of Vulcan a rc h itecture and a sym bol to 
the Vu lcan people of the stability of their governmen t 
and cultu re. 

THE VULCAN GREAT HOUSES 

BEFORE THE TIME OF AWAKENING, VULCAN WAS A FEUDAL PLANET WITH ARISTOC
RACIES OF POWER AND WEAUH. THESE GREAT HOUSES TRIED TO MAKE THEIR HEADS 
WARLORDS, OR CONSPIRED WITH OTHER HOUSES TO BRING WARLORDS DOWN. 
DYNASTIC MARRIAGES, PSIONIC INTRIGUES, AND EVEN ARTISTIC TRENDS BECAME 
WEAPONS IN THE HANDS OF THESE POWERFUL CLANS. IRONICALLY, THE RISE OF SUDOC 
BROKE THE POWER OF THE GREAT HOUSES EVERYWHERE BUT IN SHIRI<AHR AND JALEYL, 
LEAVING THE FJELD OPEN FOR THE NEW DOCTRINES OF TU-SURAK, AND FOR THE LOG· 
ICAL GOVERNMENT OF SELOK. ELSEWHERE, THE ARISTOCRATS REAUZED THAT 
ENFORCING THEIR WILL ON THE PLANET WAS A WASTE; IN SHIRI<AHR, THE CLANS 
AGREED ON A SERIES OF INTERMARRIAGES THAT WOULD BREAK THEIR RIVALRIES FOR 
All TIME AND AllOW THE LORDS TO CONCENTRATE ON LEADING VULCAN INTO THE NEW 
AGE. ( (ENTAURANS HAVE BEEN KNOWN TO OBSERVE WRYLY THAT MARRIAGE IN VULCAN 
WENT FROM POUTICS TO LOGIC WITHOUT STOPPING AT ROMANCE.) THUS, MANY OF 
THE SOONS OF THESE ANCIENT FAMILIES HAVE KEPT THEIR LANDS, THEIR PREEMINENT 
ROLES IN SOCIETY, AND THEIR TRADmONS OF SERVICE TO THE PROVINCE (OR, BY NOW, 
TO VULCAN) WHIL£ ACTIVELY AIDING THE TRANSmON FROM ARISTOCRACY TO DEMOC • 
RACY All ACROSS THE PLANET. BY HOW, THE GREAT FAMILIES OF VULCAN PLAY 
SOMETHING OF A ROLf IN TRADmONAL PDUTICS, REUGION, AND IN THE HARD SO
ENill, BUT BY NO MEANS RUL£ THE PLANET. 

MEMBERS OF THE GREAT FAMILIES OF VULCAN DO HOT USE TERMINOLOGY NAMING 
THEIR CLAN, BUT SIMPLY GIVE THEIR LINEAGE IN FORMAL SITUATIONS. AMBASSADOR 
SPOCK RATHER THAN REFERRING TO HIMSELF AS PART OF HOUSE SEKJR, CALIS HIM· 
SELF "~POCK, SOH OF SAREK, SON OF SKOH, SOH OF SDLKAR." fOUR GENERATIONS 
IS TRADITIONAL. (WOMEN USE THE SAME CONSTRUCTION, BUT WITH THEIR MOTHERS 
AND GRANDMOTHERS.) AFTER AU, ANYONE WHOSE OPINION IS IMPORTANT TO A MEM· 
BER OF ONE OF THE GREAT HOUSES Will ALREADY KNOW TO WHICH HOUSE THAT 
MEMBER BELONGS. BEFORE THE TIME OF AWAKENING, THAT WAS ARISTOCRATIC ARRO· 
GANCE; HOW, IT IS SIMPLY LOGICAL. ORDINARY VULCAHS EITHER GIVE THEIR NAME 
AND PATRONYMIC ("T'SHANIK, DAUGHTER OF T'SRENN") OR POLITELY IGNORE THE 
SUBJECT. 

ElECTIONS AND 
IMPEACHMENT 

Th e seven seats o n the V ulcan Coun ci l a re fi lled 
every ten years i n a gen eral election in wh ic h a ll adu lt 
Vu lcan s a re enti t led to vote. Any adu lt Vu lcan is 
a l lowed to run for office, but in practica l terms, can
d idacy i s based on m eri t . On ly those V ulca ns w ho are 
renowned for their logic, scienti f i c or technical 
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ach ievem e nts, diplomati c skills, or other abi l ities o r 
atta inme nts are li ke l y to be e lected. Th is is because, 
as d isc ussed above, Vu lcans vote on the basis of 
logic - w h o, logica ll y, is best able to fill a particular 
seat o n the Counci l and correctly govern Vulcan? 
C learly, the on l y logical c h oice is the person with the 
best sk i ll s for the job. Ergo, on ly the most qual i fied 
Vu lcans are ever elected to the Council; attempts to 
ap pea l to the v o ters' sympath ies or prejudices, to 
"buy" e lect ion s, o r otherw ise to manipu late the e lec
toral process a re virtually u nheard of, because they 
h ave a lmost n ever been successful. 

Simila rl y, Vu lcan s are unl ike ly, at best, to decl ine 
to fo llow the ir e lected leaders. Even i f a leader seems, 
i n t he eyes of some V ulcan s, to be i ll -suited to the job , 
those V ulcan s wi ll still follow h im, since he i s the 
lead e r b y t he wi ll o f t h e peop le . To do oth e rwise 
w ould b e disruptive to society, and thus, on balance, 
i !logical. 

This is not to say that a truly incompeten t leader 
wou ld n ot be removed from office-just that the 
rem ova l w ou ld be accompl ished by fo llowing rules 
an d p rocedures, not by staging a rebe ll ion . The 
Vu lca n s w ould simply wait for an unfit leader to do 
som ethin g wh ich is h ighly illogical and/or detrimen tal 
to Vulcan so c iety, then have him removed through 
stan dard impeachment procedures. 

In b rief, to impeach a Counci l member, t h e other 
six Counc ilo rs m ust unanimously vote to remove him. 
The Counc il c an only hold an impeachmen t proceed-



3 2 

ing after a majority of the people vote in favor of hold
ing one. However, any Councilor can call for such an 
impeachment vote to be held at any time, and only a 
majority of the Council has to vote in favor of the pro
posal in order for that vote to be scheduled. No 
Vulcan Councilor has been impeached for seven hun
dred years, but the rules remain in force: Providing 
such a safety valve is, of course, on ly logical. 

COUNCIL FUNCTI ONS 

The Vulcan Council meets whenever necessary
typica lly on at least a weekly basis, and frequently on 
a daily basis. Between sessions, each member over
sees the departments and responsibilities assigned to 
him in as effi c ient and logical a manner as possible. 
By and large the Ministries and their component 
agencies function in a semiautonomous fashion; gen
erally, each Minister trusts the others to carry out their 
duties on their own. The bureaucracies tend to be 
sma ll, and workers are accustomed to calling on their 
brethren in other agencies and departments, or from 
civi lian life, if need be. There is little squabbl ing over 
jurisdiction or authority. 

Political infighting is rare in the Vulcan Council. 
Each member of the Council acknowledges that the 
oth er members are sitting o n the Council by right, 
having been duly elected by the people. Therefore i t 
is not an individual Councilor's position to question 
another Counci lo r 's qualificati ons, except in cases of 
gro_ss misconduct or fai lure to perform the responsi
bi I ities of the office. 

This i s not to say that the Council does not debate 
issues; indeed, it often does so vigorousl y. With so 
many highly intelligent m inds considering issues of 
such import, it is easy for Counci lors to disagree, 
though those disagreements are usually based on dif
fer ing inte rp retations of what i s the most logical 
course of action . For example, one Councilor may 
decide, quite logically, that what Vulcan currently 
needs most is to devote more effort to building roads. 
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Another may decide, with equally va l id logi c, that 
Vu lcan's priority should be preventing and preparing 
for volcanic eruptions and earthquakes. Thus, debate 
ensues about what should be done. 

Council business is conducted on the basis of 
majority vote. A ll Councilors must vote on any pro
posal before them; by law, Council m embers are not 
a llowed to abstain from voting. Each member's vote is 
equal; there is no "leader" of the Counci l or m ember 
who is designated to speak for a ll the others. 

The Council 's primary responsibility is passing 
laws, though they do not actually spend much time 
performing this function. Over the course of the past 
2,000 years, most of the laws that Vu lcan needs have 
a lready been passed. On those infrequent occasions 
when a new law is required, or an old law needs to be 
updated or revised, i t is typically brought before the 
Counci l by the staff of one of the Ministries. Popular 
proposals fo r new laws, o r proposa l s from the 
Councilors themselves, are relatively ra re. 

Today, the Coun c il, and the Vu lcan government as 
a whole, actua lly spends most of its t ime collecting, 
ana lyzing, and disseminating information. Everything 
from economic and demographic statistics, to scien
tific data, to military information is gathered and 
studied . On the basis of th is information, governmen
tal decisions are made. It is generally acknowledged 
that the Vulcan Counci l i s more informed about the 
people it governs than any othe r government in the 
Federation . 

THE MINISTRY OF STATE 

Although the Vulcan Council has no overall lead
er, it i s usually acknowledged that the Minister of 
State is "first among equals," so to speak. He has the 
responsibility for ove rseeing the Vulcan governmenta l 
apparatus as a whole, and, more importantly, for rep
resenting Vulcan . in the galactic community. All 
Vulcan diplomats, ambassadors, and other such offi
cials answer to him; even the Ambassador to the 



Federation is theoretically responsible to the Minister 
of State. The Minister of State also operates the Vulcan 
School of Diplomacy (see below). 

Currently, the Vulcan Minister of State is T'Pir, a 
devotee of Tu-Nirak renowned for her wisdom and 
spirituality. Due to her advanced age, she rarely 
leaves Vulcan, but nevertheless remains well informed 
about offworld events because she remains in con
stant contact with the diplomats serving under her. 
She also pays close attention to domestic issues and 
makes sure that the Council functions as efficiently as 
possible. 

THE MINISTRY OF DEFENSE 

The Ministry of Defense is responsible for the 
defense of Vulcan. Although its role today is not near
ly as crucial as it was before Vulcan joined the 
Federation, it is still an important duty. The Minister of 
Defense serves as Vulcan's representative to Starfleet 
Command, and the subspace link between the 
Ministry offices in ShirKahr and the cadre of Vulcan 
general staffers in San Francisco is one of the most 
heavily encrypted in the Federation. Senak, a veteran 
of both the Vulcan Defense Force and Starfleet, is the 
Minister of Defense at present. 

The Minister of Defense formulates Vulcan 
defense policy, makes plans for strategic defense of 
the planet, and is "commander in chief" of the Vulcan 
Defense Force (VDF). Individual worlds in the 
Federation often maintain their own d efenses to back
stop Starfleet or to defend local space and local 
concerns like colonies. The VDF encompasses both a 
small ground force and a largi sh fleet of space vessels. 
While m any of these ships are assigned on an indefi
nite basis to Starfleet, which shares much of the 
responsibility for protecting Vulcan, the remainder are 
permanently assigned to protect Vulcan. Most of their 
duties involve patrolling Vulcan space for pirates and 
similar menaces, but they are ready and able to 
engage in purely military activity if necessary. 

The VDF's ground force, the V'Ket, is almost 
entire ly ceremonial a t this point; training still focuses 
on the firpa rather than the phaser. Vulcan's small 
army upholds ancient traditions fervently, often serv
ing as honor guards for major ceremonies at Mount 
Seleya or other sacred sites. Vulcan defense planners 
understand th at, logica lly, the best ground forces in 
the Galaxy will be helpless if the space force falters, 
and allow those Vulcans whose predilection for com
bat would otherwise pose a threat to society to 
sublimate it in the highly traditiona l a nd re lig ious 
environment of the V ' Ket. 

Since the Minister's func tions lie mainly in admin
istration and planning, th e actual leadership of the 
VDF resides in a { ' ref-ba rr, or "Grand Admiral." 
Assisting the {'ref-barr i s a staff of junior commanders 
(ton-barr, usually translated as "Fleet Admiral" or sim
ply "Admiral," depending upon seniority), who have 
command of the specific "fleets" of the VDF (Near 
Space Fleet and System Fleet) or a re responsible for 
other key aspects ofVulcan's d e fense. Individual ships 
are commanded by pefq'ari, or "Captains." The com
mand structure on a ship is u sually more o r less the 
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same as aboard a Starfleet ship. Vulcan warships are 
usually built to Starfleet specifications for logical rea
sons such as interchangeability and strategic 
flexibility. The environmental controls differ (internal 
lighting is both brighter and redder than on standard 
Starfleet vessels, and the heat and artificial gravity are 
higher), but most ship architecture is the same. 

THE MINISTRY OF SECURITY 

Often confused with the Ministry of Defense by 
non-Vulcans, the Ministry of Security is responsible 
for Vulcan's internal security, law enforcement, and 
intelligence-gathering. Most of its personnel belong to 
either the V'Kor (the Vulcan police) or the V'Shar, 
Vulcan's intelligence agency. 

The V'Kor is a small force, as planetary police 
forces go, since the crime rate on Vulcan is remark
ably low. However, due to the skill of its investigators, 
they are frequently called off-planet to help other gov
ernments solve "unsolvable" crimes. V'Kor officers 
make a special study of psychology and emotions, so 
that they may better understand the "criminal mind." 
Many Vulcans consider them to be "moody," even 
illogical at times- but somehow they always seem to 
get results. Many successful or ambitious V'Kor offi
cers enter Starfleet Security, where their natural skills 
and interests mesh more easily with the society 
around them. 
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During most of recent history, the V'Shar has pri
marily devoted itself to gathering scientific, technical, 
and economic intelligence from all over the galaxy. 
Vulcan relies heavily on technology both for its 
defense and for its economy, and thus it is crucial for 
it to know about any major or important technologi
cal advances-particularly those that could be used 
against V ulcan. However, with the rise of the Vulcan 
Isolationist Movement (see below), V'Shar operatives 
have had to hone their skills at more traditional , and 
dangerous, intelligence-gathering activities. 

Security Ministe r Satok is well known, both on 
Vulcan and abroad, for his skill as an intellige nce 
officer. A former field operative in the V'Shar, he has 
an extraordinarily powerful and disciplined mind, 
even for a Vulcan, and has put those qualities to good 
use in running his Ministry. H e has b een re-elected to 
the Council four times already, and most observers 
feel he w ill remain a part of the Council until he 
chooses not to stand for re-election, or dies. 

OTHER MI N ISTRIES 

The other four Ministries of the V ulcan govern
ment are generall y less w ell know n to non-Vulcans, 
but they are no less important. The first is the Ministry 
of Hea lth, w hich builds and maintains hospitals and 
provides health care to all Vulcans. Many Vulcan doc
tors trained in the Ministry's facilities go on to become 
part of Starfleet or other organizations outside of 
V ulcan. 

The Ministry of Th ough t h as w h at m ay be, in the 
long run , the most important duty of a n y of the 
Ministries: the preservation of the lea rning and w i s
dom of thousands of years of Vulcan civilization. Its 
n etwork of museums, academies, co lleges, a rt gal
le ries, monasteri es, libra ries, and simila r institutio n s 
ensures n o t only th at V ulcan 's p a st inte llectu a l 
achievements w ill b e preserved, but tha t future 
achievem ents in those fi e lds w ill be possible . The 
Ministry sponsors everything from m artial arts exhibi
tions, w hic h resemble sty lized dance performances to 
som e offworlde rs, to Vulcan lute concerts. 

THEOCRACY ON VULCAN 
MANY OUTSIDERS LOOK AT THE HIGHLY RITUALIZED SOCIETY OF VULCAN, AND THE 

OFTEN PROMINENT ROLE PLAYED IN PLANETARY AFFAIRS BY SUCH AGURES AS l'PAU, 
AND ASSUME THAT VULCAN IS ACTUALLY A THEOCRACY RUN BY PRIESTS OF THE CUIJ 
OF TU-SURAK. THIS IS FALLACIOUS, AND REPRESENTS THE COMMON OFFWORLD MIS
TAKE OF CONFUSING VULCAN'S GOVERNMENT WITH ITS SOOETY AND CUIJURE. 
RELIGIOUS LEADERS SUCH AS T'PAU AND HER SUCCESSOR T'I.AR BELIEVE THAT GOV
ERNMENTS ARE FUNDAMENTALLY UNIMPORTANT COMPARED WITH THE REST OF LIFE, AND 
WITH THE MYSTERIES OF THOUGHT AND DEATH~ MoST VULCANS, WHO PERSONALLY 
EXPERIENCE THE METAPHYSICAL NATURE OF THE UNIVERSE IN WAYS THAT OTHER SPECIES 
CANNOT, AGREE. VULCANS REVERE THEIR RELIGIOUS AND SPIRITUAL LEADERS AND 
THEIR WISDOM PLAYS A GREAT ROLE IN DEOSIONS ABOUT WHAT DIRECTION YULCAN 
SOCIETY SHOULD TAKE- VULCAN'S GOVERNMENT IMPLEMENTS THOSE DECISIONS LOG
ICALLY. 

T h e Ministry of Science runs the ga laxy-fa mous 
Vulcan Scien ce Academy, and monitors sc ientif ic 
and technological developments n o t only on Vulcan, 
but on a ll Fe d erati o n planets. It is o n e of the chief 
con sume rs of th e inte lligence gathered by the 
V 'Sh ar. 
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Last is the Ministry ofTrade, which is responsible 
for developing Vulcan's economy, overseeing trade 
with other planets, and similar issues. It a lso concerns 
itself with Vulcan's internal development in such areas 
as agriculture, mining, and water conservation. It is 
the smallest of the seven Ministries, and generally 
considered the least important. 

VULCAN DIPLOMACY 
Vulcans helped overcome human mistrust after 

the first contact, and helped create the Federation and 
see it through to its current level of peace and safety. 
Generally considered to be the galaxy's finest diplo
mats, Vulcans h ave several qualities w hich make them 
well suited to working as ambassadors, negotia tors, 
and m ediators. 

First, Vulcan logic enables them to discern the 
valid arguments being adva nced by each side in a dis
pute. Rather than getting w rapped up in the emotional 
appeal of the issues at hand, Vulcans are able to cut 
through the nonessential issues to get to the m eat of 
the conflict. When opponents at the negotiating table 
begin to argue, a Vulcan diplomat can quickly put a 
stop to the problem by focusing on the key points of 
each position and discarding the rest. 

Second, because of their devotion to galactic 
peace and security, instead of their own self-interest, 
Vulcans are widely perce ived as being extremely 
impartia l in any dispute, an d p ossess concomitant 
mora l autho rity. Rather than tendi ng to favor, for 
example, the disputant w ho does the most trade with 
Vulcan, a Vulcan n egotia tor w ill n ot take sides o r le t 
subj ective Vulcan interests interfere wi th o r influe n ce 
the resolution of the situation. Vulcan mediators 
resolve the situation logically to the benefit of both 
differing partners; in int ra -Federatio n disputes, this 
resolution is u su a lly for the good of the Fed eration as 
well. 

Third, Vulcans are supremely ca lm: Indeed, they 
never even ra i se t he ir voices, except w h e n it is neces
sary to be heard o v e r t he shouts of opposing sides. 
H aving rej ected all emotions, including anger, e n vy, 
and g reed , they do not lose the ir tempe rs during heat
e d n egotiation s, nor do they c ome t o identify 
the m sel ves w ith one position or the o the r. Instead , 
they exude quiet and peacefulness. This a llows them 
to a na lyze a ll positions rationally, and often seem s to 
h ave an effec t on n egoti ations as a w hole. Studies 
show that negotiations and mediations conducted b y 
Vulcans tend to be quieter, and more easily reso lved , 
than those cond u cted by any other race. Somehow 
Vulcan qualities seem to "rub off" a little on everyon e 
e l se at the table. 

None of this is to say that V ulcans are perfect 
negotiators-far from it. Diplomacy itself is not math
ematics: There are few postula tes, and even fewer 
demonstrably "correct" answers. The logical course 
for ga lactic p eace i s not necessarily the log ical course 
for a g iven species, especially in the short term. These 
competing problems in log ic may lead Vulca n dip lo
m ats to obsess over details, a tendenc y often ca lled 
" Legara complex" afte r Sare k's legendary 93 -year 



effort to achieve a treaty with that demanding race. 
Like every other species, Vu lcans have other flaws 

as we l l. First, to many races they seem co ld and ana
lytical. Some peoples, particularly those g iven to 
emotion a l outbursts, dislike this " haugh t iness," seeing 
in it an imp lied criti c i sm of their own way of life. This 
dislike, even if subconscious, can make it more diffi
cult for a Vulcan negotiator to do his job. 

Similarly, many successfu l diplomats are good at 
"making friends" with both sides in a dispute, win
ning authority through shows of sympathy and 
because they are able to identify w ith a disputant's 
problem while still remain ing separate from it. Vulcan 
negotiators cannot do this; they have no abi li ty what
soever to feign comradeship or sympathize with 
illogic. 

Third, the fact remains that many disputes a re 
rooted in emotional causes. Whi le sometimes it is 
helpful to have a non-emotional diplomat to resolve 
them, in other cases it is important for the diplomat to 
be ab le to understand the problem from an emotion a l 
perspective. Vu lcans can recognize an emotional per
spective, and occasiona lly even understand its nature 
and consequences. But often a true breakthrough 
requires empathy, and even the most skilled Vulcan 
diplomats seldom possess that. This sometimes makes 
their job more difficult. For example, a diplomatic 
dispute that a ri ses out of a failed love affair or an 
a lliance that breaks up out of jealousy may pose prob
lems for a Vu lcan negotiator, who may see the entire 
basis of the problem as inconsequential or unimpor
tant-which may only antagonize the differing 
pa rties. In these cases, Vulcan diplomats often recog
nize that the logica l course of action is to turn the 
illogical problem over to the Betazoids. 

THE VULCAN SCHOOL OF 
DIPLOMACY 

Vu lcans who d isplay an apti tude and desire for a 
diplomatic career usually attend the Vulcan School of 
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Diplomacy, located in the city of ShirKahr. Founded 
nearly 300 years ago, the School has earned a reputa
tion across the galaxy for the ski l l and ins ight 
displayed by its graduates, who have included some 
of the most well known n egotiators in Federation his
tory. Occasionally it includes non-Vulcans among its 
student body (especially humans and Betazoids), but 
the vast majority of the students are natives. 

The course of study at the School takes a total of 
four years. The first year concentrates on study of the 
languages and cultures of the other races of the 
ga laxy. Every student is expected to master the native 
languages of the other four founders of the Federation 
(Earth, A lpha Centauri, Andoria, and Tellar), as well as 
several other languages. Typically at least one of these 
other languages will be that of a hostile or potentially 
hostile power, such as the Klingon Empire, the 
Cardassian Union, or the Romulan Empire. 
Add itionally, a great deal of time is devoted to study
ing the cultures of races the students are l ikel y to 
interact with. The School recognizes that they key to 
appeal ing to many races lies in their cultu re; making 
the effort to get to know about them often provides 
va luab le insight on each race's psychological and 
sociologica l influences. 

The second year continues the study of cultures 
and languages, and adds to it forma l study of diplo
matic protocol. When one has to deal with dozens of 
races, hundreds of different types of leaders, and 
countless different types of meals and other forms of 
social interaction, it is vital to know who has prece
dence and how not to insult one's hosts. Naturally, a 
survey course cannot cover all details (graduates are 
expected to study individual cultures more intensely 
before becoming involved with them), but the School 
covers the m ost important points thoroughly. 

The th ird year fin ishes the study of cu ltures and 
protocol and advances into training in negotiating 
techniques. The studen ts participate in mock negotia
tions, learning the ins and outs of the dip lomatic 
process. In most cases volunteers f rom other worlds or 
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professional acto rs are recruited to help with these 
simulations, since Vulcans have little skill at acting 
the way other, emotiona l , species do. 

A student's final year at the School concentrates 
entirely on n egotiating techniques. Profession a l diplo
mats from many species lecture to the students, w ho 
are often inv ited to observe or assist with actu a l nego
tiating sessions betwee n cu ltures or groups. At the end 
o f the year, a student i s awarded a red-colo red official 
badge marking him as a troon-arr, o r gradu ate of the 
prestigious School. 

A lthough the nominal leader o f the Schoo l is the 
Minister of State, the Minister a lways cedes that 
authority to a Master chosen b y him. The c urrent 
Master of the Vulcan School of Dip lomacy is Sanok, 
one of the Federation's greatest diploma ts. A former 
member of th e Federation Council and one of the key 
n egotiato rs who arra nged the Khitomer Accords 
between the Federation and the Klingon Empire, 
Master Sanok is highly respected throughout Vulcan 
and the Federation for his w isdom and sk ill as a n ego
tiator. 

Vulcan Foreign Relations 
The Vulcans maintain good relations wi th m ost 

spec ies of the Federation. As some of the greatest 
believers in the ideal s upon w hic h the Federation was 
fo unded, the V ulca ns believe that maintaining good 
intra-Federati o n re lations is c ruc ia l. Simila rly, they 
a lso make an effort to establish relations w ith o ther 
governmenta l entities, where advisable . 

EARTH 

Vulcan h as h ad close ties with Earth for centuries, 
and those ti es remain among Vulcan's strongest with any 
world. Vulcans tend to f ind humans intrigu ing, if high ly 
illogical, and o ften study them c losely in an effort to 
understand emotions better. Vu lcans have a l so learned 
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that human ity's illogical perspective ca n be an excellent 
complement to Vulcan logic; this has l ed to many 
extremely fruitful scientific and techn ical partnerships 
and joint projects between the two races. 

V ulcans who have a chauvinistic streak tend to see 
humans as somewhat like themselves prior to the Time of 
Awakening. They believe that human s are capable of 
great efforts to improve themselves, as shown by the 
period w hen they revived their c iv ili zation and created a 
utopian world government. To suc h Vu lcans, humanity 
should focus this ene rgy on eradicating their emotio ns 
and making themselves logi ca l, like Vulcans. O ther, 
more philosophical, Vulcans tend to think th at human ity 
is doing a ll ri ght as it is. Most Vulcans feel that humani
ty does best w ith a Vulcan standing nearby, however. 

ALPHA CENTAURI 

The Vulcans enj oy good relations w ith the Centaurans. 
During the conferences at w hich the Federat ion was estab
lished, the Vulcans found in the Centaurans another race of 
people dedicated to the goals o f peace and prosperity which 
the Vulcans had already embraced. This gave the two races a 
common grou nd from which to work toward closer relations. 
Vulcans have many diplomatic, commerc ial, and social con
nections w ith the Centau rans, and think highly of them. 

Some Vulcans consider Centauran society the model for 
which Earth should aim: a peaceful, sensib le, scientifically 
organized world w ith all drives ca refu lly channeled to 
socially p roductive ends. O ther Vulcans (especial ly minority 
members of the Tu-}arok sect) feel that the Centauran civi
lization is the model for which Vulcan should aim, as it has 
accomplished everything Vulcan has while remaining capa
ble of openly expressing emotions. 

AN DORIA 

V ulcan 's re lati o n ship w ith A ndoria has a lways 
been a little t o u ch y. By their own admission , the 
Andorians a re a passionate, som e t imes violent, peo
ple, and they h ave not a lways seen eye to eye w ith the 



Vulcans. In fact, on more than one occasion, 
Andorian representatives have seemed to take offense 
at the cool and logically detached Vulcan attitude. 
Still, the Vulcan inability to feel dislike or resentment 
because of this, and Vulcan willingness to strive for 
mutual understanding, cooperation, and prosperity, 
have always managed to smooth ruffled feathers and 
keep the relationship moving forward. Andorians also 
respect the traditional side of Vulcan culture to a 
degree that even romantic Centaurans and humans do 
not. 

Vulcans tend to regard Andorians as rather dan
gerous, because their emotions have such firm control 
over them-even more control than human emotions 
do over humans. This, however, makes them more 
predictable to Vulcans than humanity's chaotic blend 
of emotion and intellect. When working with 
Andorians, Vulcans are always cautious, taking extra 
care not to offer insult or cause problems; this works 
well. 

The Vulcans and Andorians have discovered that 
there are a number of significant biological similari
ties between their races-enough to make sharing 
medical information worthwhile. Several "exchange 
programs" have been established, allowing doctors of 
both races to interact and learn from each other. 

BETAZED 

Due to fundamental differences between their two 
societies, relations between Vulcan and Betazed are 
not as strong as some might think. Betazoids, who 
embrace and encourage emotion and emotional 
behavior (which they sometimes nurture through their 
mental powers), are in many ways the opposite of the 
coldly logical Vulcans, so the two peoples have diffi
culty relating to each other. However, they have found 
common ground as races possessing telepathic abili
ties; scientific delegations from both worlds have 
explored each others' powers in an effort to expand 
their understanding of the nature of their psychic 
capabi I ities. 

Currently, Vulcan and Betazoid specialists are 
planning a joint institute for psionic studies on a neu
tral planet; scholars on both worlds are eager to share 
knowledge. The common Federation practice of team
ing a Betazoid and a Vulcan ambassador on any truly 
crucial mission has also germinated a growing respect 
for the ·ather society on each world. 

BOLARUS IX 

Vu leans tend to regard Bol ians favorably, despite 
having some differences with them. The Bolians have 
a strong ethical streak and ·several highly developed 
schools of philosophy, both of which appeal to the 
Vulcans. However, they also feel that the Bolians take 
their ethics to illogical extremes on occasion. For 
example, the Balian double effect principle (any 
action that relieves suffering is good, even if it causes 
death) intrigues Vulcans. 

This fundamental belief expresses a devotion to 
moral behavior that Vulcans find appealing, but the 
idea that even the death of another should not deter 
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supposedly ethical actions is one they are not entire
ly comfortable with, since extremism tends to lead to 
illogical actions. 

Fortunately, Bolians and Vulcans work well 
together. This is not surprising, since Bolians and 
everyone work well together, but the Bol ians feel par
ticularly eager to impress and assist the Vulcans. As a 
relatively new member species, Bolians look up to 
Vulcans with an awe that recalls that of the first 
humans contacted in 2063. Bolians can be found all 
over Vulcan, respectfully studying science, technolo
gy, and administration. To the occasional surprise of 
Vulcan officials, Balian administrative techniques 
often vastly improve even the logically organized 
Vulcan productivity. 

BORG 

The Vulcans have no relationship with the Borg 
other than as enemies. They regard the Borg as an 
abomination-an insult not only to peace, but to indi
vidual free will and rationality. The Borg practice of 
assimilation-the wholesale destruction and absorp
tion of a civilization-goes entirely against the Vulcan 
philosophy of Infinite Diversity in Infinite 
Combinations; for the Borg, there is no diversity, no 
combinations. There is only Borg. 

CARDASSIA PRIME 

Vulcan has little in the way of relations with the 
Cardassians; it does not even have an ambassador 
posted to Cardassia Prime on a permanent basis. 
Some Vulcans do, however, find Cardassian history to 
be an interesting study. Many of these Vulcans not 
only accept the Federation-Cardassian treaty as a log
ical contribution to peace, they believe that, if 
economic conditions on Cardassia are improved to 
the point where the economy is consistently strong
as was done on Earth-the Cardassians can again 
become the peaceful, spiritual people they once 
were. 

Others believe that if such a development is pos
sible, it is decades or even centuries away; such 
Vulcans argue that the Cardassian treaty badly weak
ens the Federation's flank at a crucial time. Further 
relations will lead only to renewed war on less favor
able ground. 

QO'NO'S 

Relations between the Vulcans and the Klingons are 
not very good. The Vulcan emphasis on peace and logic 
does not mix very well with the Klingon warrior ethic. 
Nor do the two races do much trading with each other. 
The Vulcans generally view the Klingons as a potential 
threat to peace in the galaxy, though the Khitomer 
Accords have given them hope that even the Klingons 
can be "reformed." For now, Vulcans see maintaining 
the Klingon alliance as a logical sacrifice for galactic 
peace, even if it means tolerating Klingon barbarism. 
The Klingons, for their part, loudly insist on dealing 
only with the Federation itself rather than the "junior 
partners" of Earth that they imagine Vulcans to be. 
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The Vulcans and Romulans share a common genetic 
heritage; the Romulans are descended from Vulcans who 
departed their homeworld approximately two thousand 
years ago to establish the Romulan Empire. Since the 
Romulan Empire and the Federation are enemies, the 
Vulcans have no formal ties with their erstwhile relatives. 
However, some Vulcans, led by Ambassador Spack, believe 
that it is possible to reunify the two peoples peacefully, 
despite their differences (Romulans are notoriously emo
tional, and often cruel). They have begun operating covertly 
on Romulus in an effort to bring about this goal. 

TELLAR 

The Vulcan relationship with the Tellarites is similar 
to that w ith the Andorians. The Tellarites are, if anything, 
even more emotional sti II than the Andorians and less 
ab le to cope amicably with the Vulcans' logical per
spective on every situation. Vulcan's relationship w ith 
Tellar is weaker than w ith any other founding member 
of the Federation; Vulcans tend to perceive the Tellarite 
civilization as one of the least advanced in the 
Federation due to the Tellarite inability to escape the 
grip of emotion and illogic. However, the Vulcans defi
nitely appreciate the Tellarites' skill as technicians, 
scientists, and debaters. 

Even though Vulcans come as close as they ever can 
to frustration when dealing with the Tellarite love of 
argument for its own sake, they must logica ll y admit 
that positive results occasionally emerge from such 
seemingly fruitless obstructionism. A ltho ug h they have 
no desire to emu l ate the typical Te llarite contrariness, 
they feel that there i s a lot they can learn from Tellarite 
engineers, and have been studying them intently for 
some time. In exchange they provide theoretical sc ien
tific assistance to the Te llarites, a trade that both parties 
seem pleased w ith. 

THE VULCAN ISOLATIONIST 
MOVEMENT 

'~ Vulcan is quite capable of killing-for a logical rea
son."- Spock, "journey to Babel" (Star Trek) 

As discussed briefly above, it is possible for two equally 
logical Vulcans to arrive at opposite conclusions, based on 
the paths their logic follows. Logic does not m ean that there 
is only one solution to every problem, or only a single per
spective on every situation. 

Nothing illustrates this better than the existence of the 
Vulcan Isolatio nist Movement (VIM). Whereas most V ulcans 
logica lly conclude that membership in, and contact with, the 
Federation and its members has enriched their society, the 
V IM reaches the opposite concl usion. The VIM is a secret 
society of Vulcans who believe that contact w ith aliens has 
corrupted Vulcan and her people. 

