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INTRODUCTION

To Boldly Go Where No One Has Gone Before.The
original three-year series with Kirk, Spock, Bones and crew
sparked a phenomenon. The result gave us a number of
Star Trek movies and series, including Star Trek: The Next
Generation, Star Trek: Deep Space 9, Star Trek:Voyager; and
now the Star Trek: Enterprise series.That's a lot of series lore
and history to gather together.

Decipher games did an excellent job pulling the
information together in their Star Trek: The Roleplaying
Game. | picked up a copy of The Players Guide after someone
requested that | make a Hero System version like | was doing
for FASA Trek. | understand that Decipher has more books
available for additional reference material.

The Decipher games book includes information for
playing in Star Trek: The Next Generation, Star Trek: Deep
Space 9, and Star Trek: Voyager style campaigns. However, my
translation ignores those things specific to Star Trek:Voyager,
only because their exploits were so far from the Federation.

This guide is a rough translation of the Star Trek:

The Roleplaying Game by Decipher into HERO 5th Edition
terms, plus some additional information from other sources
where applicable. Keep in mind that it is my translation, with
some modifications where appropriate. If you disagree with
something presented, by all means change it!

If you haven’t bought any of Decipher’s Trek books, take a
look. Buy a few and keep a good license in business.And if you
haven't already, BUY STAR HERO, TERRAN EMPIRE, and other

Hero Games books! Support our favorite game company!

Finally, this work is COMPLETELY UNOFFICIAL. | have
no affiliation with HERO Games other than being a devoted
fan for 20+ years, and no affiliation with Star Trek other than
being a devoted fan for 40 years.
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HISTORY OF THE GALAXY

This history follows more closely with current Star Trek timelines. We’'ll see how valid it remains after several years of

“Enterprise” has its effect. All dates are given relative to Earth’s Gregorian calendar.

ANCIENT HISTORY

AGE OF DEVELOPMENT

-10,000,000,000 BC

-8,000,000,000 BC
-4,000,000,000 BC

-22,000,000 BC

-200,000 BC
-150,000 BC

-25,000 BC
-12,700 BC
-7,500 BC

Birth and formation of the Milky Way
Galaxy.

Creation of the Guardian of Forever.

Preservers seed humanoid life
throughout the Galaxy.

Organians evolve into energy-based
noncorporeal beings.

The Iconian Empire collapses.

The Medusans become a spacefaring
race.

The first Trill and symbiont joining.
The Borg Collective forms.

The Ferengi Alliance drafts the Rules of
Acquisition.

279 AD
312AD
379 AD

372AD
579 AD
801 AD

938 AD

1270 - 1370
AD

1284 AD
1411 AD
1440 AD
1670 AD

1696 AD

1870 AD

1967 AD

1992 - 1996

AD

2041 - 2069
AD

2053 AD

Birth of Surak of Vulcan.
Surak spreads his teachings of pure logic.

A core group of Vulcans, rejecting the teachings
of Surak, board impulse drive vessels and leave
Vulcan for other worlds.A wormhole deposits
them in the region of the current Romulan
Empire, founding the world of Rom’lass
(Romulus).

The Dominion is founded.
The Gorn develop Warp Travel

Birth of Kahless, on Qo’noS (the Klingon
homeworld).

Founding of the Romulan Senate.

Romulan-Vulcan wars, fought with Impulse drive
and atomic weapons.

Andoria unites under “Krotus the Conqueror”.
Romulans invent the Singularity Drive.
Vulcans develop Warp Drive

Cardassians develop Warp Drive, after visits by
the Bajorans journeying in Solar Sails vessels.

Romulus abolishes the title of Emperor and
establishes the title of Praetor.

Detapa Council forms on Cardassia to govern
Cardassia Prime and its client worlds.

Tellarites develop Warp Drive.

The Eugenics war, which threatens to send Earth
into a new dark age, rages.At its end, Khan
Noonian Singh escapes.

The Romulan-Klingon wars begin, as the borders
of the two powers clash; neither side possesses
Warp Drive.

World War lll,as Colonel Green attempts to
solve the overpopulation problem by sending
weapons of mass destruction against South
America, Asia, and Africa, killing 600 million
people.
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FROM THE ASHES

2063 AD

2069 AD

2112AD

2118 AD
2139AD
2149 AD
2151 AD

2156 - 2160
AD

2161 AD
2230AD
2233AD
2245AD

2252 AD
2252 AD

Zephram Cochrane launches the warp capable
Phoenix, attracting the attention of a Vulcan ship
and leading to first contact between Humans and
Vulcans.

The last Klingon Emperor, Koth, dies and the
Chancellor of the High Council seizes power.

The Bajorans develop Warp Drive and make
contact with the Cardassians again.

Andorians develop Warp Travel.
Betazoids develop Warp Travel.
Transporter technology first invented.

Launch of the Enterprise (NX-01), first human
vessel capable of traveling at Warp 5.

The Romulan-Earth wars.

Founding of the Federation.
Spock of Vulcan is born.
James Kirk is born.

USS Enterprise, NCC-1701 under the command
of Captain Robert April, is launched.

First contact with the Bolians.

Axanar demands Federation membership.

TOS: THE COLD WAR ERA

The Cold War Era is the time of Star Trek:The Original

Series.

2264 AD  Captain James T. Kirk takes command of the USS
Enterprise.

2265AD  Axanar is admitted to the Federation.

2267 AD  First contact with the Gorn; Romulan-Klingon
Alliance is formed; Khan Noonian Singh is revived;
Organian Peace Treaty established between
Federation and Klingon Empire.

2268 AD  Polaric Test Ban Treaty signed; First contact
with the Tholians; Federation steals a Romulan
Cloaking device.

2271 AD  The battle of Dumok’azen, between the Klingon
and Romulan empires.

2275AD  First contact with the Breen.

2277 AD  Enterprise emblem adopted as the Universal
Symbol of Star Fleet.

2285AD  Khan steals the Genesis device.

2286 AD  Cardassians first contact the Klingons, which
leads to 18 years of border wars.

2292 AD  Klingon-Romulan alliance completely dissolves.

2293 AD  Khitomer accords signed between Klingon

Empire and the Federation.
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TNG: THE DIPLOMATIC ERA

The Diplomatic Era is the time of Star Trek:The Next

DS9: THE WAR ERA

The War Era is the time of DS9 and the Dominion War.

Generation. 2369 AD  Discovery of the Wormhole at Bajor by
2294 AD  Betazed joins the Federation. Commander Benjamin Sisko.
2309AD  Cardassia begins diplomatic relations with Bajor. 2370AD  First contact with the Jem’Hadar.
2313AD  The Taurhi-Romulan war, which lasts 30 years. 2371 AD  Destruction of the outpost New Bajor by the
Jem’Hadar.
2320AD  Bolarus IX joins the Federation.
: : . 2371 AD  Romulans trade cloaking device technology
2328AD  Cardassians oceupy Bajor, setting up labor camps for all Star Fleet intelligence on the Dominion.
and other atrocities. Gunboat-class Defiant fitted with cloaking device
2335AD  First contact between Federation and Cardassian for use at DS9.
Union; ngelopment of the positronic brain by 2372AD  Detapa council overthrows Central Command.
Dr. Noonian Soong. Klingons interpret events as Founder control of
2343AD  Romulans mount a suicide attack against the Cardassia and plan attack on Cardassia.
Taurhai homeworld of Chi'tai, and are successful. 2373 AD  Klingon Empire breaks Treaty of Alliance with
2344AD  Romulans attack Nerenda Ill, a Klingon outpost. Federation.
2345AD  The android Data graduates Star Fleet Academy. 2373AD A battered Cardassia joins the Dominion;
beginning of the Dominion War.
2346 AD  Romulans attack Khitomer. LG L e e
) . ) 2373 AD  DS9 taken by Cardassia/Dominion.
2347 AD  Cardassians launch a war against the Federation.
2351AD  Tholian invasi d 2374AD  Federation-Klingon alliance retakes DS9, and
ofian Invasion averted. Gowron leaves a contingent of Klingon troops
2352AD  Treaty of Alliance signed between Federation and led by General Martok.
AL 2374 AD  Romulan Star Empire joins alliance with
2353 -2360 Tholians attack a Federation outpost on the Federation and Klingons against the Dominion.
AD  Tholian-Federation border, leading to 7 years of 2375AD  Breen join the Dominion.
war.The war ends when the Betazed negotiate a
truce between the two. 2375AD  Cardassian forces led by Damar turn on the
2363 AD SS E P Captai L Dominion; the Dominion kills over 800 million
- g dnterprlse- ::ngIVen VI 2R Cardassians in response, before the Alliance can
icard to command. force the Dominion to sue for peace. End of the
2365AD  Q introduces the Federation to the Borg (or Dominion War.
visa versa).
2367 AD  The battle at Wolf 359 between the Borg and
the Federation.The Klingon Empire erupts into
civil war as Gowron versus Duras forces fight for
control of the Empire.
2368 AD  Romulan invasion of Vulcan foiled by Ambassador
Spock, Captain Picard, and Commander Data.
2369 AD  Federation-Tholian truce proposed by Tholians.
2369AD  Cardassia withdraws from Bajor, after 60 years
of occupation.
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PEOPLES OF THE
MILKY WAY GALAXY

The Milky Way galaxy is home to numerous life forms, sentient and The next chapters discuss the major and known species in each of the
otherwise.There are tens of thousands of worlds that are known to be major areas of the Milky Way galaxy. Discussions of the major races include
inhabited by sentient life, and perhaps again as many unknown worlds with racial packages where appropriate, while races encountered rarely may have
sentient life. The technology of the worlds varies greatly, from the primitive to little information.You may wish to review pages 23-32 of Star Hero and pages
the greatly advanced. Given the worlds visited and civilizations encountered in 17-48 of Terran Empire for more ideas.

Star Trek: TOS, Star Trek: TNG, Star Trek: DS9, Star Trek:Voyager, and Enterprise,
there is a diversity of life that is made for adventure.

Bt
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HUMAN SPECIES
ABILITIES

In Decipher’s Players Guide,
Humans are not merely the basis
on which other species are built,
but have innate heroic abilities.
These abilities, though certainly
not required for TNGHero, are
reasonable for the Cinematic
Heroes (and player character
heroes, with GM permission.)

Human Adaptability

Humans are an extremely
adaptable species, reaching far
into space and thriving in even
harsh conditions.

Adaptability: Choose either +2

DEX, +3 CON, or +2 EGO. Cost:

6 Points.

The Human Spirit

Humans have a unique spirit,
drive, courage, and versatility
when facing the unknown.
Human Spirit: +2 PRE. Cost:
2 points

Human Experience

Humans tend to draw upon a
wealth of experience in learning
and making decisions.

Human Experience: +| Skill
Level with a Group of Skills (e.g.
Interaction Skills). Cost: 5 points.

UNITED FEDERATION

OF PLANETS

The United Federation of Planets is the basis for most
Star Trek campaigns.

HUMANS

Humans, also known as Terrans, Earthers, Earthlings, and
sometimes other questionable names, are native to the planet
Earth in the Sol system. As one of the founding races of the
United Federation of Planets, they are an influential species.
They are in fact the most
numerous of the sentient
species in the Federation. In
addition to natives of Earth,
there are thousands of
human colony worlds in the
Federation.

HUMAN BIOLOGY

Humans have what is termed the “humanoid” form
— two arms, two legs, one head, standing upright, with the head
containing the brain and sensory organs, the trunk containing
the vital organs, and the limbs possessing a number of digits
used in manipulation. They possess a spinal structure and an
internal skeleton.

Humans have two sexes (male and female), and females
carry children to term for a period of about 9 months.
Typically only one child is born to a human female per
pregnancy, but twins are somewhat common, and as many as 8
children have been successfully carried to near-term.

The typical lifespan for a human is 100 years, although
this is only an average.

Skin color ranges from pale pink to dark brown, and
eye color ranges the spectrum. Hair color ranges from white
through shades of red, brown, blonde, and black.

EARTH,THE HOMEWORLD

Earth is the third planet in the Sol system (a type G2V
star in Sector 001) and 75% of its surface is covered by water.
It has 7 continents and many
islands, and a varied climate.
Land types range from hot
deserts to arable land and
forests to icy tundra and
glaciers. Year length is (of
course) | standard year, and
the gravity is |1G.

Earth is the capital
world of the United Federation of Planets. The Federation
Council convenes in San Francisco, and Star Fleet is
headquartered in San Francisco. The Federation President’s
office is in Paris, France.

Within the Sol system are several important installations
— the Utopia Planitia shipyards, Jupiter Station, Pluto Flight
Control — and colonies on the Moon and Mars.

EARTH SOCIETY AND CULTURE

Earth is a highly cosmopolitan society, with people from
all over the world able to move about. Earth has a variety
of cultures and physiotypes, with a diversity of customs and
languages. Earth’s history is one of great cultural diversity, with
no one unifying government until after the Third World War.

Human history has many bleak periods, marked by
hunger, war, disease, and want. Wars over economic systems,
political and religious philosophies, and national boundaries
nearly tore the Human race apart. In the late 20th century,
genetically bred supermen quietly siezed power in some
40 nations, then began fighting amongst themselves in what
became known as the Eugenics Wars. World War [ll, the third
such war in a one-hundred-year period almost wiped out
the Human race. Warlords ruled pockets of population, and
humanity seemed to have nothing left.

Zefram Cochrane created the first FTL capable ship
based on his “Warp” theory, warping space around the ship
to move faster than possible in relativistic space. Zefram
Cochrane’s first flight attracted the notice of the Vulcans, who
landed at Cochrane’s facility in Montana and made first contact.
Although his work had been in an effort to make money,
Zefram Cochrane’s flight gave
new life to the Human race.

Humans, now ready to
seek out new worlds and new
challenges, began the efforts to
conquery hunger, poverty, and
disease. This effort became fully
realized in the 24th century.

After the devastating
Earth-Romulan wars of 2156-60,
Humans feared a return of the
kinds of conflicts that threatened
to destroy them,and in 2161
the United Federation of Planets was born. The new UFP
consisted of the Humans,Vulcans, Tellarites, Andorians, and
Alpha Centaurans in an alliance where they could air their
differences peacefully,and share in aid and prosperity.

OTHER HUMAN HOMEWORLDS

There are also many civilizations with no known ties to
Earth that are nonetheless human or near human. For game
purposes, they are regarded as human.
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VULCANS

Vulcans were the first alien species encountered by
humans. The Vulcans and Humans are founding members of
the United Federation of Planets.

VULCAN BIOLOGY

Vulcans are similar to
Humans, but physically and
mentally stronger in many ways.
Their blood chemistry is based
on copper rather than iron,
giving their skin a greenish hue
instead of the pinkish hue of
humans. Their blood is thinner
than human blood (Dr. McCoy
called Spock’s blood “that
icewater running through your veins”). Vulcan complexions
range from olive to dark bown, with a slight green cast. Their
eyes have a transparent protective membrane to protect them
from the Vulcan winds and sands. The Vulcan heart is in the
lower torso.

Vulcans mate once every 7 years. The details are not
discussed with non-Vulcans.

The typical Vulcan lifespan is 200 years or so.

VULCAN RACIAL PACKAGE

Ability Cost
+5 STR 5
+3 INT 3
+3 EGO 6
+2 CON 4
Vulcan Longevity: Life Support (Longevity: 200 year |
lifespan)

Vulcan Mental Conditioning: Mental Defense, 2pts 2
Vulcan Ears: +| PER with Hearing Group 2
Vulcan Eyes: Flash Defense to Sight Group, 2pts 2
Disadvantages

Psychological Limitation: Bound by Logic, Has difficulty -10

relating to emotional beings (Common, Moderate) or
other appropriate limitation

Total Cost of Package 15
Options

Vulcan Mental Discipline: Eidetic Memory 5
Vulcan Mental Discipline: Lightning Calculator 3
Vulcan Mental Discipline: Multitasking 10

VULCAN,THE HOMEWORLD

Vulcan, also sometimes called Vulcanis, (or Ti-Valkaain
in the native language) is a harsh desert world, with scorched
plains, rough mountain ranges, and a stark beauty. It is dry and

hot, with a higher gravity than
Earth (about 1.4G) and a thinner
atmosphere. Less than a quarter
of the world’s surface has water.
It is the second of six planets
orbiting the star 40 Eridani

A. Although 40 Eridani A is a
trinary star system, the other
two suns are too far away to be
seen in the daytime sky.

The capital city of Vulcan is ShirKahr, a low and stark city
laid out in grids and quarters (logically, of course) around an
ancient oasis.

Notable on Vulcan is the famous Vulcan Science Academy.

r

VULCAN SOCIETY AND CULTURE

The Vulcan culture is much older than Earth culture. In
their primitive days, they were tribal and warlike, with savage
emotions that threatened to destroy them through constant
warfare.

The ancient philosopher Surak turned his people away
from violence to a philosophy of rejecting emotions, of
using logic to make decisions. Today, all Vulcans follow this
philosophy. Some beings believe that Vulcans do not have
emotions. In fact they have very strong emotions, but they
are kept in check by their devotion to logic and rejection of
emotions.

This rejection of emotion and violence has also made the
Vulcans a very peace-oriented people. They find killing other
sentient life abhorrent unless it is absolutely necessary. Vulcans
rarely carry arms, and will not use deadly force unless there
is no choice. Those who practice a martial art do so for the
mental and physical benefits, rather than the combat skills.

Their pursuit of logic has brought many benefits to their
world and culture: great advances in the sciences and arts;

a higher degree of mental alertness and understanding; and
telepathic abilities.

VULCAN MIND OVER BODY

By using strict mental concentration,Vulcans can direct
injured organs to heal more quickly.
Mind Over Body: Healing 2d6 (Simplified Healing) (20 Active
Points); Concentration (0 DCV, throughout; - 1); Extra Time (20
minutes; -2 2), | use per day (-2). Real Cost: 3 points.

VULCAN TELEPATHIC TECHNIQUES

The Vulcan Mind Touch (or Mind Meld in its most
severe form) creates a telepathic link to the subject. The link
takes time to create enough effect to be useful (and so the
Cumulative and Continuous advantages).

Physical contact between the initiator and the subject
is desired, but not necessary (apply a +2 to the OECV if the
target is physically touched).

Vulcans do not pry into others minds — they find such
intimate contact, especially with strangers, embarrassing. The
mind touch is a complete sharing of both minds.

Vulcan Mind Touch (1): 2d6 Telepathy, Cumulative (+'2),
Continuous (+1), Increased Cumulative Maximum to 96
points (+%4) (32 Active Points); Concentration (0 DCV while
establishing contact; -/2). Total cost: 2| points.

Vulcans can also use the Mind Meld to alter a person’s
attitudes or beliefs. In“Spectre of the Gun” for example,
Spock used the Mind Meld to remove all doubts from the
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VULCAN NAMES

Male Names

Delvok, Lojal, Sakar, Sakkath, Sarek,
Satek, Savar, Skon, Solkar, Solok,
Sonak, Soral, Spock, Stonn, Sybok,
Tuvok,Vorik

Female Names

Saavik, Sakonna, Selar, Senva, Sitak,
T’Lar, T’Lara, T’Pan, T'Para, T’Pau,
T'Pel, T'Pring, T'Shan
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VULCAN NERVE PINCH

One alternative (with a big red
stop sign) is to use the x1/3
Cost Multiplier (as mentioned in
Fantasy Hero as one means of
purchasing spells). This multiplier
brings the cost of version | down
from 56 points to |9 points, in
line with the Mind Touch and
Mind Meld costs. For example:
Vulcan Nerve Pinch version
Im: HA 10d6 NND (Defense is
| or more points of resistant PD
armor; +1), Reduced END (x1/2
END; +'4) (112 Active Points);
Only works on humanoids (-
/), Hand-to-Hand Attack Only
(-"2). Total Cost: 56 points.
Campaign Cost Multipler:
x|/3. Total Character Cost:
19 Points.

This is the version | use in the
HDv2 template.

Other Writeups

LUG DS9 Version

Using the values for Martial Arts
and for the Vulcan Nerve Pinch
in the LUG DS9 book, the VNP
comes out as:

LUG Vulcan Nerve Pinch:
'/2 Phase, +0 OCV, +0 DCV, 3dé6

NND(!) for a cost of 8 points.

This ignores the stated 2d6 as
the upper limit of NND for
Martial Arts attacks. And with an
average of | | STUN, it doesn’t
come close to representing the
on-screen effect unless all of
Spock’s NP attacks were surprise
for x2 effect, or they get the head
location modifier for x2 effect.

Vulcan Nerve Pinch version
3: (House rule method). Built
as a Martial Arts maneuver: - |
OCV,+I DCV, 10d6 NND (1).
Cost: 36 points.

Version 3 ignores the ‘minimum
of 3 points and maximum of 5
points’ rule for Martial Arts. Still,
at 36 points, it's pricey to use in a
Heroic level game.

Vulcan Nerve Pinch version
4: (GM fiat). The GM may make
a house rule that it costs 5-8
points for this maneuver, no
matter what the Real Cost
calculates out to, to be true

to the flavor of the series.

The other combat elements
are identical to version 2 or
version 3.

landing party that the bullets couldn’t hurt them. A character
cannot purchase Mind Meld (2) without first purchasing Mind
Touch (1).

Vulcan Mind Meld (2): 2d6 Mind Control, Cumulative (+"2),
Continuous (+1), Increased Cumulative Maximum to 96 points
(+%4) (32 Active Points); Requires a successful Mind Touch (-'2),
Concentration (0 DCV while establishing contact; -/2). Total
cost: 16 points.

VULCAN NERVE PINCH

The Vulcan Nerve pinch is a
technique in which the user grasps the
area just between the victim's neck
and shoulder and applies pressure. If
the pinch is successful, the victim is
rendered immediately unconscious.
Note that this technique only works
on humanoids that are not protected
by natural or artificial armor.

Several different versions of the
write-up are given here, for the GM to select from.

Vulcan Nerve Pinch version I: HA [0d6 NND (Defense

is | or more points of resistant PD armor; +1), Reduced END

(x1/2 END; +'4) (112 Active Points); Only works on humanoids

(-'2), Hand-to-Hand Attack Only (-'2). Total Cost: 56 points.
Version | costs 5 END to use and will knock most

unarmored humanoids out immediately. At 56 points, it’s not
likely to be used in Heroic level games.