The existence of the VIM first became known to the rest 
of the Federation in 2370 w hen it sponsored mercenary 
Arctus Baran's expedition to recover the fragments of the leg
endary Stone of Gol). The U.S.S. Enterprise-0 thwarted the 
actions of Tallera, the VIM agent in place, and the V'Shar 
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obtained many useful leads on the V IM organ ization on 
Vulcan. The Stone has since supposedly been destroyed by 
the Vulcan government. 

STRUCTURE 

Although holding unpopular extremist opinions is by 
n o means ill egal on Vulcan, some of the activities the 
VIM has conducted in suppo rt of its beliefs (see below) 
are, so it is an underground organization, shrouded in 
secrecy. The information that Vulcan authorities possess 
on it remains sketchy, but the following is generally 
accepted as accurate. 

The VIM is organized into "cells" of three to five per
sons each. Typically the members of a cell all live in the 
same area, but some ce lls are assembled with an eye 
more toward the skills of the members than their locale
in other words, some ce lls are g iven spec ific objectives to 
fulfill, based on what their members are capabl e of. Thus, 
if the V IM sees a need to penetrate business computer 
networks, it might create a cell composed of members 
with computer-, financial-, and security-oriented ski ll s. 

The leader of a cell is known as a b'leth, or, rough ly, 
"captain." Except in rare circumstances, he i s the only 
ce ll member who has any contact with members of other 
cells. By keeping its people isolated this way, the VIM i s 
abl e to p reserve its secrecy and anonymity in the event a 
member is captured. However, in some cases large oper
ations have required multiple cells to work together. 

The cell captains form a so-call ed "Outer C ircle" that 
meets semiregularl y to plan operations and coordinate 



activities. This is how the VIM makes sure that n one o f its 
cells conduct the same operation or w ork at cross-pur
poses. H owever, the more often such meetings occu r, the 
greater the d anger of discovery; the ce ll system i s simply 
not built for rapid communic ation between cell s. 

Every three captains (a pelchaa, or " triad ") answers 
to a m ember of the " Inner C ircle" w ho is referred to as a 
b 'n e k, or "commander." The commanders communicate 
o rders fro m the lead er of the VIM and make sure that 
their captains are functioning efficiently. Vul can autho ri
ties estimate t hat the Inner Circle consists of ab o ut 2 0 
memb ers, m ean ing that there are roughly 60 captains 
and probably n o more than 300 additional cell m embers, 
for an overa ll gro up m embership between 350 and 425. 

The Inne r Circl e is led by a Vulcan woman whose 
nam e, accord ing to underworld sources, i s T' Pa re l , 
though no such person appears in any Vulcan records of 
the p ast 1 00 years. T'Parel i s described as sm art, ambi
tious, ruth less, and p o ssessing strong telepathic powers 
which m ake i t easy fo r h er to mind-meld. She supposed 
ly uses t h is abi li ty i n p art to keep informants fro m 
infiltrati ng the V IM. T'Pare l is sa id to have b een an 
o rphan, ra ised in a m o nastery, w ho upon growing up and 
leaving the m o nastery was shocked at how diffe rent from 
it the rest o f Vulcan society was. She has supposedly 
vowed to m ake the w hole o f Vulcan as pure as the 
m onastery where she once lived. 

VIM mem bers typically communicate w ith each 
other b y sending coded messages in seeming l y innocent 
transmi ssions broad cast by the members to each othe r. 
These transmissions are based on tachyon re lay system s. 
By modulating the f requen cy of the tachyon b eam, w hi ch 
d oes not interfe re w ith the transmission o f the "cover" 
broadcast, they ca n send b rief messages. 

O ne resource whi ch th e VIM h as t hat the Vulca n 
autho r ities are un aware of i s t he indirect (and very clan
d est ine) su p po rt of a few Vulcan m e rc hants. Th is is a 
logi cal, if som ewhat ruthl ess, move o n the p art of 
these businesses. If the V IM suc ceed s and 
Vulcan withdraws from the Federation, m ar
kets currently supplied b y offworlders wi ll 
b e open only to domestic con cerns, allow
ing th ese merch ant s to c orne r tho se 
m arkets and d ominate the Vulcan econo
m y. 

For t hat kind of gain, the businesses 
are w illing to take the sm a ll ri sk associat
ed w ith ind irectly supporting the VIM. 
Most of the ir support takes the form of 
informati on, but occasionally covert assi s
tance in the form of equipment, funds, or 
simil ar resources h as b een prov ided through 
inte rmediaries . Th e V IM is not aware of the ident i
ty o f all o f its benefactors, tho ugh it d oes know som e of 
them, and su spects all the o thers strong ly. 

VIM GOALS A N D ACTIVITIES 

The phi losophy of V IM, arrived at through rigorous 
application of logic, is that membership in the Federation, 
and contact w ith the galactic communi ty in general, has 
tainted Vulcan. From the prem ise that Surak 's w ays are best, 
the VIM logically deduces that Vulcan 's problems stem from 
the contamination o f a lien, and specifically human, illogic. 

T t~I IZ VUL C AN GOVE R N/'V\EN T 

The goals of the M ovement are to preserve Vulcan "purity" 
by eradicating all traces of outside inf luence from Vulcan 
and then isol ating the p lanet from the rest o f the galactic 
commun ity. Since the good of the m any outw eighs the good 
of the few, i f a few m ust die to save Vulcan cu lture, that too 
is logical. 

In order to resto re Vulcan purity, V IM believes 
that two things must occur. First, a ll aliens, from 

the Federation on down to indiv idual Ferengi 
trad ers, m ust be expelled from V ulcan. 

Additionally, Vulcan must w i thdraw from 
the Federation and reca ll all its ambas
sado rs from alien worlds. Second, Vulcan 
must the reafter be isolated from the 
galactic community p ermanently. There 
must be no further contact o r t rade with 
non-Vu lcans, all transmiss ions t o the 

p lanet from outside sources are to be 
ignored, and any vis itors w ill be turned back 

by a revita li zed Vulcan space fleet. The VIM 
would deny that such proposa ls ap peal to emo

tional " Vulcan pride," arguing rather that they draw 
on sacred traditions as laid down by Surak himself. 

A t first, the V IM preached their message peacefully, hop
ing to convert the rest o f Vulcan by convincing them through 
logical debate. H owever, far more Vulcans see the logic of 
Federation membership, so few people l istened and few 
converts were made. Frustrated, VIM turned to outright ter
rorism- mild at first, but now much more vio lent. Its targets 
are a lways related to the ali en presence on V ulcan: 
Federation fac ilities, businesses run by non-Vulcans, star
ships bringing trade goods from other planets, and the like. 
Typically it contents itself w ith simp le, if expensive, sabotage 
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(the idea is to make it more difficult for aliens to stay on 
Vulcan than to leave), but it has planted some explosive 
devices and done other things w hich resulted in deaths. 

There are signs that VIM is planning to step up its terror
ist activities. As discussed above, in 2369 it went to great 
lengths to acquire the Stone of Gol , a powerful relic from 
Vulcan's past. The Stone amplifies negative emotions, 
enabling a telepathic user to kill by thought a lone. 
Fortunately fo r the Federation, VIM did not manage to obtain 
the Stone, but its efforts indicate that it is now willing to 
engage in w holesale terrorism and slaughter. 

EPISODE HOOKS 
He re a re a few story seeds for Narrators who are interested 

in involving their Crews with Vulcan politics or society. 

CARDASSIA PRIME CUT 

As mentioned above, many Vulcans study Cardassian his
tory as a way of finding out about Cardassia's more spiritual 
past. They hope that the race can be turned away from mili
tarism and back toward such peaceful pursuits. This includes 
some Vulcan politicians, such as Vi trek, an assistant to Minister 
of State T'Pir. 

T'Pir would like to estab lish closer ties with the Cardassian 
Union as a way of funneling economic a id to them- a first step 
o n the road to turning them back toward their earlier ways. 
Logicall y, if the Cardassians can support themselves domesti
cally, they w ill have less motivation for expensive and 
dangerous expansion. The Federation is aware of, and approves 
of, this goal. T'Pir has managed to establish tenuous contact 
w ith an important and seemingly sympathetic Cardassian politi
cian, G ul Nereg. The point of contact is an unscrupulous 
member of the Cardassian underworld named Trenag. Trenag 
figures that if he he lps the Vulcans establish greater ties, not 
o nly will they owe him a favor, but when the economic a id 
comes in, he' ll be able to skim some of it off for himself. 
Starfleet Crews may be asked to smuggle small, valuable items 
(technological devices such as medical nanites, perhaps, or 
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ancient artifacts recovered by Vulcan archaeologists near the 
Badlands) to Trenag, or to escort Vulcan diplomats to a secret 
conference. Vulcan parties may play the aforementioned 
archaeologica l team, the diplomatic team, or some other group 
tasked with one element of this mission. Complications ensue if 
Trenag tries to get a "cut" of anything valuable he passes on to 
Gul Nereg, or if Gul Nereg is actually playing a double game to 
embarrass Vulcan and split the UFP. 

CAT AND MOUSE 

The Tal Shiar has gotten wind of the re unification move
ment spearheaded by Vulcans led by Ambassador Spack. The 
Crew is ass igned to infiltrate Romulus disguised as Romulans to 
evacuate as many members of the reunification movement as 
possible. However, most of them, including Ambassador Spack, 
refuse to leave, since they believe their mission is too valuable 
to abandon. The Crew will have to he lp them move to a new 
headquarters, then throw the Tal Shiar off their trail somehow, 
before departing Romulus w ith any Vulcans who do wish to 
leave. 

THE FUTILITY OF WORDS 

The Vulcan Isolationist Movement has decided that the 
time has come to strike at one of the most important and 
renowned symbols of Vulcan contact w ith other worlds-the 
Vulcan School of Diplomacy. By wreaking substantia l damage 
on the School, the VIM hopes not only to discourage diplomats 
and potenti?l students from becoming involved with it, but per
haps to put it o ut of business e ntire ly. 

The occurrences in question a re a number of acts of van
dalism- broken windows, damaged books, etc.-that have 
been perpetrated recently. These a re "dry runs" by the VIM, 
which is seeing how easily it can get onto the campus and com
mit crimes w ithout be ing detected. Having had little trouble, it 
has decided to go ahead with its plan. Several cells are sup
posed to cause distractions elsewhere in ShirKahr so that an 
explosive can be planted inside the School. Communications 
between cells are conducted by means of the standard secret 
tachyon beam code the VIM uses. 



"VULCAN" IS THE fEDERAnON STANDARD NAME FOR THE PLANET KNOWN TO ITS 
INHABITANTS IN THBR OWN LANGUAGE AS TI-VALKA' AI H. TI-VALKA' AIH WAS THE GOD 
Of FIRE, CHANGE, AND THE EARTH IN THE cum OF THE TIME OF THE BEGINNING. HIS 
PLACE IN THE INNER (HORUS REPRESENTS BASIC URGES, HOT SO MUCH THE EMOnONS 
THEMSELVES AS THBR RESUm. IN HIS WRATHFUL FORM, HE BECOMES AYEH-VALKATHI, 
THE LORD OF INSANITY AND CHAOS, OF EFFECT WITHOUT CAUSE. 

THE COINCIDENTAL SIMILARmES BETWEEN THE NAME "TI-VALKA' AINw AND THE 
ROMAN GOD uVULCAN" (BOTH FIRE GODS) LED TO THE USE OF uVULCAN" BY EARLY 
HUMAN AND (ENTAURAN VISITORS. Now, MUCH AS A NAnYE OF UIRO WOULD IDEN
nFY HIS COUNTRY IH EHGUSH AS u[GYPT" RATHER THAN uMISR" OR A CmZEH OF 
BOMBAY WOULD USE uiNDIA" RATHER THAN "BHARAT," VULCANS WHO DEAL WITH 
OFFWORLDERS COMMONLY REFER TO THEIR OWN PLANET AS VULCAN AND TO ITS STAR 
AS VULCANIS (OR EVEN, LESS OFTEN, AS 40 ERIDANI A) RATHER THAN Ko'VEL THIS 
BOOK FOLLOWS fEDERAnOH STANDARD USAGE FOR CLARITY. 
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SYSTEM TEMPLATE 

SYSTEM NAME: VULCAN (ALSO CALlED VULCANIS, Ko'vn, 40 ERIDANI). 

AFFILIATION: (ORE SYSTIM OF THE UNITED fEDERATION OF PLANETS. 

SYSTEM TYPE: TRINARY: VULCANIS A (KO'VEL) (TYPE Kl V, ORANGE DWARF 
STAR) IS THE PRIMARY; VULCANIS 8 (TYPE 0 VII, WHITE DWARF) AND VULCANIS ( 
(TYPE M4 V, FAINT RED DWARF) ORBIT EACH OTHER AT A DISTANCE OF 400 AU 
FROM VULCANIS A. OVER THE LAST lWO MILlENNIA, THE OLD NAMES OF VULCANIS 8 
AND (HAVE BEEN REPLACED WITH SURAK (FOR 8) AND SUDOC (FOR(), REPRESEN
TATIVE OF THE lWIN FORCES OF LOGIC AND EMOTION. 

INHABITED PLANETS: VULCAN (VULCANIS II) IS THE ONLY MAIN INHABITED PLAN
ET IN THE VULCANIS SYSTEM, ALTHOUGH SCIENTIAC COLONIES AND RELIGIOUS RETREATS 
DOT MANY OTHER BODIES IN THE SYSTEM. 
OTHER PLANETS: KET-CHELEB (VULCANIS I) ((LASS F), VALDENA (VULCANIS Ill) 
((LASS K), TEL-ALEP (VULCANIS IV) ((LASS K), KAL-AP-TON (VULCANIS V) (CLASS 
J SUPERJOVIAN), AND KIR-ALEP (VULCANIS VI) (A SMALlER (LASS J SUBJOVIAN). 

OTHER STELLAR 0BJEOS: Two ASTEROID BEI15, ONE INSIDE THE ORBIT OF 
VULCANIS I AND ONE BETWEEN VULCAN AND VULCAN IS Ill. 
ARTIFICIAl 0BJEas: MANY ASTRONOMICAL PROBES AND ORBffiNG TELESCOPES 
OPERATING UNDER THE AUSPICES OF THE VULCAN SOENCE ACADEMY (OR OWNED PRI
VATELY BY INDIVIDUAL RESEARCHERS), A SOLAR MONITORING STATION INSIDE THE 
ORBIT OF VULCANIS I, AND A STARFLEET-CALIBER SPACEDOCK AS PART OF THE VULCAN 
SPACE (ENTER AROUND VULCANIS Ill. 
SIS: THE HOME OF THE VULCAN RACE. 

t he oceans had becom e barren rock, and the atmo
sphere h eated as it thinned. 

Vu lcan astronomers agree w ith certa in points 
made by t h e ir Federation counterparts, b u t dispute 
t h at so lar f l ares a lone were responsible for t h e 
changes tha t h appened. They reason that 40 Eridani A, 
a l though a re l atively en ergeti c orange dwarf, h as his
torica lly n ever shown the level of activity that t h e 

oth er scientists believe happened. Many Vulcan 
astronomers therefore theor ize that a smal l but fast
moving rogue planet struck 40 Eridani A as it passed 
th roug h the system. Because Vu lcan was close to the 
sun when this happened, th e planet not on ly got hit 
w i th the la rge flares, but also w i th actua l stel lar mate
rial r ipped from the star by the planet's impact. In the 
perturbations, the orbits of the planets were drawn 
closer to the star, and gravitational stresses may even 
h ave broken u p one planet into the Vulcan system's 
inner aste ro id belt. Using thi s model, the Vu lcan s n ot 
on ly account for the flares, but also th e ch ange in 
temperature and the tectoni c sh i fting that has made so 
much of Vulcan geologically unstable. 

V ulcan geologists, on the other hand, maintain 
that internal tectonic activity on Vu lcan is energetic 
enough to explain the changes in Vulcan 's atmo
sphere and climate by itself. They posit that an 
extremely violent period of volcanism and subduc
tion (possibly following a cometary or meteoritic 
impact) a ltered the atm osph e r ic chem istry of Vulcan 
enough to allow 40 Eridan i A to disintegrate the 
atmosphere. These geologists point to similar periods 
in the Earth's evol ution, when its atmosph ere 
changed from m ethane to nitrogen-oxygen, or when 
the ozone layer a lmost b roke down in the early 21st 
centu ry, as evidence that atmospheric changes creat
ed by ground conditions can a lter planetary cl imate 
dramatically. 

Some theorists argu e that solar activity could eas
il y h ave d isrupted Vu lcan's already weak and 
inconsta n t magnetic field, and perhaps even cau sed a 
rad ical sh ifting of Vulcan's ax ia l t il t. Such a shift, if 

t 
-~1 '*I I 

--( Vulcanis cJ 1 ---
.- --.. -
1• :··:=:·:: 1--

~_J_~=--~~.1-t~-_- -\t...Lv_ur c_an_is _JB ) -

() e ~ I 
-- ... ~ ....... ~ . --.. _ -•-

I 

_lllllill ____ ----~---------------1 I I I I I I 

1
- 4 0 E r i d a n i S y s t e m 

I ~---~ I - I I 1. Ket-Che l eb (C l ass Fl 

•l-.....,1--'--=5::ttztl 1 II. Vulcan (Cl ass M) 

~ ~ 
Ill . Valdena (C la ss K) 

1 • IV . Te i - Aiep (Class Kl 

L._JL_..!!~-==t===E:=~~~~~iiii~ V . Kai-A p ton (C l a ss J Supcrjov ia n) 
VI. Klr-Ai ep (A smaller Cl ass J S ub jovla n) .----------------------------

T H E VV AV C>F KC>L I NA H R 



timed w ith a period of sol a r f l a res and tectonic insta
bility, could h ave ripped away much of Vulcan's 
atmosphere, leaving t he planet to bake i tself dry over 
th e fo llowing centuries. Still more radical sch o la rs 
hold th at a cataclysmic war among p roto-Vulcan 
species (e ithe r native or seeded by the Preserve rs) not 
o nl y flung V ulcan into barbarism b u t actua lly devas
tated the p lanetary ecology and geology, turn ing a 
lush paradise i n to a desert w ith horrific doomsday 
weapon s that focu sed the p lanet 's tectonic e ne rgy or 
th at psionica lly co llimated b eams of Vulcan 's sunli ght 
into mig h ty d eath rays. Althoug h f ragmentary Vulcan 
legends ca n be m atched up to these theories, m ost 
sci e n t ists re j ect t hem as unlike ly i n the extreme, none 
more firmly than the V ulcan s themsel ves. 

There a re still isolated a reas across th e planet's 
face wh ich reta in the v i sage of V ulcan's primordial 
years, w h en the planet teeme d w ith life. T h ese areas, 
primarily concen t rated in the fertile c rescents border
ing the p l a net's great seas, the Voroth and the Th a n o r, 
cont a in vestiges of o ld g rowth forest carefull y shep
he rde d from h a rvesting and set aside by the V ulca n 
Council as w ilderness preserves. Here, conservators 
carefu lly nurture the many species o f flowering 
plants, g rasses, anima ls, and f ish, k eeping them from 
extin ction . O n a sm a ller yet w ide r sca le, most 
Vulcans of means mainta in personal gardens at their 
private residences, eith e r i n sma ll o u tdoor plots irri
gate d by underground springs, or enclosed sola ria 
with intri cate c losed- loop climate cont rol systems 
that recycle every mi lliliter of water and g ram o f 
nutrient that ca n b e recovered. Finally, citi es like 
ShirKahr and Vulcana Regar h ave set aside p a rcels o f 

land for public gardens w hich are popular sites for 
meditation, as well as touri st sites for offworld v isi
tors. 

In these ways, Vulcan m a inta ins its own magnifi 
cent diversity, the message of IDIC wh ich it has 
carried outward to the worlds of the UFP. This same 
regard for diversity and tradition prevents the occa
sional proposal for weather control or terraforming to 
restore Vulcan's original ecology from gaining wide 
acceptan ce. 

TEMPERATURE AND CLIMATE 

First and foremost, Vulcan is a hot planet. Daytime 
temperatures routine ly range from 1 1 0 ° F to 1 25°F, 
and in the peak of summer can reach or exceed 1 50°. 
The rays ofVulcan's orange sun, 40 Eridani A, usually 
shine down through the red sky unbroken by clouds 
from dawn to dusk, as rainfall throughout the planet 
typica lly ave rages less than 25 inches per year and is 
heavily concentrated in the six-week period immedi
ately following summer's end. In addition, winds tend 
to be mild except a long the coasts, providing little 
relief. (The exceptions, the continent- spanning sand
storms, provide no rel ief at a ll.) Only nightfa ll brings 
a break to the incessant heat, dropping t h e ther
mome te r to 45° or below. In Vulcan's w inter months, 
the midlatitude deserts often experience freezing tem
peratures at night. 

In additio n to the searing heat, V ulcan h as a g ravi 
tati o nal pull 1.4 times th at of Ea rth, a nd a thinner 
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PLANETARY TEMPLATE 
PLANET NAME: VULCAN (Tr-VAlKA' AIN, 40 ERIDANIII, OR VULCAN IS II) 

CLAss:M 

SYSTEM DATA: VULCAN HAS NO MOON. 

GRAVITY: 1.4 G 
YEAR AND DAY: 250.1/27.6 

ATMOSPHERE: NITROGEN-OXYGEN, WITH RELATIVELY HIGH LEVELS OF ARGON, 
RADON, AND CARBON DIOXIDE. ATMOSPHERIC PRESSURE RATHER 
LIGHTER THAN EARTH; VULCAN'S AIR IS THIN. 

HYDROSPHERE: 28% SURFACE WATER CONCENTRATED IN TWO WARM SEAS. 

CLIMATE: ARID AND HOT THROUGHOUT WITH LITTlE SEASONAL VARIATION; VULCAN 
IS A DESERT PLANET. 

SAPIENT SPECIES: VULCAN, ABOUT 1.5 BIWON. 

TECH LEVEL: LEVEL SIX, AUHOUGH FOR TRADmONAL REASONS lEVEL THREE TECH· 
NOLOGY REMAINS QUITE VISIBLE. 

GOVERNMENT: REPRESENTATIVE OLIGARCHY WITH FEUDAL AND THEOCRATIC ELE-
MENTS. 

CULTURE: LOGICAL, PEACEFUL, AND TRADmONAL IN ALMOST EQUAL MEASURE. 

AFFILIATION: (ORE WORLD·OF THE UNITED FEDERATION OF PLANETS. 

RESOURCES: VULCAN'S MAIN RESOURCE IS JT5 SCIENCE, AND TO A LESSER EXTENT 
THE PRODUCTS OF JT5 HEREDITARY AND TRADmONAL ARTISTIC 
SCHOOLS. 80TH HAVE MADE VULCAN CUIJURE ONE OF THE MOST 
INFlUENTIAL THROUGHOUT THE FEDERATION. VULCAN ALSO PRODUCES 
RARE MINERALS AND ORES, ESPECIALLY TRIWUM. 

PLACES OF NoTE: VULCAN'S RELIGIOUS HEART IS MOUNT SELEYA, AUHOUGH 
MONASTERIES AND OTHER CONTEMPLATIVE CENTERS DDT THE 
SURFACE OF THE PLANET. 0FFWDRLDERS USUALLY RESTRICT 
THEIR TRAVEL TO VULCANA REGAR, THE LARGEST CITY, OR 
SHIRI<AHR, THE CAPITAL. 

SHIP fACILITIES: THE MAIN SUCH FACILITY IS THE VULCAN SPACE (ENTER, 
AUHOUGH THE CITIES VULCANA REGAR AND VULaNIS BOTH HAVE 
SPACEPORTS AND GEOSYNCHRONOUS STATIONS CAPABLE OF SPACE· 
DOCK SERVICE. 

atmosphere (due to the long-term effect that 40 
Eridani A:s solar flare activity has had in eroding the 
planet's upper ionosphere). As a result, the planet's 
surface receives more ultravio let radiation from the 
sun tha n Earth. Over time, of course, Vulcan physiol
ogy has ad apted to this env ironment, providing its 
people with a secondary eyelid to reduce glare and 
keep out fore ign particles, and reducing the body's 
daily needs for liquids and o ther nourishment. 

As a result of adapting to survive such rigors, 
Vu lcans in Earth-norma l environments possess a phys
i ca l strength and sensory acuity (particularly hearing) 
wel l beyond the human norm. Converse ly, huma ns 
visiting Vulcan for the first time are apt to wi lt quick
ly upon exposure to these h ostile cond iti o ns. 
Protective eyewear (either sunglasses or refractive 
goggl es) i s very he lpful. Moreover, any human plan
ning to engage in physically demanding activities 
(such as mountain climbing, hiking, physical train ing 
or a ceremonial combat like the koon-ut-kal-if-fee) 
needs to receive regula r injections of a tri-ox com
pound (a standard stimulant available in starsh ip 
infirmaries, or in the visitors' quarter of ShirKahr) to 
avoid becoming quickl y exhausted and dehydrated. 
Humans who remain on V ulcan for a n extended peri
od find that their bodies will adapt over time, though 
not completely to Vulcan tolerance level s. Frequent 
medical check-ups are recommended, as the chance 
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of developing respiratory ailments can be heightened, 
especially among those of advanced age. 

The planet Vu lean has no axial ti It, so that there is 
no natural progression of the seasons from north to 
south and back again as on Earth. Instead, seasonal 
changes occur planetwide as the result of Vulcan's 
elliptical orbit around its sun. At its perigee, Vulcan 
passes less than 0.56 AU (52 million miles, or closer 
to its sun than Venus is to Sol) from the roiling surface 
of 40 Eridani A; during this time, solar flares can still 
make their presence felt on the planet, causing tec
tonic activity in the still shifting plates which lie 
beneath unstable geological zones like the island 
continent of Xir'tan or the Fire Plains of Raal. During 
these months, the seismologists at the Vulcan Science 
Academy remain constantly vigilant, diverting travel
e rs and mining expeditions away from possible 
earthquake zones, monitoring the status of over 200 
active and many more dormant volcanoes, and coor
dinating evacuation and rescue activities in the event 
of a disaster. 

Flora and Fauna of Vulcan 
While traveling or living on Vulcan, visitors may 

encounter any of three distinct climate zones-desert, 
volcanic plains, and temperate coastlands. Each zone 
supports many ecosystems, with a biodiversity sur
prising in such an inhospitable planet. 

DESERT 

From the equatoria l dunes and ergs of Xial and 
Go'an to the gravel flats north of Nal'shin, d esert i s 
the most plentiful terra in on the planet's face. The 
shifting sands of Vulca n hold many secrets to .those 
skilled in their lore. The g reatest of these of course is 
the art of finding sources of drinkable water in these 
arid wastes. In ancient days, warlords fought to con
trol important o ases and underground spri ngs; today, 
the permanent settlements, sma ll and l a rge, which dot 
the ruddy sands have grown around these watercours
es. Throug h the application of advance d techno log ies 
like h ydroponics, Vulcan towns e x tend these limited 
resources to supp ly other basic needs. Indeed, the 
Vulcan capital city of ShirKahr sp rang up around just 
such an oasis and today supports an infrastructure the 
equal of any in the Federation. 

DESERT FLORA AND FAUNA 

CIR- CEN 

These squ at cactu s-like plants a re 
the predominant form of desert 
plant life. Virtually all types of cir
cen have a tough outer protective 

skin that can be penetrated only by a 
laser or sharp knife. T his skin shields 

the plant from the worst ravages of the 
searing heat and is often covered by thorns o r spines 
to protect it from anima l predators. The interior layers 
of the plant store water, and when sucked upon can 



provide a brief respi te to t hose w h ose suppl ies h ave 
run low. Certa in var ieties o f t h e p lan t, referred to in 
som e par ts ofVulca n as no r-een , a re characterized by 
an outer coating of sh arp c ri mson sp in es; th e pulp 
like inte r ior of this subspecies n o t o nl y holds wate r 
b u t offe rs a tasty and n o urishing rep ast as well. 

G'TETH 

A b u sh which g rows o n t h e sh ady sides of desert 
and sem idesert hills. The berr ies of t h e g'te th a re 
sm a ll, b rown ish -green buds w hic h ca n b e c rush ed 
an d u sed to make a reviv ing beverage, t h e justly
famous V ulcan moch a. C'teth p la ntatio n s cover m u ch 
of Vulcan's low hilly regions, w he re t h e b u she s serve 
as w indb reaks for o the r p lan ts and h e lp prevent ero
sion as well as p rovid ing a useful c ro p. 

K'KAREE 

O f th e d ozen s of sp ecies o f p o i son o u s 
sn akes which i nhabit the V u lcan desert, 

sunning them sel ves by day an d hunt-

~i~~~~~ing by nig ht, t his serpent w ith i ts 
~ m o ttl ed blue-gray skin i s one o f 

the m ost disti nctive. When t h e 
lllllilloiL..:!~._,... ..... k'ka ree coi l s to strike, two sacs locat

ed below i ts throat exp and o u tward, c reating t h e 
app earance of a small pai r of si lvery f ins and g ivi n g i t 
the abi li ty to p roject i ts ven o m in a concen t rated 
spray with an effecti ve ra nge of up to 5 m ete rs. Th e 
k'karee's poison is n o t in i tself fat a l to human s o r 
V ulca ns, b ut it can temporari ly pa ra lyze a l imb (for 
24-48 h ours) or ca u se blindness i f it hits its ta rget in 
t h e eyes. Ei t he r can leave a v ictim an invi t ing target 
to further attacks by the sn ake o r by o ther p redato rs 
i n t h e a rea, unless p rop e r an t i tox ins can b e pro m ptly 
appli ed . 

K'KAREE TEMPlATE 

TYPE: POUNONG HUHT£R 

SIZE: 2 METERS 

fORM: BLUE-GRAY SERPENT 

ATTRIBUTES: fiTH ESS 2 (STRENGTH -6" VITAUTY + 1 )~ COORDINATION 4 
(REAOION +2, DEXTERITY +J), PRESENCE 1, INSTINCT 1 

BASE MOVEMENT: 8 

RESISTANCE: 1 

SPECIAL ABILITIES/UNUSUAL SKILLS: ENHANCED "VISION" (HEAT SENSING) 

WEAPONS: SPITTING POISON 4 (STUNS ANY LIMB HIT, BLINDS IF EYES HIT) 

LE- MATYA 

A f ie rce o ran ge-skinned hunt ing cat t hat inhabits 
vari o us regions on Vulca n, the /e-m atya is known for 
i ts lightn ing- fast reflexes a nd p o ison-t ip p e d fan gs. Th e 
cats are k n own to attack anything they see o r smell. 
The dead ly n e rve toxins in the ir fa ngs can kill a sm a ll 
anima l w ith in m inutes, o r para lyze a human. Becau se 
t hey attack anything they encounte r w h ethe r they a re 

T f-1 E P L ANC T V U I. C A N 

__...,.,.....-.,._ hungry o r not, n o /e -matya are a llowed 
o n an y o f V ulcan's natu re p re
serves; if o n e ra n ges o n to a 
preserve i t is rem oved as q uick ly 
as possible. Le-matya a re k nown 

t o live in the deserts n ear 5h i r Kahr, 
an d travele rs b eyond the city's wa ll s 

sh o uld take care . 

LE·MATYA TEMPLATE 

TYPE: POUNCING HUNTER 

SIZE: 1 0-15 KG, 1 MmR LONG 

fORM: QUADRUPED, ORANGE SKIN, LARGE EARS, FANGED 

ATTRIBUTES: fiTHESS 3 (STRENGTH -3, VITAUTY +2), COORDINATION 5 
(REACTION +6), PRESENCE 2, INSTINCT 3 (fEROCITY +2, 
PERCEPTION + 2) 

BASE MOVEMENT: 14/30 

RESISTANCE: 2 

SPECIAL ABILITIES/UNUSUAL SKILLS: NIGHT VISION ( +2), ExCELLENT 
HEARING (+2) 

WEAPONS: POISON FANGS 4, 1 D6 PLUS POISON (3D6 WOUND lEVElS OVER A 
20-MINUTE PERIOD) 

5HAVOKH 

Thi s g racefu l hunting b i rd with go ld 
an d b rown feathers has a massive 2 .5 -
m eter-wid e w ingspan and a power ful 
muscu lature that a llows it to propel 
itself a lo ng the mild w ind cu rre n ts of 
V ulcan 's atmosph e re . A lthough t h e bird 
p ossesses two p a i rs o f sh a rp go lden 

ta l o ns a nd is carnivorou s, its p re y 
con si sts of sm a ll ro d e nts an d rep 
ti les, and i t i s n o t h reat to the 

h u m a noid i nhabi tants of V ul can. 
Indeed , desert dwel lers ho ld t h at i t i s good luck to 
encounter a sh a vokh when t raveli ng th ro u gh unfamil
i a r lan ds, for w h e re i t d escend s to g ro und, o n e w ill 
f ind g ro und water o r a soak not too deeply b urie d 
n earby. 

SHAVOKH TEMPlATE 
TYPE: CHASING HUHT£R 

SIZE: 6 KG, 2.5 METER WINGSPAN 

fORM: TWO LARGE WINGS, FOUR LEGS, CRESTED HEAD 

ATTRIBUTES: fiTHESS 3 (STRENGTH -2, VITALITY +4), COORDINATION 3 
(DEXTERITY +2-' REAOION +2), PRESENCE 2, INSTINCT 1 
(fEROOTY +3, rERCEPTION +5) 

BASE MOVEMENT: 3 (GROUND), 20/40 (FLIGHT/DIVE) 

RESISTANCE: 2 

SPECIAL ABILITIES/UNUSUAL SKILLS: fLIGHT, ExCEUEHT SIGHT (+2) 

WEAPONS: TALONS 3, 1 + 1 D6 
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SIR- SOSS'IM 

There are many who say that 
the sir-soss'im are the stuff of leg
end. Yet, in nearly every village, 
one can encounter tales of poor 

souls who were devoured by 
these w i 11-o' -the-wisps that prey on 

the unsuspecting and then just as sud
denly a re gone. The sir-soss'im are 
described as child-sized balls of loose 

grasses and brush, not unlike tumbleweeds 
from the western prairies of North America, which 
travel in packs and possess a group intel ligence. The 
stories say that fire is the only defense against their 
assault. 