Vulcan Nerve Pinch version la: HA +5d6, Reduced
Endurance (/2 END; +'/4), NND (Defense is any resistant PD;
+1), Continuous (+1) (81 Active Points); HTH Attack (-"2),
Limited Power Only versus Humanoids (-'/2), Concentration
(1/2 DCV;-'4). Total Cost: 36 points.

[“Captain Obvious” suggested Version la on the HERO Games
Bulletin board.]

Version la costs 3 END per phase to use. Eventually it
will knock out most unarmored humanoids, but with only 5d6
per phase, you run the risk of not immediately stunning the
target, which gives them the chance to fight back - something
which never happened in the show.

Vulcan Nerve Pinch Ib: HA +2d6, Reduced Endurance (1/2
END; +'2), Accurate (One Hex; +'2), NND (Defense is any
resistant PD; +1), Autofire (3 shots; +1 1/4) (42 Active Points);
HTH Attack (-"2), Limited Power Only versus Humanoids
(-'2). Total Cost: 2| points.

[“Foxiekins” suggested this version on the HERO Games
Bulletin Board.]

Version |b uses Autofire, which is an interesting way
to create the effect, but runs the risk of ‘missing’ subsequent
shots. Use with caution.

Vulcan Nerve Pinch version 2: Nerve Strike (4 Real
Points), with 16 Levels of Extra DC to raise attack from
2d6NND to 10d6NND (64 Real Points). Total Cost: 68 points.

Version 2 uses the extra damage class rules from 5E. The
problem is that the extra damage classes must also apply to all
other maneuvers in the Vulcan martial arts according to official
Hero Games rules, although a GM is free to make a house rule
that says it only applies to the Vulcan Nerve Pinch. Also, at 68
points, it’s extremely unlikely to be used in a Heroic level game.

VULCAN MARTIAL ARTS

The Vulcan Martial Arts training stresses non-lethal means
of subduing an opponent. A suggested package is shown
below.

Maneuver Phase Cost OCV DCV  Effects

Grappling 112 5 +1 +1 Grab One Limb,

Block Block

Grappling 12 B +0  +2  STR +2d6 Strike;

Throw Target Falls; Must
Follow Grab

Joint Lock/  1/2 4 + +0 Grab One Limb;

Throw 1d6 NND(7);
Target Falls

Martial 112 3 - - Grab Two Limbs;

Grab +10 STR for
holding on

Strike 12 3 +1 +0  STR +2d6 Strike

Reversal 112 4 -1 -2 STR +15 to
escape; grab 2
limbs

Dodge 12 5 - +5  Martial dodge

Tal Shaya 112 5 - -2 Grab One Limb;
HKA 2DC;
Disable*

Nerve 12 19% HA 10d6 NND(1)

Pinch

Skills

Acrobatics

Breakfall

KS:Vulcan Martial Arts

*Technically, the Tal Shaya (merciful death) is used to
break the neck as a merciful means of execution. However, it
can also be used to break other limbs.

$ Based on version Im. Use the cost approved by your
GM.
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ANDORIANS

Andorians are blue-skinned
humanoids with white hair and two
knobby antennas extending from
the crown of the head. Andorians
are also charter members of the
United Federation of Planets, and
have a presence on the Federation
Council. Although they are a
warrior race, they have a strong
sense of loyalty and honor that
made them worthy members.

N ote:The Andorian race appeared briefly in only two
episodes of Star Trek:The Original Series - “Journey to
Babel” and “Whom God Destroys”; and one episode of Star
Trek:The Animated Series - “Yesteryear”. Very little specific
information was provided in the series about Andorians. Even
in Enterprise, we know little about them except for their
warlike nature. Some of the information given is canon to the
series, and some is based on Decipher’s extrapolation.

ANDORIAN BIOLOGY

Andorians are humanoid, with the same height and
build as the typical human. Skin color ranges from light blue
to dark blue, and hair color ranges from white to off-white.
Since Andor is a cold world with a thin atmosphere, they have
evolved to survive comfortably in the harsh conditions.

Unlike most other humanoids, Andorians also possess
two antennae on the top of their head. The antennae provide
a lot of sensory information, including temperature, pressure,
changes in air currents, and subsonic hearing. The information
is vague, like that a human would perceive warmth from a
fireplace, ears popping in pressure changes, air moving across
the face, etc. The antenna do make it easier to percieve these,
however.

Andorian blood is cobalt-based, giving their skin a
blue color. There are similarities between Vulcan blood
and Andorian blood, but not enough to be compatible for
transfusions.

Design Note:Although not official, Andorians in my
campaign are assumed to have a 100-year lifespan.

ANDORIAN RACIAL PACKAGE

Ability Cost
+3STR 3
+2 CON 4
+2 EGO 4
Antennae: Ultrasonic (Subsonic) Hearing 3
Antennae: +2 PER 6
Antennae: +2 PER: Limited: Only within 2” (- ) 3
Redundant Circulatory System: Life Support (Safe 2

Environment: Intense Cold)

Disadvantages

Physical Limitation: Redundant Circulatory System, Poisons 10
and toxins take effect quicker ** (Infrequently, Greatly)

Total Cost of Package 14
Options

Psychological Limitation: Code of Vengeance, Honorable, or -10

other appropriate limitation (Common, Moderate)

** Move poison and toxin effects up | step on time chart, so
if a poison normally does |d6 Body Drain per 5 Minutes, it
affects the Andorian at |d6 Body Drain per | Minute

ANDORIAN HOMEWORLD

Andor (aka Andoria) is one of the core Federation
worlds, close to Earth, Tellar,and Vulcan. It is the fifth of seven
planets in the Epsilon Indii (Kuy'va) system. Andoria has a
single moon, Olith. Andor’s gravity is nearly that of Earth,
and the atmosphere is cold, with a slightly lower atmospheric
pressure and a higher ozone content.

Andor’s climate, cold most of the year except for brief
summers, is similar to Earth’s Alaska and northern Canada
regions. Visitors find the cold thin air difficult to breathe after
short periods.

ANDORIAN SOCIETY AND CULTURE

Andorian history is one of conflict,and theirs is a warrior
culture bound by honor and family. As a people they are
extremely disciplined, with a strong sense of duty and personal
honor.

As with many races, their violent past almost destroyed
them. Clans were the basis of their survival, but also of
nationalistic pride, and clan conflicts were the cause of warfare.
Competing clans fought with little provocation, blood feuds and
vendettas continued out of control, in a time the Andorians
call the Age of Lament. Then Lor’Vela, a wise leader of one of
the strongest clans, replaced the Clan wars with ritual combat,
or duels between the specific parties, to settle disputes. This
ritual combat is known as the Code Of Vengeance, and defines
who, how, and when vengeance may be taken. Once this Code
was accepted by the other clan leaders, which significantly
reduced the quantities of life lost, their culture stabilized and
began to grow.

Their first interstellar contact was with the Vulcans, and
opposing natures of the two races (violence versus logic)
resulted in conflict. The humans were inadvertantly brought
into the conflict in 2151, but were able to mediate and build
trust. When the Earth became involved in the Earth-Romulan
wars in 2156-2160,Andor become one of the founding
members of the United Federation of Planets.

Andorians bring a zeal to everything they do. They prefer
strong sensations, powerful music, bold colors, spicy food, and
physical pursuits.

FAVORED ANDORIAN PROFESSIONS

Merchants, rogues, starship personnel are among the
favored professions. The Andorian merchant fleet is one
of the largest, moving goods and passengers throughout
the Federation. Roguish types tend to join the Volna Vrinia
(organized crime) as heavies for the Orion Syndicate.
Andorian starship personnel can be found both in Star Fleet
and in the Andorian Legions (protecting local merchant fleets).
Andorian “mystics” would be like the Shao-Lin’s Kane,
using their martial skills to champion the well-being of others.
Andorian spies in the Ahm Tal (Andorian Intelligence
Service) are very skilled in covert actions.
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BAJORANS

The Bajorans have been
depicted as a highly spiritual race
recently freed from 40 years of
oppression. Struggling to rebuild a
shattered world after the withdrawal
of Cardassian occupational troops,
the Bajoran Provisional Government
asked for the help of the Federation,
and a Starfleet presence soon
established itself on Deep Space
Nine.

BAJORAN BIOLOGY

Bajorans are humanoid in form and function with the
exception of a ridged nose. Slight deviations from Terran
human physiology can be detected through different reactions
to body changes. During pregnancy, Bajoran females do not
nauseate; instead they react by sneezing. Bajoran fetuses are
also irremovable due to the high degree of vascularization in
the placental/uterine interface.

BAJORAN RACIAL PACKAGE
Ability Cost
None 0
Disadvantages
None
Total Cost of Package
Options
Bajoran Artistic Talent: PS (Artform) + 3
Bajoran Faith: KS (Bajoran Sacred Texts and Rituals) 3
+|
Bajoran Pagh: Luck 1d6 (5 Active Points); Only When 3
Faithful To The Prophets (-'2)

BAJORAN HOMEWORLD

Bajor, the seventh of 14 worlds orbiting Bajor-B’hava’el,
is a world similar to Earth in most respects. Its richness
in minerals, metals, and fuels made it a prime target for
Cardassian occupation. The system has eight additional
terrestrial worlds and three gas giants, a boon to any would-be
conquerors. However, the most strategic aspect of the system
is the stable wormhole that terminates in the Idran star system
in the Gamma Quadrant. The wormhole is home to “The
Prophets”, the Bajoran deity figures. The Federation considers
them “the wormhole aliens.”

BAJORAN SOCIETY AND CULTURE

Bajoran culture flourished for 500,000 years. In time,
the Bajorans became a race of master artisans, architects,
and scholars whose lives are centered on their faith. Their
deeply religious culture honors
the “Prophets” who guide the
Bajorans from high above in the
Celestial Temple. They believe
in guidance from the prophecies
revealed to ancient religious
men much in the same way as
the Greeks believed in Delphi
Oracles. Among the prophesies,
many are given of an Emissary of
the Prophets who is destined to

find the Celestial Temple and so become the savior of Bajor.
Commander Sisko found himself in the uncomfortable dual
role of religious figure and Starfleet officer when he boarded
the station. It was only after several years had passed that he
became comfortable with the demands of both roles. There
are hundreds of prophecies concerning the Emissary, some of
which could be interpreted to have come true since Sisko’s
arrival. Within the religious texts of Bajoran faith, safe passage
through the Bajoran wormhole is seen as the blessing of the
Prophets. For more information, see the section Religion and
Philosophy.

D’jarra Caste

Ancient Bajorans lived their lives according to the d’jarra
caste system. A Bajoran’s social status and vocation was
dictated by the d’jarra at birth and usually indicated in part
within the design of the earring. Passed on for generations,
the system was abandoned during the Occupation, when every
Bajoran became subservient of the Cardassian Guls.

Earring

The identity of Bajorans is intrinsically connected to their
earring. The designs is often deeply connected to family lineage
and the archaic d’jarra, but some religious figures and Militia
officers are known to change their earrings to better adapt to
their line of work. The earring is most often worn on the right
ear,and is usually diamide-laced birithium in substance.

Name

Bajoran custom places the family name before an
individual name. Major Kira Nerys is therefore correctly
addressed as Major Kira while her actual name is Nerys.

Titles

The titles of Bajoran rank also are tied to their religious
rank. The Kai is the spiritual leader of Bajoran faithful, and
a new Kai is named only when the preceding Kai dies or is
incapacitated. The Vedek assembly of |12 influential spiritual
leaders is lower than the Kai and acts as assistant and preacher
to the masses. The political leadership of Bajor is given to
the First Minister, who can be any Bajoran national chosen by
democratic election. The current Provisional Government has
been in place since the withdrawal of Cardassian forces.
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BETAZOIDS

Betazoids have established themselves as a peaceful
people almost identical to Terrans with the exception of their
telepathic and empathic abilities.

BETAZOID BIOLOGY

Outwardly, Betazoids have the
same range of height, weight, and
build as humans. Often, the only
distinguishing feature is the limpid
black eyes that are characteristic of
Betazoids. Most have olive to dark
complexions, and brunette or black

hair.

Betazoids hail from the
Federation member planet Betazed.
A peaceful race that has developed
highly telepathic abilities, the Betazoid
people appreciate fine arts, literature, and philosophy. As all
Betazoids are telepathic, they usually do not need to vocalize
their thoughts to one another in order to communicate,
but can do so for the benefit of offworlders. It is a natural
ability, and likewise the strength of the skill varies from one
to another. Most develop the ability in adolescence, but a
few have congenitally active telepathic abilities that may cause
severe mental problems due to their inability to screen out
other peoples’ minds. Screening is a skill that is absolutely
necessary for the well-being of a Betazoid, particularly for
those with keen telepathic sensory skills.

BETAZOID RACIAL PACKAGE

Ability Cost
+3 EGO 6
Betazoid Telepathy: Telepathy 6d6,Area Effect (3” Radius; 30
+1), Megascale on Area of Effect (1" = | kilometer; +'/4),

Reduced END (0 END; +'%) (52 Active Points); No Range (-/2),
Limited: Constantly receiving thoughts; transmit only to other
Telepaths (-/4)

Mental Discipline: Mental Defense (INT/5 + 5) 5
Disadvantages

None 0
Total Cost of Package 4
Options

In the case of half-Betazoids like Deanna Troi, the Telepathy -7

is diluted to Empathy (emotions only). Add the limitation
Empathy reception (-/2), for a Total cost of 23 instead of 30.

Psychological Limitation: Peaceful or other appropriate -10
limitation (Common, Moderate)

Betazoid Confidence: +1 with all Interaction Skills
Betazoid Diplomacy: +2 with Persuasion/Mediation 4

Externally, Betazoids are among the most humanoid
species on record, and are indistinguishable from humans in
every aspect (except for the black eyes). They can reproduce
with humans, although this often dilutes the telepathic abilities
of the offspring, case in point: Commander Deanna Troi. The
children of such a union often develop empathic rather than
full telepathic abilities, though they can still communicate
telepathically with their Betazoid parent and a bonded mate.
Full Betazoids are unable to read the minds of Ferengi, Breen,
Ullians or Dopterians due to the unusual brain lobe formations
of those races, but some half Betazoids have been occasionally
successful in sensing the emotions of these species.

The telepathic and empathic abilities of Betazoids

need strict discipline to control and confine to oneself. In
more mature Betazoids, medical conditions such as “Zanthi
fever” can occur, and a breakdown of the control mechanism
allows empathic thought to influence surrounding people.
Ambassador Troi had once been aboard Deep Space Nine
when she was under the influence of the fever and she
unwittingly projected her emotions onto those in close
proximity to her for the duration of her condition. For

even the most disciplined Betazoid, the ability to feel what
thousands of people are feeling can be too much, and a
mental block must be firmly placed between the Betazoid and
the outside sources. Commander Deanna Troi of the US.S.
Enterprise has more than once been incapacitated when an
alien influence jammed her mental blocking mechanism and
tortured her with a flood of thoughts or a continuous play of
music.

BETAZOID HOMEWORLD

Betazed, the Betazoid homeworld, is a beautiful world
orbiting the star Betazed (called Hainara). The world has five
continents and hundreds of islands, most filled with lush forests
broken by inland grasslands and coastal grasslands.

BETAZOID SOCIETY AND CULTURE

Earliest Betazoid legends tell of their struggle against
mysterious “demons of pain and anger;” a noncorporeal race
capable of making primitive weapons appear out of thin air (see
“Day of the Dove” from The Original Series). Wherever these
creatures appeared, they brought anger and war and eventual
death. The mystical Betazoid hero Khrysaros was able to use
her great mental power to defeat these ghost-like demons.

As the Betazoids entered space, their first contact was
with a race called the Terabians. Friendly relations turned
unfriendly as the Terabians grew paranoid about the Betazoid’s
telepathic abilities. Eventually the situation escalated, and
ambassadors had to be called in to help negotiate the
evacuation of Betazoids from the Terabian homeworld. The
Betazoids developed the Code of Sentience to prevent repeating
such events as they encountered more races. The Code of
Sentience states () Reading the mind of another without
his knowledge is forbidden; (2) Reading thoughts other
than those freely communicated is forbidden; (3) Divulging
information from read thoughts to another without permission
is forbidden; (4) Communicating telepathically while in the
presence of non-telepaths is considered rude and to be
avoided.

Betazoid society tends toward more formal and
elaborate traditions and ceremonies than most cultures in
their present evolutionary stage. Some of the rites often make
the more conservative Federation offworlder uneasy at first,
most notably the traditional wedding ceremony in which no
clothing is to be worn. Though there are no official gender-
based restrictions in place within Betazoid society, women have
traditionally held many positions of authority.

According to Peter David’s popular book Imzadi,
the proper Betazoid wedding is rich with symbolism. It is
customary that all people, guests and participants, attend the
ceremony nude, to symbolize that, physically and spiritually,
there is nothing to hide, that all are sharing in complete
cooperation in the spirit of harmony and unity. The ceremony
itself is also rich in symbolism. The groom walks in, followed
by his mother, who pulls on his arm, trying to stop him. The
groom keeps walking, and his father steps into his path, holding
up a hand in a signal for the groom to stop. The groom gently
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LIEUTENANT M'RESS - An Excerpt.
Lt. M'ress is a felinoid female, a
native of the planet Cait.The
Lieutenant joined the crew during
the Enterprise’s animated series. She
is the alternate Communications
Officer, and of course is junior in
grade to Lieutenant Uhura. M'Ress
graduated from Starfleet Academy
three years ago and is a specialist

in communications and computer
translator systems. She has served
aboard a scout and the U.S.S. Hood, a
sister ship of the Enterprise.

M'Ress amuses herself in off-duty
hours with the pursuit of Federation
and galactic planetary histories and
the writing of free-form poetry.

She also pursues an interest in
anthropology and archaeology,
subjects which relate to the histories
she studies.

Among the crew personnel, M'Ress
is well liked and includes Uhura and
Nurse Chapel in her close friends.
The distinctive “purr” in her voice

is immediately arresting when she
speaks, and she is a popular actress in
the ship’s small theatre company.
M'ress has golden fur and a mane of
caramel-colored hair that cascades
down her back. Her eyes are amber.
While Starfleet’s duty uniform for
females provides no problems in
regard to M'Ress's tail, long dress
uniforms, duty coveralls, and other
such clothing have to be tailored to
accomodate the appendage. Natives
of Cait tend to be small and sinewy;
the females are as delicately dainty
as the Siamese or Abyssinian cats of
old Earth.

Cait is a planet in the Lynx
constellation. There is only one
other planet in the system, and it is
uninhabited. The atmosphere, mass
and gravity of Cait are all near Earth
normal.

The Caitians are fierce warriors when
so called upon, but pride themselves
on their accomplishments in arts
and philosophy rather than on the
martial arts. Their family units are
extremely close. M'Ress’s other three
litter mates also serve in Starfleet in
various capacities. The long line of her
ancestors is well known on Cait, and
her parents are honored citizens.
M'Ress herself is quiet about her
family’s rank. She brings to the
Enterprise efficiency, ability,and

a persistently curious attitude
fortunately coupled with humor

and great intelligence. (This is
demonstrated by the fact she rose
to the rank of Lieutenant only two
years after graduation from Starfleet
Academy).

but firmly pushes his father out of the way and walks to the
front of the room. At this point, the bride’s parents enter, the
bride’s mother sobbing loudly. The bride sits in the front row.
A woman who is equivalent to a maid-of-honor enters and
walks up to the bride, saying “l summon you to the place of
marriage.” She then escorts the bride to the side of the groom
and the ceremony proceeds. The bride wears a white band

in her hair, which she tosses over her shoulder to a crowd of
waiting women, much like the Terran tradition of tossing the
bridal bouquet. To the woman that catches the band, it means
that the love of her life is at the gathering.

Betazoids are a race of peaceful philosophers who are
more likely to observe than act,and consequently have little
use for weapons or even defense systems. Their planetary
defense systems were outdated the moment they were finally
in place and proved to be quite useless when the Dominion
attacked. Nonetheless they are considered a major world
of the Federation and their fall during the Dominion war in
2374 struck home the devastation that had eaten away at the
Federation’s formerly secure borders.

CAITIANS

The Caitians are a biped
feline race, derived from something
similar to the cheetah or leopard.
They have sleek bodies covered
with soft fur, which also covers their
faces and hangs around their head
like a mane. Fur color ranges from
the tawny brown of lions to the
deep black of panthers, with rare individuals being white. They
have large golden eyes, long tails, and voices with a purring
quality.

Note: Caitians appeared only in the animated series.

CAITIAN BIOLOGY

Caitians are extremely dexterous and fast, as their
ancestors were hunting carnivores similar to cheetahs or
leopards. Most Caitians today are vegetarians, obtaining
proteins from protein-rich vegetation such as beans. Caitians
have extremely good senses of sight and smell.

Caitian family structure consists of 2 males and 2 females,
with females only mating with the two males in the family
group. Caitians have 2 sexes, male and female. Pregnant
females give birth to 2-5 kits, and 2-3 is most common.
Pregnancy lasts 4 months.

Male Caitians are typically 20% larger than female
Caitians. The typical lifespan for Caitians is 90 years.

CAITIAN RACIAL PACKAGE

Ability Cost
+3 DEX 9
Claws: HKA | pip, 1/2d6é with STR 5
Tail: Extra Limb (Tail) Inherent, Limited Manipulation 4
Running: +2” Running 4
Enhanced Senses: +2 PER with All Senses 6
Enhanced Smell: Tracking with Smell PER 5
Disadvantages

-1 CON -2
-1 BODY -1
Total Cost of Package 30

CAITIAN HOMEWORLD

Information not provided in the series.

In my campaign, Cait is a world with a climate and
diversity akin to Earth’s African continent, of approximately the
same temperature range and gravity. The Caitians have gone
to great lengths to make sure that the technological advances
of their world do not rob them of the natural beauty and
resources of their world.

CAITIAN SOCIETY AND CULTURE

Caitians practice complete
equality of the sexes, and have
done so throughout their
recorded history. Caitian given
names have no gender associated
with them, so any Caitian name
may be given to males or females.

CAITIAN MARTIAL ARTS

Design Note: In my campaign, | had a Caitian player-
character and thus the opportunity to develop a martial art for
the Caitians. | took my cue from watching how cats (domestic
and wild) fight. This is not part of the series lore, but my
creation. GM’s feel free to ignore this or create your own.