VOLCANIC PLAINS 

There are two vastly different types of volcanic 
plains w hich vis itors may encounter on Vulcan-the 
blasted wastes formed by centuries of past volcanic 
activity in areas presently considered dormant, like 
the Cheleb-kor desert and the Womb of Fire; and the 
shifting plateaus that surround still-active volcanoes 
like Mt. Tarhana or the triple peaks of T'raan, T'ria ll, 
and T'regar in Raal, and teem with strange forms of 
life that somehow bloom in the midst of searing heat 
and intense pressure. The terra in of the former i s harsh 
and foreboding, twisted ridges of gray flint, red rock, 
and black lava flows interspersed with yellow sul
furous d eposits and patches of brilliant green lichen. 
Few possessed of their sanity inhabit such realms, and 
even short-term visitors should come equippe d with 
appropriate survival gear, and would be wel l advised 
to stay clear of most of the indigenous plants and ani
mals w hich have evolved the means to survive there. 

The liv ing and constantly changing plains sur
rounding m ajor active volcanoes, on the other hand, 
attract m a n y visitors, ranging from scientists a nd 
tourists seeking to obse rve the marvelous multicol
ored crystalline formations that grow from the rocks 
on the Fire Plains of Raal, to expedition and excava
tion teams seeking to h arvest the ri c h mineral deposits 
contained within the lava flows between e rupti o ns. 
Some of the major temples of Vulcan are also located 
along the more stable outskirts of these plains, as a 
constant reminder of the powerful primal energies 
that sects like the followers of Kolinahr seek to master. 

FLORA AND FAUNA OF THE 
VOLCANIC PLAINS 

GAL- EN - ou'uN ( .... DREAM Moss" ) 

This yellowish-green liche n , when con
sumed (either by ingestion or by burning it 

and breathing in its fumes), causes 
strong hallucinations which last 

everal minutes in duration. 
m moss was u sed in ancient times 

by ecstatic priests to induce revelatory visions. 
Interestingly, its effect on Vulcans i s much stronger 
tha n its effect on humans. Its modern uses are restrict-

T t- I E \1\/ AV C>F K C> L I NA I- IR 

ed to medic ine, as a number of Vulcan analgesic and 
neurochemical treatments use gal-en-du'un essence. 

LE- MATYA 

While a lready well known for its 
aggressive nature and poisoned 
fangs, le-matya that live in the 
volcanic plains tend to be larger 
and even m o re aggressive toward 

Vulcans and offworlders they m ay 
encounter, killing solely so they can 

drink the blood of their v ictims. Specimens 
as large as 90 kilograms have been report

ed in the vicinity of the Cheleb-khor desert. 

VOLCANIC PLAINS LE·MATYA TEMPLATE 

TYPE: POUNCING HUNTER 

SIZE: 75+ KG, 2 METERS LONG 

fORM: QUADRUPED, ORANGE SKIN, LARGE EARS, FANGED 

ATTRIBUTES: fiTNESS 4 (VITAUTY +4). (ODRDINAnDN 4 (REAcnON +4), 
PRESENCE 4, INsnNCT 2 mROCilY +4, PERCEPTION +2) 

BASE MOVEMENT: 16/40 

RESISTANCE: 8 

SPECIAL ABILITIES/UNUSUAL SKILLS: NIGHT VISION (+2), ExCELLENT 
HEARING (+2) 

WEAPONS: POISON FANGS 4, 2D6 PLUS POISON (3D6 WOUND LEVElS OVER A 
20-MINUTE PERIOD); (LAWS 3 (3+2D6) 

PEL- TAR'UK 

These low-lying bright green shrubs 
produce small olive-green berries 

v-c--.'-"" '· which a re ed ible by Vulcans and 
humans. However, these berries 

~~~~~~~!are protected by thick toxic spines 
~ w hich can tear through normal 

clothing or robes and inject a 
painful n eural poison which caus

es cramping a nd vomiting. The poison then induces a 
strength-sapping fever which fogs the mind and slows 
the reflexes. These spines, if carefully removed intact, 
are sturdy enough to be used as darts in a blowgun or 
flechette weapon. 

SHATARR 

Poisonous lizards that live under 

sized prey. Shatarr poison is a neurotoxin 
that quickly attacks the v ictim's nervous system, caus
ing massive muscle spasms. For the small animals that 
are its usua l prey, d eath occurs within minutes. If a 



larger anima l o r V ulcan is bitten the p o ison requi res 
more time to ta ke effect, but this gives the victim a n 
ho ur a t m ost to seek treatme nt. 

SHATARR TEMPLATE 

TYPE: POUNCING HUNTER 

SIZE: UP TO 2 METERS 

fORM: MOTTLED SIX-LEGGED UZARD 

ATTRIBUTES: fiTNESS 1 (STRENGTH -6, VITALITY + 1 ), COORDINATION 3 
(REACTION +2, DEXTERITY +3), PRESENCE 1, INSTINCT 1 

BASE MOVEMENT: UP TO 10/15 

RESISTANCE: 1 

SPECIAl ABiliTIES/UNUSUAl SKILLS: NONE 

WEAPONS: BITE 3 (2 POIIITS, 2 PDINTS OF STUN EVERY AVE MINUTES UNTIL 
TREATED OR (NCAPAffiATED) 

TIR-N UK 

Thi s sm a ll su cculent tree, simila r in gen e ra l sh a p e 
to the Ea rth ajo uga, g rows in t he c racks between sl abs 
of ig neous rock, send ing rootle ts throug h out the subsoi I 
to f l ower and spread w herever the r ig h t conditi o n s of 
ri ch vo lcanic a sh and b r i efl y open a rtesia n wate r tabl es 
m eet. Som e tir-nuk patch es extend inv i sibly under l ava 
f lows for ten s of kilo meters, w i th o nly a few p atc h es 
em erg ing f ro m na rrow ravines fa r a p a rt. The tir-nuk 
grows and dies ra p id ly, a nd its sap conta ins spore s that 
reseed its root system w herev er t hey touch soil. The 
wood of t he tir-nuk burns w i th a bright, co lo rful , i rreg
ular fl a m e as sectio ns of sp o re-sap f la re up, expl o d e, 
and drop down . The fumes, like those of dream m oss, 
h ave a psychotropic impact on V ulcan p hysi o lo g ies. 

VALIT 

T hi s sm a ll r ust- colo red burrowing ro d e n t 
h as p o werful cl aws cap abl e of d ig
g ing th rou g h t h e ha rdest soils o r 
even volcanic rock. It liv es in l a rge 

famil y units in vast unde rg round 
complexes a n d emerges o nto the su r
face w orld onl y at n ight. Th e 
c reatu res a re hi ghly inte lligent, a n d 

xenobio logist s at the Acad e m y h ave 
----- recen t l y b egun experimen t i ng w ith 

d o m e sticating t h e c rea tures. Th e n a m e of the valit i s 
a lso used to descri be a computer p rogra m that is u sed 
to " bu rrow" p ast security interfaces and provi d e 
unautho ri zed access into a syste m 's d ata core . 

TEMPERATE ZON ES 

The te m perate zone s o f V ulcan tend to b e c on
centrated a lo n g th e coastl i n es of V ulcan's two g reat 
seas, t he Voroth and t h e Tha n o r, but can also b e fo und 

T H E PLANC T V U L C AN 

in the north ern latitud es of Tat'sahr p rovin ce, th e 
N a'ree River regi o n , and isolated m o unta in va lleys o n 
b o th m ajor c o n t inen ts. In a ll , t hese zon es com p rise 
l ess tha n te n p e rcent of V ulc an's land m ass, but ho u se 
a lmost fo rty percent of its populat ion . Much o f the 
econo mic life o f V ulcan c ente rs h e re-the t ra d e p o rts 
w h ich o n ce h o u sed g reat sail i n g vesse ls and now con
duc t the o p e ratio ns o f Vul can 's m ercan t il e starship 
f l eet, t h e v irtua ll y fully a u tom ated mic rochip and 
p h a rmaceutical m anufactur in g com p lexes, a n d the 
sp a rse b u t immaculate l y tended fa rml ands w h e re 
t ropica l food cro ps can still b e organica lly grown. 

Yet i t must b e re m embe re d th at the very te rm 
" te m pera te" is define d w ithin t h e V ulc an context. 
W ate r i s m o re p lentiful in the se areas-typica ll y sys
tem s of unde rg ro und stream s, b u t occas io n a lly rivers 
o r sha llow l a kebed s th at fill during the brief ra iny sea
son , a n d dry o ut over the course of t he fo llowing year. 
The water supplies su p p o rt m o re varie d vegetatio n , 
inc luding p a lm a n d nut t rees, s le n der g rasse s, and 
even co lo rful f lowers like the y'ranth a n d the favinit 
p l a n t. But t h e tempe ratures h e re still rou t ine ly top o n e 
h undred d egrees, a n d th e fragile balance of t he 
ecosystem is n ow m a inta ine d o nly thro u g h t h e m ost 
stri c tl y man aged syste m of irrigatio n , c ro p rotatio n , 
and recycling . 

TEMPERATE FLORA AND FAUNA 

CHKARIYA 

A weasel-like anima l that eats fruit, 
carrion, and t h e o c casiona l sm a ll a ni 

m a l, the c h kariya h as two l a rge 
forepaws, w hi c h i t u ses to cl imb a nd 

d i g . U n like the weasel s of Ea rth , the 
c hka riya is active durin g th e d ay, 
often fo raging for food . They a re o n e 
o f the favori te anima l s a t n atu re pre
serves, as t hey wi ll take p ieces of fru i t 

f ro m a person's h a n ds. One sh ou l d be 
careful i n doing so, h owever, as a ny fast m ovem e n ts 
o r loud noises w ill cause t he chkariya to ra i se i ts front 
p aws, and each p aw h as si x razor-sh a rp c laws. 

GESPAR 

Th is n a tive fruit t astes like a c ross 
~~...-\ : . b et ween a p i n eapple a n d t h e 

'1 1/,; , ;; '/ Rigell ian kir-ta ngy and piqu a n t. 
· f(y ,~ The gespar is eate n b y splitt ing its 

red d ish-p ink o u ter coating in two 
and re m oving the cen ter seed p od, 

w h ich is c u stom a r i ly saved fo r 
, replanting. Since a n c ie nt times, t he 

rind o f th e gespar h as b een u sed in the m anufacture 
o f soaps and p e rfume. 

SEHLAT 

Th e sehlat h o lds the same o mnivoro u s eco logi ca l 
ni c he i n V ulcan 's m o unta ins and w o o d s th at th e b ear 
does o n Earth . I ts si x-inc h fan gs a re used a lmost as 
muc h to penetrate thic k rinds o r uproot stubbo rn 
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;--o;:,._-.,......,.r-1 grasses as to bring dow n small herd 
anima ls o r other prey. Sehlat a re ro ug h
ly bobcat-shaped, although the largest 

stand 1.5 meters tall at the sh o ul
der. Sehlat are pack animals, 
although they hunt individually as 
often as not. Domesticated very 
earl y in Vulcan's history, they h ave 

been used as hunting b easts, guard 
anima ls, and (by now a lmost entirely) 

p ets. Wild seh/at can only be found in the farthest 
northe rn reach es of Tat'sahr and Kel o r in the T'ralor 
Preserve. The ir furry coat, which ranges from gold and 
reddish-orange to gray or even black, actua lly insu
l ates them from Vulcan's heat. 

SEHLAT TEMPLATE 
TYPE: CHAsiNG HUNliR 

SIZE: 1-2.5 METlli LONG, 70-350 KG 

FORM: QUADRUPED, FURRY, WITH LARGE EARS AND SIX-INCH FANGS 

ATTRIBUTES: FITNESS 4 (STRENGTH +2, VITALITY +5), COORDINATION 3 
(REArnON + 1 DEXTERITY +2), PRESENCE 4 (EMPATHY +2 
(DOMESTICATEDJ), INSTINCT 4 (FEROCITY + 1 [DOMESTICATED] OR 
+3 (WILD], PERCEPTION + 1) 

BASE MoVEMENT: 1 0/25 

RESISTANCE: 11 

SPECIAL ABILITIES/UNUSUAL SKILLS: ExCELLENT (HEMORECEmOH (+ 1), 
ExcEiuNT HEARING (+2) 

WEAPONS: (LAWS 4 (4+3D6), BITE 3 (4+2D6) 

Geography 
V ulcan has three continents (see m ap, pp. 90-91 ). 

Two of these, Na'nam and Han-shir, are enormous 
l and masses each divided into a number of provinces 
with boundaries dating back to the Age of A ntiquity. 
The third continent, Xir'tan, is an island somewhat 
larger than the Earth continent of Austra lia. Xi r'tan is 
the most tectonica ll y unstable land m ass on the plan
et, w ith frequent earthquake activity and over forty 
active vo lcanoes among its jagged hills. The i sland i s 
in fact too unstable to serve as a permane nt h o me for 
more than a handful of Vulcans. However, the con 
stant seismic activity makes Xir'tan an important 
source of needed m eta ls and mineral s. Vulcan legend 
once said that a wanderer could simp ly pluck kevas 
stones the size of fi sts off the ground in Xir'tan. Now 
both the V u lcan Mining Institute and private com pa
nies constan tly assemble X-teams (exploration and 
excavation) to locate and work these veins as th ey 
appear. 

O n e sma ll settl em ent on the n o rth e rn coast of the 
continent, K'lan- ne ("New K'lan"), serves as an 
embarkation/drop-off point and resupply cen ter fo r 
expeditions. All the stru ctures in K'lan-ne are less 
t han a century o ld, as the former settlement site of 
K'lan sank b e neath the sea in an enormous earth
quake in 2265. K'lan-ne tends to attract the " misfi ts" 

TH E VVAY C> F K O L I NAHR 

of Vulcan society for whom the way of Surak is not 
completely satisfying, i ncluding many adherents of 
Tu-}arok. 

Of the remaining continents, the la rger land mass 
of Na' nam contains V u lcan 's capital city of ShirKahr, 
the sp aceport city of Vulcana Regar, and important 
religiou s landmarks li ke Mount Seleya and t h e 
Plateau of Tai-l a. The m ajor provinces of this conti
ne nt are describe d in greater detail in the fol lowing 
sections. 

The lands of H an-shir are sim il a r to the p rovinces 
of N a'nam in m ost respects . This continent contains 
three major pop ulation centers o f its own (Da-leb, 
Kwil'inor, and Vulcinis) and the T'ralor Preserve on the 
west coast of t h e Voroth Sea, the largest wi lderness 
area on the planet. The Preserve contains the last l iv
ing examples of over 100 otherwise extinct species of 
Vu lcan plants, trees, and an imals. V ulcinis also has a 
busy spaceport, and houses Vulcan's starship produc
tion facilities, which employ advanced construction 
a lloys synthesized in the orbital space stations that 
ring the planet. Fina l ly, vast a rrays of sola r collectors 
located in H an-sh ir's centra l desert, the Go'an, ru n 
en o rmous gen e rators w hic h su pply power to most of 
the continent. 

The Provinces of Na'nam 
Na'nam, like its sister continent of H an-shir, is 

divided into provinces: Go l, Khomi, Kir, Raal , Xial, 
Shi'al, and Tat'sahr. Long ago, in the Age of Antiquity 
before the Awakening, these were independent king
doms ruled by warl ords. These tyrants spen t much of 
their time b attling over their boundaries, occasionally 
assi sted by the mindlords of psionic monasteries or 
research communities. The warlords and mindlords 
often possessed deadly m ental powers and energy 
weapons that ampl ified them. T hese pol itical d ivisions 
h ave continued o n in a somewhat more aggregated 
form through o ut history, t h o ugh today t h e provincial 
d esignations a re primari ly adm in istrative in nature, 
governing matte rs l ike the voting for V u lcan Counc i l 
seats, the distribution of em ergency services to d isaster 
areas, or the allocation of p lacem en ts into the V ulca n 
Science Academy or-in the unlikely event of war
Vulcan's national militia. 

GOL 

The prov ince of Gol is located in the southwest 
corner of Na'nam, below Raal and Xial. It is bordered 
to the west by the Straits of Ha'zen, a shallow channel 
of water between Na'nam and the island continen t of 
X i r'tan w hose waters are considered extremely difficult 
to navigate due to t he almost constant shifting o f the 
tectonic plates beneath them. 

Although a few sma ll settlements and thin strips of 
a rable farm land dot this coastl ine, most of the 
prov ince consists of untamed desert wastes like no 
other on Vulcan. Whether because of its proximity to 
X ir' tan or i ts own unsettled seismology, the deserts of 
Gol are greatl y affected b y the solar fla re activ i ty of 40 
Eridani A, experiencing m ass ive, lightning-suffused 



sandstorm s that can last for weeks. Desert settlements 
are therefore limited to a few scattered caravanserai 
located in spots offering natural protection, such as 
nearby underground caves. 

Though planetary satellites confirm that valuable 
mine ra l deposits (especia lly of trillium) hide we ll 
below the surface of Ga l, Vulcan scientists have not yet 
d etermined a m eans of extracting these minera l s with
out unsatisfactory risk of personnel and equipment. 
Thus, the area rem a ins the most economically back
wa rd on the continent, and a Vulcan seeking to make 
his fortune would do well to move elsewhere to 
achieve it. However, Gal does draw its share of visitors 
who come in search of an c ient knowledge-whether it 
be Vulcans w h o have come to study and perhaps com
mit themselves fully to the way of Kolinahr, or the 
mixture of V ulcans and offworlders w ho travel to the 
little vi ll age of Xen'ta l to enro ll in the V ulcan Institute 
of Defensive A rts. 

EPISODE HOOK: THE CITY FROM THE BEGINNING 
OF FOREVER 

AFTER A PARTICULARLY SEVERE ROUND OF SOLAR FLARE ACTIVITY, VULCAN SATEWTE 
PHOTOS OF THE ISLAND OF XIR'TAN SHOW A STARTLING SIGHT- EVIDENCE OF A 
RUINED CITY DEEP IN THE CONTINENT'S INTERIOR, WHERE NO VULCAN STRONGHOLD 
WAS EVER BEUEVED TO HAVE BEEN lOCATED. THIS HEWS, WHICH lEAKS TO THE PUB
UC COMM CHANNELS, SENDS THE PLANET'S ARCHEOLOGISTS AND HISTORIANS INTO 
THEIR MUSTY ANCIENT RECORDS TO ATTEMPT TO IDENTIFY THIS lOCAll MEANWHILE, 
THE MINING CONSORTIA, fERENGI FORTUNE HUNTERS, AND THE VULCAN GOVERNMENT 
SCURRY TO ORGANIZE EXPEDmONS TO SAlVAGE WHATEVER ITEMS OF VALUE MIGHT BE 
FOUND THERE. THE COMPUCATIONS SURROUNDING THE SITUATION AS IT PROGRESSES 
ARE TWOFOLD. fiRST, THERMOLUMINESCEHT DATING OF THE RUINS REVEAlS THAT THEY 
DATE BACK TO THE TIME PERIOD IN WHICH XIR'TAN WAS STill PART OF THE NA'NAM 
LAND MASS: UTERAllY MIWONS OF YEARS AGO. ARCHITECTURAL DETAilS, OH THE 
OTHER HAND, IDENTIFY THE CITY AS THE 1 0,500-YEAR-OLD LOST CITY OF VA'RAK PE
LAU-A DARK FORTRESS WHOSE MINDLORDS WERE RUMORED TO HAVE ENGAGED IH 
EVll RITUAlS THAT WARPED TIME ITSELF AND BROUGHT ABOUT THEIR UmMATE DEMISE. 
SECOND, THE TECTONICS OF THE AREA ARE UNSTABLE ENOUGH THAT ANOTHER FLARE
INSPIRED QUAKE Will PUll THE ENTIRE SITE BACK UNDERGROUND A FIW DAYS AFTER 
THE ARST EXPEDmON ACTUAllY REACHES THE RUINS. THIS STARTS A RACE AGAINST 
TIME, AGAINST RIVAlS (PERHAPS INCLUDING THE VIM OR ROMULAH SPIES), AGAINST 
NATURE, AND AGAINST WHATEVER ENIGMA HAS BROUGHT THE DARK CITY TO THE SUR
FACE AGAIN. 

Tt- tE PLAN ET VUL C AN 

PLACES AND PERSONS OF NOTE 
IN GOL 

KOLINAHRU MONASTERY 

The Kolinahru Monastery rests in a high cleft on 
Mount Kolinahr, the highest peak in Gal. In ancient 
times, the Kolinahru ranked among the most powerful 
and cruel adepts o n the face of the p lanet. Their mind
lords were capable of killing an enemy by making his 
b lood literally boil in his veins through pyrokinesis. 
Their wanton acts of individual or mass mind control 
spawned dark legends that still live today. 

During the Time of the Awakening, however, the 
H igh Master of the Kolinahru became an adherent of 
Surak, and turned the studies of the order away from war 
to the practice of total mind control. Sanshi in, as he then 
called himself, carved the new Kolinahru retreat out of 
the bedrock of the d esert to render it a safe haven from 
the sandstorms and intense heat. He then forbade the 
further use of any manner of advanced technology with
in its wa lls. 

Today, the acolytes and adepts of Kolinahr have 
adopted an ascetic and simple lifestyle, using oil 
lamps and quil l p en s instead of electricity and com
puters; raising simple hand-tended crops on a sm a ll, 
sandy plot of communal land; and bathing in the nat
ura l hot springs that li e beneath the lower level of the 
monastery. Guests-Vulcan and offworlder alike-are 
welcome here at any time to rest and meditate in pri
vacy. However, they must leave their vehicles in a 
shelter about a mile f rom the complex, and leave any 
hand-held items of personal technology (including 
computers, PADD's, and even sonic shavers) behind 
in the front reception area until they depart. 

There is one portion of the monastery which is not 
open to the general public, however. The H all of 
Ancient Thought, a su bterranean chamber eterna ll y 
gu arded b y m embers of the order, contains the vre
katra of the former High Masters of the O rde r. If some 
of these ancient fu n e rea l vessel s indeed conta in the 
katra of Kolinahr's previous High Masters, as the leg-
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ends claim, then those dating back to before the Time 
of Awakening would be none too pleased if they were 
somehow awakened and shown their current sur
roundings, or learned the philosophy their order now 
practices. 

PLATEAU OF TAI - LA 

The final ritual to purge a Kolinahri acolyte of all 
emotion takes place at this desolate plateau outside 
the Kolinahru monastery. The ceremony follows a ten
day period of leavetaking, in which the acolyte is 
allowed to leave the monastery and meet with as 
many of his lifetime friends as possible to bring clo
sure to their memories. He then travels alone into the 
desert, carrying only the robe on his back and a 
waterskin, and enters a deep meditative trance, cast
ing out all remaining emotion into the surrounding 
sands. 

The ritual can take days or even weeks to com
plete, and ends only when the High Master, who 
telepathically monitors the progress of the ceremony 
throughout, either determines that the cleansing of 
the new adept's mind has been completed, or that the 
acolyte's life is in danger. Some adherents have gone 
through the ceremony several separate times without 
ever successfully breaking free of the bonds of emo
tion. 

VULCAN INSTITUTE OF DEFENSIVE ARTS 

The VIDA occupies a complex of unassuming low 
stone buildings and amphitheaters in the tiny village 
of Xen'ta l in southeastern Gol. Indeed , the entire vil
lage contains little more than the Institute, a small 
shuttle port and transporter center, and an inn that 
houses short-term students and visiting instructors. At 
the Institute, one can obtain training in Vulcan martial 
arts techniques like ponn-ifla or kareel-ifla, or in 
ancient weapons like the lirpa o r ahn-woon, along 
with a collection of bruises, sprains, and even the 
occasional broken bone (all of which can b e treated 
by the healers in residence if they become serious). 

Of course, since even the most expert practi tioner 
of the lirpa can d o little against a capab le foe with a 
ran ged energy weapon like a phaser, much of this 
training has no practical application except for cere
monial exh ibitions. However, the real value of the 
stringent VIDA reg imen is the manner in which it dis
ciplines the body in the sam e way that the practi ce of 
logic disciplines the mind. 

Although past students of the Institute include 
such prominent Federation personages as Captain 
Hikaru Sulu, the VIDA may soon play a muc h differ
ent role in Vulcan affairs. VIDA's weapons masters 
h ave a natural affinity for the anc ient tales of the 
exi led sons of Vulcan who became the wellspring of 
the Romulan race. They h ave thrown in their lot with 
Ambassador Spack's attempts to n egotiate some sort 
of reunifica tion with the Romulans. To that e nd, the 
Institute complex presently houses two young 
Romulan warriors, Rual and Khazan, who h ave been 
brought to Vulcan in secret to learn more of the 
ancient ways. It is Ambassador Spack's hope eventu-
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ally to sponsor these young men for admission into 
the Vulcan Science Academy at ShirKahr, if they can 
successfully stay out of trouble until then. 

KHOMI 

Bordering Shi'al on the south is the small 
province of Khomi. Except for the Llangon 
Mountains, Khomi primarily consists of flat and bar
ren hardpan, cracked and canyoned by the strongest 
tectonic activity of any region on Na'nam. While the 
earthquakes make it difficult to live there, the large 
mineral deposits thrusting up through the mantle in 
this barren region do make it worthwhile to work 
there. 

Currently Khomi has the largest active mining 
operations on Vulcan; massive drilling machines do 
most of the mining. Once the ores have been mined, 
they are transported up to various orbital facilities to 
be processed. The mining process is slow, and some
what expensive, but by mining this way the risk of 
losing lives is greatly reduced. Vulcans dwelling in 
this region live in underground complexes built 
inside the mountains. Since the mountains are some
what more geologically stable than the flatlands, 
these subterranean habitats are also substantially 
safer. 

The Llangon Mountains, especially the area bor
dering on Shi'al, holds many monasteries such as the 
Tinsha Monastery of Hakihr (p. 1 7) and the Pakro 



adepts. The mountains may conceal even more iso
lated monastic communities. Except for some very 
old records in ShirKahr, which speak of several 
groups that left ShirKahr and other Vulcan cities to 
live in Khomi, not much is currently known about 
them. The records state that not all the groups that left 
Vulcan's main cities did so because they opposed the 
teachings of Surak. 

PLACES AND PERSONS OF 
NOT E IN KHOM I 

K u'VEL'DI 

Translating roughly as "Place of the Fallen," this 
large complex in the Llangon foothills is a research 
center set up by the government and Sarek's family to 
study ways of treating Bendii Syndrome, and of giv
ing those elderly Vulcans suffering from it a chance 
to live, and eventually die, with dignity. The facility 
came into existence mainly because Sarek's third 
wi fe Perrin, after seeing Sarek lose his very selfhood 
with no assistance or even acknowledgement from 
his government, was determined that it would not 
happen to other Vulcans afflicted with the disease. 

At first the government simply tried to ignore her, 
but that only made her more determined. When it 
became clear that a public debate was beginning to 
form about what many considered a private matter, 
the government relented, and agreed to help fund the 
research center. The center is not only trying to find 
a cure for Bendii Syndrome, but provides a ides for 
those who h ave the disease, so that they can main
tain mind control for as long as possible. A number 
of these a ides are human volunteers, since Vulcans 
still l a rgely prefer to avo id contact with Bendii suf
ferers. 

KIR 

Kir occupies the east e rn equatorial area of 
Na'nam, directly east of Shi'al, and then extends 
southwest to the borders of Khomi. It contai n s a var
ied ecology with temperate lowla nds along the coast 
of the Thanor Sea, arid g rasslands beyond, and bro
ken volcanic plains radi ating out to the north and 
west of Mount Tarhana, Vulcan's best known active 
peak. 

Indeed, Kir is in many ways wholly typical of 
average daily life on Vulcan. It ho lds within its 
boundaries the estates of severa l Great Houses and 
well-connected political personages, including those 
of the late Federation Ambassador Sarek. It contains 
a numbe r of sma ll villages and towns, and one fairly 
large city, also known as Kir (pop. 140,000), which 
was traditionally ruled by Clan K'vek, one of the 
leading merchant families in Vulcan's spacefaring 
history. 

In short, an offworlder could observe Vulcan in 
microcosm by spending a few months here; but with 
few tourist attractions or religious pilgrimage sites to 
draw attention, only a small number of short-term 
vis itors will ever see more of Kir than the view from 
the day-shuttle to the Tarhana Observation Tower. 

THE PLAN ET V ULC AN 

PLACES AND PERSONS OF 
NOTE I N KIR 

MONASTERY OF ULANN 

An order of silent monks occupy this monastery, 
whose grounds occupy a hillside along the Thanor 
coast. The sect of Ulann emphasizes the power of 
deeds over words, and encourages its adherents to 
participate in performing useful works along with 
their studies. In ancient times, the monks operated a 
lighthouse that adjoined the property to aid seafarers 
in need. 

Today, the lower floor of the monastery is set up as 
a printing plant and computer datanode, employed to 
disseminate both the teachings of Surak and those of 
the sect of Ulann. The Vulcan holiday of Kat Rekk, a 
day of atonement and silence, derives from the teach
ings of these monks. Many Vulcans will not speak on 
Kal Rekk for any reason. 

MOUNT TARHANA 

The Tarhana volcano lies almost 300 miles to the 
east of the capital city of ShirKahr, and is readily visible 
throughout the city. Although the volcano remains 
active, regularly belching out steam and fiery lava onto 
the plains below, thus far its eruptions have never threat
ened the safety of ShirKahr. Nonetheless, the sight of 
Tarhana in action seems to strike a common chord in all 
Vulcans, reminding them of how fragile their control 
over the planet's hostile environment can be- and by 
ana logy, how fragile their control over the ir own emo
tional n atures can b e . 

Tarhana's peak has been forever immortalized in art, 
poetry, and even cheap souvenirs wholesaled on a hun
dred different worlds (including the Old Quarter of 
ShirKahr) by Ferengi entrepreneurs. Unlike Mt. Fuji in 
Japan , however, Tarhana is recogn ized but not wor
shipped, storied but no longer mythologized. 

SAREK' S ESTATE 

The privacy of the personal residences of public 
officials, like a ll privacy, is sacred toVulcans. As such, 
access to an estate like Sarek's is by invitation only, 
and invitations are not loosely given. However, if the 
Narrator plans to intertwine the episodes of his series 
with the signal events which have drawn the 
Enterprise into past contact w ith Vulcan (such as the 
long-term diplomatic relationship between Earth and 
Vulcan, or the Romulan-Vulcan Reunification), there 
is a chance that the Crew may someday have occa
sion to visit this place to consult with its inhabitants. 
Also, the houses of similarly influential diplomatic 
personnel (from old families) wi ll be comparable. Like 
Sarek, such offi c ial s will have a country estate as well 
as a town house in ShirKahr. 

Sarek's estate cente rs on a low, sprawling villa 
with thick, protective walls, set upon a mountain hill
side with a panoramic view. The interior of the 
building is decorated in typical Vulcan fashion-aus
terely, with only the most essentia l furnishings. All 
items, from the chairs and desk to the muted wall 
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hang ings, are carefully se lected to g ive each roo m an 
overall sense of h armony. Yet the feature that g ives the 
estate its most unique c haracte r is its o utdoor gardens, 
tended lovingly for almost 150 years by Sarek's two 
huma n wives, Amanda and Perrin . The garde n s 
include a small climate-controlled greenhouse w here 
the only roses a nd tomatoes on Vulcan are g rown. 
Well away from th e house, in a shallow volcanic 
d eclivity (possibly a long -dormant crater), lies the 
f amily ceremonial site where Sarek underwent hi s 
three marriages, and where Spock annulled his first 
and celebrated his more successful second o ne. 

Sarek's library contains several hundred volumes, 
and among them they manage to summarize much of 
the g reat teachings of both Vulcan and Earth. 
However, the estate's computer system, repro
g rammed over the years by th e genius of both Sarek 
and Spock, i s a marvel wh ic h in the proper hands 
could be u sed to gain virtually unlimited access to 
any Vulcan, Ea rth, or Federation database, no m atter 
how c lass if ied. Sarek's estate h as its own scramble d 
subspace uplink, which is dec idedly ra re, even 
among Vulcan diplomatic fami li es. 

RAAL 

T he province of Raal occupies the western edge of 
Na'nam, and includes most of the n avigabl e coastl ine 
a long the Voroth Sea. Raal is one of Vulcan's most 
geologically stable region s, and as a result conta ins a 
number of its oldest settlements. Almost half of the 
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province consists of temperate coastlands, which lie 
along the Voroth and the Na' ree River Valley, whose 
namesake watercourse is navigable by small boats for 
two to three months each year. As a result, although 
the city of Vulcana Regar is Raal's largest population 
center, there are at least a dozen smaller cities and 
towns in the province with populations ranging from 
1 0,000 to 80, 000 residents. 

The Vulcana Regar spaceport is one of the three 
main points of entry for visitors to Vulcan. While those 
with diplomatic missions or spiritual quests to fulfill 
tend to beam down to ShirKahr, those who come to 
Vulcan for trade purposes use Vulcana Regar as their 
base of operations. Also a popular tourist destination, 
Raal offers guided expeditions through the spectacu
lar wonders of the Fire Plains (except during solar 
flare season, when only the brave and foolish journey 
the re at their own risk), and even pleasure cruises 
across the Voroth to Kwil ' inor on solar-assisted sailing 
ships. 

PLACES AND PERSONS OF 
NOTE INRAAL 

FIRE PLAI N S 

Covering over 2 million hectares of land 400 
miles to the northeast ofVulcana Regar, the Fire Plains 
lie at the base of a triangle of three active volcanoes
T'raan to the north, T'riall to the southeast, and T'regar 
to the southwest. The Plains would be of scientific 
inte rest for this reason a lone, as barely a d ecad e has 
passed without a n e ruption from at least one of the 
triple pea ks. What makes the Fi re Plains renowned 
thro u ghout t h e ga laxy, however, a re the multicolored 
crystalline formation s which grow throug ho ut this 
superheat ed environment, provid ing an ever-chang
ing explosion of ka leidoscopic panoramas- a feast fo r 
the eye or the soul. 

V'SHAR HEADQUARTERS 

Finally, V ulcana Regar is a lso the headquarters of 
the V 'Sh a r, th e Vulcan bureau of internal security. For 
most of the past two centuries, the V'S h ar had 
become little more than glorified spaceport police, 
c h ecking m a nifests and apprehending offworlder 
pickpockets, and making ceremonial appearances at 
meetings of the Vulcan Council. Even its traditiona l 
technical info rmation-gathering role ha d slippe d to 
the Science Academy. As the activities of the VIM 
h ave increased in inte n sity over the past several years, 
however, the presence of the V'Shar g rows steadily 
more v is i b le and important. 

SUT OK 

A h eavy-set, olive-skinned m an of a lmost 150 
years, Director Sutok has been head of the V'Shar for 
a lmost forty years. H e has a d eep, sonoro u s voice and 
a regal bearing, and a lways prefers if possible to 
reflect upon a situation before c hoosing a course of 
action. A g raduate o f both the Scien ce Academy (in 
molecular c h emistry ) a nd the Vulcan Institute of 



Defensive Arts, Sutok h as never been off-world. There 
are those who allege that Sutok holds a degree of 
sympathy for some of the political agendas of the VIM, 
and may have moved slowly to infiltrate their ranks as 
a result. Now that the VIM has stepped up its activities 
to include treasonous plots such as the recent attempt 
to locate and reassemble the Stone of Gol, Sutok has 
dedicated the V'Shar to rooting out its members and 
bringing them to justice. 

T' SHANIK 

A lithe young Vulcan woman with black ha ir and 
hazel eyes, T'shanik enrolled in the V'Shar upon 
returning to Vulcan to 2366, after just failing (as run
ner-up to Wesley Crusher) to qualify for admission to 
Starfleet Academy. Although a strict adherent to the 
ways of Surak, T'shanik seems to possess an unusual
ly high degree of curiosity about the customs and 
ways of offworlders, and she has been employed on 
several occasions as a liaison w hen the V'Shar is 
called upon to interact with other non-Vu lcan 
Federation personnel. 

VULCAN A REGAR 

The single largest city on Vulcan had a population 
of 860,000 as of the 2360 Census. The city contains 
offices for the factors of Vu lean's primary mercantile 
families, vast warehouses for the storage of all manner 
of cargoes, the central office of the Vulcan House of 
Merchants, and the Regar Currency Exchange. Given 
the legendary honesty of Vulcans, illegal activities 
such as smuggling or hijacking are virtually unheard 
of here, and anyone cau ght even shading the tariff 
laws in their favor is quickly invited to leave the plan
et. Despite this, the Ferengi consulate on Vulcan is 
located here. For those seeking to sell their cargoes 
for a fair ·price, however, few markets can match the 
breadth of V ulcana Regar. 

SH I 'AL 

Unlike Tat'sahr, the province of Shi'al is often 
called a province of contrasts. Being on the equator, 
it is known for several different types of climate. On 
its northern border with Tat'sahr, harsh deserts make 
up Shi'al's part of the Cheleb-khor. To the east, the 
terrain turns to rolling hills, which run down to the 
Thanor Sea. Here many different types of plants and 
animals seen in few other places on Vu lcan live. 
Going south leads to the oasis at ShirKahr, w h e re 
some of the oldest trees on the planet somehow sur
vive. 

Beyond the capital at ShirKahr lie the Shival Flats, 
a large open desert area that reminds v is iting Terrans 
of the Bonneville Sa lt Flats on t h e North American 
continent. Unlike the flats of Earth, the Shival flats 
offer people a chance to watch the so lar flare activity 
of Vulcan's st ar 40 Eridani A safely. The shows are 
considered spectacular, but can only be viewed dur
ing V ulcan's winter months, since during the summer 
the flares create deadly lightning sto rms in the iono
sphere that scour the flats clean. 

THE P LANE T V ULCA N 

Shi'al, being one of most tectonically stable areas 
on Vulcan, has one of the largest populations of 
Vulcans on the planet. After the Awakening, the 
province turned from an area const a n t ly wracked by 
war into the cultural center of all of Vu lcan. But the 
scars of the past still remain in some ways, just as the 
lava flows from MountTarhana still steam just over the 
horizon from ShirKahr's suburbs. 

PLACES A N D PERSONS OF 
NOTE IN SH I ' AL 

C AVES OF K ULVI R 

Located on the southern side of the Cheleb-khor, 
these former vents of a now inactive volcano have 
become a place that day hikers or those who want to 
do some light exp loring come to visit. There are sev
eral caverns that have unusual rock formations, as 
well as the remains of a former temple partially 
destroyed by lava. The tours always have a guide, and 
at least two people equipped with stunners, as the 
tunnels h ave sometimes been known to be used as 
dens by various desert creatures. 

DA' KUM'ULCHA 

Its name t rans lates to "City of Shadows" in 
Standard, and w hi le individuals can visit the ruins, it's 
not a subject many Vulcans like to talk about. It's left as 
a reminder of what happens w hen life comes to mean 
nothing, and the horrible consequences that often 
result. 

Da'kum' Ulcha used to be called Devla rm, and was 
a city that h ad a populat ion of just over one million. 
According to legend, it was also where the fi rst ship 
capab le of space fligh t was built, and for t hat reason 
the city was destroyed. Being the fi rst to reach space 
was seen by many of the war lords as the ultimate way 
to gain status and advantage over the others. When his 
rivals learned that Warlord Dvir's technicians were 
close to completing a ship, a ll t he neighboring lords 
from as far away as Xial jockeyed for influence and 
power either by sabotage or negotiation . While the 
other houses attempted to negotiate w ith Dvir, the war
lo rd Nu'val decided to stop the project at all costs. So 
without warning Nu'Val's sky force leveled Dev larm
arch aeo logists theorize that Nu'Val used an 
overwhelming str ike of neutron warheads. With in a 
mater of seconds, nearly ninety percent of the popula
tion of Devlarm was vaporized along with the launch 
facility, although the c i ty remained su rprisingl y intact. 
The historical records for the area break off abruptl y at 
that point. Some of t h e people that have visited the city 
swear they have heard the sounds of the dying in the 
howling w inds. 

FOLLO W ERS OF T ' SHEN 

This small commune is devoted to teaching the 
ways of hea ling and preserving life, such as the Path 
of Shan (p. 88). Located about ten kilometers east of 
ShirKahr, it i s one of the few monasteries that accepts 
outsiders-even non-Vulcans. Many v isit the com-
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mune for its combination of peacefulness and acces
sibility, and some even learn different healing 
techniques. The commune also teaches several 
methods of meditation and trance-inducing tech
niques. 

The use of biofeedback to strengthen the 
mesiofrontal cortex is a common teaching here, 
although some orthodox followers of Tu-Surak say 
that using mental disciplines to interfere physically 
with emotion cheapens the effort involved and 
endangers the practitioner should he suffer trauma 
to that area. Small credit donations are requested in 
exchange for instruction and for staying at the com
mune. These are more symbolic than economic in 
modern times; the amount (in Vulcan rials) has 
famously remained unchanged since (according to 
legend) Surak himself carved the suggested donation 
into the obsidian wall of the reception area. 

SHIRKAHR 

For centuries the oasis at ShirKahr was a strategic 
water source, fought over by various clans, warlords, 
and factions. At one time, it was the only inland spot 
on the Na'nam continent where trees grew, until all 
but the smallest copses were destroyed by the con
stant fighting. Historians who have studied the 