Maneuver ~ Phase Cost OCV  DCV  Effects

Swat 112 5 +1 +3 STR Strike

Swipe 112 4 +2 +0 STR Strike +2d6

Block 12 4 +2 +2 Block, Abort

Pounce 112 3 +2 +1 STR Strike; both
fall

Hold 112 3 -1 -1 Grab 2 Limbs; +10
STR to hold

Reversal 112 4 -1 -2 STR +15 to escape;
grab 2 limbs

Dodge 112 5 - +5 Martial dodge

Skills

Acrobatics

Breakfall

KS: Caitian Martial Arts
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EDOANS

The Edoans are tripeds, walking upright on 3
legs and possessing 3 arms with 3 fingers on each
hand. They have large round yellow eyes and a
concave head.

Note: Edoans appeared only in the animated
series.

EDOAN BIOLOGY

Specific to my campaign (non-canon): Edoans!
are a reptilian-based triped. Skin coloration
ranges from reddish to dark brown.

Females have a gestation period of 2 years. Edoans have
a typical lifespan of 200 years.

EDOAN RACIAL PACKAGE

Ability Cost
+2 DEX 6
+2 CON 4
Extra Limbs: 3 arms and 3 legs 5

|

Edoan Longevity: (200 year lifespan)

Disadvantages

-2 STR &2
Total Cost of Package 14
Options

Psychological Limitation: Introverted (Common, Moderate) -10
Psychological Limitation: Perfectionist (Common, Moderate) -10

EDOAN HOMEWORLD

Little information was provided in Star Trek:The Animated
Series about the Edoan homeworld.

Edoans come from the planet Edos, the third planet in
the Epsilon Minora system, with a diameter 70% that of Earth,
.85G, and 22 hour days. It is said to be a lush tropical world
with 60% oceans and the source for the famed Saurian Brandy.
The current population is said to be 4 to 5 billion.

Edos is not a member of the Federation. Rather, it
remains in loose alliance with the Federation, coming under its
agreements for trade, science, and aid in an emergency. Edos
lies in the Triangulum constellation, on the rim of the galaxy.

It is a jumping off point for science teams studying the great
energy barrier beyond the rim. It is also a peaceful planet

that has never been involved in a war. The technology is as
advanced as Earth’s; the architectural style of its cities is strictly
functional rather than esthetically pleasing. The society has no
class levels. All beings on Edos are equal.

EDOAN SOCIETY AND CULTURE

Edoans are among the best toolmakers in the Federation,
possessing great dexterity and sensitivity in their touch. They
are meticulous about detail and make great technicians and
scientists.

Edoans are a private, contemplative people. They are shy
and introverted and make few close attachments, and Edoans
mate for life.

It is highly unusual for there to be more than one child
per family. As a result, all children are precious, and families are
close. Ancestral records are kept in great detail, dating back
for centuries.
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LIEUTENANT AREX - AN EXCERPT.
Lt.Arex comes from the planet Edos.
His appearance is at first startling...for
Arex is tripodal, having three legs, three
arms, and three fingers on each hand.
His uniforms are specially tailored for
him, and he is a rather strange sight in
motion.As might be expected, he is not
at all clumsy. His reflexes are quick, and
he can move with great speed when
necessary. In an emergency, he can
operate the complex helm-navigation
console by himself.

Arex’s complexion is reddish. One
soon becomes used to the homliness
of his bony face and begins to see the
compassion and sadness in his eyes.
Arex is a thoughtful being, given to
long silences. There are times when he
retreats to the solitude of his quarters
to deliberate...or perhaps to worship
the many gods of Edos. One never
knows, for Arex never speaks of these
moments of isolaton.

Unlike M'Ress, Arex has been in
Starfleet for many years. He is known as
the best navigator in the Fleet. Before he
entered the service as a technician, he
spent ten years in the merchant space
fleet. Arex’s people are long lived, and
Arex knew from the very beginning
that he wished to spend his long life

in space.While Arex is an officer, and

a good one, he is not a product of the
Starfleet Academy. He worked his way
up through the ranks, becoming an
officer via a “field commission” during
a battle involving the Klingons and the
small cruiser aboard which he was then
serving.All the officers were killed in the
fray,and Arex took command to effect
a temporary retreat and then a return
action which took the Klingon ship by
surprise and allowed Arex to disable
her and bring her in to face Federation
charges. It is not fair to say Arex has
never been to Starfleet Academy. He
spent two years there some time ago...
as a space navigation instructor. One of
his high scoring students was a young
Russian named Pavel Chekov.

Arex has no brothers or sisters. In fact,
it is highly unusual for there to be more
than one child per family. Aboard ship,
Arex often keeps to himself. However,
when the mood s right, he can be
pursuaded to play a flute-like instrument
called a sessica. (It is native to his
planet.) While the music may be lively
or romantic or plaintive, all of it relates
to story-songs which tell the history of
his race or his family.Arex also can be
pursuaded...at very rare moments...to
display a special proficiency in sleight-
of-hand, a trick he picked up while in
the merchant space service. With three
hands, sleight-of-hand becomes very
interesting indeed!
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TELLARITE NAMES

Family Names: Brok,
Cherok, Gaer, Gav, Ranx

Male Names: Darasterlee,
Grillon, Morbren, Oraratomik,
Weethanelee, Guhvudzon
Female Names: Baralucera,
Furlasturlak, Kowesteria,
Pritulenia, Velusuvian

TELLARITES

Tellarites are humanoid with a pinker skin tone than
humans. This is partly due to a higher than human normal
blood pressure.

Tellarites have more body and facial hair, covering all but
the frontal face and the hands.

Their noses, with larger openings than humans, have been
compared unfavorable to earth swine.

TELLARITE BIOLOGY

A light fur covers the Tellarite
body, and they can grow full beards
and lush heads of hair. The upturned,
larger-than-normal nasal passages
give them a swine-like appearance,
and provides plenty of oxygen in the
thin atmosphere on their homeworld.
The higher levels of oxygen in their
bloodstream gives them a greater
endurance, so they can work and play
longer than many other races.

Their deep-set eyes, skin, fur and hair run the gamut of
usual colors; their skin hue is always a little redder than normal,
caused by their high blood pressure and bright red (well-
oxygenated) blood.

Tellarites are descended from mammals with similarities
to Terran apes, boars, and groundhogs, and share features of
these creatures. They have fewer (but larger) digits, which are
just as dextrous as human digits.

They also carry an extra abdominal roll of fatty tissue
which can sustain them twice as long as humans when needed.
They eat and drink well, but their bodies quickly burn off the
effects of alcohol. They are omnivorous.

Non-canon, campaign-specific: Tellarites have a lifespan
of 100 years. They have 2 sexes (male and female) and a
monogamous family structure. Tellarite females give birth to
I-3 children after a 10-month gestation period.
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TELLARITE RACIAL PACKAGE
Ability Cost
+| STR |
Exceptional Fortitude: +2 CON 4
Disadvantages
-2COM -1
-1 EGO -2
Total Cost of Package 0
Options
Psychological Limitation: Brash (Common, Moderate) -10
Psychological Limitation: Pig-headed/Stubborn (Common, -10
Moderate)
Exhaustive Investigator: +2 to Conversation (Inquiry) and 6
to Persuasion (Debate) Skills
Meticulous: +3 to All Skills, Only To Match Bonus Provided By 6
Taking Extra Time

TELLARITE HOMEWORLD

The Tellarite homeworld is the third planet of eleven
around the star 61 Cygni A (61 Cygni A is .8 as bright as
Earth’s sun), and has a thinner atmosphere than Earth.
Tellarites did not create the large metropolises common on
Earth, prefering their subterranean habitats. Descended from
burrowing animals, many Tellarites prefer the comfort of an
underground den.

As a result, much of Tellar’s natural environments
still exist — forests, jungles, beautiful bodies of water. The
communities that exist are melded into the landscape, with the
exception of a few with some architectural wonders that bring
tourists to visit.

TELLARITE SOCIETY AND CULTURE

Tellarites tend to have extreme personality traits,
whether happiness, irritabilty, heroism, passiveness, etc. It can
be amusing, irritating, and sometimes bizarre. A diplomat can
get so caught up in asking probative questions that others
think him a harsh debater. Tellarites are inquisitive and hate the
unexplained. When faced with the unexplained or unknown,
they ask enough questions to frustrate others. This isn’t meant
to attack others, it's simply a facet of their need to know. In
this quest, they travel the Federation as merchants, tourists,
engineers, Star Fleet officers, etc. As with most races, some are
honorable and some are rogues, and most fall in between.

Tellarites admire deeds that help ensure their own
security, and hate finding themselves the victims of fate. They
hate the unknown.

Tellarites in their past fought wars not over resources
but over ideas - the most efficient language, the most efficient
social technologies, and so forth. Eventually, they redesigned
and recast their society, and the wars vanished, eventually
producing a de-facto world government.

Tellarites are fond of food, to excess.
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TRILL

The exotic symbiotic
humanoids and particularly the
subterranean invertebrates
that they can act as host to
| are often subject to debates
about personal identity. The
memories of each Trill host
are retained by the long-lived
symbiont, who often lives to be
thousands of years old.

TRILL BIOLOGY

Trills are humanoids
capable of hosting a small
vermiform symbiont within
their abdominal cavity. The process of joining links the cerebral
cortex of both host and symbiont, thus intermingling the
previous experiences from other hosts with the new host
to form a new unique identity. Trills themselves are easily
recognized by the twin columns of spots that run from the
forehead all the way down to the feet. Otherwise, they look
completely Terran.

TRILL (UNJOINED) RACIAL PACKAGE
Ability Cost
None 0
Disadvantages
None 0
Total Cost of Package 0

Their spots and their tendency to overlap the memory
of past lives with the present set Trills apart. The symbiont
roughly resembles a snail without the shell and is bred on the
Trill homeworld in the vast interconnected breeding pools
underneath the surface. They are tended, even pampered, by
the Guardians, unjoined Trills who devote their lives to tending
the pools and tracking the symbionts after joining.

Symbionts live for thousands of years, but Trills are
considerably shorter-lived. So symbionts are often transferred
from one host to another when the host dies. The knowledge
and experiences of each host is retained by the symbiont, who
shares it with a new host.

TRILL (JOINED) RACIAL PACKAGE
Ability Cost
Past Lives: 20 points in Background skills, INT-Based skills, 20
and/or PRE-Based skills from previous hosts.

Good Physical and Mental Condition: No Base 0
characteristics below 10; No Figured characteristics below base

figured value.

Disadvantages

Social Limitation: Subject to Trill Commission Rules 5
(Infrequently, Minor)**

Total Cost of Package 15
**Typically minor, but certain infractions can result in death of

Trill host and/or exile of host/symbiont

Trill hosts voluntarily join with a symbiont, but
once joined, both Trill and symbiont become biologically
interdependent. After some 83 hours, neither Trill nor
symbiont can survive without the other. The preservation
of the symbiont’s health is of paramount importance to the
Trill, and if one must be sacrificed to save another, the Trill will
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invariably give up his/her own life to save the symbiont’s life.
The most important gauge of the health of the joined Trill is
the isoboromine levels. If it falls below 50, the symbiont will
be removed from the Trill. Certain death awaits the host, but
this is the standard policy for the Commission and is followed
without question by all joined Trills.

i

TRILL HOMEWORLD

Trill is a beautiful earthlike world, the sixth of nine planets
orbiting two stars. One star is a Type A7V (white dwarf) and
the other is Type O4V (blue dwarf). The system is mainly
“rock-balls” in the inner orbits and “sludgeballs” in the outer
orbits.