development of ShirKahr believe the city was sacked 
and rebuilt dozens of times during its history. Each 
invader made his own mark upon the city, changing 
some areas and making sure that anything re lated to 
the previous ruler was leveled. 

of Sh rKahr 

L Ec::;ENC> 
G- - -E) Mag-lev lines 

$ Building 
Populiltion Dens i ty 
c==J li g ht 
c==J Medium 

~Heavy 

~ Very Heavy 
rsss::3 Public Garden 

THE VVAY OF KO LI NAHR 

But of all the conquerors of (and warlords from) 
ShirKahr, only under the teachings of Surak has the 
city truly prospered. Once the teachings of Surak took 
hold, and Vulcans devoted their energies to science 
and art, ShirKahr expanded from a strategic target to 
become one of the most powerful cities on Vulcan, 
and the planet's legislative capital. 

Today ShirKahr is where the greatest artists and 
thinkers on Vulcan work and live, including many 
who have come from different parts of Vulcan and the 
Federation to see the new things that have been cre
ated. Of all of Vulcan's cities, ShirKahr receives the 
most offworld and Vulcan tourists. While many come 
to see the various works of art, or debate in the great 
lecture halls of the Science Academy, others also 
come to see the past, to remind themselves or show 
their children what life was like before Surak and the 
Awakening. ShirKahr's variegated past and its explo
sive growth after the Awakening has left the city 
divided into many quarters and neighborhoods, some 
still separated by walls built millennia ago, others 
with modern gravrails running through them. 

ARTISA N QUA RTER 

As might be expected, this is where some of the 
best artists on Vulcan can be found. like the Old 
Quarter, it is a place where one should look carefully 
at what he wishes to obtain to separate the valuable 
crafts from cheap replicated Ferengi knockoffs. 
Among the actual artists, several renowned masters 
still make their home in the quarter. S'wek is a master 



of sand sculpture. Examples of his work can been 
seen around the government offices, and in some of 
the public gardens. He only works on assignment, 
and currently is involved in several projects; he does 
have several small pieces in his workshop that he's 
willing to sell. He's considered a very fair Vulcan to 
deal with. 

Another artist, T'rel, specializes in watercolors; 
she has studied on several worlds, including Earth. 
T'rel paints when she considers her talents to suit the 
topic, and currently has nothing in stock she would 
like to sell. She has allowed public exhibitions of the 
paintings she has kept in her studio, and of works in 
progress. 

OLD QUARTERISUTA TEMPLE 

This is where most of the oldest architecture in 
ShirKahr can be found. Vulcans have gone to great 
lengths to keep the area as close to its ancient design 
as possible. The Suta temple gets special care; 
although few Vulcans worship there any more, it 
holds a special place in the history of ShirKahr. It was 
one of the first places that allowed Surak and his fol
lowers to teach their beliefs publicly, as they closely 
matched those of the temple priests. Priests of Tel
alep, they believed that by learning the truth of any 
situation one could accept it calmly. 

For many years people have come to learn about 
Vulcan's history here, but even on a traditional planet 
such as Vulcan the sheer number of tourists and visi
tors has left the area an odd hodge-podge of history 
and modernity. Subspace links rest on ancient 
minarets, and merchants weigh out kevas trinkets on 
antique balances while recording transactions on top
quality PADD's. Good quality hotels and inns can still 
be found in the quarter, but you'll h ave to deal with 
tourist junkets and guided tours. 

Vulcan residents tend to avoid the quarter when 
there are a lot of tourists around, as they constantly 
are asked to have their holo taken, which in general 
Vulcans consider rude. Still, the quality of one hotel 
in the quarter, the Tav'Sai'Nava or "Finest House," 
cannot be denied, as it's nearly the only hotel on the 
planet that any Ferengi trade delegate or envoy will 
tolerate. The most prestigious hotel in all of ShirKahr, 
its facilities are considered som e ofVulcan's finest. All 
types of offworld cuisine are served, including meat, 
but Vulcans will have nothing to do with its prepara
tion or storage. The hotel boasts a truly interspecies 
staff, w ith representatives of (and specialized rooms 
for) nearly every major species in the Federation, and 
a few beyond. 

OuTSKIRTS AREA 

This area is where non-Vulcans who like tradition
a l Vulcan food and culture go when they have grown 
tired of the old quarter. There are several small hote ls, 
inns, and restaurants that still cater to the native 
Vulcan population, but more offworld customers have 
been coming into the area. Some consider the quality 
of the food and lodging not only less e levated but bet
ter than that in the Old Quarter. 

THE PLAN€T VuLCAN 

The Oasis, a very good inn in the quarter, is run by 
a former Vulcan professor of interspecies studies 
named T'kin. She took over operating the restaurant as 
an experiment to see the practical application of the 
things she taught. That was ten years ago; she contin
ues to work at the inn, but doesn't mention the 
experiment much any more. 

The Oasis has gained a reputation as one of the 
better places for non-Vulcans to go in ShirKahr. T'kin 
goes out of her way to make sure that visitors get to 
see as much of her world as possible. She has helped 
make arrangements for individuals to go on tours or 
visits to different places on Vulcan. Vulcans them
selves are also very comfortable with her, and she has 
many friends in the Academy. Since the Oasis is locat
ed on the edge of ShirKahr's cultivated area, T'kin tries 
to warn unwary guests of the dangers of wandering 
around Vulcan's deserts at night. 

PUBLIC GARDENS 

All over Vulcan, gardens and small parks play an 
important part in helping individuals keep their emo
tional control by offering balanced places for 
introspection and peaceful thought. At first the expen
diture of money and valuable water on such things 
was seen as an illogical waste of resources, but after 
much debate (in which the proponents pointed out 
that Surak valued peace almost as much as logic), the 
city fathers agreed to plant public gardens as an 
experiment. 
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Since then, public gardens and parks have 
become an integral part of every Vulcan city. No new 
construction is planned that doesn't include at least 
one park or at least a small contemplative area. Today 
small parks can be found throughout ShirKahr, each 
with its own unique fountain or sculpture. Private 
houses often have their own gardens as part of their 
construction. 

The public gardens of ShirKahr are there for those 
who don't have a garden of their own, or need to have 
a quiet place to meditate while away from home. The 
gardens, located between the government council 
chambers, the Academy and the Old Quarter, are 
built to represent the different terrain types found on 
Vulcan. 

VULCAN COUN CIL CHA MBERS 

Just west of the university are the main buildings 
of Vulcan's planetary government. Most of these 
buildings are closed to the general public, unless you 
have specific business. One area that is open to the 
public is the Hall of Voices; the hall is a huge 
enclosed amphitheater several meters underground. 
Here, in traditional Vulcan fashion, open debates are 
held on various topics. In these types of debates each 
side presents its case to members of the audience, 
who in turn may ask questions as each speaker 
explains his position. 

Near the government buildings are various 
embassies of species that have established diplomatic 
rela tions with Vulcan. Earth, as a member of the 
Federation, has e stablished an embassy on Vulcan, 
The current Federation ambassador to Vulcan is 
retired Admiral Winston Neraneau, a veteran human 
diplomat known as somewhat of a ladies' man. Since 
he's single (and human) most Vulcans remain unof
fended by his behavior. His astonishing knowledge of 
Vulcan philosophy (and almost native level of fluency 
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in Ancient, Classic, and Modern Vulcan languages) 
also impresses the more traditional elements. Another 
person that can be found in the government area is 
Salkath, a former aide of Sarek's. Having spent a good 
deal of time with other species, he's willing to help 
where he can if people are having difficulty getting 
information. 

VULCAN S C IEN CE ACA D EMY 

Before Surak, a huge fortress overlooked the oasis, 
built and rebuilt by each clan that captured it. When 
the Age of Awakening began two thousand years ago, 
Surak changed the fort's purpose from one of war to 
one of learning. With his adepts he continued the 
teaching of logic to those who wished to learn more 
about the concept. Vulcan education has always been 
very centered on the relationship between student 
and pyllora, a term which translates to "mentor" or 
"guide." Thus it was a relatively simple matter to trans
fer the center of ShirKahr's education from the old 
temples of learning to Surak's new agora. From there 
more and more came to learn, not only about Tu
Surak, but about other subjects as well. Surak 
encouraged this while he lived, wanting his fellow 
Vulcans to devote their full energies to understanding 
the universe and its infinite possibilities; it was here 
that the very concept of IDIC was born. 

With IDIC as its mandate, the Vulcan Science 
Academy grew to study literally everything imaginable. 
Today it is considered one of the top research institutes 
in the Federation. Brilliant professors from other parts 
of the Federation come to the VSA to learn or teach in 
a variety of areas, including the hard sciences, engi
neering, computer sciences, philosophy, and medicine. 
Today the campus has ex panded far outside the walls 
of the former fort that once housed it. Like other parts 
of ShirKahr, the campus now contains a mixture of old 
and new architecture. 



Most of the old a rchi tecture can be found in and 
a round the fort, which now houses the majority of the 
admini stra tive offices and lectu re halls of t he Academy. 
Beyond this centra l core, c lusters of labs, resea rc h 
buildings, and staff housing occupy ancient temples 
and newly bu il t faciliti es a like, with each cluster devot
ed to a spec ific fie ld of study. 

C losest to the government quarter are two l a rge 
clusters of modern bui ldings containing t he m edical 
center and compute r research center, b o th open to the 
gen eral pub l ic. The Academy Medical Center serves 
as the main hospita l for the city, but perform s m edical 
researc h as we ll. Beyond these a reas, one must 
request permission to v isit any other area of the 
Academ y, but it's not h ard to gain approval s. One may 
also v i sit the Academy w h en a public lecture is being 
offered (whic h is quite often). Those w h o do get a 
chance to ente r the administrative bui ldi ngs in the old 
fo rt w ill see a beautifu l garden laid out around the 
spring the fort o n ce defended. 

IDIC 
AN ACRONYM STANDING FOR INANITE 01VERSI1Y IN INANITE (OMBINATION, THE 

WAY OF 101( IS THE CENTRAL THESIS OF THE VULCAN SCIENCE ACADEMY. VULCAN 
DOCTRINES OF THE SOUL AND THE RfAUTY OF THE SPIRITUAL INFUSE THE CONCEPT OF 
101( AS WELL; THE VULCAN SCIENCE ACADEMY HAS WELL RESPEmD SCHOOLS OF 
THEOLOGY, PHILOSOPHY, AND Am. EVERYTHING THAT IS OR THAT CAN BE CONCEIVED 
OF IS PART OF THE TRUTH; DIMINISHING ONE ASPECT OF TRUTH TO CONFORM TO BIAS 
OR PREJUDICE OR FOR ANY OTHER REASON IS ILLOGICAL THE CLOSEST EARTH EQUIV
ALENT TO THE DOCTRINE OF 101(, EMPHASIZING THE PERMUTATIONS AND 
COMBINATIONS OF REAUTY TO REVEAL THE SUPERREAL, IS KABBALAH, AIJHOUGH BOTH 
CHRISTIAII SotOLASTlCISM AND TAOISM SHARE SOME 101(-UKE FEATURES. 

V U LCAN SPAC E CEN TRAL 

W hile n ot technical l y located w i th in Sh irKahr, the 
m ain faci li ty of Vulcan Space Central l ies in geosyn
chronous o rbit above the c ity. The facility fulfill s two 
purposes: First, it serves as the main entry point for 
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most V ulcans and a lmost a ll n o n-Vu lcans w i shing to 
descend to the plan et. Al l ind i v idua ls wanting to go to 
V ulcan must pass through immig ration in order to 
land o n the planet, with the exception of Vulcan 
defense, Starf leet, and diplomatic personnel. 

At immigration, each person inserts a data chip 
containing his persona l and medical history; different 
types of data interface units ex i st for u se by d i fferent 
races . Once the Central Clearing computers verify the 
data, visitors may use transporters preset for different 
locatio n s o n Vulcan. The most common reason for not 
being a l lowed to transport down immediatel y is that 
health-related information is not complete, or that an 
inoculation needs to be updated to deal with Vulcan's 
environment. Th e station h as a top Starfleet sickbay 
and a campus of the Vu lcan Science Academy's Space 
and Xenologica l Medical School. 

The second function of the facility is to control the 
routes taken b y different ships enter ing and leaving 
the system. Becau se of the n ear-constan t fla ring of 
Vu lca n 's sun, the space lan es must be continually 
m o nitore d to m ake sure t h ey a re safe fo r ship traffic. 
Sh ips that h ave the shields and protection of a 
Galaxy-class cru iser n eed wor ry on ly about the 
la rgest and most intense flares. Smaller ships and 
freighters less well-protected must take more p recau
tions. 

The EMR emitted by heavy flare activi ty can play 
h avoc w ith sensor and navigation equipment, making 
ships bl ind or unable to a lter course. If ships w it h 
weak shielding p ass too close to a flare, the EMR ca n 
be so intense that it can short out c ri t i cal sh ip system s, 
leaving the vessel helpless in space. On very rare 
occasions f lares will actually hit a sh ip, causi n g mas
sive damage or dest roy ing it outright. Because sm al l 
ship capta ins a re constantly t ry ing to save time o r 
fuel, it's not unheard of that som e of the adven turous 
types t ry to take a short lane closed because of flare 
activ ity. Among the various sma ll ship c rews it's called 
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" riding the wave;" the administrators at Space Central 
call it "reckless and neg lige nt endangerment" a nd p un
i sh it severe ly. Sh ips of the Vulcan D efense F leet under 
the command o f Space Centra l a re often called u pon to 
rescue stranded ships, or evacuate crews. 

COMPUTER A CCESS TERMINALS (CAT's) 

These a re small access terminals that can be 
found thro u ghou t ShirKa hr. They con nect directly to 
the Central C learing computers. From these termina ls, 
one c an get different kinds of gen e ral information 
a bout things like the address of a partic ula r p lace, 
t ransportation sch edules, or lec ture schedules a t the 
VSA. They can also be u sed to make rest aura n t reser
vati o ns, or buy tickets for a performance . If one is 
loo king fo r another i ndiv idua l, the terminal s wi ll g ive 
a simp le one-page read-out that w ill inc lude educa
tion, occupation, a nd a commcode. No person a l 
inform ation or a ddresses will be given. 

TAT' SAHR 

The northernmost provi n ce on the Na'nam conti 
ne n t, t h e climate in the northern area near th e pol e is 
a bit c o o ler (roughl y 40 degrees) than the southe rn
most are as of t h e p rovince near Xial. The t erra in in 
central a nd southern Tat 'shar con sists mostly of hills 
and mountains. What f l at areas there are h ave b een 
used for some of the hydropon ic farming t h at supports 
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the Vulcan population. Several large farms take 
advantage of t he slightly cooler temperature and the 
relative tectonic stability. 

While the regi o n is stable now, it was not always 
so. During ancient times the mountains contained 
several a c tive volcanoes, which made the area highly 
prized by the warlords of that era. Because most of the 
metal deposits in Vulcan are locked deep within its 
mantle, the warlords came to see active volcanoes as 
important sources of metals. Despite the dangers, 
warlords often built e ntire communities near active 
volcanoes to mine and smelt the var ious ores brought 
up in the lava. Since many of the war lords considered 
having metals as important as having w ater, control of 
active volcanoes b ecame one of the many resources 
fought over during the Age of Antiquity. Today, most of 
these volcanoes are dormant. Only the volcanoes in a 
place called the Womb of Fire, in the southern part of 
Tat'sahr, are still active. Indeed, minerals are still 
mined from the lava that comes to the surface. 

Because of the near constant conflict betw een the 
warlords in Tat'sahr, many ruins can be found in the 
mountains from the "time of the beginning." While 
most of the ruins n ear the settled areas have been 
mostly picked through , many deeper in the mountains 
remain untouched. Vulcan scientists are interested in 
several of these sites, and tourists journey to the area
Vulcans for the climate, and offworlders for the 
seeming romance of Vulcan's warrior past. 

PLACES AND PERSONS OF 
NOTE IN TAT'SAHR 

FORT ABA'KU R 

Except f or the oasis a t Sh irKahr, no othe r a rea on 
the Na'nam continent has seen so muc h war. For over 
f ive t housan d years before th e Awakening, Aba'kur 
defe nded th e entran ce to a small valley named 
N a l 'shin. This valley was cool enough tha t sm a ll 
amounts of food could be g rown the re. T h e va lley was 
also located close to two active vo lcanoes. Being able 
to produce food, m etals, and even a small amount of 
wate r mad e Nal'shin a prime target for th e competing 
force s of t h at time. Throug ho ut the Age of Antiquity 
many battles were f o ught b y the warlords for contro l 
of Nal'shin. Academy a rc h eo log i sts believe that many 
kinds of artifacts a nd information from different peri
o d s in pre-Awakening history may be found h e re. 

K u L.'CHA'VIR 

Thi s sm a ll, secret monastery appears in old 
m a nuscripts as one d evoted to tra ining those V ul ca n s 
who h a d the psionic ab ility of pyrokines i s. Fromthis 
com es its n ame, w hich trans lates from old V ulca n as 
"Brothers o f Fire ." Scie nti sts a re n o t quite sure what 
might b e found here, but most l ikel y expect lost 
knowle d ge or tra ining tec hniques. Regardless, both 
t h e Academy a nd the Vulcan government w ill polite ly 
re quest t o see a n y thing brought back from any expe
ditio n to the area. They w ill a lso want to control any 
info rmatio n that mig ht be found, considering the past 
activ ities o f organizations like the VIM. 



COMPUTER~ COMMUNICATIONS, AND 
.VULCAN SO..,IETY 

WHILE VULCANS HAVE UTTlE PROBLEM EXCHANGING HARD DATA ON VARIOUS TOP
ICS, TRYING TO GIVE OR RECEIVE PERSONAL INFORMATION IS CONSIDERED A SEVERE 
BREACH OF THE (ODE OF PRIVACY. THIS UNWRITTEN CODE USUALLY APPLIES TO 
ViJLCANS ONLY, AS OFFWORLDERS ARE NOT EXPEffiD TO UNDERSTAND IT, BUT MOST 
VULCANS THUS RESTRICT THEIR CONTACTS WITH OFFWORLDERS TO 1HE MOST FORMAL 
LEVEL JHE CODE" HAS THREE BASIC PARTS: 

lJNLESS AN INDIVIDUAL IS :4 VERY aOSE FRIEND OR .MEMPER OF YOUR ·FAMILY, HE 
WIU NEVER INVITf YOil TO HIS HOME, AND DOES NOT EXPEG YOU TO INVITE HIM TO 
YOURS. THE LOCAUON'OF ONE'S HOME IS CONSIDERED TO BE PRIVATE INFORMAUON, 
AND IS SHARED ONLY WITH PERMISSION. 

WHEN WISHING TO MEET A VULCAN mAT YOU DON'T KNO~ mE REQUEST FOR mE 
MEfnNG SHOULD BE DONE AT' mE INDIVIDUAL'S PLACE OF WORK OR STUDY. IF A MEET
ING IS AGREED TO, IT SHOULD TAKE PLACE IN A PUBUC AREA, UKE A RfSTAIIRANT, A 
GARDEN; OR PERHAPS A PIIBUCUCTIJRE OR PERFORMANCE. 

IF YO/I FINO mAT AN INDIVIDIIAL HAS REQI/ESTfD A PRIVACY SEAL ON CERTAIN MAT
TERS, YOU JVIU NOT BnBU TO ACCESS mAT INFORMAUON /IN LESS mE PERSON 
INVOKING mE SEAL WISHES TO DISC/ISS IT Wlm YO/I. 

VULCANS WHO DON'T FOllOW THESE RULES RUN THE RISK Of. HAVING THEMSELVES 
AND THEIR FAMILIES INSUlJtD OR, MORE OFTEN, SIMPLY IGNO,RED BY POLITE SOCIETY 
AS DISRESPEffiUL BOORS NOT SUFFICIENTLY IN CONTROL OF THEIR BASER INSTINCTS. 

SH R I N E O F S'V EC 

One of the first adepts to be taught by Surak, S'vec 
came to Tat'sahr to try to bring peace to the province. 
For a time, he was successful, and the warlords 
stopped fighting. But the warlord Xi'rev saw the peace 
as a chance to obtain assets he had wanted for a long 
time, so he laun ched a surprise attack against his 
rival, Lhai. Lhai was not completely unprepared for 
the attack, but suffe red h eavy l oses repelling Xi'rev's 
army. 

Lhai, w h o a l so did n ot believe in Surak or his 
teachings, u sed the incident to discredit publicly both 
Surak and his movement. Not wan t ing to lose the 
progress that had b een made in Tat'sahr, S'vec went to 
the court of Lhai to ta lk peace. Instead, Lhai accused 
S'vec of spyi ng for his enemies, a nd publicly execut
ed him. S'vec's acolytes decided to follow him into 
the center of Lhai's domain to preach logic and peace 
or die. 

According to tradition, the acolytes died but con
verted the sons of both Lhai and Xi'rev by the ir 
example. Before leaving, S'vec's fo llowers sealed up 
their former home and erected a sh rine in S'vec's 
honor. Historians believe that the shrine was 
destroyed, but that the sealed commune might still be 
intact. If this is true, items f rom earl y in the Log ica l 
movement, possibly even including additional writ
ings by Surak himself, could be found there. 

T A 'VIST AR 

This city is the c ultural a nd economic center of 
the Tat'sahr province. While on l y about a quarter the 
size of ShirKahr, it's a much older city. Located in the 
center of the Viltan flats, some of its o rig ina l con
struction dates back tens of millennia before the 
Awakening. C urrently the city, which has the 
province's on ly shuttle port, serves as Tat'sahr's main 
trading center and has 250,000 people liv ing in and 
around its ancient walls. 

Tt-tE PLANET VULCAN 

In different forms Ta'vistar has existed for nearly 
25,000 years. Different areas of the city include: 

A CADEMY QUARTER 

This section of the city is being used by the Vulcan 
Science Academy. Originally the Academy wanted to 
use the area only to collect and study items found in 
the various ruins. At first the old buildings were 
strengthened or rebuilt, but as the Academy's needs 
expanded, it constructed new buildings. Today the 
quarter is a mix of modern and ancient architecture; 
it's also the part of the city that has the most public 
parks and gardens. Currently this is the area of the city 
where individuals go to get permission to explore 
ruins or conduct research. This is also where the main 
link to the Vulcan Planetary Network and the city's 
medical facilities are located. 

MARKET Q UART ER 

This is where most of the city's merchants can be 
found, as the main shuttle port is located here, and 
merchants were allowed to set up shop around the 
port. Unlike other parts of Ta'vistar, the market quar
ter has been completely redesigned with n ew 
construction. The port is quite busy, as most of the 
minerals and food produced in the province pass 
through it. Most of the manufactured and consumer 
goods that the province imports come through here as 
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well. The port doesn't handle warp-capable ships, but 
it can unload up to ten large cargo or passenger shut
tles at one time. Individuals interested in equipment 
or supplies can find most things here, but the selec
tion is smaller than in ShirKahr. 

OLD QUARTER 

Lodging and entertainment establishments are 
spread through this area. This is the oldest part of the 
city, and some of its construction goes several meters 
underground. The streets are very narrow, so one can 
only get around the area on foot. Currently there are 
no major hotels in the quarter, but there are several 
quality inns that cater to both merchants and visiting 
professors. There are also several good restaurants, 
which serve only Vulcan food, to the occasional dis
comfiture of the rare offworld archaeologist. 

CH EL EB-KHOR 

On the southern most edge of Tat'sahr, bordering 
on the province of Shi'al, is the harsh area of desert 
known as Cheleb-khor. Named for Ket-cheleb, the 
Vulcan god of anger, the region consists of several 
hundred miles of some of the harshest desert on 
Vulcan. While there is nothing of note about the 
region itself, except that it can be quite dangerous for 
unwary travelers, it is the place in which Vulcan chil
dren have traditionally tested their adulthood. 

The ritual is known as kahs- wan, and it required 
young Vulcan males to cross the Cheleb-khor. The 
journey takes about ten days (from east to west), dur
ing which each child being tested can neither help 
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nor even talk to any other child he sees. Those who 
pass the test are acknowledged as adults by their fam
ilies in a ceremony that take s place at the family's 
sacred ground or at a major temple such as Mount 
Seleya. 

Kahs-wan is a very old tradition, now observed 
only in the oldest and most traditionally conservative 
families. Vulcan's Cheleb-khor is not the only place 
on the planet for kahs-wan, of course, any more than 
Las Vegas and Paris are the only places on Earth for 
honeymooners. However, the tradition is strongest 
here, and a number of kahs-wan hostels along the 
borders of the Cheleb-khor maintain facilities for 
young men from all ove r Vulcan. 

XIAL 

Xial is the only completely landlocked province in 
Na'nam, and consists primarily of equatorial desert. 
Despite this fact, and because of its strategic location 
between the great cities of Vulcana Regar and 
ShirKahr, extensive solar-powered hydroponic farm
ing complexes dot the flat, rolling landscape. This, 
ironically, makes Xial famous as the "breadbasket of 
Vulcan." Under the Vulca n night, farmers load freshly 
harvested fruits, grains, and vegetables on hundreds 
of gravbarges for shipment to the two cities and 
beyond. The .constant trail of flashing lights passing 
across the desert night sky is vividly etched in the 
memory of any Xial native, though not all remember 
it fondly. 



Although the h eadquarters of the Vulcan 
Subministry of Agriculture is loc ated in Chi-ree, a 
quiet town o f about 80,000 (1 5,000 of whom work or 
study a t t he Subministry) in north-central Xial, there is 
generally little reason for offworld visitors to Vulcan to 
enter the prov ince. Conversely, Xia l plays a key role 
in the lives of n ative Vulcans who fol low th e trad i
tiona l ritua ls, for Mount Seleya, the holiest site on 
V ulcan, li es in the southeast corner of the provi nce. 

PLACES AND PERSONS OF 
NOTE IN XIAL 

MOU N T SELEYA 

On a planet rife w ith hundreds of monasteries, 
temples, shrines, and ruins to the many sects and even 
gods w hich h ave he ld sway upon various regions of 
Vulcan, no place o f worship is more important to the 
modern V ulcan way of li fe than Mount Seleya. The 
7,000 mete r peak is miles from any other settlemen t, 
surrounded to the north a nd west b y a series of 
spind ly c rags, and to the south by a range of hills t h at 
eventually turns west and becomes t h e Mounta ins of 
Go!. 

M o unt Se leya's only contact with c iv ili zation i s a 
small shuttleport landing strip severa l kilometers to 
the east . Pilgrims can approach the mounta in's b ase 
only from this direction, across a sandy plain which 
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narrows gradually as you progress, ending at a narrow 
bridge without railings over a yawning chasm seem
ingly torn from the earth by a giant h an d - as legend 
holds it was in the famous Batt le of Seleya, when the 
ty rant Sulen laid siege to captu re the daughter of his 
ri val , T'Vhet of ShirKahr. Everywhere you look, the 
mountain gives evidence of its fortress heritage, ev en 
though since the Time of Awaken ing it h as b een the 
chief temple of the disciplines of peace set down b y 
Su rak. 

The temple complex at the summit of Mount 
Seleya stands at the top of a w inding sta ircase con
taining well over a thousand steps. The th ick stone 
walls and battleme nts offer further testament to its 
h e ritage of violence, though the balustrades now 
serve as balconies for the meditations of the adepts. 
The most powerful High Priestess of the Temple w as 
T'Pau, an imper ious m atron who virtually ruled mid-
23rd-century Vulcan throug h he r coldly logical mind, 
prodigious intellect, and vast personal magnetism. 
She turned down e lection to the Federation Council, 
preferring to remain on Vulcan and on Mount Seleya. 
She was succeeded upon her death in 2279 by T'Lar 
of Gol, the former First Adept. 

Although both monks and laymen u se the Temple 
for study and m editation, m any traditiona l cere
monies condu cted at Mount Seleya occur at the b ase 
of the mountain with in a sacred g rove of spindl y o ld
growth trees ringed by stone monoliths. The grove 
opens at one end into a n atural amphitheater that has 
been hollowed out of the very face of th e mountain, 
and ends at a raised dais with an altar of blood- red 
stone. At the appointed time o f a ritual, a p riest ess 
(the High Priestess for important families) is carried 
down from the mountaintop on a litter, accompanied 
by a procession of acolytes carrying c himes or f rame
works of miniature bells. 

Ceremonies known to be conducted h ere include 
the koon-ut-la, the mind-melding of c h osen bon d 
mates at age seven that causes t h e adult awakening of 
pon farr; the coming of age ceremony for V ulcan 
teenaged males w ho have successfully passed through 
the rite of passage known as kahs-wa n, and are con
firmed as adult members of their Houses; and the 
koon-ut-kal-if-fee. All of t h ese ceremonies are 
intensely private, and none are n o rma lly open to the 
public. Other families, especially old or influential 
ones, have their own sacred groves on thei r ancestral 
l ands. For sufficiently important (or d evout) families, 
the High Priestess of Se leya performs ceremonies on 
those lands as we ll. 

T ' L AR OF G oL 

The current High Priestess of the Temple at Mount 
Seleya is a tall and slender silver- haired woman 
w hose stately beauty has rem a ined and perhaps even 
intensified as she h as aged. Now i n her 1 60's, sh e 
sh ows no signs of ill health, nor any intention of slow
ing dow n and namin g a First Adept as h e r eventual 
su ccessor. 

Her original training was that of a V ulcan h ea ler, 
and her skills with mind-melding techniques are 
unparalleled. She then spent years at t h e monastery of 
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Kolinahru, further harnessing her mental powers of 
insight, before being called to Mount Seleya by T'Pau 
to serve as First Adept. It was she who successfully 
completed the ancient historical ceremony of (al-tar
pan, restoring Spack's katra into the physical vessel 
created by the Genesis planet. 

T'Lar regularly consults with the medical school 
of the Vulcan Science Academy on diffic ult cases of 
mental illness, and on the rehabilitation of those who 
have been institutionalized for violent thought-forms. 
Her current patients include Tallera, the VIM agent 
who successfully engineered the recovery of the Stone 
of Gal to bring about a return of the awesome powers 
of the mindlords. 

Whereas T'Pau was recognized galaxywide as a 
voice to be reckoned with in Vulcan's interstellar 
affairs, T'Lar does not occupy nearly as high a public 
profile. Her influence behind the scenes is quite sub
stantial, however, as she is spiritual advisor to the 
leaders of many Great Houses. In conversation, T ' Lar 
speaks frankly and without hesitation about her 
objectives with no pretense of diplomacy, perhaps a 
byproduct of her years among the emotionless monks 
of Kolinahr; nonetheless, her decisions often seem 
tinged with a deep sense of compassion for others, 
both Vulcan and non-Vulcan. 

SUBMI N ISTRY OF AGRICU LT URE 

Normally, edifices of higher learning in backwater 
towns where agronomists, entomologists, and 
botanists earnestly debate methods of preventing 
insect infestations of grain do not make a Narrator's 
list of potential adventure locales. However, V'Shar 
intelligence reports seem to suggest that the 
Agriculture division of Vulcan's establishment may be 
a growing hotbed of VIM support, which could pose 
quite a threat to Vulcan given the inviting terrorist· tar
get that these vitally important food supplies could 
pose. 

Tt-1 e VVAv OF K ot_ I NA I- t R 

EPISODE HOOK: THE SEED OF SUBVERSION 

THE MINISTRY OF INTIRNAL SECURnY, lHE V'SHAR, RECEIVES DISTURBING INITW
GENCE lHAT VULCAN ISOLATIONIST MOVEMENT SUPPORTERS WITHIN lHE SUBMINISTRY 
OF AGRICUIJURE IN XIAL PROVINCE MAY BE PLOmiiG SOME KIND OF TERRORIST 
ACTION TO SABOTAGE OR HOLD HOSTAGE lHE VITAUY IMPORTANT FOODSTUFFS BEING 
PRODUCED IN lHE SUBMINISTRY'S HYDROPONIC FARMING COMPLEXES. THE (REW MAY 
BE CALLED IN (EITHER BY TREATY COMMITMENTS IF THEY ARE fEDERATION PERSONNEL, 
OR BY INVOKING REUGIOUS OR FAMILY BONDS, AS APPROPRIATE, IF THEY ARE 
VULCAN) TO AID IN INVESTIGATING THESE REPORTS. 

IF OFFWORLDERS ARE INVOLVED, T'SHANIK CAN BE ADDED TO THE PARTY AS 
SUPPORTING CAST TO PROVIDE THEM WITH A POTENTIAL LONG-TERM VULCAN CONTACT. 
UPON ARRMNG ON THE SCENE, THE PLAYERS SHOULD HAVE UTlli TROUBLE DETER· 
MINING THAT SOMETHING IS AMISS, BUT A SOMEWHAT HARDER TIME IN LEARNING 
WHAT THE PLANNED ACT OF TERRORISM IS-THE INTRODUCTION OF A MICROBE, NOH· 
TOXIC TO THE VULCAN DIGESTIVE SYSTEM, INTO A LARGE SHIPMENT OF GRAIN BOUND 
FOR SHIRKAHR. THIS MICROBE, IF RELEASED UNCHECKED INTO THE FOOD SUPPLY, WILL 
WITHIN DAYS BRING MOST OFFWORLDERS IN THE CnY INTO THE ACADEMY'S MEDICAL 
(ENTIR WITH A POTENTIALLY FATAL VIRUS. NOTE THAT PLAYER CHARAmRS WITH 
ACADEMY OR MEDICAL CONNECTIONS MIGHT CONVERSELY BE BROUGHT INTO THIS 
ADVENTURE AFTER THE MEDICAL CRISIS HAS BEGUN, AND HAVE TO TRACE THE PROBLEM 
BACK TO ITS SOURCE TO FIND ITS SOLUTION. THE VIM TERRORISTS HAVE AN ANTIDOTE 
TO THE VIRUS, BUT HOPE TO WITHHOLD IT UNTIL DEATH AND PANIC CONVINCE DFF
WORLDERS TO LEAVE VULCAN IN DROVES. 
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device w ill simply be g iven to the o ne who requ ests it 
if the reason s for asking are compell ing enough . 
Usually, th e person w ho wishes the device must also . 
aid t h e adept in som e fashion; occasiona lly, on ly indi
v iduals w h o a re wi ll ing to learn t h e techniques 
n ecessa ry to construct the dev ice a re given one. 

W hile som e of t hese devices may b e used by any 
telep ath, Vu lcan or not, and a few may b e used b y any 
sentient being, most ca n o nly by u sed b y Vu lcans or 
V ulcan-tra ined te lepath s. Since Vu lcans possess some 
of the m ost advan ced psioni c techniques in the 
Fed e ration, many human, Andorian, and other 
telepath s who belong to races which do not n o rmally 
possess ps io nic powers have received Vulcan training. 
Tra ining in Vu lcan te lepathy requires many months, or 
even years, of diligent study. Vulcans adepts rarel y 
give psio nic devices to non-Vulcans without a n 
excepti o nall y good reason. 

MODERN PSIONIC DEVICES 

A ll of t he p sio nic dev ices listed h ere a re being 
m ade today. H owever, a ll are quite ra re, and convinc
ing a Vu lcan m ysti c to g iv e you such a dev ice o r 
learning to m anufacture one you rself is a s ig nifican t 
achievem ent. Most V ulcans do not possess any p sio n
ic devices, and very few have more than one. 

PLEK- RATH (VISI O N A R Y MIRR ORS) 

The p/ek-ra th is the rarest of th e p sionic devices 
still b e ing manufactured. The secre ts of m aking thi s 
device a re known o nly to an isolated sect of m o nks 
living in t h e m o untains near the Fire Plain s of Raal. 
A plek-ra th a llows the user to see detailed images of 
any p lace h e h as v isited and knows well, or of any 
person h e h as ever mind-melded with. 

To perce ive t h ese images the u ser must m ed itate 
o n t h e d esire d p e rson o r place and e nte r a light 
tran ce w h ile holding and gazin g into t h e plek-rath. 
After 1 0-15 minutes of su c h m editatio n (and a suc
cessful Receptive Telepathy test at Diffic ulty 8) 
images appear in t h e user's mind. A p lek-rath can 
o nly be u sed to v iew people and p laces on t he plan
et on wh ic h it is b e ing used, as the dev ice does not 
h ave t h e p ower to a llow the u ser to observe p eople 
a nd places furth e r away. 

Plek-rath take up to six months to c reate a nd w ill 
o nl y b e g iven to indiv id u a l s the monks deem truly 
worthy. Usually t h e monks require that anyone wish 
ing su c h a device recite all of their important deeds 

TO- I E VVAY OF K O L I NAR 

as well as giving detailed reasons for needing such a 
device. Traditionally, the on ly acceptable reasons 
involve averting war, resolving a logical contrad i c 
t io n that only a plek-rath can u nravel, or locating the 
bearer of a relative's ka tra . Often the m onks wi ll also 
require the u ser to per form some serv ice for the 
monastery. 

SIZE AND APPEARANCE: OVERAll A DISK 20-60 CM IN DIAMETER AND 1-2 CM 
THICK, A PLEK-RATH IS A CIRCULAR MIRROR, BETWEEN 15 AND 50 CM IN DIAMETER, 
SET IN AN ORNATE FRAME ADORNED WITH ELABORATE METALWORK. 

MASS: 0.3-1 KG 

USAGE: THIS DEVICE CAN ONLY BE USED BY VULCAN-TRAINED TELEPATHS. HOWEVER, 
IF A VULCAN MIND-MELDS WITH SOMEONE WHILE USING THE DEVICE, THE OTHER PER
SOH WILL ALSO SEE THE IMAG ES PRODUCED, AND THE VULCAN CAN USE THE DEVICE TO 
PERCEIVE PEOPLE AND PLACES KNOWN ONLY TO THE OTHER PERSON. 

RA- DE' KUTHA (MI N D WARDS) 

Before the Time of Awakening, ra-de'kutha were 
u sed to protect temples an d other important bui ld
ings from attack. Since then the need for security 
measures has declined, b u t t h ese devices occasion
a ll y remain in use. Ra-de'kutha a re built and 
designed to b e u sed either in pairs or in sets of four. 
One of these devices can b e set on e ither side of a 
doorway or other opening. Thi s opening can be as 
large as 1 5 meters in an y dimens io n. A lte rnatively, 
four ra-de'kutha can b e set a round the i nside or out
s i de of a room o r even a ro und a campsite. 
Ra-de'kutha w ill not fun ction if th ey a re placed m ore 
t h an 15 meters apart . W hile t h ese devices do not 
form a physica l barrier, they affect any liv ing being, 
sentient or not, which attempts to pass betw een 
them. 

The device's c reator determines the exact nature 
of the e ffec t it produces. Some ra-de'kutha p roduce 
vertigo and extreme disorientation in those who 
attempt to cross t h em ; others cause extreme p ain o r 
vivid sensory hallucinations. (A successfu l Mind 
Shield test, or Telepathic Resistance, wi ll prevent this 
e ffec t; the Narrator shou ld set Difficulties at 8 for 
simple ra-de' kutha, but they can range up to 15 for 
the o nes at the entrance to the Scroll Chambers of 
Mount Seleya.) In a ll cases, these devices affect 
everyone w ho crosses t h e b arrier as long as t h ey 
re m ain w ithin 1 0 mete rs of any o f the ra-de'kutha. 



Even when someone affected by the device 
moves out of range, he still remains under the influ
ence of the ra-de'kutha for an additional 1 -6 
minutes. These devices only affect beings which 
attempt to enter the warded area. Beings leaving this 
area w ill not experience any problems. Attempting to 
touch or move a ra-de'kutha also produces these 
effects as soon as the individual is within h alf a meter 
of the device. 

All ra-de'kutha are designed to admit certain 
individuals freely. Some require that people attempt
ing to pass through them deactivate them by 
telepathically projecting a specific thought or image 
at the device. The ra-de'kutha must then be reacti
vated by sending another specific thought or image 
to it. Other ra-de'kutha are designed so that they can 
be activated or deactivated at the touch of a special 
amulet made at the same time as the mind wards. 
Individua ls carrying such amulets can a lso safely 
touch or walk though the corresponding ra-de'kutha 
barrier w ithout deactivating it. Vulcans who create 
ra-de'kutha generally create between five and ten 
such amulets with each set of these devices they 
make. 

Today, ra-de'kutha can still be seen protecting 
certain Vulcan sacred sites and other important 
buildings. Only tricorde rs or other sensors which are 
specificall y set to detect psionic energy can sense a 
ra-de'kutha in operation. A set of ra-de'kutha takes at 
l east four months to make. Creating such a set is dif
ficult and demanding work. Vulcan adepts who know 
the secret of their manufacture require that anyone 
who wishes a set provide a good reason why he 
needs such a device and to perform some significant 
service for the adept or for the adept's temple o r 
monastery. 

SIZE AND APPEARANCE: RA·DE'KUTHA ARE MOST OFfEN CARVED AS STONE Pll· 
LARS AROUND 1.5 METERS HIGH AND AROUND 30 CM IN DIAMETER. THESE PILLARS 
ARE USUALLY COVERED WITH COMPLEX ENGRAVINGS, AND All OF THE MEMBERS OF A 
SET OF 1/A·OE'KUTHA HAVE IDENTICAL PATTERNS ENGRAVED ON THEM. 

MASS: EAcH PILLAR HAS A MASS OF APPROXIMATELY 50 KG. 

USAGE: RA-DE'KUTHA AFFECT ALL LIVING BEINGS AND MAY BE USED BY ANYONE. 

SHALIS 

Sha/is are used as an integral part of the psionic 
Path of Lis (p. 86). Only individua ls tra ined in this 
path m ay create or u se a shalis. Most teachers of 
Lispata require that students carve their own shalis 
before teaching them the upper leve ls of Lispata. 
Learning to craft a sha lis genera ll y takes between two 
and four months and involves gaining the skil l 

Artistic Expression (Craft Shalis). Narrators may 
require players to spend experience points as well as 
roleplay a character's instruction, if such instruction 
occurs during the course of a series. 

On Vulcan, shalis are most commonly used by 
temple actors and other entertainers to perform feats 
of stage magic and to produce elaborate costumes 
and exotic appearances. In some communities shalis 
users play parts in certain ritual dramas which may 
only be performed by such individua ls. In the far past 
several clans of highly trained Vulcan sp ies a l so used 
this device, but these clans have largely vanished in 
the modern day. 

While quite powerful, shalis are also extremely 
limited. Used properly they will fool the senses of all 
living beings observing the user. However, their 
power i s purely psionic in nature. Sensors, robots 
and automatic equipment are unaffected by a shalis. 
Also, a shalis will only affect subjects with in a few 
hundred meters of the user. Anyone who is using sen
sors to observe the user from a range of more than 
several hundred meters will be unaffected by the 
operation of this device. 

SIZE AND APPEARANCE: THIS DEVICE IS A LENTIL-SHAPED DISK OF BONE, HORN 
OR SHELL 1 0 CM IN DIAMETER AND 3 CM THICK, INSCRIBED WITH COMPLEX PATTERNS 
ON WHICH THE USER FOCUSES. 

MASS: 0.1 KG 

USAGE: THIS DEVICE MAY BE USED BY ANY VULCAN OR VULCAN· TRAINED TELEPATH 
WITH THE APPROPRIATE SKILLS IN THE PATH OF LIS. 

SKA- PLAK (MEMORY G L OBES ) 

These devices were developed many thousands 
of years ago as a way for Vulcans to share knowl
edge and experiences telepathically w ithout the 
deep intimacy produced by a Vulcan m ind-me ld. 
While most Vulcans wi ll typically only mind-meld 
with individuals they are extremely c lose to, ska
pfak can be comfortab l y shared between strangers. 
Ska-plak, which are carved from blue jasif crystal s, 
are capabl e of storing thoughts, experiences, and 
memories for approx imatel y one year. To store 
information in this device the u ser must hold the 
globe, concentrate upon the memories to be 
stored, and succeed at a successful Mind Meld at 
Difficulty 8. Most u sers can only record their actu
al memories on this d evice. The actua l events 
experienced by the user, co lored and influenced by 
the user's thoughts and emotions about the inci
dent, wi ll be recorded. 
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Vulcans and Vulcan-trained telepath s who have 
completed the demanding Kolinahr ritu al ga in suf
fi c ient control of their minds to imprint false 
memories and impress ions onto a ska-plak. Th ese 
memories appear to be completely real. Most 
Kolina hr adepts, h owever, consider such acti v ity 
l y ing, a nd as such contemptible. 

A si n g le memory globe can hold memories o f 
up to a sing le week . However, m ost users o nl y 
r ecord m e mor ies between several hours and sever
al d ays l o n g. C reating a memory g lobe requires 
severa l weeks, and recording m e m o ries into one 
requires severa l hours of uninterrupted concentra
tion. 

Receiving memories from this d ev ice requires 
on l y th a t the u ser touch the globe a nd clea r his 
mind. The memories are recorded in t h e u sers 
m ind around 100 times faster than they were expe
rienced, so receiving memories of a full day ta k es 
approximate ly 15 m inutes. Memories stored in this 
way can be rep layed many times . Some Vu lcan 
m asters record th e ir teachings on ska-plak, which 
they give to students as part of their lessons. 

M ost m o n asteries a nd temples w hic h conta in 
adepts w h o know t h e secrets of manufacturing ska
plak w ill readi ly lend out such devices to a n y 
h o n est and sincere indiv idual who requests one. 
Such a loan a llows the user to borrow the d ev ice 
for up to severa l months, after w hic h time it must 
be returned undam aged and with its stored m emo
ri es intac t. Be i ng skill ed t e l e p a th s, th e m o nks w ill 
immediatel y know i f an yon e asking t o borrow such 
a device i s unwilling t o return it. 

Th e monks wi ll rare ly actu a ll y give these 
g lobes to anyone. T h e o nl y ways to acquire a s ka
p lak permanently involve study ing for severa l years 
a t one of the va rio u s monasteries and learning t h e 
secrets of creating th em , o r performing an impor
ta nt serv ice for the adepts w h o m ak e t h e m. 

SIZE AND APPEARANCE: THIS Or/ICE IS AN ElABORATELY ENGRAVED BLUE CRYS· 
TALLINE SPHERE APPROXIMATELY 8 CM IN DIAMETER. 

MASS: 0.5 KG 

USAGE: MEMORIES MAY BE RECORDED IN THIS Or/ICE BY ANY TELEPATH. A SKILLED 
TELEPATH CAN ALSO HELP A NONTELEPATHIC INDIVIDUAL RECORD HIS MEMORIES ON 
THIS Or/ICE. ANY SENTIENT BEING MAY RECEIVE MEMORIES FROM THIS Or/ICE MERELY 
BY TOUCHING IT AND OPENING HIS MIND. RECORDING MEMORIES IN A SKA·PLAK 
REQUIRES THAT THE TELEPATH LEARN SPECIFIC TECHNIQUES WHICH REQUIRE SriERAL 
HOU RS OF IN STRUOION BY ONE WHO HAS ALREADY LEARNED THOSE TECHNIQUES. 

ANCIENT PSIONIC DEVICES 

A ll of th e devices listed h ere a re n o longer made. 
In most cases the secrets to c reati ng su c h devices 
were lost cen turies ago. Many of these devices a re 
entire ly unique, and most a re extre mely rare, w ith 
n o more than two doze n exam p les o f th e d evice in 
existen ce. 

N a rrato rs sh ou ld tread w ith caution w h en a llow
ing players (or even supporting cast characters) to 
possess these d evices. A ll a re quite powerful. 

T t- I E VV AV OF I< O L I N A R 

GRAN- RATH (TELEPORTATION PORTAL) 

Less than t w o dozen of these legendary devices 
were ever created a nd m ost of t h e m have been lost 
a nd destroyed. This d evice is a h ighly advan ced ver
s i o n of the plek- rath (see above). Some 
a rc h aeologists f ind lconian influence in the art and 
carvings of the so-call e d "Cran -rath culture" o f 
anc ient Raa l, wh ic h fell to unknown invaders 
around 20,000 years before Surak. A g ran-rath may 
b e u sed as a plek-rath, except that it possesses no 
range limitations. 

According to V ulca n myth, u sers can observe 
well-known people and p laces from many light 
years away. In addition, i f this device is used to 
view a target within the sam e star system it can 
reputedly teleport a sing le individual to o r from the 
location of the target being observed. Because gran
ra th utilize pure l y p si o nic principles, force fields of 
all known varieties, including starship deflector 
shields, may not inhibit t h e ir use. 

Today no working g ra n-rath are known to e x ist, 
though severa l ruine d specimens h ave b een found 
in Raal. Most V ulcan archeo log ists b e lieve several 
gran-ra th await discovery in ancient ruins on (and 
possib ly off) V ulcan . Using a g ran-rath is likel y b o th 
strenuous and diffi c ult. 

According to the sto ri es, it takes a minimum of 
three people to operate a gran-rath, and likely 
requires t h e r itual's lead e r to b e tra ined in its u se. To 
act ivate a gran-rath, the u sers ente r a lig ht trance, 
meld their minds, and focus on the location or sub
j ect they wish to observe. (If a working C ran -rath 
were to be used, this process would take around 15 
m i nu tes a nd require a su ccessful Receptive 
Telepathy of Difficulty 7 .) O n ce t h e participants 
p e rceive the d es ired person or p lace they must a ll 
m ed itate t ogether, linking th e ir minds fo r approx i 
m ate ly one h o ur. At the end of this time, the users 
can transport one senti ent being through the device 
(wi th a su ccessful Project ive Te lepathy test of 
D iffi c ulty 1 0). After t h e tran sport a ll three individu
a l s w ho activa ted the d ev ice suffe r exh au stion and 
must rest fo r a t least a n hou r b e fore attempting to 
perform a ny strenuo u s activ i ty, including att empt ing 
to u se th e gran-rath aga in. 

SIZE AND APPEARANCE: GRAN·RATH ARE LARGE INSTALLATIONS CONSISTING OF 
AN INLAID OR CARVED CENTRAL METAl DISK 1-2 METERS IN DIAMETER AND 5 CM 
THICK, FLANKED ON EITHER SIDE BY TWO ELABORATELY CARVED STONE PilLARS 2-2.5 
METERS TALL AND 20-25 CM IN DIAMETER. APPROXIMATELY HALF OF THE RECORDED 
GRAN·RATH WERE PORTABLE INSTALLATIONS THAT COUlD BE MOVED AND SET UP IN ANY 
LARGE OPEN SPACE. THE OTHERS WERE IMMOVABLE, PERMAN ENT INSTALLATIONS. 



MASS: 200-700 KG 

USAGE: THREE MIND-LINKED SENTIENT BEINGS, INCLUDING AT LEAST ONE VULCAN OR 
VULCAN-TRAINED TELEPATH, ARE NECESSARY TO OPERATE THIS DEVICE. THE DEVICE CAN 
BE USED TO TRANSPORT ANY SENTIENT BEING, INCLUDING HON-TELEPATHS, AND UP TO 
50 KG OF EQUIPMENT. A SEHTIEtiT BEING MUST ACCOMPANY ANY OTHER MATERIAL 
BEING TELEPORTED. 

KLA'TOK (SLAVE COLLARS) 

K/a'tok were used extensively before the Time of 
Awakening. Surak taught that slavery in any form 
was both illogical and an abomination. During the 
Time of Awakening all known examples of these 
devices were destroyed. Today only a few exist, 
either in collections of Vulcan antiquities or buried 
in a ncient ruins. Acquiring a k/a'tok would be 
extremely difficult (probably involving a perilous, 
a nd illegal, archaeologica l exp edition), and almost 
no Vulcans would b e wi lling to u se one at a ll. 

T he master wears a sm a ll ring o r bracelet con
ta ining a f ragment of a kosjen c rysta l. T h e s lave 
wears an adjustabl e m e tal collar set with a la rger 
crysta l of the same type. The individua l wearing the 
m aster ring must be a telepath, but does n o t n eed to 
be a Vulcan. A n yone, telepathic or not, can wea r 
the s lave colla r. 

KOSJEN CRYSTALS 

AMONG THE MANY RARE MINERALS FOUND ON THE PLANET VULCAN IS A FORM OF 
GAWENITE CALLED THE KOSJEN CRYSTAL KOSJEN RANGE FROM BLUE (THE MOST COM
MON, AND THE WEAKEST) TO A FIERY RED, AND ARE ROUGHLY THE SIZE OF A THICK 
COIN. (lARGER SPEOMENS ARE KNOWN; THE HIGH AUAR AT MOUNT SELEYA IS LEG
ENDARIIY CARVED FROM A SINGLE KOSJEN CRYSTAL} THE UNIQUE LAmCES OF THE 
KOSJEN FOCUS, AMPLIFY, STORE, AND DIRECT PSIONIC ENERGY. MANY VULCAN PSION
IC ARTIFACTS CONTAIN KOSJEN CRYSTALS, OR ARE MADE OF GAWENITE SANDSTONE. 

Any telepathic commands given by the master 
(accompan ie d by a successful Projective Telepathy 
at Di fficul ty 7 o r Mind Contro l at Difficulty 4) must 
be obeyed by the s l ave. Commands to perform truly 
h e inous acts o r to commit su ic ide must also b e 
o beyed unless the slave su cceeds in a Mind Shield 
test (or a Presen ce Test, modified by Willpower, a t 
the Difficulty o f the master's Psi + Projective 
Telepathy) to resist such objectionable commands. 
The weare r of the master ring can a lso u se the 
d evice to determine the s lave's approximate loca
tion and distance w ith a Receptive Tel epathy Test at 
Diffi c ulty 5 . 

VULCAN T E C HN O L O G Y 

A k/a'tok also allows the master to pick up the 
slave's physical and emotional state (Receptive 
Telepathy Test at Difficulty 5), but this last function 
is rarely used, since the information received is sel
dom pleasant. Use of kla'tok is a serious crime on 
Vulcan, and throughout the Federation. Any k/a'tok 
discovered on Vulcan should be given immediately 
to the proper authorities. Private possession of this 
device is prohibited anywhere in the Federation. 

SIZE AND APPEARANCE: KIA'TOK SlAVE COLlARS ARE ADJUSTABLE COLlARS OF 
BRONZE FITTED WITH A SINGLE KOSJEN CRYSTAL THE MASTER'S BRACELET OR RING IS 
USUALLY MADE Of GOLD OR SOME OTHER EXPENSIVE METAL AND IS ALSO SET WITH A 
SINGLE KOSJEN CRYSTAL. 

MASS: 0.05 KG FOR BOTH THE BRACELET AND THE COLLAR 

USAGE: ANY TELEPATH MAY USE THE MASTER'S BRACELET OR RING. ANY LIVING 
BEING, SENTIENT OR HOT, MAY BE ENSLAVED BY THE SlAVE COLLAR. 

RODS OF K EL 

While the Stone of Gol was a unique or nearly 
unique weapon of vast power, the Rods of Kel w ere 
among the primary psionic weapons used in the 
many con f li c t s before the Time of Awaken ing. 
Powered by the w ill and l i fe energy of the user, these 
devices were much more limited in range and effect, 
but were still quite formidable. In add itio n , many of 
these rods cou ld a lso channel and focus th e user's 
energy fo r other purposes, including hea ling. 

To operate this d evice as a weapon the attacker 
simply needed to a im the e nd of the rod at the target 
and concentrate o n attacking. The attack succeeds on 
a su ccessful Projective_ Telepathy test (Difficulty 
equivalent to an identical phaser shot). Si n ce this 
weapon does purely psionic damage it produces neu
ral a nd cellula r disruption in a ll living beings, but 
cannot affect nonliving matter in any way. Armor 
does not protect against damage ca u sed b y a Rod of 
Kel. 

M a n y hundreds or p ossibl y tho u sands of these 
weapons were made before the Time o f Awakening, 
but most were destroye d in the wave of pacifism 
w h ich followed. H owever, many scholars b e lieve that 
the secret of manufacturing more such devices still 
ex ist s in the records of a few ancient Vu lca n temples, 
monasteries, and institutes of higher learning. 
Pe rsu ad ing record keepers to re lease a n y su c h info r
m a tion could be a difficult task indeed. 

DAMAGE: THIS WEAPON CAN BE USED ON A VARIETY OF SETTINGS. ALL OF THESE 
SETTINGS DRAW HEAVILY UPON THE LIFE ENERGY OF THE USER. USERS SHOULD KEEP 
TRACK Of HOW MANY SHOTS THEY FIRE WITHIN AN HOUR. USERS WHO USE THE NUM
BER OF SHOTS LISTED IN THE fATIGUE COLUMN IN AN HOUR {EXTRAPOLATE WHEN 
USING A NUMBER OF DIFFERENT SETTINGS} BECOME EXHAUSTED AND MUST REST FOR 
AT LEAST HALF AN HOUR BEFORE FIRE THE WEAPON AGAIN. USERS WHO EXCEED THE 
LISTED NUMBER OF SHOTS WILL IMMEDIATELY FALL UNCONSCIOUS FOR AT LEAST FIVE 
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MINUTES AND Will AWAKEN EXHAUSTED. (A FITNESS TEST USING THE VITALITY EDGE 
MAY STAVE OFF FAINTING AT THE NARRATOR'S DISCRETION.) 

MANY OF THESE WEAPONS CAN ALSO BE USED TO HEAl THE SICK OR INJURED. To USE 
A Roo OF KELIN THIS FASHION, THE PATIENT MUST RELAX, AND IF POSSIBLE ENTER A 
RHA-TEL TRANCE (SEE P. 87). THEN THE USER MUST TOUCH THE ROD TO THE PATIENT 
AND CONCENTRATE UPON HEALING. AFTER BETWEEN TEN AND FIFTEEN MINUTES THE 
USER Will BE EXHAUSTED AND THE PATIENT Will HAVE RECOVERED TWO WOUND 
LEVELS. THE USER MUST REST FOR AT LEAST HALF AN HOUR BEFORE USING THE Roo 
AGAIN. A SINGLE PATIENT MAY BE TREATED WITH THIS DEVICE ONLY ONCE FOR A SIN
GLE SET OF WOUNDS. 

RANGE: 10/ 15/20/ 30 

SIZE AND APPEARANCE: THIS DEVICE IS A 40-CM-LONG IVORY-COLORED ROD 2 
CM IN DIAMETER. THE ROD IS COVERED WITH ANCIENT VULCAN SCRIPT INLAID IN A SIL
VERY METAL 

MASS: 0.15 KG 

USAGE: ANY TELEPATH MAY USE THIS DEVICE. 

RODS OF KEL DAMAGE 

SETTING DAMAGE fATIGUE Nom 
1 I..JGNT STUN (2+206) 30 SHOTS STUN A HUMAN FOR 5 MINUTES 

2 HEAVY STUN (6+406) 20 SHOTS STUN A HUMAN FOR 1 HOUR AND 
A KUHGON FOR 15 MINUTES 

3 lr DAMAGE 8+ 2o6 12 SHOTS KIU SMAU ANIMALS, INJURE A 
HUMANOID 

4 Mo DAMAGE 12+206 8 SHOTS SERIOUSLY INJURE A HUMANOID 

5 Hvv DAMAGE 14+406 5 SHOTS KIU A HUMANOID, SERIOUSLY 
INJURE LARGE ANIMALS 

STONE OF GOL 

The Stone o f Gol is o n e of the terrible psio nic 
weapons wh ic h use caused the Vu lc an people to aban
don thei r warlike ways and e mbrace Surak's 
philosophy of peace and logic. This weap o n was split 
into three parts after Surak's transformation of Vu lcan. 
O n e piece was p laced in a Vu lcan museum, w hile the 
other two were lost. 

Lo ng thought t o be legendary, it was reassembled 
in 2370 by v iolent extremists from the Vulcan 
Isolatio nist Movement. They located the rema i ning two 
pieces in early Debrune archeologica l sites. Before 
these terror i sts could use this weapon, it was confis
cated by Captain jean- Luc Picard of the U.S.S. 
Enterprise-0 , who turned it over to the Vu lcan govern
m ent. Today the device has once again been 
disassembled and debate continues as to whether it 
should be destroyed. Whi le legend tells of only one 
Stone of Gol, some Vulcan archeologists and hi storians 
believe that several simi la r weapons were m ade and 
that othe rs m ay still survive in ruins on or off Vulcan. 

The Sto n e of Gal w as unique among all o f the 
p sionic weapon s developed on Vulcan in that it was 
instant ly fatal and was not limited by range. To operate 
the device the u ser need on ly h old the weapon, aim it 
at a single l iving target, and mentally activate it with a 
sing le Projective Telepathy test at Diffi c ul ty 5. The 
Stone then amplifies the target's violent and destructive 
emotions to a l ethal degree. 

THE VVAV C>F KOL IN AI-IR 

The only protection from t h e Stone's effects is to 
empty your mind complete ly of a ll n egative emo
tions. Fortunately, with the sp read o f Surak's 
teachings many Vu lcans n ow possess the abi l ity to 
clear thei r minds if given a brief warning, and any 
V u lcan who has undergone the rigorous Kolinahr rit
ua l has p u rged hi s mind of a ll emotion s and is 
tota ll y immune to t h e affects of this device. 

While t h is weapon cannot affect ta rgets current
ly outside the user's star system it h as no o ther rang e 
limi tations. As long as the u ser can p e rceive the tar
get, whether b y sight, sound, or s impl y as a 
real - time image on a v iew screen or a voice on a 
commu nicator, the user can kill the target. 

DAMAGE: UNLESS THE TARGET HOLDS NO VIOLENT THOUGHTS IN HIS MIND HE WIU 
BE KIUED BY THE DEVICE WITHIN FIVE SECONDS. INDIVIDUALS WHO ARE CURRENTLY 
THINKING AGGRESSIVE OR HOSTILE THOUGHTS WILl BE KILLED INSTANTLY. No KNOWN 
FORM OF ARMOR OR FORCE FIELD CAN PROTECT THE TARGET FROM THIS DEVICE. 

SIZE AND APPEARANCE: THE STONE OF GOL IS AN IRREGULAR OVAL 18 CM 
LONG, 7 CM WIDE, AND 2 CM THICK. ONE SIDE OF THE STONE IS COVERED WITH 
VULCAN GlYPHS; ON THE OTHER SIDE IS AN IMAGE OF KAl-AP·TON IN HIS ASPECT AS 
THE VULCAN GOD OF DEATH AND ONE OF KET·CHELEB, THE VULCAN GOD OF WAR, 
WITH AN IMAGE OF KIR·AlEP, THE VUlCAN GOD OF PEACE, BETWEEN THEM. 

MASS: 0.2 KG 

USAGE: THIS DEVICE CAN BE USED BY ANY TELEPATH. 

SWORD O F SAJ I K 

This ancient weapon i s a relic of an era almost a 
thousand years prior to the nme of Awakening, when 
Vu lcan was v i sited by a number of malevolent non
corporea l entities k nown in legend as the R'kaa/. 
T hese beings possessed Vulcans and dra ined them o f 
their life energy. The con ven tion a l weapons of the day 
were incapable of affecting t h ese c reatu res . Vulcan 
telepathy was capable of detecting them and tem
porarily driving them off, but cou ld not destroy them 
or prevent their return . To solve th is problem a num
ber of highly ski lled Vu lcan psionic adept s under the 
direction of Sajik of G o l worked for many months to 
con struc t weapons capable of d efeating these deadly 
foes, and eventuall y c reated m o re t h an thirty such 
w e apons. U sing Sajik's weap o ns, and u nder h is lead
ership, the R ' kaa/ were a ll sl a in or driven from Vu lcan. 

These weapons can detect the presence of most 
noncorporeal entities, even if a b e ing is currently pos
sessing a livi ng body. T hese weapons ca n then be 



used like swords to attack such beings directly. 
Striking a n oncorporeal being with one of these 
weapons produces an enormous psychic shock w hich 
usual ly kills most such entities with o nl y one or two 
blows. However, noncorporea l creatures of vast 
power, including beings from the Q Continuum, a re 
generally immune to the effects of this weapon . This 
weapon can a lso be used on corporeal beings. 
Attacking a corporeal being w ill harm any noncorpo
real being which is cu rrently possessing him as well 
as doing physical damage. 

Today, t h e Sword of Sajik is on display in the 
Vulcan Institute of Defensive Arts, located in the c ity 
of Xen'tal. Several other weapons of this type reside in 
the collections of severa l ancient monaste ries and 
templ es. These weapons are all extremely durable; 
none of those that survive have deteriorated signifi
can tly. Scholars believe that while a number of these 
weapons were destroyed, several more are buried in 
ruins on Vu lcan , and a few may have even been taken 
to Romulus when t he an cestors of the Romulans left 
V ulcan. 

DAMAGE: WHEN USED ON NONCORPOREAL ENTITIES, INCLUDING ENTITIES WHICH 
ARE POSSESSING UVIHG BEINGS, THE SWORD DOES 12+3D6 POINTS OF DAMAGE. 
IF THIS WEAPON IS USED ON A LIVING, CORPOREAL SUBJECT THE PSYCHIC SHOCK 
PRODUCED BY THE DEVICE DOES 6+4D6 POINTS OF STUN DAMAGE. 

SiZE AND APPEARANCE: A SWORDUKE WEAPON 85 CM LONG. INSTEAD OF A 
BLADE, THE SWORD HAS A ROUND, 1.5 CM DIAMETER, 70 CM LONG, CRIMSON 
AllOY ROD. THE WEAPON'S HILT IS BRONZE AND CONTAINS A KOSJEN STONE WHICH 
GLOWS WHEN ANY NOH CORPOREAL PSIONIC ENTITY IS WITHIN 3 METERS; THE 
BRIGHTNESS OF THE GLOW INDICATES RELATIVE DISTANCE, AND POINTING THE SWORD 
WIU GIVE A SENSE OF DIRECTION. 

MASS: 0.7 KG 

USAGE: THIS WEAPON MAY BE USED BY ANY VULCAN OR VULCAN· TRAINED 
TElEPATH; A SUCCESSFUL ATIACK REQUIRES A PROJECTIVE TELEPATHY TEST OF THE 
SAME DIFRCULJY AS THE PHYSICAL ATTACK. BOTH MUST SUCCEED. SOME DEGREE OF 
PRIMITIVE WEAPON ( TRIUPA) IS NECESSARY TO USE THIS WEAPON EFFECTIVELY. 

VULC AN MELEE WEAPONS 

Advanced Vulcan martial arts techniques a re 
taught at t he Vulcan Institute of Defensive Arts and in 
various monasteries on Vulcan. While these m arti a l 
arts are primarily practiced to aid physical and men
tal development and to enhance mind-body unity, 
t hey a re a lso fully functional forms of combat. In 
addition to severa l styles of unarmed combat, the re 
are a number of m artial arts forms w hich use a variety 
of primitive weapons, including the ahn-woon, lirpa, 
trillpa (a Vulcan sword), and khaiya (a Vulcan long 
bow). 

This weapon consists of a 
thin leather strip about six feet 
long. Sometimes it has a small 
leaden weight at one end. 
Generally it is used as a n oose 

or in a whiplike m anner; some 

V ULC AN T EC H NO L OCY 

practitioners also know how to bunch it up for use as 
a c rude flexible club in close-in fighting. As a w hip, it 
has Accuracy 8, cannot be u sed to block, and does 
1+1d6 damage; it can only be used as a whip if there 
a re at least five feet between the attacker and h is tar
get. Instead of doing damage, the user may wrap the 
end of the ahn-woon around the target's legs or arm; 
con sider this similar to a grab, disarm, or throw (see 
page 126 of the Star Trek: The Next Generation 
Roleplaying Came core rulebook for information on 
these maneuvers). As a noose, the weapon can stran
gle someone (1 point of Stun damage per round until 
the victim is unconscious, thereafter 1 point of normal 
damage per round unti l the victim dies) or grab a tar
get. As a flexible club, it does 2+1 d6 damage. 

The lirpa is an unusual 
weapon . I t consists of a 
staffl ike shaft about 160 em 
long with a crescent-shaped 
blade on one end and a 
weighted club o n the other. Its 
uses and other statistics are 

described in the Star Trek: The Next Generation 
Roleplaying Came core rulebook on page 238. 

TRILL PA 

The trillpa is the stand a rd Vulcan sword. Its design 
has remained almost unchanged for thousands of 
years. It consists of a long, straight, double-edged 
blade and a hilt with a single-edged crescent-shaped 
blade for a guard. This scythe-guard helps make the 
trillpa a superb parry ing and blocking weapon . The 
finest modern trillpa a re hand-made using highly 
advanced metal lurgica l techniques. Today most trillpa 
are made of a laminated composite of duranium and 
tritanium. A trillpa can be u sed as e ithe r a one- or a 
two-handed weapon and is extremely lightweight. 
Trillpa fighting invol ves many elegan t, circular move
m ents, using a mixture of s lashes and thrusts which is 
both beautiful and deadly. It h as an Accu racy of 8, 
Block +2, and does 4+2d6 damage. If a user performs 
a punch while holding the sword, the bladed guard 
adds + 1 point of damage to the blow. 

SIZE: 120 CM LONG WITH AN EXTREMELY THIN 2-CM·WIDE BLADE 

MASS: 1.1 KG 

BLOCK: +2 (+3 WHEN USED TWO-HANDED) 

DAMAGE: 4+2D6 (5+2D6 WHEN USED TWO·HAHDED) 
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KHAIYA 

The kha iya i s a f ine ly made Vulcan lo n gbow. Th is 
weap o n 's asymmetrica l stav es reca ll the Jap anese 
lo ngbows develo p ed on Terra . The khaiya i s e lab o
ra te l y stru n g so th at it possesses m an y o f th e 
c h a racte ri stics o f an a d va nced com pou n d b ow. 
A ltho ugh the bow no rma lly h as a 40 kg pull , when 
full y d rawn it requ i res on l y 15 kg o f pull to ho ld it 
drawn. Design ed for u se by highly tra ined V ulca n s in 
p eak physica l fo rm, most humans h ave d iffic ulty 
u si ng th i s weapon (Stren g th Edge of + 1 o r b etter to 
u se at a ll; Stren gth +2 to avoid a -2 p en a lty). 

The a rt of Khaiya-tal has much i n common w i th 
the d isci pi ine o f Zen a rc h ery, w here a rc h ers attem pt 
to fin d a m ysti ca l u n i ty b etween them selves, the b ow, 
an d t he ta rget . Maste rs of Khaiya-ta l l earn th e a rt of 
hitting targets in to ta l d a rk n ess, guided on ly by thei r 
keen h earing an d a su b tle te lepathi c awaren ess of the 
ta rget . U sing the bow in th is mann e r ca n o nly be 
done by individua ls w ith 3 o r m o re leve ls in Primi t ive 
W eap o nry (Kha i ya). W h en used on nonv isib le targets 
the a rc h e r recei ves a tempo rary -1 redu c ti on in skill 
l ev e l. 

RANGE: 10/20/40/ 100 
SIZE: 150 CM LONG 

MASS: 0.9 KG 

DAMAGE: 4+206 

T H E VV AV OF K OL I NA HR 
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OVERLAYS 
Th e re are many " p rofess io n s" unique to Vulcans, 

much more common among Vulca n s, o r for which 
V ulcan s a re better know n t h a n in the "typical" 
Fed e rati o n society. These a re detailed in the new 
Overlays below. Before you use them to design a 
c h a rac ter, th o ugh, make sure t h e N arrator approves o f 
the c h a racter concept. C haracters su ch as amb as
sadors and priestesses a re n 't necessaril y approp r iate 
for every cam pa ig n. 

These Overlays represent the level of skill added 
b y twenty or so years at a g iven p ro f ession o n Vulcan. 
Vulcans work s lowly and metho dically to su cceed; 
rush i ng is emotiona l, and logically, a 200-year lifes
pan g i ves o ne t h e t ime to get things r ight. -Sta rfleet 
t each es skill s muc h faster and more inte n sely tha n 
c iv ilian life, even (or especially) V ulcan civilia n li fe. 

AMBASSADOR 

Vulcan d iplomats and ambassadors are known 
throug ho ut the Fed e ration as skill ed n egotiators. Their 
calm ing log ic an d coo l, rationa l approach to situatio n s 
others con sider inte n sely e m o tional often he lps t h e m 
reso lve s it uations regard ed b y others as intractabl e, or 
w hic h are expected to d escend i nto v iol e n ce. 

This Overlay represents a ty p ical V ulcan ambas
sador, tho u g h it can a lso be u sed for diplomats of lower 

TH E VVA Y O F K C> L I N A R 

LONGER·LIVED CHARACTERS AND PREVIOUS 
PROFESSIONS 

VULCAHS CAN EnECT, WITH REASONABLE CARE FOR THEIR MENTAL AND PHYSICAL 
HEAUH, TO UVE LONG AND PROSPER WEU PAST AGE 150, AND MOST VULCANS UVE 
TO OvER 200. AUHOUGH SPOCK ENTERED STARFlEET ACADEMY AT AGE 19 AS AN 
ACT OF YO\ITHFUL REBELUON, MANY VULCANS PURSUE FUlFIWNG CAREERS ON THEIR 
HOME PlANET AND THEN JOiN,STARFLEET IN THEIR 501SH PRIME. AUHOUGH ACADEMY 
TRAINIHG·IS AlMOST IMPOSSIBLY GRUEUHG FOR MOST HUMANS OVER THE AGE OF 35, 
EVEN A 1 00-YEAR·OlD VULCAN USED TO MENTAl DISCIPUHE AND PHYSICAL TRAINING' 
SINCE BIRTH MAY FIND THE PROGRAM REFRESHINGLY INTERESTING. ONCE ACCLIMATED 
TO THE SiARFLEET WA~ A VULCAN OFACER MAY SERVE FOR DECADES; TfiERE ARE 
VULCAN ADMIRALS IN :ITARFLEET Sflll COMMANDING WELL INTO THEIR lATE 180'S. 
BY AGE 150 OR SO, HOWEVER, BOTH PHYSICAL DECUNE AND MENTAl RIGI~ITY PRE
VENT EVEN THE AVERAGE VULCAN FROM SUCCESSFUllY CHANGING HIS WAY OF THOUGHT 
AND REGIMEN OF AOION ENOUGH TO JOIN STARFLEET AT SUCH AN ADVANCED AGE. 

IN GAME TERMS, THIS MEANS THAT VULCAN CHARACTERS COUlD THEORETlCAllHUR· 
SUE ONl OF THE CAREERS USTED HERE AND THEN JOIN STARFLEET, ADDING THOSE 
.OVERlAYS AND BACKGROUND HISTORY ELEMENTS TO THEIR CHARACTER. IT IS HARDlY 
UNH~RD·QF, FOR EXAMPLE, FOR A VULCAN TO AillND THE VULCAN SOEN~ 
ACADEMY, WORK AS A PROFESSOR OR RESEARCHER FOR TWENTY YEARS, AND THEN 
FOllOW HER WORK INTO STARFLEET AS A SCIENCE OFFICER. SUCH A CHARACTER 
WOUlD BEGIN WITH THE VULCAN TEMPlATE AND VULCAN SCIENTIST OVERlAY AND ADD 
THE VULCAN EARLY PFE AND S! IENCE ACADEMY BACKGROUND HISTORIES, CARRYING 
HER TO AGE 48 (ASSUMING SHE ENTERED THE VSA AT AGE 20 AND .SPENT A TWEN· 

• TY·YEAR CAREER AS. A SCIENTIST ON VULCAN) AND THE PRIME OF HER LIFE. ADDING 
THE STARFLEET ACADEMY AND UDET CRUISE BACKGROUND HISTORIES WOUlD BRING 
HER TO AGE 53, AND AFTER HER FIRST TOUR OF DUTY SHE COUlD LOGICAllY ClAIM 
THE fiRST TOUR OF DUTY BACKGROUND AND THE SCIENCE OFFICER OVERlAY BY AGE 
58, NOT EVEN MIDDlE-AGED FOR A VULCAN. . 

OBVIOUSLY, THIS LEVEL OF SKill SERI9USLY UNBAlANCES A CREW COMPOSED OF 
HUMANS WHO DON'T HAVE TWENTY YEARS OF PAST EXPERIENCE UNDER THEIR BEUS. 
THE NARRATOR -CAN HANDLE THIS IN ANY WAY HE CHOOSES, INCLUDING SIMPLY DIS· 
ALLOWING SUCH VULCAN CHARACTERS ENTIRELY. THE RULES FOR THE OVERlAYS AND 
BACKGROUND HISTORIES IN THE MAIN TEXT. ASSUME THAT THE NARRATOR'S FIRST 
INTEREST IS IN GAME BAlANCE, AND ASSUME THAT THE RELATIVE SKillS OF VULCAN· 
BACKGROUND CHARACTERS AND STANDARD STARFlEET CHARACTERS SHOUlD BE 
ROUGHLY_ THE SAME. VULCAN. CULTURE ~OHORS RESTRAINT AND PACIFISM; A_ COMBAT· 
MONSTER VULCAN WARRIOR SECURITY 0FACER WITH VIDA TRAINING AND A 
SHADOWY PAST WITH THE V'SHAR MAY BE FUN TO PLAY BUT WILL AlMOsT CERTAiNLY 
BE IMPOSSIBLE TO PlAY WELL, AT LEAST AS A VULCAN. THE NARRATOR CAN DISALLOW 
ANY COMBIN_ATION OF BACKGROUNDS, SKillS, OVERlAYS, OR ANYTHING ELSE.THAT HE 
WISHES: HE HAS PRIMARY RESPONSIBIUTY FOR THE GAME'S SUCCESS AND HIS WORD 
IS FINAL 

IF HE DECIDES JI!E STORY CAN HANDLE SUCH SKillED CHARACTERS, LETTING ONLY 
ONE PlAYER POSSESS SUCH AN INORDINATELY UNBAlANCED POINT TOTAL IS USUALLY A 
BAD IDEA. (A NARRATOR WITH A PlAYER MATURE ENOU_!;H TO HANDLE SUCH RESPON· 
SIBILITY, ON THE OTHER HAND, SHOULD GO AHEAD AND LET IT HAPPEN AS LONG AS 
HIS OTHER PlAYERS AGREE-THE 

0
DOC SAVAGE" MODEL IS A FASCINATING ONE TO 

ROLEPlAY.) THE NARRATOR CAN, OF COURSE, SIMPLY DECIDE THAT HIS CREW IS COM· 
POSED OF l/.S.S. fNTERPRlSHEVEL "STARRING CAST" HEROES AND GIVE AU THE 
OTHER PlAYERS A HUMBER QF POINTS FOR SKillS, ADVANTAG~, ETC. EQUIVALENT TO 
THE LEVEL.USED TO BUilD THE LONG-LIVED VULCAN PlAYER CHARACTER. THIS IS·EAS: 
ILY JUSflFIED, AND CAN BE DONE IN AS MUCH DETAIL AS THE NARRATOR WISHES. WE 
RECOMMEND THAT ANY ADDmONAL POINTS HAVE SOME DEGREE OF BACKSTORY TO 
TliEM, IF H9T NECESSARILY A FO-RMAl BACKGROUND HISTORY PACKAGE; THIS MAKES 
MORE HOOKS FOR NARRATORS TO HANG EPISODES ON, FOR ONE THING. THE OTHER 
CHARACTERS CAN HAVE HAD MORE TOURS OF DUTY, HAVE HAD CIVILIAN CAREERS OF 
THEIR OWN BEFORE JOINING STARFLEET (MUCH AS DR. KATHERINE PULASKI HAD A 
SUCCESSFiJL CIVILIAN MEDICAL CAREER BEFORE ENTERING THE SERVICE), BE WIDELY OR 
WEU SCHOOLED IN A NON-STARFLEET SKill AREA (PICARD, FOR EXAMPLE, COUlD JUS· 
TIFIABLY TAKE A SECO~D, SCIENTIST, OVERlAY REFLEOING HIS HIGH PROFICIENCY. AT 
ARCHAEOLOGY), OR SIMPLY BE MUCH BETTER THAN AVERAGE AT LEARNING AND USING 
SKillS-WHICH IS TO SAY, BE PROPER STARFLEET (AND STAR TREK) MATERIAL 

rank as well. Th e A mbassador i s a troon-arr, o r gradu
ate o f the prestigious Vulcan Sch ool o f D iplomacy, 
and is entitle d to wear the distinctive red badge wh ic h 
identifies him as suc h. 

Ambassadors and o ther diplomats tend to be 
peaceful people devoted to the rule o f law and to the 
p rinciple that a ll d ifferences can be resolved w ithout 



violence. Many are tota l pacifists who refu se to cau se 
any h arm to any sentient being. However, th is isn't a 
p rerequisite for the job; the ga laxy has certainly 
known d ip lomats, Vulcan and otherw ise, who take a 
m ore "hardline" approach to n egotiation s. Many such 
Ambassadors h ave military backgrounds. Of course, 
no V ulcan A mbassador ever actually gets an g ry at 
those he is negotiating with , but there are p lenty of 
ways to be extremel y logical while still refusin g to 
c hange one's position in a debate. 

DIPLOMATIC RANK 

TREAT THIS ADVANTAGE AS THE PROMOTION ADVANTAGE (STAR TREK: THE NEXT 
GENERAUOH ROLE PLAYING GAME, P. 1 04) FOR DIPlOMATIC CHARACTIRS. 

(OST RANK 

0 SECOND UGATE 

LEGATE 

2 VICE-ENVOY 

3 ENVOY 

4 ENVOY GENERAl 

s AMBASSADOR 

VULCAN AMBASSADOR OVERLAY 

ADMINISTRATION (NEGOTIATING TEAMS) 2 (3) 

COMPUTER (CHOOSE SPEOAUZATION) 1 (2) 

CULTURE (ONE NON-VULCAN) 1 (2) 

DIPlOMACY (CHOOSE SPECIAliZATION) 2 (3) 

HISTORY (VULCAN) 1 (2) 

lANGUAGE 

fEDERATION STANDARD 2 

VULCAN 2 

ONE OTHER 2 

LAW (VULCAN LAW AND ONE OTHER SPECIAliZATION, TYPICAUY 
INTERPlANETARY RELATIONS) 1 (2) AND (2) 

PERSUASION (DEBATE) 2 (3) 

SOCIAl SCIENCE (CHOOSE SPECIAliZATION) 1 (2) 

WORlD KNOWlEDGE (VULCAN AND CHOOSE TWO MORE SPECIAliZATIONS) 1 (2) 

MASTER 

A Vu lcan Master is, as his ti tle ind icates, one w h o 
has m astered the psionic disciplines and powers for 
w hic h Vulcans are known . Thei r menta l p owers a re 
usually quite formidable, and they a re often deepl y 