The planet is entirely earth-like, with an oxygen-
nitrogen atmosphere, 70% water, and a gravity of |.1G. The
average temperature is somewhat hotter than earth. The
terrain consists mostly of dense forests. The unique chemical

composition of Trill's oceans colors them purple.

TRILL CULTURE

Trill society regards a joining with a symbiont as a very
high honor. The Trill Symbiosis Commission has been the only
Trill government agency mentioned frequently, an indication
of its powerful influence. The commission was set up to
determine which Trill could receive the honor of joining, and
tended to the medical needs of the symbionts. Trill hosts are
selected only after rigorous training as an initiate under the
close scrutiny of the Symbiosis trainers. Everyone was led to
believe that only a few Trills are capable of hosting a symbiont,
but Jadzia Dax and Benjamin Sisko uncovered evidence
that proved this not to be the case. A doctor within the
Committee admitted that while over half of the Trill population
is eligible for joining, this truth could never be made public. If
the truth got out, the symbionts would become a marketable
item instead of the priceless preserver of experience it is.

The memories and lifetime of a previous host should not
interfere with the duties and obligations of the new host. This
is known as reassociation, a retrograde link strictly forbidden
by the Symbiosis Commission. For once every personal
obligation is carried on to the next host, there'd be no end
to the debts and pledges from previous lifetimes. If such a
disregard of Trill society occurs, both hosts will be banished
from Trill for life, and the symbiont will die. Since nothing
is as paramount to a Trill as the safety of the symbiont, the
risks involved in reassociation make occurrences few and far
between.
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ORIGINAL SERIES AND
ANIMATED SERIES RACES

TOS AND TAS RACES

The races in this
chapter represent most of
those encountered by the
USS Enterprise in either
The Original Series or in The
Animated Series.

Some of these races are
on friendly terms with the
Federation or members of
the Federation by the time of
Star Trek:The Next Generation;
others like the Tholians
remain an enigmatic race not
typically suitable for use as
player races.

The races that are
considered suitable (with
GM approval) for aTNG
campaign character are:
Antosian, Argelian, Aurelian,
Capellans, Ekosians, Zeons,
Elasians, Troyians, Kelvan,
Phylosian,Vendorian, etc.

Gorns belonging to
one of the sects that favor
Federation relations may also
be appropriate.

Tholians, Melkotians,
and Vians are not truly
suitable for Federation player
characters.

The races within were encountered by the USS
Enterprise in the Original or Animated Series. Some are
suitable for use by players, others are not.

ANTOSIANS

Antosians are a peaceful race gifted with the power
of cellular metamorphosis, a learned ability to control their
own bodies. This allows them to change shape and take any
form they wish, and to heal damage to their bodies (which
is the reason they taught the methods to Garth of Izar in the
first place). A character must first learn Antosian Healing
before learning Antosian Shape Shifting. (Source:“Whom God
Destroys”)

Where the Antosian information below builds on that
provided in the Original Series, it is not canon.

ANTOSIAN BIOLOGY

Antosians are a humanoid race, and are outwardly
identical to Terrans except for their emerald-green eyes and
shorter stature. Adult Antosians (when not in another form)
range in height from 40” to 5°0”.

ANTOSIAN RACIAL PACKAGE

Ability Cost
+1 DEX 3
Antosian Healing: Healing 3d6 (Regeneration; 3 BODY per 17

Turn), Can Heal Limbs, Reduced END (0 END; +/2) (52 Active
Points); Extra Time (I Turn; -1 1/4), Self Only (-'/2), Limited:
Zero DCV while Regenerating (-4).

Antosian Shape Shifting: Shape Shift (Sight, Hearing, and 47
Touch Groups, any shape), Cellular; Imitation; Costs END to

Change Shape Only (+'4) (70 Active Points); Automatically

revert to original form if unconscious (-'/4), Limited: Zero DCV

during phase of transformation (-'4).

Disadvantages

-2 STR 2
-1 CON 9
-1 BODY 2
Total Cost of Package 6l
Options

Psychological Limitation: Peaceful, Compassionate, or other -10

appropriate limitation (Common, Moderate)

ANTOSIAN HOMEWORLD

Antos is the seventh planet in the Socratii system, a
world with five moons and 0.9G. The world has 30% available
land mass, with an 18-hour day. It is a terrestrial world, with all
the same terrain types as Earth.

Antos currently maintains relations with the Federation,
but has declined full membership.

ANTOSIAN SOCIETY AND CULTURE

The Antosian culture is one of peaceful reflection, caring

and compassion for all life. In addition to their shapechanging
ability, they are known for their eco-science skills.

ARGELIANS

The Argelians are well-known for
their hospitality,and their world has been a
paradise for vacations and shore-leave since
discovered by the Federation.

ARGELIAN BIOLOGY

Avrgelians are for all intensive purposes,
human.

Some few Argelians retain the psychic
ability of Empathy, which allows them to
sense the emotions of all those around
them.

Ability Cost
+| EGO 2
Disadvantages

None 0
Total Cost of Package 2
Options

Psychological Limitation: Peaceful, Hedonistic, or other -10
appropriate limitation (Common, Moderate)

Argelian Empathy: Telepathy 6d6,Area Effect (12” radius; 25
+1 1/2) (75 Active Points); No Range (-'2), Concentration (1/2

DCV; -'4), Extra Time (Full Phase; -'/4), Empathy, receive only

D

Friendly: +1 with PRE-Based Skills

ARGELIAN HOMEWORLD

Argelius is an Earth-like world.

ARGELIAN SOCIETY AND CULTURE

Two centuries ago (roughly 2010 AD by the Human
calendar), the Argelians entered what they call the “Great
Awakening”. They are universally known for their friendliness
and hospitality. Their culture is warm and genuinely pleased to
meet visitors from other worlds. This attitude has made their
planet one of the most welcoming, and is often the visiting
place for those on shore leave.

AURELIANS

Aurelians are a vaguely humanoid birdlike creature.
Aleek-Om is an Aurelian who is part of the Federation
historical study mission at the Guardian of Time in
“Yesteryear”.

Use the Mostreen culture from Terran Empire pg 34, but
add Wings: Flight 8” (16 Active Points); Restrainable wings (-'4).
Cost: |3 points.
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ARGONS

Argons are humanoid society who became water-
breathers when seismic activity lowered all continents below
sea level. After several hundred years of life beneath the water,
“air-breather” became a derogatory term. During a visit by the
USS Enterprise, who used it phasers to change the epicenter
of a large quake, portions of land rose back above the sea
level, and some Argons decided to become air breathers again.
(Source:“The Ambergris Element”)
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ARGON BIOLOGY

The aquatic argons are a humanoid race with webbed
hands and feet, dorsal fins, and greenish hair. Previously a race
of “air-breathers” who lived on land, they resorted to using
the Surgo-Op to change most of their race to water-breathers
when most of the land of their world sunk below sea level.
The few groups of air-breathers that remained became
enemies of the water-breathers under the hardships and lack
of resources following the cataclysm. Now that some portion
of land has risen above sea level again, some of the water-
breathers have used the Sur-snake venom tretments to reverse
the Surgo-Op, to become air-breathers again.

ARGON RACIAL PACKAGE

Ability Cost
Water Breather: Life Support (Expanded Breathing (Water); 8
Safe Environments: High Pressure, Intense Cold)

Webbed Hands and Feet: Swimming +4” 4
Environmental Movement: Underwater movement

Disadvantages

Physical Limitation: Drowns out of water (“fish out of water”) -10
Total Cost of Package 5
Options

Psychological Limitation: Cautious of Air-Breathers (Common, -10
Moderate)

ARGON HOMEWORLD

Argos, the Argon homeworld, was until 75 years ago, 95%
under water. The Argos oceans have several great Argon (a.k.a.
Aquan) cities, and several newer cities have been rebuilt on
land by the air-breathers.

ARGON SOCIETY AND CULTURE

Until 75 years ago, the Argons were a reclusive aquatic
culture, regarding air-breathers as enemies.

Now with a mix of water-breathers and air-breathers
(mostly children and grandchildren of the water-breathers at
the time of the USS Enterprise’s visit), their society and more
open.

CAPELLANS

The Capellans are a humanoid
race native to Capella IV, with warlike
tendencies and severe codes of law
and tradition. They are very quick,
agile and strong, males averaging 7 feet
tall. They believe that only the strong
should survive, and refuse medical
assistance.

CAPELLAN BIOLOGY

Capellans are outwardly identical to humans. There are
marked neurochemical differences, with less development in
the areas of the brain that control impulsive aggressive nature.
Capellans require more time and contact to form bonds with
outsiders. To the Capellan brain, an outsider isn’t really a
person, and triggers no depth of emotional response.

CAPELLAN RACIAL PACKAGE

Ability Cost
+2 DEX 6
Heightened Reflexes: +2 Lightning Reflexes with All Actions 3
Disadvantages

None 0
Total Cost of Package 9
Options

Psychological Limitation: Believes Medical Care Is A Sign of -10
Weakness (Common, Moderate)

Psychological Limitation: Bloodlust OR Oath Of Nonviolence -10
(Common, Moderate)

Kligat Training: WF (Kligat) and Fast Draw (Common 4
Missile)

CAPELLAN HOMEWORLD

Capella IV is a Class-M planet orbiting an A6V (dim
white dwarf). It is rich in Topaline, a mineral that is vital to
the life support systems of Federation (and Klingon) colonies.
Although the planet has a variety of landscapes, low flat
expanses and bare rock are common.

CAPELLAN SOCIETY AND CULTURE

The Capellans are scrupulously honest, and can be very
dangerous if lied to. The principal weapon of the Capellans is
the kligat, a cross between a boomerang and a throwing knife,
accurate and deadly to distance of one hundred meters.

Capella IV became a player on the galactic stage in 2267
when the Klingons and the Federation both attempted to
negotiate a mining treaty. High Teer Akaar favored signing with
the Federation, which Maab favored signing with the Klingons.
Maab killed the aging Akaar to support the Klingons. However,
learning of the true nature of the Klingons, Maab later made
himself a target so that his people could kill the Klingon. After
Maab’s death, Leonard James Akaar became the child ruler, with
his mother acting as Regent. She signed the treaty with the
Federation.

The mining treaty brought wealth and change to the
primitive Capellans. Although they retained their primitive
tribal governments, they adapted technology to suit their
lifestyle. It became common to see their large tents completed
with generators and computers. When he became old enough
to rule on his own, Leonard James Akaar sued for Federation
membership, which was granted.

The government consists of the Ten Tribes, each led by a
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Teer. The High Teer (Leonard James Akaar) leads the Ten Tribes,
with each Teer having a council voice. The new Capellans, with
years of education and better opportunies, are markedly less
prone to violence than where their forbears 75 years ago.
Those Capellans wishing to join Star Fleet must take the
Oath of Nonviolence. Those Capellans who have served in Star
Fleet to date have kept their Oath and served with distinction.

EKOSIANS AND ZEONS

Capable only of planetary flight within their solar system
in the time of ST:TOS, they went through a difficult period of
recovery, the effects of a Nazi regime on Ekos which treated
the peaceful Zeons the way Hitler treated the Jews. (“Patterns
of Force”)

Federation advisors assisted in the reconstruction of
both societies, and at the time of ST:TNG they are members
of the Federation.