logica l and "en lightened" persons. Typica ll y Masters 
rem ai n on V ulcan and shephe rd their brethre n 
through the path they follow, such as the Ko linah r 
process and re lated tria ls and rituals. H owever, o n 

V U L CA N CH ARA C T E R S 

ra re occasion Masters have left the planet to help the 
Federation or Vulcans abroad. 

VULCAN MASTER OVERLAY 

ARTISTIC ExPRESSION (CHOOSE SPECIAliZATION) 1 (2) 

CUlJURE (VULCAN) 1 (2) 

DODGE 1 

HISTORY (VULCAN) 1 (2) 

I.,ANGUAGE 

FEDERATION STANDARD 1 

VULCAN 1 

LAw (VULCAN LAw) 1 (2) 

PLANffiiDE SURVIVAl (DESERT) 2 (3) 

PRIMmVE WEAPONRY (CHOOSE ONE SPECIAliZATION; MUST BE A VULCAN WEAPON) 
1 (2) 

PSIONIC SKIU, CHOOSE ANY THREE (EXCEPT PROJECTIVE EMPATHY OR RECEPTIVE 
EMPATHY) 2, 2, AND 2 

OR CHOOSE ANY TWO (EXCEPT PROJECTIVE EMPATHY OR RECEPTIVE EMPATHY) 
3 AND 3 

UNARMED COMBAT (CHOOSE SPECIAliZATION; MUST BE A VUlCAN FIGHTING STYLE) 2 (3) 
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PRIESTESS/ PRIEST 

The Vulcan culture has a long and rich religious 
(or, some would say, quasireligious) tradition. The 
leaders of this ancient tradition are Vulcan's priestess
es (or, less commonly, priests). 2,000 years ago, 
Vulcan religion was powerfully altered by the ethical 
teachings of Tu-Surak, creating a priesthood seeming
ly less devoted to what outsiders consider a traditional 
religious faith or dogma than to the Vulcan ideals of 
logic and nonviolence. 

Priestesses and priests tend to command a great 
deal of respect, and thus "power," in Vulcan society. 
Their advice and assistance is frequently sought, and 
their word (and interpretations of customs and rules) 
is often tantamount to law. They rarely leave Vulcan, 
but might do so to minister to a Vulcan colony, as 
chaplain on a majority-Vulcan starship (or even on a 
starship with a large Vulcan crew component), to 
identify religious or psionic artifacts uncovered at a 
Debrune archaeological site, or for some religious 
reason such as a quest. 

Priests and monks are often bald, and some swear 
vows of silence. Priestesses and their acolytes usually 
wear long hair in an elaborate high style. 

VULCAN PRIEStESS/PRIEST OVERLAY' 

ARTISTIC ExPRESSION (CHOOSE,SPEOAUZATION) l (2) 

CULTURE (VULCAN) 2 (3) 

HISTORY (VULCAN) 2 (3) 

lANGUAGE (VULCAN) 2 

LAw (VuLCAN RELIGious LAw) 2 (3) 

MIND MELD 2 
PERSUASION (CHOOSE ANYJWO-SPECIAUZATIONS) 2 (3) AND (3) 

PLANETSIDE SURVIVAL (DESERT) l (2) 

PSIONIC SKill, CHOOSE ANY TWO (ExCEPT PROJECTIVE EMPATHY OR RECEPTIVE 
EMPATHY) 2 AND · 2 

SCIENTIST 

The Vulcan scientist may be a graduate of, or at 
least a former student at, the famed Vulcan Science 
Academy. As such he has received a thorough ground
ing in the world of the sciences, and is capable of 
performing advanced analyses and experiments 
regarding the most complex a nd arcane facets of at 
least one fie ld of science (if not more). In all the 
Federation only the graduates of the Daystrom 
Institute are as highly regarded as VSA-trained scien
tists. 

Vulcan scientists tend to pursue one of two career 
paths. Many of them, driven by love of lea rning and a 
desire to explore the boundaries of their chosen area 
of specia lization, become researchers. They study the 
theoretical aspects of the sciences, occasionally delv
ing into more practical applications for their work. 

THE VV AY OF KOL I NA R 

Because of the Federation's prosperity, they usually 
have little trouble supporting themselves while engag
ing in their research . 

Other Vulcans, including those most likely to 
become Crew members, prefer to put their knowledge 
to more practical use as explorers, archaeologists, 
field researchers, or members of Starfleet. These sci
entists prefer a more "hands-on" approach and want 
to test their learning in the fi e ld. They are often driven 
by a strong streak of curiosity and a desire to experi
ence more than what just Vulcan has to offer. 

VULCAN SCIENTIST OVERLAY 

COMPUTER (CHOOSE SPECIALIZATION) 2 (3) 

ENGINEERING, ANY (CHOOSE SPECIALIZATION) 1 (2) 

HISTORY (VULCAN) 1 (2) 

lANGUAGE 

FEDERATION.STANDARD 2 

VULCAN 1 

LAw (VULCAN LAw) 1 (2) 

PERSONAL EQUIPMENT (TRICORDER) 2 (3) 

PERSUASION (DEBATE) 1 (2) 

PLANETSIDE SURVIVAL (DESERT) 1 (2) 



ONE OF THE TWO SETS BELOW: 

SCIENCE, PHYSICAL (MATHEMATICS) 2 (3) AND 

SCIENCE, ANY OTHER (CHOOSE TWO SPECIALIZATIONS) 2 (3) ANO {3) AND 

SCIENCE, ANY OTHER (CHOOSE SPEOALIZATION) 1 (2) 

OR 

SCIENC~1 PHYSICAL (MATHEMATICS AND ONE OTHER SPECIALIZATION) 2 (3) AND 
(3) ArcD 

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

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

V'SHAR AGENT 

A character who chooses this Overlay works for 
Vulcan's intelligence agency, the V 'Shar. He has 
been thoroughly trai n ed in espionage operations, 
Vulcan defe nse and security procedures, and similar 
skills. Many V 'Shar agents eventu a lly go on to work 
in Starfleet Intellige nce or as security officers on 
Starfleet ships. 

Players should c h eck with t h ei r Narrators before 
c h oosing this Overlay. An espionage agent, former 
or otherwise, is not a lways an appropriate Crew 
member. 

V'SHAR AGENT OVERLAY 

ATHLETICS (CHOOSE SPECIALIZATION) 1 (2) 

BEHAVIOR MODIFICATION (RESISTANCE) 1 (2) 

(OMPl/TER (DATA AUIRATION) 1 (2) 

DODGE 1 

ENERGY WEAPON (PHASER) 2 (3) 

EsPIONAGE (CHOOSE SPECIALIZATION) 2 (3) 

lANGUAGE 

fEDERATION STANDARD 1 

VULCAN 1 
LAw (VuLCAN LAw) 1 (2) 

PERSONAL EQUIPMENT (CHOOSE SPEOAUZATION) 1 (2) 

PLANmiDE SURVIVAL (DESERT) 1 (2) 

SEARCH 1 

SruLTH (CHOOSE SPECIALIZATION) 1 (2) 

SlRATEGIC OPERATIONS (CHOOSE SPEOALIZATIDN) 1 (2) 

UNARMED (OMBAT (CHOOSE SPECIALIZATION; MUST BE A VULCAN FIGIITING STYLE) 1 
(2) 

VEHICLE OPERATIONS (SHUTTLECRAFT) 1 (2) 

VU L C A N C H AR A C TC R S 

V'KET WARRIOR 

Although Vulcans today generally subscribe to 
principles of nonviolence, their civilization h as a lo ng 
history of b rutal warfare. The ir knowledge of the ways 
of wa r is preserve d by th e Vulcan Institute of 
Defensive Arts. V IDA teaches martial arts, the use of 
traditional V ulcan weapon s, an d even t he body disci
plines of the Path of Rha (seep. 87). Its graduates keep 
a live Vulcan's proud w arrior tradition, wh il e epi to
mizing that tradition's subservience to the paths of 
logic and peace laid down b y Surak. (See p . 33 for 
more on the V ' Ket.) 

Despite their training, Vu lcan warrio rs usually are 
not belligerent. They sti ll fo llow the Vulcan code of 
log ic a nd nonviolence. Many of them tra in in the mar
tial disciplines as a way of exercising both their 
bodies and their minds. However, they are certainly 
capab le of using their skills in actual combat condi
tions if circumstances require them to. They wi ll not 
provoke fights-but they're well prepared to fin ish 
them. 

As with the V 'Shar Agent Overlay, playe rs should 
consult w ith their Narra tors before choosing the 
Warrior Overlay. While characters with military skill s 
can be a lot of fun to play, the Star Trek: The Nex t 
Generation Roleplaying Came is not primaril y about 
combat or violent conflict. Therefore warrior c h a rac
ters may be inappropria te-or at least b o red a lot of the 
time. On the other h a nd, if the N arrator i s prepared 
for such a character he m ay fit into the campaign 
nicely. 
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VULCAN V'KET WARRIOR OVERLAY 

ATHLETICS (OIOOSE lWO SPECIAUZATIONS) 1 (2) AND (2) 

COMMAND (COMBAT lEADERSHIP) 1 (2) 

DODGE 2 
fiRST AID (VULCAN) 1 (2) 

HISTORY (VULCAN) 1 (2) 

LANGUAGE 

fEDERATION STANDARD 1 

VULCAN 1 

LAw (VULCAN LAw) 1 (2) 

PLANETARY TACTICS (SMAll UNIT) 1 (2) 

PLANEBIDE SURVIVAL (DESERT) 1 (2) 

PRIMITIVE WEAPONRY (CHOOSE lWO SPECIAUZATIONS; MUST BE VULCAN WEAPONS) 
1 (2) AND (2) 

RHA-TEl 2 (SEE P. 87) 

STEAUH (STEAUHY MOVEMENT) 1 (2) 

UNARMED COMBAT (CHOOSE lWO SPECIAUZATIONS; MUST BE VULCAN FIGHTING 
STYLES) 2 (3) AND (3) 

VDF SPACE SERVICE OFFICER 

Vu lcans serving in their planet's space fleet can 
be created using the standard Starfleet character cre
ation rules from the Star Trek: The Next Generation 
RPC core rulebook, since the VDF's space force uses 
very similar o rganization al structures to those of 
Sta rfleet. Use the Vulcan Template and Starfleet 
Overlays from the core book, the Early Life and 
Advanced Education Background Histories from this 
book, and the Cadet Cruise and Tour of Duty 
Backg round Histories from the core book to comp lete 
the process. 

Background History 
A lthough Vulcans grow up with many of the same 

advan tages as any other Federation citizen, they a l so 
have certain options unique to them. These options 
are reflected in changes and additions to the 
Background History (Sta r Trek: The Next Generation 
Roleplaying Came, pages 70-76). Obviously, Vulcan 
characters may become specia l cases due to their 
long li fespan s. Narrates should use o r modify the 
information in the following sections as they see f it. 

UNIVERSAL BACKGROUND 

The Universa l Background List is the same for 
Vulcans as for oth e r characters, but players must take 
into account the notes later in this section regarding 
the Skills, Advantages, and Disadvantages wh ich 
Vulcans cannot take or are not like ly to take. 

T 1-1 E VV A V C) F I< 0 L. I N A 1-t R 

EARLY LIFE HISTORY 

Vulcans can certain ly take any of the Early Li fe 
Packages if they so desire. Academic Upbr inging and 
Religious/ Ideological Training are both common in 
Vulcan society. Or, they may choose from among the 
following Packages: 

VULCAN EARLY LIFE PACKAGES (EACH COSTS S 
DEVELOPMENT POINTS) 

VULCAN MONASTIC TRAINING: THE CHARACTER WAS RAISED IN A MONASTERY OR 
REUGIOUS SCHOOL, HAS PARENTS WHO ARE 
RRJGIOUS FUNCTIONARIES, OR THE UK£. ANY 
PSIONIC SKill 1, + 1 TO LOGIC EDGE, 
MUUJTASKING + 2, PACIASM -1 . 

EARLY MIND SCHOOL: EARLY IN HIS UFE, THE OIARACTER WAS RECOGNIZID AS 
HAVING A HIGH LEVEL OF PSIONIC TAlENT AND WAS SENT 
TO SPECIAL SCHOOLS TO HELP HIM DEYnOP THAT TALENT. 
TYPICAllY THE OIARACTER WIU GO ON TO CHOOSE 
PSIONIC TRAINING. + 1 focus EDGE OR + 1 RANGE 
EDGE, PSIONICAUY G1mo +4. 

VULCAN CHARAOERS SHOULD USE THE ATTRIBUTES, EDGES, ADVANTAGES, 
DISADVANTAGES, AND SKILLS USTS FROM THE STAR TREK: THE NEXT GENERAllON 
CORE RULEBOOK, PAGE 71, FOR THIS STAGE OF THEIR BACKGROUND HISTORY. 



ADVANCED EDUCATION 

A typical Star Trek: The Next Generation 
Roleplaying Came character goes on to Academy Life 
as the next stage in his Background History. Vulcan 
characters who do not attend Starfleet Academy may 
instead choose an Advanced Education Background 
Package or spend the equivalent points. (For charac
ters who choose to do both, see p. 72.) Because of the 
more methodical pace of Vulcan life, and because of 
the longer Vulcan lifespan, most advanced education 
programs on Vulcan take eight years rather than the 
human standard four. 

Such a character may thereafter go on to join 
Starfleet (i.e., to take one of the Starfleet Overlays 
from the core rulebook) and to follow the Tour of Duty 
section of the basic Background History (see page 73 
of the core rulebook). He should not use the Academy 
Life stage of the Background History; instead, his 
Advanced Education is assumed to substitute for the 
usual course of study at the Academy. (Starfleet policy 
is to encourage Vulcans to enlist by waiving mandato
ry Academy training with equivalent training 
credentials-Starfleet is seldom disappointed in the 
caliber of Vulcan "transfer students.") However, he 
must be sure to learn the following skills at some stage 
during character creation: Athletics (any 
Specialization), Computer (any Specialization), 
Energy Weapon (Phaser), History (Federation), Law 
(Starfleet Regulations), and Vehicle Operation 
(Shuttlecraft). 

SKILLS 
The Vulcan c ulture frequently emphasizes learn

ing, intellect, and wisdom ab ove a ll other qualities. 
Therefore it is not surprising that even among th e 
highly trained offi c ials and officers of the Federation 
and Star f leet, Vulcans are often regarded as learned 
and insightfu l. More than one Vulcan officer in 
Starfleet has surprised his commander by possessing 
knowledge of some obscure, yet relevant, subject or 
event. 

In the Star Trek: The Next Generation Roleplaying 
Came, these types of abilities a re of course represent
ed by Skills. Vulcan characters typica lly have a la rge 
n·umber of Skills-often many more than the standard 
non-Vulcan c haracter. Growing up on Vulcan pro
v ides a character with more opportunities to learn, 
and more willing teachers, than just about any other 
character background. A Vulcan who is motivated to 
do so can study just about a nything h e wants to, from 
obscure ancient languages and a rt forms to the most 
advanced modern-day technology and military tac
tics. 

Vulcan characters therefore have many options 
when it comes to choosing Skills. Some of the Skills 
described in the core rulebook work in a slightly dif
ferent manner for them, and there are new Ski lis 
which usually o nl y Vulcans learn. A player who wants 
to play a V ulcan character should consider the avail
abl e Skill options ca refully. T here are so many 
possible choices that it's usua lly necessary to have a 
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VULCAN ADVANCED EDUCATION PACKAGES (EACH 
COSTS 8 DEVELOPMENT POINTS) 

EXPLORATION TRAINING: VULCANS HAVE AlWAYS BEEN EXPlORERS. DRIVEN ON 
BY THEIR INSATIABlE CURIOSITY AND DESIRE TO lfARN MORE ABOUT THE UNIVERSE 
AROUND THEM, THEY TRAVERSE THE FARTHEST REACHES OF THE GAlAXY. A CHARACTER 
WHO CHOOSES THIS FORM OF ADVANCED EDUCATION HAS STUDIED TO BECOME JUST 
SUCH AN EXPlORER. SHIPBOARD SYSTEMS (SENSORS) 1 (2), SPACE SCIENCE (TWO 
SPEOAUZATIONS) 1 (2) AND (2), (URIOUS + 1. 
KOLINAHR: THE CHARACTER HAS SOUGHT, AND ACHIEVED, KOL/NAHR, THAT PlATEAU 
OF UmMATE lOGIC. THE CHARAGER MUST AlREADY HAVE lOGIC +2 TO TAKE THIS 
PACKAGE. CULTURE (VULCAN) 1 (2), KOUNAHR +4 (SEE PG. 83), + 1 Focus. 

NOVITIATE: THE CHARACTER IS IN TRAINING TO BECOME A PRIESTESS OR PRIEST. ANY 
ACADEMIC SKill (CHOOSE SPECIAliZATION) 1 (2) (SEE P. 71 OF THE CORE RUlE
BOOK), CULTURE (VULCAN) 1 (2), ANY PSIONIC SKIU 1, OBliGATION -1 (TO 
TEMPlE, REliGIOUS ORDER, OR THE UKE). 

PSIONIC TRAINING: THE CHARACTER'S PSIONIC ABiliTIES ARE DEVElOPED EVEN 
FURTHER IN PREPARATION FOR, AMONG OTHER THINGS, ENTERING REliGIOUS liFE OR 
BECOMING A MASTER. MIND MELD 1, ANY TWO PSIONIC SKIUS 1 AND 1, RIVAl-
1 (SOMEONE WITH WHOM THE CHARACTER TRAINED AND HAS DEVElOPED A 
NOT-SO-FRIENDlY COMPETITION). 

V'SHAR TRAINING: THE CHARACTER UNDERGOES TRAINING TO BECOME AN ESPI
ONAGE AN_D SECURITY AGENT FOR THE V'SHAR. (ONTAa + 1 (CHOOSE), EsPIONAGE 
(CHOOSE TWO SPECIAliZATIONS) 1 (2) AND (2), SECURITY (SECURITY SYSTEMS) 1 
(2). 

VULCAN INSTITUTE OF DEFENSIVE ARTS: THE CHARACTER AillNDS THE 
VULCAN INSTITUTE Of DEFENSIVE ARTS. PRIMITIVE WEAPONRY (CHOOSE 
SPECIAliZATION IN VULCAN WEAPON) 1 (2), WEAPON MASTER +2 (CHOOSE ANY 
VUlCAN WEAPON), + 1 FITNESS, + 1 VITALITY EDGE. 

VULCAN MEDICAL ACADEMY: VULCAN PRODUCES MANY FINE DOCTORS. You'RE 
GOING TO BE ONE OF THEM. FIRST AID (VULCAN AND ONE OTHER SPECIAliZATION) 1 
(2) AND (2); MEDICAl SCIENCE (VULCAN MEDICINE AND TWO OTHER 
SPECIAliZATIONS) 1 (2), (2), AND (2); + 1 PERCEPTION EDGE; (ODE OF HONOR 
-2 (HIPPOCRATIC OATH). 

VULCAN SCHOOL OF DIPLOMACY: THE CHARACTER AillNDS THE VULCAN 
SCHOOl OF DIPlOMACY AND STUDIES THE WAYS AND MEANS OF INTERSPEOES RElA
TIONS. CULTURE (CHOOSE SPECIAliZATION) 1 (2), DIPlOMACY (CHOOSE 
SPECIAliZATION) 1 (2), lANGUAGE (CHOOSE) 1, OBliGATION -1 (TO VULCAN, THE 
FEDERATION, OR WHOMEVER WIU EMPlOY THE CHARACTER'S SERVICES). 

VULCAN SCIENCE ACADEMY: THE CHARACTER AillNDS THE PRESTIGIOUS VULCAN 
SCIENCE ACADEMY. ANY SOENCE SKill (CHOOSE TWO SPECIAliZATIONS) 1 (2) AND 
(2), PHYSICAl SCIENCES (MATHEMATICS) 1 (2), + 1 TO INTEllECT. 

VULCAN CHARACTERS SHOUlD USE THE ATIRIBUTES, EDGES, ADVANTAGES, 
DISADVANTAGES, AND SKillS liSTS FROM THE u ACADEMY liFE HISTORY" STAGE OF 
THE BACKGROUND HISTORY (STAR TREK: THE NEXT GENERAnON CORE RUlEBOOK, 
PAGE 72) FOR THIS STAGE Of THEIR VULCAN BACKGROUND HISTORY. 

very clear idea of a Vu lcan character's background 
and abili t ies in mind before c hoosing Skills. Without 
a good "roadmap" for creating the c h aracter, it wi ll be 
a ll too easy to overlook a Skill the character shou ld 
have or to spend Development Points ineffi c iently. 

SKIL LS NOTES 

Here are some notes and info rmat ion on special 
Vulcan applications and Speci a lizations for Skills list
ed in the Star Trek: The Next Generation Roleplaying 
Came core rulebook. Players should also consu lt their 
Narrators for any campa ig n-specific changes o r addi
tions which may be in effect. 
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DEFAU LT SKILLS FOR VULCAN S 

Almost all Vulcans should know the following 
skills, which are a part of each of the Vulcan Overlays 
described earlier in this chapter (with a few excep
tions): 

DEFAULT SKILLS FOR VULCAN$ 

HISTORY (VULCAN) 1 (2) 
lANGUAGE 

fEDERAnON STANDARD 1 
VULCAN 1 

LAw (VULCAN LAw) 1 (2) 

These Skills and Specializations represent the 
basic information and abilities which anyone grow
ing up on Vulcan, or as a Vulcan, would probably 
learn. If for some reason a Vulcan character was not 
exposed to Vulcan culture as he grew up (for exam
ple, he was raised by humans on Earth), he will not 
have these Skills. Such a character probably should 
not use the Vulcan Overlays; instead, he should pick 
up the basic Skills common to the culture he was 
exposed to when he was growing up (typically those 
provided in the basic Templates described in the core 
rulebook). However, if the character has made a spe
c ia l effort to train himself in Vulcan cu lture using 
Vulcan study methods, he may know both sets of 
Skill s. 

Additionally, when choosing Specializations for 
Vulcans trained o n Vulcan, players should look at 
things from the "Vulcan perspective." The typical Star 
Trek: The Next Generation Roleplaying Came char
acter is a member of Starfleet, and the 
Specializations in the core rulebook tend to reflect 
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that. For example, a Starfleet officer is likely to have 
been trained in Starfleet's own starship tactics 
(Starship Tactics (Federation)). That is sort of the 
"default" for Starfleet officers; studying other species' 
tactics (i.e., choosing an additional Specialization, 
such as Romulan) first requires the character to have 
a firm grounding in Starfleet's own tactical doctrines. 

Howeve r, a character who has received most of 
his training on Vulcan is likel y to start out with, for 
example, Starship Tactics (Vulcan). Starfleet's tactics 
are an additional area of study he'd pick up after 
learning about Vulcan tactics. Different schools and 
cultures teach different things, after al i-or at least 
teach the same material differently. In short, a char
acter trained on Vulcan is probably going to have a 
very different set of Specializations than the "stan
dard Starfleet character." Some of the Skills wh ich are 
likely to be affected by this include Administration, 
Culture, First Aid, History, Law, Medical Sciences, 
Planetary Sciences, Planetary Tactics, Starship 
Tactics, Strategic Operations, and World Knowledge. 

This differentiation does not, however, apply to 
technology-oriented Skills, such as Persbnal 
Equipment, Shipboard Systems, or Vehicle 
Operation. Vulcan was, after all, one of the founders 
of the Federation, and has always been one of its 
strongest and most supportive membe rs. It has also 
provided a greater percentage of Federation scientists 
and inventors than just about · any other species 
(except perhaps humans, w ho vastly outnumber 
Vulcans in population). The refore it should come as 
no surp ri se that Federation and Vulcan technology 
are often virtually ident i ca l. Ta king a Skill or 
Specialization specifi c to Vulcan technology (say, 
Vehicle Operations (Vulcan Shuttlecraft)) would be 
pointless, since anyone who can u se Vulcan technol
ogy can use Federation technology in almost all 
instances (save for psionic technology, of course), 
and vice-versa. 



COMMAN D SKILLS 

ADMIN IST RAT ION 

The extremely logical Vulcans sometimes have 
difficulty adapting to less logical bureaucratic systems 
and procedures (such as those used by many human 
societies and institutions). The Narrator may increase 
the Difficulty for tasks performed using this Skill with 
organizations w hich are not as logical and well run as 
a Vulcan w ould be used to. On the other hand, given 
a short amount of time and the power to reorgani ze 
things, a Vulcan may b e abl e to m ake such an organi
zation function better than ever-assuming, of course, 
he has a staff of Vu leans. 

COMMA ND 

Vulcan logic and emotionlessness cause even more 
problems w ith Command than they do w ith 
Administration. Starfleet personn e l are used to office rs 
w ho rel ate to their subordinates well, w ho care about 
their feelings and problems (and express that concern), 
and who act in a " normal " manne r. Vulcan officers are 
cut from a different cloth. While they do care about the 
personnel under their command, they do not express 
that concern in ways w hich humans and many other 
species consider "normal." Instead , Vulcans tend to 
conc entrate on their duties and responsibilities, often 
in a way which seems "cold-blooded" or "machine
like" to human s, and expect their c rew to do the sam e. 
They are also capable of making ruthlessly l ogical deci
sions w hich human commanders would agonize over 
(for example, sacrificing two c rewm e n to save hun
dred s of others). All of these facto rs sometimes m ake it 
difficult for Vulcans to com m and non-V ulcans; misun
derstandings and bruised feelings (on the part of the 
non-Vulcans, o f course) may easi l y result. The Narrator 
may inc rease the Diffic ulty of a Vulcan character's 
Command roll s in some situations to reflect th i s. 

However, a Vulcan may take Non-Vulcans as a 
Specia lization for Command. This Skill represents spe
cial training in re lating to and commanding m embers 
of "emoti o na l " species, such as humans, A ndorians, 
Betazoids, or Te llarites. A Vulcan w ith thi s 
Spec ia li zati o n knows how other species are like l y to 
react to the Vulcan command style and how to prevent 
te nsions f ro m arising. (At the Narrator's option, this 
Specia lization i s also availabl e for oth er Skill s, such as 
Administration.) 

D I PLO M ACY 

The abi lities of, and difficulties sometimes 
caused by, Vulcan diplomats a re add ressed in 
Chapter 2 of this book. The Narrator should keep 
that inform ation in mind w h e n ass igning a Difficulty 
to Tests attempted by V ulca n c h a racte rs using this 
Skill. 

ESPIONAG E 

For obv ious reasons, Vu lean s te nd to perform 
som e espi o n age tasks (such as unde rcover opera-
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tions) poorly, but e xcel at others (intelligence analy
sis, c ryptog raphy, traffic a n a lys is, and the like). 
Vulcan c haracters who take this Skill should remem
b er this w h e n choosing Specializations. 

OPERATION S SKILLS 

PLA N ETS IDE SURVIV A L 

Vulcans who ta ke thi s Skill a lmost always choose 
the Speci a lization Desert or M o unta in. Given the 
n a ture and climate of Vulcan, they u sually h ave little 
or no opportunity to le a rn some Spec ia liz ations, such 
as Arctic. 

U NARM ED COMBA T 

Vulcans a lmost never teach their martia l arts to 
non-Vulcans. Even when they do so, the instruc tion i s 
limited to only the most b as ic m aneu vers. A ltho ug h 
the V ulcan nerve pinch i s the best know n o f the 
V ulcan martial a rts, it is b ut one of many. Vulcan's vio
lent ancient past, combined with the more 
contempla tive, Zen-like nature of later Vulcan war
riors, have combined to c reate a martial arts tradition 
wh ich i s n earl y as diverse as that of Earth. Some of the 
more common V ulcan m a r t ia l a rts include: 
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K AREEL- I F LA 

Known to some wags in Starfleet as "Vulcan 
ka rate," kareel-ifla is a lmost the opposite of ponn-ifla. 
Created mill ennia ago during one of the most v iolent 
p e riods in Vulca n 's early history, it stresses the quick, 
direct application of force to end a fight as rapidl y as 
possible. In an c i ent times p ractitioners o f ka ree!-ifla 
were o ften conside red to b e ruthle ss, sav age brutes, 
and in many Vulca n eyes th e sty le h as a n unsavory 
reputation even today. H o w ever, it's impossible to 
deny its effectiveness; Vulc ans trained in ka reel-if/a 
a re able to face the likes o f Klingons and Nausicaans 
in unarmed combat and leav e them broke n on the 
floo r. 

KAREEL·IFLA'S MANEUVERS INCLUDE: 

ACTION DIFFICULTY DAMAGE Nom 

BLOCK PARRIES UNARMED HAND-TO-HAND 
ATTACK. THE CHARAmR ROLLS AN UNARMED COMBAT TEST TO ESTABLISH A 
DIFFICUUY FOR HmiNG HIM WITH SUCH ATTACKS. 

K'SIN 8 3+106 THIS SWEEPING CRESCENT KICK 
COMBINES A BLOW WITH A TAKEDOWN. IN ADDffiON TO TAKING DAMAGE, THE VlaJM 
IS THROWN TO THE GROUND AND SUFFERS PENAIDES FOR BEING PRONE UNTIL HE GETS 
TO HIS FEET (WHICH TAKES AN AaJON). 

PUNCH 1 4+ 106 

SIDE KICK 8 4+ 106 

TAL·SHAYA 13 SPECIAL DERIVED FROM (OR POSSIBLY THE 
BASIS FOR-THE RECORDS ARE UNCLEAR) AN ANCIENT METHOD OF EXECUTION USED 
ON VULCAN, TAL ·SHAYA IS THE MOST FEARED KARffl ·IFLA MANEUVER. IN BLUNTEST 
TERMS, IT ALLOWS THE PRACTITIONER TO GRASP THE TARGET'S HEAD AND, WITH WHAT 
SEEMS TO BE A VERY SLIGHT EFFORT, BREAK HIS NECK, KILLING HIM INSTANTLY AND 
PAINLESSLY. NEEDLESS TO SAY, TAL-SHAYA IS NEITHER TAUGHT NOR USED LIGHTLY; ONLY 
THE MOST ADVANCED AND ENLIGHTENED STUDENTS LEARN THE MANEUVER, AND THERE 
ARE NO RECORDED INSTANCES OF IT ACTUALLY HAVING BEEN USED IN COMBAT FOR SEV
ERAL CENTURIES. THIS MANEUVER IS PRIMARILY INTENDED FOR USE ON HUMANOID 
OPPONENTS; IT CANNOT BE USED ON SOME NON-HUMANOIDS OR ON CREATURES WHO 
LACK DEANABLE NECKS. 

As FAR AS IS KNOWN TO THE MASTERS OF THE MARTIAL ARTS SCHOOLS (SOME OF 
WHOM MAINTAIN MILLENNIA-SPANNING WRmEH RECORDS), NO NON-VULCAN HAS 
EVER BEEN TAUGHT THE TAL·SHAYA MANEUVER. SINCE KARffl ·IFLA PREDATES THE 
ROMULAN EXODUS FROM VULCAN, HOWEVER, IT IS POSSIBLE THAT ANALOGOUS 
MANEUVERS MAY EXIST IN ROMULAN MARTIAL ARTS. 

PONN - IFLA 

Al tho u g h i t i s o ne of the youngest V ulca n martia l 
arts, h aving been c reated b y t h e warrior-po et Lad ok a 
m e re seven h u n d red yea rs ago, ponn-ifla i s a lso o n e 
o f the m ost popular on m o d ern-day V ulca n . Even 
thoug h i t i s q uite effective in actua l combat c ondi
t ion s, pon n-if/a's philosophy is o n e of n o n v i o le n ce 
and peaceful reaction to aggressio n . The sty le c on
cen t rates o n d o d g ing, b lock in g, j o in t-locks, throws, 
and sim ilar maneu vers i nstead of stri kes. 

A p ractiti o n e r i s expecte d to respond to force w ith 
a m ini m u m of effort a nd movement, turning the 
attacke r 's b lows bac k o n him rath e r th a n ini t iating 
attacks of his own . A p o nn- ifla master can ta k e on a 
dozen atta c kers and incapac ita te the m a ll w itho u t 
mov ing m o re tha n a foot o r two fro m h is sta rting p osi
tion. In d e ed, the st y l e's very name d e rives f rom a n 
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a n c ie n t V ulca n saying regardin g th e ca lmness in the 
eye of a sto rm; a practitione r i s expected to b e an eye 
o f p eacefulness amid a storm o f v i o le n c e . 

TAROON-I F LA ( VULCAN N ERV E P I N C H ) 

Thi s martia l a rts style i s k nown by the vast m aj o r
ity of V ulcan s. M ost V ulcan c h i l d re n a re tra ined in i t 
from a very earl y age. It is per haps the o nl y sing le
m a n e u ver m a r t ia l a r t in t he Fed e rati o n. Th e entire 
sty le con sists o f a single attack-a "pinc h ," or fo rm of 
pressure, app lied to certa in n e rve cl u sters in t h e 
o ppo n e nt's b o d y . H owever, tha t o ne m aneuver 
requires so muc h t ra ining and skill that it is as diff ic ult 
to learn as m a ny e ntire m a rti a l arts st y les. Fi rst, a stu
dent h as to lea rn w h e re th e v ul nerable nerve cluste rs 
a re in th e ta rg et's b o d y. T hi s requires a focu sed f amil
iarity w ith the anatomy of doz ens of species. For m ost 
huma n oid races the b est locati o n a t w hic h to ap p l y 
the pinch is w h ere t h e n eck and sh o ulder j o in, b u t in 
som e races the lower b ack, si de, o r side of t h e h ead 
(j u st to t a ke a few examples) i s the appro p ria te ta rget. 
The Narrator m ay, i f h e deems i t app ropr iate, increase 
th e Difficulty for u si n g t he Vu lca n ne rve pinc h to 
reflect a ta rget 's partic ularly st range p h ysiogno m y o r a 
Vul can 's l ack of knowle d ge of a targ et's nervou s sys
tem; converse l y, a character w ho h as spec i a l 
knowledge of a target's race's a n ato m y m ig h t get a 
bonu s to h is roll (fo r exam p le, a V ulcan c h a racte r w ith 
a Li fe Scie n ce (Cardassi a n ) skill try ing to ne rve p inch 
a Cardassi a n g u a rd). Second, the student must lea rn 
h ow to a p p l y the p ressure to crea te t he desired ef fect. 



PONN·IFLA'S MANEUVERS INCLUDE: 

ACTION DIFFICULTY DAMAGE Nom 

BLOCK PARRIES UNARMED HAND-TO-HAND 
AlTA(((. THE CHARACTER ROllS AN UNARMED COMBAT TEST TO ESTABLISH A 
DIFFICUllY FOR HITTING HIM WITH SUCH ATTACKs. 

JOINT LOCK 7 - IF SUCCESSFUl, THE CHARACTER HAS 
GRABBED ONE OF HIS OPPONENT'S LIMBS (USUAllY AN ARM) AND EFFEUIVElY iMMO
BIUZED IT, PREVENTING THE ATTACKER FROM USING THAT LIMB UNTil HE FREES IT. THE 
CHARACTERS MUST MAKE AN OPPOSED TEST USING fiTNESS (MODIFIED BY STRENGTH) 
EACH ROUND TO DillRMINE WHETHER THE GRABBED CHARACTER CAN FREE HiS LIMB. 
THIS OPPOSED TEST IS AN IMMEDIATE ArnoN, BUT MAY o'NLY BE ATTEMPTED ONCE 
PER ROUND. THE ATTACKER IS FREE TO USE HIS OWER LIMBS TO ATTACK, BUT All SUCH 
ATTACKS ARE AT -2 DUE TO AWKWARDNESS. A PRACTffiONER MAY, IF HE WISHES, USE 
BOTH OF HIS ARM~ TO IMMOBILIZE OPPONENTS, BUT THIS WILL OF COURSE .RESTRICT 
HIS OWN ABIUTY TOJMKE OTHER ATTACKS. 

NARILK 9 5Pf(JAL THIS MANEUVER IMMOBILIZES ONE 
OF THHARGITS LIMBS.JUST AS JOINT lOCK DOES. HOWEVER, THE PRACTmONER 
ALSO TWISTS THE JOINT IN SUCH A WAY AS TO CAUSE HIS ATTACKER TO SUFFER AGO
NIZING, BUT NONDAMAGING, PAIN. THE ATTACKER TAKES 2+ 1 D6 STUN DAMAGE 
EVERY ROUND IN WHICH HE IS CAUGHT IN THE HA~JLK; RUlES .FOR STUN DAMAGE ARE 
FOUND ON PAGE 133 OF THE CORE RULEBOOK. IF THE PRACTffiONER WISHES, HE MAY 
INSTEAD MAKE AN OPPOSED TEST AGAINST .H.IS ATTA(((ER USING FilliE5s (MODIFIED 
BY STRENGTH AND THE PRACTmONER'S SIGNIFICANT ADVANTAGE) TO BREAK THE 

. GRABBED JOINT, WHICH CAUSE THE CHARACTER TO BECOME INCAPACITATED AND THE 
LIMB TO BE USELESS UNTIL HEALED. 

REDIRECT 5Pf(JAL SPmAL THIS MANEUVER .CAN .ONLY BE USED 
IF THE PRACTmONER DELAYS HIS AUION. HE MUST DELAY UNTil AFTER AN ATTACKER 
HAS MADE A SUCCESSFUl UNARMED COMBAT TEST TO HIT HIM WITH AN ATTACK SUCH 
AS A PUNCH OR KICK. THE PRAcTmONER MAY THEN MAKE AN UNARMED COMBAT TEST 
OF HIS OWN, USING THE ~ESUlJ OF HIS ATTA~KER'S TEST AS THE 01FFICUllY: IF ~E 
SUCCEEDS, HE TAKES NO DAMAGE FROM THE ATTACK AND REDIRECTS IT SO THAT IT HITS 
THE PERSON WHO lAUNCHED IT OR ANY OTHER PERSON IN HAND-TO-HAND COMBAT 
RANGE. WITH BOTH CHARACTERS. 

THROW 8 1+106 TARGET IS THROWN,TO THE GROUND 
AND SUFFERS PENAmES FOR BEING PRONE UNTIL HE GETS TO HIS FEET (WHICH TAKES 
AN AUION). . . 

A PRACTmONER OF POHH-/FlA MUST ALSO KNOW THE DODGE SKILL AT LEVEL 2 OR 
HIGHER. . . 

A nyone w ith ha nds c a n grab som eon e's n eck and 
squeeze, but h e won ' t accompli sh a ny thing . I t 
re qu i res prec ise knowledg e of w here the n erv e clus
te rs are locate d and ho w to apply the pressure to u se 
th e V ul can n e rve p inc h. T he rules for the V ul can nerv e 
pinc h are o n page 126 of the Star Trek: The N ext 
G e n era tion Ro le play ing Gam e core rul eboo k . 

OTHER SKILLS 

AN IMAL HANDLING ( SEH LAT) 

T h e mode rn d omesticated s ehla t i s more intelli
gent than the Ea r t h b o rde r co li ie , a nd m ay b e a s 
m e ntall y c apabl e as e v e n th e lower Earth p r imates. 
M a ny s ehla t ev e n seem to have p si o nic b o nds w ith 
their m aste rs, esp ecia ll y the ones tradition a lly g ive n 
to youn g Vulcan s a t age five o r so a s combinatio n 
p et, c ompanio n, g uardia n, and "te ddy bear." A 
sehla t c a n b e traine d to hunt or g u a rd, a mong other 
u seful things. Som e Vulcan tribes in the anc ient past 
trained rac ing sehlat and even u sed them to pull 
c h ariots. 

V U L C AN C H ARACTERS 

A RT ISTIC E X PRESSION 

As discussed elsewhere in this book, Vulcan art is 
intended to stimulate thought about a particular sub
ject instead of aesthetic appreciation or emotion. As a 
result, Vulcan art and music often seem somewhat 
"flat" or unappealing to many races. The disciplines 
involved are also distinctly V ulcan; few, if any, non
Vulcans are able to learn the Vulcan Specializations 
for this Skill. Vulcans, on the other hand, tend to be 
quite appreciativ e of other races' art forms, and c an 
learn them, though they are of course unable to pro
vide the emotional content upon which so much 
non-Vulcan art depends. As a result, while Vulcans 
are often able to master the technical skills involv ed 
in, for example, playing an Earth violin or c reating an 
Andorian sculpture, it is unlikely they will ever be 
able to create masterpieces w hich appeal to the mem
b e rs of those races. Vulcan artistic creations simply 
aren' t intended or able to evoke emotions the way 
these races expect them to. 

C H ARM 

Vulcans almost never learn this Skill. Its social 
aspects are completely beyond them; Vulcans per
suade by logic, not personal charisma, humor, or 
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attractiven e ss. The Narrator should con sider increas
ing the Difficulty of any C harm Test made by a Vulcan 
character to reflect this. 

GAMING 

Vulcans' logical minds, emotionless exp ressions, 
and abi lity to calcu late odds often make them good at 
certain games, su c h as poker or chess. The Narrator 
should consider giving them a sma ll bonus (say, +1) to 
Gami ng rolls in appropriate situations. Vu lcan charac
ters may well specialize in traditiona l Vulcan games 
such as kal- toh. 

PRIMITIVE W EAPONRY 

Although many p eople would discount them in 
thi s day of phasers and disrupters, old-fashioned 
hand-held weapons still have their uses, and V ulcan 
has a rich history of famous trillpa duels and the 
like. Even today many Vulcans study the ancient 
weapon fighting styles, though they approach them 
as much as sports as actu a l forms o f se lf-defense. 
Still , any graduate of the Vulcan Institu te of 
Defensive Arts is abl e to use melee weapons w ith 
enough speed and skill to fight quite capab ly. (See 
p. 69 for examples of common Vulcan m e lee 
weapons.) 

TH E \N AY C>F K O LI NA I- I R 

Advantages and 
Disadvantages 

For the most part, the Advantages and 
Disadvantages listed in the Star Trek: The Next 
Generation Roleplaying Game core rulebook are suf
ficient for most Vulcan characters. However, the 
following pages provide a few notes on existing 
Advantages and Disadvantages, as well as introduce 
several new ones. 

ADVANTAGES 

EXI STI N G ADVAN TAGES 

CURIOUS 

Curiosity, especially scientific curiosity, is a hall
mark of many Vulcans. There are many recorded 
instances of Vulcans risking their lives to investigate 
some mystery or learn something new, and the bold
ness of Vulcan explorers is legendary. Therefore this 
Advantage is often taken for Vulcan characters. 

EIDETIC MEMORY 

This Advantage is unusually common among 
Vulcans. Although it can still be considered rare 
among the Vulcan populace as a whole, the percent
age ofVulcans who possess e idetic m emories is much 
higher than the percentage among most other spec ies. 
Some experts believe the Vulcans are genetically pre
disposed for this gift; others argue that it is simp ly a 
"fringe benefit" of the intense m e ntal discipline which 
most Vulcans a re trained in. 

H I GH PAIN THRESHOL D 

"Pain is a thing of the mind. The mind can be con
trolled." Thanks to their strong mental discipline, 
many Vulcans lea rn this ability in one form or anoth
er. Some study it as a Ps io nic Skill to be invoked when 
needed (see the Path of Rha, p. 87). O thers maintain 
an a lmost constant high tolerance for p a in as a result 
of ongoi ng, uncon sci o us mental discipline. They buy 
this Advantage. 

MULTITASKING 

This is another good Advantage for simulating the 
stereotypical Vulcan inte llectual abilities. By invoking 
stri ct mental discipline and concentration, the char
acter is ab le to appl y his mind to two tasks a t once. 

PROMOTION 

For game purposes, ranks in the Vulcan Defense 
Forces and the V'Shar can be considered identical to 
those I isted in the Promoti o n Cost Table (Star Trek: The 
Next G eneration core rul ebook, p. 1 04). They m ay 
have very different n ames in the Vulcan language, but 
their cost in D evelopment Points is identical. 



S ENSE O F DIRECTION, SENSE OF TI M E 

Many Vulcans possess these Advantages. They 
have a disturbing (to humans) ability to predict exact
ly when a ship will arrive at its destination or to find 
their way through a maze of valleys on some planet's 
surface. However, demonstration of these abilities is 
only likely to annoy characters who are Intolerant of 