Ekosians

Generations of constant warfare have made the Ekosians
strong and cunning.

EKOSIAN BIOLOGY

Ekosians are physically and anatomically identical to
Terrans, and the two races are nearly identical.

Ekosians tend to take the Bold and/or Courageous
Talents, but otherwise have no racial package.

EKOSIAN HOMEWORLD

Ekosians are native to the inner planet of the M-43
system.

EKOSIAN SOCIETY AND CULTURE

Before the arrival of John Gill, the Ekosians were an
extremely war-like people. They were
organized into semi-feudal states led by
warrior-kings, and were constantly at war
with each other. When John Gill arrived
and despaired at the endless bloodshed, he
tried to spare them by violating the Prime
Directive. He introduced technology and
united them under a totalitarian government
without the genocidal hatred of Hitler’s regime. Unfortunately,
Deputy Fuhrer Melakon seized power and made the Zeon
menace’ a rallying point for his power drive.

After the USS Enterprise stepped in and stopped
Melakon (during which John Gill was killed by Melakon),
decades of work were required to repair the damage that
was done. In 2373, the Ekosians became members of the
Federation, and had a true peace with the Zeons.

Zeons

The Zeons are physically and anatomically identical to
Terrans (and Ekosians).

® ZEON BIOLOGY

; The Zeons are physically
Nl and anatomically identical to
Terrans (and Ekosians).

Zeons tend to take
the Scholar or Scientist skill

enhancers.

ZEON HOMEWORLD

The Zeon Homeworld is the outer planet in the M-43
system.

ZEON SOCIETY AND CULTURE

Before the arrival of John Gill, the Zeons were an
advanced race who had developed spaceflight and had
contacted their neighbors, the Ekosians. At first they were
accepted, but the warlike nature of the Ekosians and the
aftermath of John Gill’s Interregnum changed the Ekosians, and
Deputy Fuhrer Melakon made the ‘Zeon menace’ a rallying
point for his power drive.

After the USS Enterprise stepped in and stopped
Melakon (during which John Gill was killed by Melakon),
decades of work were required to repair the damage that was
done. In 2373, the Zeons had true peace with the Ekosians,
and were trading partners with them. They also became
members of the Federation.

ELASIANS AND TROYIANS

The Elasians and Troyians were at war for decades, both
inhabitants of the Tellun star system near Klingon space.

Elasians

ELASIAN BIOLOGY

Elasians are a humanoid race, characterized by their
square shoulders, tan
complexions, black hair, and
almond eyes.

Elasian females are
renowned for their beauty, and
their mystical control over men.
Females secrete a substance in
their tear ducts that acts as a
powerful aphrodisiac, and few
men can resist it.

Elasians are a strong race,
but not particularly agile.

ELASIAN RACIAL PACKAGE
Ability Cost
+2 STR 2
+| BODY 2
-1 DEX -3
Disadvantages
None 0
Total Cost of Package 9
Options
Psychological Limitation: Stubborn (Common, Moderate) -10
Female Philodisiac: Mind Control 2d6, Cumulative (96 32
points; +1 1/4); Only Devotion To Her (-1), Based On CON
(-1/2), Limited: Tears Must Make Skin Contact with Male Target
(@)

ELASIAN HOMEWORLD

The Elasian homeworld, Elas, is the inner planet in the
Tellun system. Somewhat Earthlike, it has little mineral wealth
but an abundance of fertile plains and a moderate climate.
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ELASIAN SOCIETY AND CULTURE

The Elasians are a proud and unyielding race, and they
believe that showing weakness to anyone (especially a non-
Elasian) is a contemptible thing. They are headstrong, and
unlikely to cooperate easily with others. Those of noble birth
are expected by be haughty and arrogant.

From the time the Elasians and Troyian developed space
flight and met, they became intense rivals and eventually
went to war. The war went on for decades, when they were
contacted by the Federation. The Federation sent the USS
Enterprise to help negotiate the peace treaty between the
two races, and after much difficulty the peace treaty (and
arranged marriage) were successfully
accomplished.

The Elasians have a semi-
feudal government, where the local
warlords are ultimately responsible
to the Dohlman, the overall leader of
the Elasians. Each Dohlman rules for ™=
life,and when the Dohlman dies, the
warlords pick a new Dohlman from
among themselves (with lots of petty
intrigue and assassinations).

FAVORED PROFESSION

Elasians honor the martial virtues (like Klingons) and the
youth still owe and commit to service to their warlords. A few
Elasians have left their homeworld in the time of ST:TNG to
serve in Star Fleet.

Troyian
Troyians are blue-skinned and
blond-haired humanoids from the
Tellun star system near Klingon
space. At war for decades with the
Elasian’s who share their system,
a peace treaty was signed in 2268
after the fear of interplanetary
nuclear war was imminent. In 2268,
their technology is limited to low
warp travel within their sector,
during their war they had primitive
interplanetary technology equal to the Terran 2030’s. Since
the signing of their peace treaty both worlds have become
members of the Federation. (ST:TOS:“Elaan of Troyius”)

TROYIAN BIOLOGY

Troyians are a humanoid race, characterized by their blue
skin and blond hair. Their world is a colder world than Elas,
and they are comfortable in cold climates.

TROYIAN HOMEWORLD

The Troyian homeworld, Troy, is the outer [class M] planet
in the Tellun system. Somewhat Earthlike, it has moderate
mineral wealth, and an abundance of various materials.

TROYIAN SOCIETY AND CULTURE

The Troyians are a more cultured race than their Elasian
neighbors, and put a great value on culture, education, and
proper etiquette.

When the Elasians and Troyians met each other, the
became intense rivals and eventually went to war,a war lasting
decades. Thanks to the efforts of the Federation, a diplomatic
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treaty and marriage between the Elasians and Troyians sealed
peace between the two races.

The Troyians have a constitutional monarchy, where the
rulers of each domain (county) owe leige to their King. Each
King rules for life, and his hereditary heirs are expected to rule
when he dies.

FAVORED PROFESSION

Troyians honor education and culture, and are likely to be
diplomats, scientists, and educators.

GORN

An intelligent, bipedal reptilian species who fought against
Captain Kirk on stardate 3045.6 under the assumption that
the Federation was threatening the Gorn claim to the planet
Cestus lI.

After Gorn forces destroyed the Earth outpost on
Cestus Il claiming it was an intrusion into their space, the
captain of the Gorn vessel and Captain Kirk were transported
by the Metrons to a planet where each fought for the survival
of his respective crew.
Kirk won, but refused to
kill the Gorn after realizing
that the Gorn attack
had been the result of a
misunderstanding.

The Gorn are a
reptillian race of warriors,
prizing strength and
endurance. What they lack
in speed, they make up for
in cunning.

GORN BIOLOGY

Gorns are a humanoid-reptillian race, rarely seen inside
the Federation. They are extremely strong and hardy, but their
movements are slow, even in combat.

The top of the head is ridged with a structure that
crosses the top and the head and over the eyebrows. The hide
is tough and greenish, similar to the terran Crocodilian.

Their three-fingered hands are thick with short claws.
There mouths are full of sharp teeth, which can cut and tear
flesh easily.

Gorns language is like the sounds made by terran
crocodilians, producing sounds from quiet hisses to fearsome
roars and bellows. Their voices are raspy, and soft sounds
come out as a hissing sound. Federation ambassadors often
have difficult pronouncing Gorn words.

As reptilian predators, theirs senses are very keen.Their
eyes are rough and silvery, with a membrane that protects
their eyes in harsh conditions. However, their large nostrils
are built to take in large amounts of oxygen, and their sense of
smell is poor.

Gorns evolved from reptillian predators, similar to the
terran crocodilian. Bony plates form a kind of armor in their
thick skin. Their teeth, 30 to 40 in each jaw, are set into
sockets in the jawbones and interlock when the mouth is
closed.

The Gorns bear more similarity to lizards than humans
internally, being cold-blooded and thus requiring warm
habitations to survive. They have powerful lungs and a three-
chambered heart.

The jaws are powerful, and unlike the terran crocodilian,
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are strong in both opening and closing power.

Gorn muscles are so strong and thick that they cannot
move quickly.

Gorns are egg-laying creatures, laying fertilized [2 to 9]
eggs that hatch into infants. Gorn mature faster than humans,
reaching reproductive maturity at about the age of 14.

GORN RACIAL PACKAGE

Ability Cost
+7 STR 7
-5 DEX -15
+4 CON 8
+3 BODY 6
-4 COM -2
Claws/Bite: HKA 1/2d6, Reduced Penetration (-1/4) 8
Tough Hide: Damage Resistance 4PD/2ED 3
Heavy: Knockback Resistance -1” 2
Protective Eye Membrane: Flash Defense [Sight], 2 points 2
Reptilian Senses: +2 PER to Sight and Hearing groups 4
Disadvantages

Awkward Runners: Running -3” (3” Base) -6
Poor Sense of Smell: -2 PER to Smell Group -2
Total Cost of Package 15
Options

Psychological Limitation: Competitive, Resolute, Determined, -10

Poor Communicator or other appropriate limitation

(Common, Moderate)

GORN HOMEWORLD

The Gorn homeworld lies slightly closer to its sun that
Earth does to Sol, and has a smaller axial tilt. The planet’s
atmosphere has a larger greenhouse effect, keeping the planet
fairly warm. There are few mammals on their homeworld,
and none larger than a Terran possum. However, dinosaur-like
creatures roam the wild lands of their world.

GORN SOCIETY AND CULTURE

Many different factions split Gorn society. Gorn leaders
take a long time to make decisions, and the factions work
within the current rules until the final decision is made.

Several factions want to see the Federation driven away
from Cestus Il and the Gorn borders expanded. Since they
are not allowed to kill, but nothing precludes them from
causing problems, these factions cause various problems for
the Federtion in the worlds near Cestus IIl.

On the other hand, there are several factions that believe
that Gorn would be best served by peaceful relations and
cooperation with the Federation. These factions send more
representatives into Federation space to learn how to coexist
with their neighbors.

The Gorns on Cestus lll are a mix of those seeking
to free themselves of the old factions (or start their own),
representatives of the old factions (to study the Federation for
peace or war), and the usual malcontents, dreamers, explorers,
and visionaries involved in expanded knowledge and frontiers.

Gorn consider themselves one race and work together
cooperative - when their factions goals are not in conflict. Five
years after reaching maturity, each Gorn must spend two years
working in the Gorn version of Civil Service. The Civil Service
trains them not only in service to community, but in basic job
functions such as sanitation, computer usages, accounting, as
well as basic military training.

Gorn are also very territorial and protective - of their

mates, their children, and their territory. Encroachment is
met with violence. When Gorn battle among themselves,
the battles tend to be very deadly, with noone willing to back
down.

KELVANS

Kelvans, beings from the
Andromeda galaxy, were originally
massive tentacular beings. They
transformed themselves into
humanoid form for the 300-year
voyage to the Milky Way, and are
now for all intensive purposes
human.

After contact with the USS
Enterprise in ST:TOS, they have
been given a Class M planet to colonize. They possessed some
advanced technological information, but were relatively few in
number. At the time of ST:TNG, they are on friendly terms
with the Federation. The Kelvans described here are those
“assimilated” Kelvans still in human form.