Vulcans; it will be seen as an example of Vulcan 
"arrogance and so-called intellectual superiority." 

SEX Y 

Although there are some humans and members of 
other species who find Vulcans exceptionally attrac
tive, Vulcans rarely have this Advantage. Their actions 
and attitudes are often perceived as cold and robot
like; calling them "sexy" would be the furthest thing 
from most people's minds. A Vulcan who has this 
Advantage should also "buy off" his Hides Emotions 
Disadvantage, since ·it's difficult to be Sexy (in game 
terms) without showing some passion. 

NEW ADVAN TAGES 

The following are some new Advantages which 
are frequently taken by Vulcan characters. 

GREAT H OUSE (+ 1 ) 

The c h a racter i s rel ated by direct bloodline to one 
of the ancient Great Houses of Vulcan . The character 
gains one die in any Re n o wn t e st involving Vulcans. 
This Adva ntage does not n ecessa ril y imply a Patron or 
Ally, but often such charac ters also posse ss these 
Advantages. 
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VU L CAN Ct-l ARACTERS 

INSTANT C ALCULATOR (+1 ) 

The character is able to process numbers in his 
head more quickly than most people can do the same 
task with a PADD-he's not as fast as a computer, but 
he's often close. The character can reduce the time 
needed to perform any Test which involves a large 
amount of mathematical calculations by half or more; 
the Narrator determines the exact benefit in any given 
situation . The character must know how to perform 
the calculations before this Advantage is of any use; it 
does not confer any ability to perform calculus or 
other advanced mathematical calculations. 

K O LINA I-IR (+4) 

Kolinahr is a Vulcan ritual intended to purge all 
emotions in pursuit of an ideal of pure logic. It is a long 
and grueling process which few Vulcans complete, but 
those who do are rewarded with greater logic to guide 
them. They can be recognized by a distinctive necklace 
or pectoral-like piece of jewelry which they are entitled 
to wear. 

This Advantage simulates the training and achieve
ments of a Vulcan who has completed the Kolinahr 
ritual. It may only be taken by Vulcans who have the 
Logic Edge at + 2. It adds an additional +2 to all Tests to 
which Logic applies. It may also grant, at the Narrator's 
discretion, an additional die to Renown, Persuasion, or 
similar Tests involving fellowVulcans. Vulcans with this 
Advantage must a lso possess Hides Emotions (-2) . 

PS IONICAL LY G I FTED (+ 4) 

The c haracter possesses an unusually hig h lev el o f 
skill and ability with his m enta l powers. He m ay roll 

, 
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one extra die whenever making a Test with any 
Psionic Skills. 

EXISTING DIS ADVA N TAGES 

As a general note, Vulcan characters should not 
take Disadvantages which inherently, or by implica
tion, involve emotion-driven behavior which they 
would avoid, or which w ould be likely to make them 
act in w ays which violate the Vulcan Code of Honor. 
Examples include Bloodlust, Greedy, Impulsiv e, 
Intolerant, Obsessive Tende ncie s, and Phobia. 
Narrators should make sure that if a Vulcan does take 
such a Disadvantage (perhaps by recasting it into a 
different, less emotional form), th e player has a good 
explanation for why his character would have it. 

A RGUMENTA TIVE 

Although its title implies a certain amount of emo
tional behavior, this Disadvantage does not 
necessarily require such emotion. A Vulcan could 
take it to simulate his desire to test all conclusions to 
their logical premises, to discuss every point of con
tention thoroughly until all possibilities are 
exhausted, or his logic-driven desire to find the best 
solution to any problem or dispute. 

CODE OF H ONOR (VULCAN) 

The d etails and va lue of th e Vulcan "code o f ho n o r," 
w h ich invo lves dedication to the p r inciples of lo gic and 
nonv iolen ce, are prov ided in the ST:TN G c ore ruleboo k 
o n page 106 . O bvi o u sly this Disad vantage is extremely 
comm on among Vulcans-so common that it i s listed 
o n t heir Tem p late . H owev e r, there a re som e Vulca ns 
w ho do not f ollow it; for example, a Vulca n security 
o ffice r or genera l might log ic ally d ete rmin e th at f o llow
ing a st r i c t c ode of nonv i o l e n ce is fooli sh and 
d ange ro u s. This can b e dealt with in two w ays . 

First, the character ca n be a llowed to reduce the 
value of the V ulca n Code of H o n o r (to reflect his alle
g iance to, at b est, a re duced set of its tenets), and at the 
sam e time to take addit iona l Disadvantages to make up 
t h e "lost" Di sadv antage points. Second, t h e 
D i sadvantag e can be d roppe d entirely and another one 
substituted i n its place. However, the player sho uld pro
vide a go od explanation for w hy his Vul can character 
w ouldn't h ave the Code of Honor; it and its b e lief s are 
d eeply ing ra ined in V ulcan so c iety. " I don' t w ant it" 
usua lly d oesn 't q ua li fy as a g ood explan ation . 

Cod e o f H o nor can a l so b e used to s imulate vows or 
o ath s w hich certain m embers o fVulcan so c iety take. For 
example, so me V ulcan monks and p r iestesses swear a 
vow o f sil ence . This could be represented w ith Code of 
H onor: Vow of Silence; i t would prevent the c h aracter 
f ro m communicating verba lly (he would suffer punish
m ent if he spoke; writte n o r tel ep athic communicatio n 
would still b e possible, tho ugh). This would b e a -1 
Disadvantage . More severe vow s would b e w o rth m o re 
points. Compare the d esire d restrictio n s to th e C o d e o f 
H o nor Table (page 106 of the Star Trek: The N ext 
Generation co re ruleboo k) to d etermine an appropri ate 
va lue. 

TH E VV AV OF K C> LI NAHR 

P ACIFISM 

This Disadvantage is also common among 
Vulcans; it is a natural extension of parts of the Vulcan 
Code of Honor and one of the more important ethical 
teachings of Tu-Surak. Obviously it i s not always 
appropri ate for most Vulcan members of Starfleet, 
since that organization has definite military roles to 
fulfill and its officers may on occasion be required to 
use force. 

ADD I T I ONAL VU LCAN PSION I C 
P O W E R S 

The vast majority of Vulcans c an only p e rform a 
basic mind-meld. However, there are other more 
powerful psychic and mental abilities whi c h have 
been d eveloped over the c enturies by highly trained 
Vulcan adepts. The following speci a lized powers 
may only b e performe d by individuals trained in 
their use by a Vulcan teacher. Each of these abilities 
is learned separately. Many Vulcans never learn any 
of these abilities and most w ho do rarely learn more 
than two or three. Only the abilities Khat-kutha, 
Khat-kef, Rha- te/, Rha-fak, Vhoshan ta, and Vhoslan 
can be learned by non-Vulcans. All six of these abil
ities may even be learne d by nontelepaths, 
providing the outsider can find a Vulcan willing to 
teach them. 



VU L CAN CH A R. AC T C RS 
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Teaching or lea rning any of these abilities is a 
highly personal and demanding process, involving 
several deep mind-me lds between the teacher and the 
student and several years of intensive training. 
Lea rning a n y of th ese abilities often builds a deep, 
lo n g-term bond b etwee n the student and the teacher. 
Unlike Betazoid te lepathy, Vulcan psychic powers 
(including a ll of these abilities) work on a lmost all liv
ing c reatures, inc luding lifeforms which a re 
noncorporeal or silicon-based. So, Vulcans also use 
mind- m e lds w h e n teaching aliens. 

Except when specifically contradicted in the fol
low ing sections, lea rning a n y p sionic skill to level 1 
ta kes around six months. In gene ra l, any since re stu
d e nt who expresses a w illing n ess to l earn th e 
discipline and ca n provide honest and cogent reasons 
for why h e w i sh es to learn c an eventually find a 
teacher. However, many a d epts willing t o teach these 
systems a lread y h ave students they a re training . 
Prospective users m ay have to wait several months 
before their train ing can b egin. 

BUYING PSIONIC SKILLS 
AN EXAMPLE: WILL WANlS HIS VULCAN MAsTER SEPIK TO BE A FOLLOWER OF THE 

PATHS OF RHA AND Vos. HE TAKES THREE PSIONIC SKILLS AT 2 FROM THE MAsTER 
OVERLAY: RHA·TEL 2, RHA·FAK 2~AND VHOSHANTA 2. ALTHOUGH TEMPTED BY THE 
MONASTIC TRAINING PACKAGE IN tARLY LIFE HISTORY WILL CHOOSES EARLY MIND 
SCHOOL FOR HIS BUDDING MASTER. fOR ADVANCED ~DUCATION, WILL SELECTS THE 
PSIONIC TRAINING PACKAGE, GIVING SEPIK A TOTAL OF MIND MELD 3 (ADDED TO 
THE BASE 2 FROM THE VULCAN TEMPLATE}. THIS PACKAGE ALLOWS TWO MORE 
PsiONIC SKILLS AT 1, SO WILL ADDS 1 TO SEPIK'S RHA·TEL, BRINGING IT TO 3 ALSO. 
WILL THEN TAKES THE OTHER SKILL LEVEL IN RHA·TEL·PAN, SINCE WITH SEPIK'S RHA
TEL 3, HE CAN NOW BUY THE CASCADE SKILL 

CASCADE ABILITIES 

M a ny of these abilities a re exte n sions o f other 
psionic disciplines. Learning su c h abilities requires 
that the student already know and h ave m aste red 

---

other, more basic powers. Abilities which require 
such prerequisites are known as cascade abilities. To 
learn a cascade ability, the prerequisite must be 
known at leve l 3 or higher, since mastery of this pre
requisite is necessary b e fore the student can move on 
to lea rn more advanced disciplines. The ab iliti es list
ed here are a rranged in p aths, based upon the 
prerequisites necessary to lea rn them. 

T HE P ATH OF K HAT 

KH AT-KU T H A [ ' ' M IND SH I ELD " ] ( PS I O R 

P RESENCE) 

This ability is identica l to the standard Mind 
Shield described on p age 99 of the Star Trek: The Next 
Generation RPG core ru lebook. Howeve r, some 
Vulcan mental a d epts have l earned to teach thi s abil
ity to people with no p sychic ability (0 in Psi) . Such 
individuals u se Presence (mo dified by the Willpower 
e dge) instead . 

KHA T- K EL [ " MIN D B A R"] (PSI O R PRESENCE) 

This is a cascade ability requiring that the student 
have already m aste red the p sionic skill Mind Shie ld. 
Some Vulcan adepts can also teach Kha t-k e f to 
nonpsychics. At the request of Starfleet, Vulcan t each
ers h ave tra ined a number of important diplomats 
from several Federation species in this ability. Today, a 
numbe r of different re ligious and monastic orders 
teach this ability. 

Students learn to clear their minds of all thoughts 
and emotions. At the student's discretion, telepaths 
attempting to read his thoughts or emotions will e ither 
not notice the student's mind at a ll, o r will merely 
sen se calm and p eaceful thoughts of no importance. 
A M oderate test i s n eed e d to begin using this ability, 
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and it may be m a intained as long as desired. 
How ever, this mind bar must be dropped if the sub
ject wishes to use any other psychic powers. 

If the subject is injured, a Challenging test is 
required to mainta in Khat-kef. However, even if this 
test fails, the diffic ulty of a ll attempts to read o r oth
e rw i se contact the mind of someone w ho knows 
Khat-kef is increased by one difficulty level, unless 
the subject desires such contact. 

THE PATH OF LIS 

This p ath is in some disrepute among Vulcans, 
g iven its close associ ation with untruthfulness (a 
major V ulcan taboo). Its use i s tightly regulated by the 
Vulcan government; only priesthoods w ith a trad ition 
of Lis may teach it, and these orders teach it almost 
exclusively to those e nte ring the sect as nov ices. 

While the Path of Lis could be used by disrep
utable indiv i d uals to perform illegal acts, on Vu lcan it 
i s m ost commonly used by temp le actors and oth e r 
entertainers to perform feats of stage magic and to 
produce e laborate costumes and exotic appearances. 
In some communities, students of th is discipline play 
p arts in certain ritual dramas which may only be per
formed b y individuals tra ined in this ability. In the 
Time of the Beginning, several mind lord sects of high
l y trained Vulcan spies used Lispata to a id in di sguise 
and impe rson ation, but these sects h ave largel y van
ished in the modern day. 

LIS )A N A ["CONFUSE THE S ENS ES") (PSI) 

Lisjana i s a cascade ab ility requiring that the stu
dent h ave a lready mastered Projective Te lepathy. The 
stu dent l ea rns to confu se psychically the sen ses of 
those around them. Students can make the m sel ves 
unrec;ogn izabl e to anyon e looking at them, includ
ing peop le w h o know the m quite wel l. This ability i s 
especia ll y u seful w h en the student is attemptin g to 
blend into a large crowd. Students may add th e ir 
skill level w ith Lisjana to any Stea lth or D isguise 
ro ll s they make if t h ey succeed in a Lisjan a test of 
equa l d i fficu lty to the St ea lth or D i sgu i se test. 

T h e use of this abi lity i s closel y tied to the shalis 
(pg. 65), and w ill not function w ithout the use of 
su ch a device. Wh il e quite power ful, Lisjana i s a lso 
extremely limited . Th is ability w ill foo l the senses o f 
a ll living beings observing t h e student. H owever, 
because the power i s purely psionic in nature, sen
sors, robots, a nd a utomatic equipment remain 
entire ly unaffected. In addit io n , Lisjana affects a ll 
n earby sentients w h o are observing the student, 
includ ing those w h o a re us ing sensors to scan t h e 
student, as long as th e subjects a re a l so within phys
ica l sight or h earing of the student. 

Subj ects w ho are physica lly iso lated from the 
student a nd w h o a re observing the student using 
o nl y sensors are entirely unaffected by Lisjana. 
Today, few V ulcans learn Lisjana. It i s p rima ril y stud
ied by ritual temple p e rformers w ho wish to lea rn 
Lispata, and by a few h ermits and wandering adepts 
who use it to assist in surv iva l i n the Vu lcan wi lder
ness. 

THE VV AV C>F K e> L I NA H R 

L ISPATA ["MISLEAD TH E S ENSES") (PSI) 

This is a cascade ability requ iring that the student 
have a lready mastered Lisjana, and a l so requires the 
use of a s halis. Only individuals trained in Lispa ta 
may create a shalis. Most teach ers of this ability 
require that their students carve their own shalis c rys
tal before teaching the student m o re than one level of 
this ability. Using Lispata, students may psionical ly 
alter their appearance so that they appear to be some
one e l se. Students may even successfully appear to be 
another form of humanoid, and may a lso use Lispata 
to change th e appearance of the ir c lothing to resem
ble any garb they desire. W hile the illusions produced 
by this ability a re incapable of cau si n g any harm, they 
w ill fool all of the senses, including touc h. 

Minor changes in appearance or garb require a 
Routine test and several minutes of concentration. 
Changing appearance more rapidly o r in a more 
extreme manner increases the difficulty of this test. 
Once the ability h as been used the new appearance 
may be m aintained indefinitely. However, the i llus ion 
vanishes if the user sleeps or is knoc ked unconscious, 
and the u ser must make a Moderate test to maintain 
the illusion if he is injured. 

A student who h as h ad a c h ance to observe anoth
er humanoid c losel y for several hours or more may 
even choose to assume the form of this humanoid 
psychicall y. W hile this a b i lity does not give the stu
dent the knowledge of the subject's l anguage or 
behavior, it wi ll a llow the student to look, sound , 
sme ll, and feel exactl y like t he su bject. Given the 
psionic nature of thi s disguise, observers must make 
an Intellect (mod ified by the Perception edge) o r 
D i sguise t est of o n e difficulty hig h er than the level of 
su ccess ach ieved by the student. However, individu
a ls w h o know the subj ect b eing impersonated 
extreme ly well reduce the difficulty of t hese Inte llect 
or D i sguise rolls by o n e level. 

L IS K EL'TU [ " BLI ND SENSES"l (PS I) 

Liske/'tu i s a cascade ability requiring mastery of 
Lispata, and, like the other arts of Lis, the u se of a 
sha lis. Students of Liskef'tu may a l so u se t h e ir shalis 
to become inv i s ible. Th is inv isibility cau ses living 
beings not to notice the student w ith a ny sense. This 
form of i n v i sibility is extremel y demanding. A 
Moderate test and severa l mi nutes of intense medita
tion are required t o become inv isible. T h e d ifficulty 
of th is t est i s increased if this t ime i s s ig ni ficantl y 
shortened, o r if the student i s under extreme stress 
wh ile becoming invisible. Students may on ly remain 
invis ib l e for up to 15 minutes, after w hich t h ey must 
rest and refrain from a ll psionic disciplines for at 
l east another 30 minutes. 

Injury or unconsciousness immediately dispels 
this invisibility, and si n ce combat inva ri ab ly draws 
intense atte ntion to the attacker, this inv isibility m ay 
not be maintained if the u ser a t tacks anyone. As w ith 
the rel ated abilities of Lisjana and Lispata, a ll of the 
affects produced by Liskef'tu are purely ps ionic in 
nature a nd affect the perceptions of livi n g bei ngs 
on ly. 



T HE PATH O F P LAT 

P LAT- VOK ["SHARE MIND"] ( PSI) 

Plat-vok is a cascad e abil ity of Mind Meld. Plat
vok is a fairly common ability taught primarily by a 
number of sects of wandering psych ic adepts includ
ing the Pl anfa monks, an order d edicated to 
promoting deep a nd harmonious m arriages a nd 
friendships. The Planfa monks will only teach Plat
vok to a pair of extremely close frie nds o r lovers. 
Stude nts of Plat-vok a re able to establish a p sychic 
linkage with anyone they have ever shared a mind
meld with. Th is l inkage al lows both parties to h a l ve 
the range penalties for a ll psychic abi li ties e ither 
par ty u ses o n the other, and eliminates t h e +2 ran ge 
penalty for Mind Meld (see p. 99 of the ST: TNG core 
rulebook). 

Students of Plat-vok may also share sen sory infor
m ation with someone they are linked to. This sh ari n g 
a llows the stude nt to receive all or part of the senso
ry information his target i s currently receivi n g, as 
well as sh aring hi s own sensory information w ith the 
target. A t the deepest lev els the experience of P/at
vok is conside red simila r to being actually presen t in 
the target's b o d y. However, whi l e sensations o f pain 
can be sh ared, the person receiving such sen satio n s 
is not injured in any way. This sense sharing also 
experiences the same redu ction in range penalti es as 
a ll other u ses o f Plat- vok. 

If desi red, a ll forms of Plat-vok linkage can be 
m aintained without the knowledge or con sent o f the 
ta rget. H owever, most Vulcans consider this a gross 
violati o n of p rivacy and perform such a linkage o nl y 
in dire circumstances. A Plat-vok linkage can be 
attempted at any time, regardless of the p resent dis
tance between the parti cipants. Numerous Vulcan 
married couples sh a re th is linkage w ith each oth er. 
A lso, a number of V ulcan inte lligence operatives and 
f irst-contact specia lists u se this ability to m a intain 
contact with oth e r agents without the ri sks of detec
tion inherent in u sing combadges. 

P L A T- RA [ " S W ITCH MINDS"] (PS I) 

This rel ative ly uncommon ability is known pri 
marily to a few monasteries in th e Ll a ngon 
Mounta ins nea r ShirKahr. Related to the process 
whi c h a llows a dying Vulcan to place hi s katra in 
another, Plat-ra i s esse ntially the ability to switc h 
r:ninds temporarily w ith another living b e ing. In 
essence the two individuals switch bodies. H owever, 
this linkage is rather stressfu l and diffic ult to per
form. Fi rst, the student must initiate a successful 
Mind M eld w ith the target. Making the actu a l trans
fer then requires at least a Challengin g test to 
p erform. I f the t a rget is unconscious o r asleep w h en 
this abi lity is used, the difficulty of th e test is 
reduced b y one level. 

Each t ime one of the participants suffers a wound 
level of damage, the student must make a Mode rate 
test to maintain thi s switch. In any case, thi s linkage 
only l asts for o n e h o ur for every point the test suc
ceeds by (minimum of one hour). If either party is 

V u L CAN C H ARA C T E R S 

killed during the switc h then both parties die when 
it ends. While rarely used in this fashion, this ab i l i
ty can a lso be u sed on unwilling targets. 

Since the two minds rema in l inked for the entire 
time the ability is i n use, the student can gain 
access to some of t h e target's memories o r skills on 
a Routine test, if t h e target is cooperative. If t h e tar
get's mind is as leep, unconsc ious, or active l y 
resi sting thi s sharing, then the difficulty o f thi s task 
is raised to Moderate. This test must be rolled each 
time the student attempts to access the target's 
memories. If desi red, studen ts of Plat-ra can a lso 
place both minds in one body, leav ing the other 
body in a deep, comalike trance. If both individuals 
sh a re a body, then sharing sk ill s and memories is 
automatic. 

This ability was once used by V ulcan mindlords 
who wished to control their underlings more direct
ly. To d ay, it is most commonly studied by Vu lcan 
diplomats or ship's coun selo rs who use this transfer 
to h e lp them more d i rectly understand the indiv id
u a l they are negotiating with or coun sel ing. The 
sh a ring exper ienced t h rough Plat-ra has proved 
especially helpful in ach ieving a deep understand
ing w ith radically a lien races. This ab ility is also 
occasionally used by Vulcans work ing in Starfleet 
Inte lligence. 

THE PATH OF RHA 

"/am a Vulcan. There i s no pain ." 
-Spack, " Operation: Annihilate!" (Star Trek) 

RHA-TEL ["CON TRO L B ODY"] ( PR ESENCE) 

Thi s is one of the most basi c and most widely 
known of these mental abilities. Like other abilities 
in the paths of Rha and Vhos, th i s ability i s not fully 
psion ic in nature. Instead, students learn to exert 
con scious control over t heir own bodies in a manner 
impossib l e for those not t rained in this technique. 
This ability is m ost commonly learned from the 
H akihr adept s of th e Tinsh a Monastery. The Hakihr 
ad epts a re a sect of ascetics devoted to achieving 
tota l, harmon iou s u nity between mi nd and b o d y. 
Severa l other monastic and ascetic o rders on Vulcan 
a lso teach this ability. 

Students learn to c ont ro l t h e ir bodies so that they 
can reduce th e a ffects of pain (e liminate all wound 
penalties for being Stunned o r Injured, and halve the 
penalt ies from b e ing Wounded). Elimi n ating these 
p enalties requires a successful Rha-tel test the same 
round the character is wounded. All m o re serious 
wound p e n alt ies are unaffected. Also, badly dam
aged c haracters sti ll lose all further actions i n the 
ro und they are injured . 

In addition, students of Rha-te l learn to perform 
exceptional feats like enduring extrem e s of hunger 
and thirst without having t h e ir efficiency reduced, 
f ire wal king, remaining comple te ly immobile for 
severa l hours, endur ing extreme temperatures (-20° 
C to 75° C) without h arm, staying awake and func
tio nal for up to 48 hours, and ho lding their b reath for 
up to 1 0 minutes. Most su c h uses of Rha-tel require 
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a Routine Moderate test. (At the Narrator's discre
tion, successful Rha-te/ tests may improve the 
chara cter's chances at such skills as Planetside 
Survival.) However, uses in combat or under extreme 
stress are at least one difficulty level higher. Uses of 
this ability are usually modified by the Willpower 
edge. 

RHA·TEL TEST DIFFICULTIES 

WOUND LEVEL RESIST WOUND PENALTIES 

STUNNED ROUTINE 

INJURED MODERATE 

WOUNDED CHALLENGING 

INCAPACITATED N/A 

NEAR DEATH N/A 

R HA-T EL- PAN ["MASTER BOD Y"] ( PR ES ENCE) 

This is a cascade ability which requires knowl
edge of Rha-tel. Students learn to block all pain 
completely. Characters with this ability suffer no 
penalties from being Stunned, Injured, or Wounded, 
and may act normally on the same round they are 
w ounded. To eliminate these penaltie s, characters 
must succeed in a Rha-tel-pan test in the same round 
the y a re injure d. 

Stude nts of Rha-tel-pa n a lso le arn to u se their 
control of blood flow and shock reactions to h e al 
one w ound level from a ll wounds they re ceive. This 
healing requires several minutes of concentration, 
a nd must be p e rforme d within approximately 3 0 
minutes o f the injury. Students may also place them
se lves into a deathlike trance whi c h slows the ir 
consumption of food, w a te r, and air by a factor of 3 0. 
Entering thi s tra n c e requires a Mode rate tes t 
(Chall e n g ing if the charac te r is injured or unde r 
e xtrem e stress). Doctors must m a ke a Moderate First 
Aid or Medica l Sciences roll to d e te rmine that a 
character in such a trance is not a c tually d e ad. All 
u ses of this ability a re usua lly modified by the 
Willpower edge. 

RHA·TEL·PAN TEST DIFFICULTIES 

WOUND LEVEL RESIST WOUND PENALTIES HEAL 1 WOUND LEVEL 

StuNNED No ROLL REQUIRED No ROLL REQUIRED 

INJURED ROUTINE RoUTINE 

WOUNDED MODERATE MODERATE 

INCAPACITATED N/A CHAlLENGING 

NEAR DEATH N/A DIFACULJ 

TH E VVAV OF KO LI NA I-IR 

R I-IA- FAK [" E NHANCE FITNESS"] ( P R ES ENCE) 

Like Rha-tel, this ability is also primarily learned 
from the Hakihr adepts. Students learn to focus their 
will to enhance their Fitness temporarily. This ability 
allows students to temporarily add one half (round 
down) of their Presence (adding in the Willpower 
edge) to their Fitness score. Fitness m ay be enhanced 
for no longer than 30 minutes. At the end of this time 
this bonus ceases and normal Fitness is temporarily 
reduced by one until the character has rested for at 
least 30 minutes. Students may not enhance any 
Attribute until after they have rested. Enhancing 
Fitness requires at least a minute of concentration an<;J 
a Moderate test. Enhancing Fitness instantly, or during 
highly stressful situations like combat, increases the 
difficulty level of this test. All uses of this ability are 
usually modified by the Willpower Edge. 

R HA-FAK- PAN [" E NHANCE BODY" ] (PRESENCE) 

This is a cascade ability which requires that the 
student have already mastered both Rha-fak and Rha
te/. Students of this ability learn to focus their will so 
that they can enhance their reflexes and heighten 
their senses. This ability allows students to add one 
half (round down) of their Presence (adding in the 
Willpower edge) temporarily to their Coordination 
score and to their Perception edge. Enhancing 
Coordination and Perception requires at least a 
minute of con c entration and a Moderate te st. 
Enhanc ing C oordination instantly or during combat or 
other highly stressful situations will incre ase the diffi
culty level of this test. 

Stude nts also lea rn to sp eed up their perceptions 
and reflex es. Any round the student c a n perform a 
Moderate Rha- fak-pan test, the student c an perform a 
number of actions equal to the degree of success (the 
Skill Test total minus the Difficulty lev el, see p. 116 of 
the core rulebook) without any multiple-action penal
ties. How ever, a ll uses of Rha-fak-pan a re extremel y 
strenuous and may b e p e rformed for no lo n ger than 
h a lf an hour at a time. It is impossible to perform 
more than one f eat o f Rha-fa k o r Rha- fak-pan at a 
time . After performing any such feat the student must 
rest for at le ast half an hour b efo re any othe r feats c a n 
be performed. 

THE PATH OF SHAN 

SHANTIP [ " H EA LI NG TRANCE"] (PSI) 

Shantip is one of the most commonly known of 
any of the abiliti es liste d h e re . Many Vul c ans learn 
Shantip whil e the y are youn g , and numerous 
monasteries and wandering monks teach this abili
ty. Th e student lea rns techniqu es needed to place 
himse lf into a deep trance which facilitates healing. 
In this trance the subject shuts out all external dis
tractions and compl e tely focuses his mind on aiding 
the h ealing process. 

Thi s tranc e allows the student to stabiliz e his 
w ounds and to hea l significa ntly more rapidly tha n 
normal. However, for the durati o n of the healing the 



student is in a deep trance . Pre maturely rousing the 
subject from this trance is risky, and unless a 
Moderate Medical Sciences roll is made the shock of 
doing so will cause the subject to lose one wound 
level (calculated after all healing has been account
ed for). The safest method of ending a healing trance 
is to mind-meld with the patient; how ever, in emer
gencies shaking him vigorously also works. A student 
automatically leaves the trance w hen he has reduced 
his level of injury to Stunned. 

Entering the trance requires no roll; the actual 
healing is more difficult. Every six hours the charac
ter may make a roll to heal one wound leve l. If thi s 
roll succeeds he heals one wound level , if a 
Dramatic Success is rolled he heals two wound lev
els, and if a Dramatic Fai lure is rolled an additional 
wound level is lost through mental strain. 

SHANTIP TEST DIFFICULTIES 

WOUND LEVEL SHANTIP RoLL NEEDED TO HEAL 1 WOUND LEVEL 

STUNNED 

INJURED 

WOUNDED 

INCAPACITATED 

NEAR DEATH 

N/A 
ROUTINE 

MODERATE 

CHALLENGING 

D1mcuu 

5 1- IAN-LA K A [" H EALING T ouct-t"] (Ps1) 

This is a cascade ability requiring that the student 
h ave a lread y mastered both Shantip and Mind M e ld. 
Long u sed by traditional Vulcan h ea lers, this ability is 
still ta u ght in some hig h traditiona l Vulcan medical 
ac adem ies as well as by wandering monks. Most of 
those w ho k now thi s ab ility w ill g lad ly t each it a ny
one w ho displays a deep and sincere desire to hea l. 

Students of Shan-/aka learn how to pl ace others 
in h ealing t ra n ces. Vulcans may use this ability upon 

.any unresisting lifeform, sentient or not. Placing a 
character in a hea ling t rance a llows the cha rac ter to 
make Shantip rolls b ased upon the heale r's Shan-/aka 
score and Psi attribute . H ea le rs also learn to feed 
additional hea ling energy to their patients while 
these p atients a re in a h ea ling trance. Thi s e n e rgy 
a llows c h a racte rs to heal more safely and easily, but 
the healer must provide this e n e rgy for at l e ast 15 
minutes fo r every three hours the subject is in the 
healing trance. Tra n sfe rring this energy requires that 
the hea le r be in a mind-meld with the patient. 
Providing the healing energy g rants an additiona l +2 
to the h ea ling ro lls made in this trance. 

T H E P A TH O F TAS 

T ASH AKA [" D ETECT P SYCHIC TRACES" ] (PS I) 

Every living being leave s minu te psychic traces 
of its presence behind on every thing it t o u c h es. 
Students o f this ability learn to detect such traces. 

V U L CAN C H ARA CT I: RS 

Today, this ability is known to some Vulcan histori
ans and law-enforcement officials. Use of this 
ability requires the student to clear his mind and 
touch the place or object for several minutes. 

Students of Tashaka learn to identify the psychic 
traces left on objects and in places by people who 
have touched or visited them. The student may l earn 
the identity of the people who have most recentl y 
touched the place or object, as well as how long 
ago and for how long the person touched the 
object. While traces left by each person are unique, 
students of this ability will only be able to identify 
traces of people they have met. Identifying the 
traces left by another Vulcan is a Routine test. Traces 
left by other races, or extremely old traces, each 
increase the Difficulty of this test. 

PATH OF TAS DIFFICULTIES 

THESE DIFFICUUY LEVElS SHOULD BE ROUGHLY CUMULATIVE. fOR EXAMPLE, READ· 
lNG HUMAN OR KUNGDN TRACES A DAY OLD WOULD BE DIFFICUU (MODERATE + 
CHALLENGING). 

SPECIES* 

VULCAN 

ROMULAH OR 
OTHER VULCANDID 

OTHER HUMANOID 

NONHUMANOID, 
CARBON-BASED 

NoN-CARBON-BASED 
LIF£FORM 

ELAPSED TIME 

WITHIN 1 0 MINUTES 

WITHIN A DAY 

WITHIN THE MONTH 

WITHIN A YEAR 

MORE THAN A DECADE 

*AsSUMING A VULCAN TELEPATH 

DIFFICULTY 

ROUTINE 

MODERATE 

CHALLENGING 

DIFFICUU 

NEARLY IMPOSSIBLE 

THESE DIFFICUUY LEVElS ARE GUIDELINES AT BEST. POWERFULLY PSIONIC BEINGS 
MIGHT LEAVE STRONGER TRACES, OR MIGHT USE A MIND SHIELD TO AVOID LEAVING 
ANY. A WHOLE CIVIUZATIOH LEAVES STRONGER TRACES THAN ONE PASSERBY, AND A 
BEING LEAVES CLEARER TRACES ON A COMMONLY USED ITEM THAN ON A STREET IT ONCE 
WALKED. 

fiNALLY, READING THE TRACES OF SOMEONE VERY WELL KNOWN TO THE ADEPT MAY 
BE EASIER THAN THE RACE OR TIME WOULD INDICATE (FOR SPOCK TO DffiCT KIRK'S 
PSYCHIC TRACES WOULD PROBABLY BE ROUTINE OR MODERATE AT WORST). THE 
NARRATOR SHOULD ADJUST THE DIFFICUUY LEVELS TO AN APPROPRIATE HUMBER AT 
HIS DISCRETION AND KEEP IN MIND THE GOOD 0~ THE GAME. 

T ASK EFA [ " R EAD PSYCH IC T RACES" ] ( P SI) 

This is a cascad e ability requiring that the stu
d ent have already mastered both Tasha k a and Mind 
M e ld. Because psychic traces fade when overlaid 
by many sets of more recent traces, the hi storian
priests of the Kalrenta plateau i n Gol use this ability 
on ancient artifacts to learn more about the earliest 
days of V ulcan histo ry. 

Students of Taskefa lea rn to e x tract m o re detai I 
from these tra ces. The y can now le a rn the approxi
m ate menta l and emotion a l state o f the person 
while he w a s touc hing an obj ect or v i s iting a place . 
Only feelings a nd mental state w hic h were experi-
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enced while the subject was actually touching the 
object can be sensed. Many of these traces are not 
clear enough to allow the stude nt to pick up the 
actual words or images in the subject's mind. 
However, most these impressions are quite vivid, if 
rather imprecise. Certain traces are particularly 
strong, including those left while the subject was 
seriously upset or experiencing other deep feeling; 
these traces actually allow the student to experience 
directly the subject's mind at the time h e touched the 
object, in a manner similar to the mental sharing 
experienced in a mind-meld. Reading the traces le ft 
by another Vulcan is a Routine test. Traces left by 
other races, or extremely old traces, each increase 
the difficulty of this test. 

THE PATH OF VHOS 

VHOSHANTA [ " B O DY R EADING") (I NTELLECT) 

This ability is nonpsychic in nature. Stude nts of 
Vhoshanta learn to read and understand the subtle, 
nonverbal signals given off by all lifeforms. Vhoshanta 
may be used on both sentients and animals, but it may 
only be used on lifeforms the user has spent a signifi
cant amount of time with. However, since all 
humanoids have similar physiologies, students of this 
ability may successfully use it on unfamiliar races of 
humanoids (at one or more additional levels of 
Difficulty, at the Narrator's discretion). 

Vhoshanta is use d like any o ther nonpsychic skill. 
U sing thi s ability requires the u ser to m a ke a te st, u su 
a lly modif ied by the user's Pe rc eption edge. Similar 
skills have been deve loped by a number of other races, 
including the Cardassian s. On Vulca n this ability i s 
most c ommonl y learned either from the Hakihr adepts 
w ho use it to unde rstand b etter how the workings of the 
mind are physi c ally expressed, o r from wandering 
Planfa monks who u se this ability to he lp them in dis
pensing advice and aid to those in n eed. 

The student learns to obse rve and inte rpret careful
ly the nonve rba l s ig n a ls pro duced by all life forms. 
Whether sentient or not, if the u ser can observe a liv
ing be ing for a minute o r more, h e can roughly 
determine its c urrent mental a nd emo tional state. The 
student c an a l so u se this information to pre dict how the 
subjec t will reac t in c ombat. Use of this ability g ives 
the use r the equivalent of an e xtra skill level to dodg e 
o r othe rwise av oid being struck b y any attac ks made b y 
the subject of the observation, if the student succeeds 
in a Moderate Vhoshanta test. 

The student may observe only one subject a t a 
time, and the su bj ect must b e in plain sight and c an b e 
no more than four meters away. Vhoshanta may only b e 
used whe n the subje ct i s phys ica ll y present. Beca u se it 
relies o n pheromones and kinesthetic contact t o work, 
Vhoshanta does not w ork ove r any sort of com-link, 
even o ne with full visual or holog raphic c apability. 

VHOSLAN [ " B ODY K N O WLED G E") ( I N TELLECT) 

T his is a cascade ability whic h requires knowl
e dge of Vhosh a nta. T his a bility i s s imila r to 
Vhosh anta, e x c ept tha t now the stude nt le arns t o 

T I- l E VVAY OF K C> LI NA H R 

use these same nonverbal clues as a method for 
determining more detailed information about the 
subject. The student may determine the subject's 
basic character and motivations. It is even possible 
to distinguish a generally peaceful and forgiving 
person from one who is normally harsh and judg
mental but is currently behaving in a peaceful and 
forgiving manner. 

Also, this ability may now be used to analyze 
people o v er com-links, as long as both audio and 
visual information about the subject is present. In 
addition, the user can now gain a general impres
sion of the thoughts and emotions felt by large 
groups of people. For example, a student could eas
ily determine the general reaction of a crowd to a 
speech or a performance. 
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