KELVAN BIOLOGY

The natural form of the Kelvans within the Federation is
now human, although their ancestors in the Andromeda galaxy
are enormous balloon-like creatures with hundreds of long
tentacles radiating from their bodies. The ancestors bodies are
made up of gas, protoplasm, and psychic energy.

The humanoid Kelvans are human in form and physiology,
but retain the Kelvans’ other characteristics, including great
Strength and long lives.

KELVAN RACIAL PACKAGE

Ability Cost
+|5 STR 15
+10 CON 20
+5INT 5
+3 BODY 6
+5 EGO 10
Psionic: 30 points in Psionic Powers 30
Advanced Tech (2 Levels) 30
Life Support (Longevity: 1600 year lifespan) 4
Disadvantages

Psychological Limitation: Trouble Adapting To Current Form -5
Total Cost of Package 105
Options

Multitasking 5

KELVAN HOMEWORLD

The ancestral homeworld is Kelva, a class | gas giant, and
the center of an enormous empire in the Andomeda galaxy.

The current Homeworld (Colony) is a Class M world set
aside for them by the Federation.

KELVAN SOCIETY AND
CULTURE

The Kelvans of the
Andromeda galaxy believe in
conquest as the only logical goal
for any species, and conquer and
use all races they encounter. Any race that proves too hard to
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control is exterminated.

Those who have become human and settled in the Milky
Way galaxy are learning how to become friends instead of
conquerors. They possess unbelievably high technology levels,
incuding devices that can tranform a human to a hexagonal
cube of constituents and back again, superdense alloys stronger
than anything the Federation can create, powerful psychic/
psionic devices, and spaceships capable of travelling millions of
light years in only centuries.

MEDUSANS

The Medusans are a noncorporeal race, of great inner
beauty and peace, but whose visual form is so chaotic as to
cause insanity to humanoid viewers. Communication is only
possible with blind telepathic contact, so that the Medusans are
hidden from view in a room or container away from humanoid
eyes.

They have senses not possessed by humans, which give
them much better navigational abilities and technology, and had
begun at the time of Star Trek:TOS to work with Federation
science groups on enhancing Federation navigational
technology.

MEDUSAN BIOLOGY

Medusans are composed of superheated plasma and
magnetic fields, existing partially in subspace and partially in
real space. Their appearance is (quite literally) indescribable to
conventional races.

Medusans use magnetic force “limbs” to manipulate the
physical world.

When traveling among the corporeal races, they typically
travel inside small containment vessels that provide life support
and protect other beings from madness.

Medusans reproduce by fission, with each child having
the full memories of the parent, giving Medusans a virtual
immortality.

MEDUSAN RACIAL PACKAGE
Ability Cost
+10INT 10
+3 PER 9
Power Skill: Electromagnetic Energy Contol (INT)
Amorphous Form: Desolidification [affected by Magnetic 50
Fields and Subspace], Reduced Endurance (0 END; +1/2),
Persistent (+1/2), Inherent (+1/4); Always On (-1/4), Cannot
pass through airtight objects (-1/2)
Magnetic Movement: |5” Flight, x8 Noncombat 40
Magnetic Tendrils: Magnetic Tendrils: Telekinesis (10 STR), 70
Fine Manipulation, Reduced Endurance (0 END; +1/2), Affects
Physical World (+2) (87 Active Points); Limited Range (6”;-1/4)
Psionic: 6d6 Telepathy 30
Subspace Senses 20
Body of Energy: Life Support: Full 45
Body of Energy: Physical Damage Reduction, Resistant, 75% 90
plus Energy Damage Reduction, Resistant, 50%
Inconceivable: Major Transform 2dé (Sane Viewer into 86
Insane Viewer, Psychic / Psychological Counseling to Heal),
Personal Immunity (+1/4), Inherent (+1/4), Reduced Endurance
(0 END; +1/2), Persistent (+1/2), Partial Transform (+1/2),
Continuous (+1),Area Of Effect (12" Radius; +1) (150 Active
Points); Always On (-1/2), Limited Power Power Does Not
Affect Those Who Cannot See Him (-1/4)
Disadvantages
Plasma Being: Running -6”, Swimming -2 -14
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Total Cost of Package 105
Options
Multitasking 5

MEDUSAN HOMEWORLD

The Medusan homeworld, Medusa lll, is a class Y world
- toxic atmosphere under extreme pressure. The Medusan
environment is supheated magnetic fields of approximately 500
degrees Centigrade. Medusa lll is in Federation space, but is
not currently a member of the Federation.

MEDUSAN SOCIETY AND CULTURE

Medusans are telepathic and do not posses a language as
such. When telepathically speaking to non-Medusans, they take
names that are neutral, like Bennec, Garron, Kollos, etc.

Their ancient civilization created warp drives and force
fields centuries ago. Medusan starships contain no solid matter,
and their explorers have traveled to many worlds, but have
not claimed an empire of any kind. (Telepaths with no need of
material goods find acquisition of goods to be pointless.)

MELKOTIANS

An somewhat humanoid
race, the Melkotians are an
isolationist and telepathic race,
with the ability to create illusions
that can kill if necessary (if the
victim believes). After a visit from
the USS Enterprise (ST:TOS),
the Melkotians opened up to
contact with the Federation. (Not
intended as a player race)

MELKOTIAN BIOLOGY

Melkotians are a humanoid with skin that fits tightly
over their skeleton, giving an otherworldly impression. Their
squarish head sits on a thick rough neck with bony ridges
surrounding the neck. Their skin color is a pallid white, and
their eyes have an amber glow.

MELKOTIAN RACIAL PACKAGE
Ability Cost
+3 INT 3
+5 EGO 10
Melkotian Mental Powers: Elemental Control, 130-point 65
powers
1) Telepathy: Telepathy 6d6, Reduced Endurance (0 END; 48
+1/2),Area Of Effect (36” Radius; +1 3/4) (130 Active Points)
2) Melkotian Illusions: Mental lllusions 14d6, Reduced 145
Endurance (0 END; +1/2),Area Of Effect (44” Radius; +1 1/2)
(210 Active Points)
3) Melkotian Mind Sense: Mind Scan 12d6, Reduced 160
Endurance (0 END; +1/2), MegaScale (1” = | lightyear; +2 1/4)
(225 Active Points)
Disadvantages
Psychological Limitation: Isoliationist or Private or other -10
appropriate Limitation (Common, Moderate)
Total Cost of Package 531

MELKOTIAN HOMEWORLD

The Melkotian homeworld, Melkot, is guarded by a series
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of buoys to prevent unwanted intrusion. The world has a lot of
moisture in the air, and fog similar to stereotypical London fog
is not uncommon.

MELKOTIAN SOCIETY AND CULTURE

Very little is known about Melkotian society. They are
very isolationist, and speculation is that non-Melkotian minds
are a bit of a shock. Like the Talosians, they are very powerful
telepaths and illusionists, and likely have similar enjoyments in
a good illusionary story. Unlike the Talosians, they seem to be
very self-reliant.

NEURALANS

The Neuralans are a primitive human culture entering a
state of war at the time of Star Trek:The Original Series.

NEURALAN BIOLOGY

For all practical purposes, the Neuralans are human, with
only minor physiological differences. There is no Neuralan
Racial Package.

NEURALAN HOMEWORLD

When the Enterprise (TOS) visits the world, Neural,
it is a primitive land with a variety of terran climates. The
vegetation and animal life is different from Earth (of course),
and one of its notable creatures is the Mugato.

NEURALAN SOCIETY AND CULTURE

During the visit of the TOS Enterprise, Klingons have
secretly given one tribal group flintlocks with the promise of
better weapons to come. Tyree, Kirk’s friend and leader of the
hill people did not wish to fight, until his wife Nona was killed
by the rival viallagers. The Federation continued to maintain
the balance of power by providing Tyree’s people the same
level of weapons that the Klingons provided the villagers, and
training to use them. [“A Private Little War”]

What happened to Neural by the time of Star Trek:The
Next Generation is unknown.

ORIONS

Orion merchants, crooks, pirates, and colonists have
transported Orions to many worlds in the Alpha and Beta
quadrants.

ORION
BIOLOGY

Orions have
the same general
build as humans,
though most tend
toward the Roman
nose and square
chin. They have
copper-based blood (like the Vulcans), and their skin color
ranges from emerald green to a very dark olive. Hair color
ranges from black to chestnut.

ORION RACIAL PACKAGE
Ability Cost
+3 PRE 3
Ultraviolet Endurance: Life Support (Safe Environment: UV, 3
Gamma Ray, and Cosmic Ray radiation)
Disadvantages
None 0
Total Cost of Package 6
Options
Trading or Seduction
Pheromonal Treatments: +4 to Seduction skill (8) and +1 89
to all Interaction Skills (5); Either [Psychological Limitation:
Arrogant OR Bloodlust OR Dull (-1 to INT-Based Skill rolls)]
OR Weak-Willed: -2 to EGO.

Many of the Orion women taken into the slave trade
have undergone (against their will) pheromonal treatments
which increase their sexual appeal, but at the cost of some
kind of damage to their higher ego functions. The side effect
is different in each woman, and ranges from arrogance or
bloodlust to dull-witted or weak-willed. Unfortunately for the
Orion women, these treatments are permanent. Fortunately
for the rest of the universe, the treatments only enhance
Orion women.

ORION HOMEWORLD

Orions claim Rigel VIl as their homeworld, a dry class
M planet in the Orion system, although it’s obvious they
could not have originally developed on this world. Rigel VIl
is home to a number of decadent Orion kingdoms, including
the infamous *Vaj'. It’s also home to dangerous nomadic tribes,
ancient ruins, and hidden pirate shipyards.

The Rigel VIl sky is purple, and the world is dusty and
dangerous, like tales of the Arabian nights.

The Federation extended membership to Rigel XIl in
2269, to Rigel IV in 2287, and to Rigel VIl in 2300.

ORION SOCIETY AND CULTURE

The first Orion civilization began space exploration 200
millenia ago, and twelve Orion empires have risen and fallen
in that time. There are countless lost colonies of Orions
on forgotten worlds - worlds that could be in a primitive or
advanced technological state.

Orion culture is happily decadent, and loosely organized
by the family group (‘caj’). The ‘caj’ (plural ‘caju’) acts as
merchant guild, trade network, marriage arranger, and funding
source for exploration and mercenary operations.

Each ‘caj’ speaks for itself,and cannot speak for any other
caj, which is how the Orions like it. Orion government is
more like a patchwork quilt of contractors than an organized
government.

For millenia the Orions have carried out a thriving trade
in slaves, especially their women (not unlike the Far East, with
the sale of young girls and women into ‘the trade’). Some of
Star Fleet’s earliest missions destroyed much of the Orion
slave trade, although there are still hidden pockets of this
infamous form of commerce.

THE ORION SYNDICATE

The Orion Syndicate is an interplanetary criminal
organization descended from the pirate groups dismantled
by the Federation’s early efforts. They run numbers rackets,
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gambling, smuggling operations, gun running, contract killing,
slave traffic, loan sharking, and many other lucrative but illegal
activities.

PHYLOSIANS

Phylosians are the S
sentient plant life of the planet
Phylos, in the Merari system.

PHYLOSIAN BIOLOGY

Phylosians are human
average height, with 4 “legs”
and 6 “arms”, a single head
that looks like an inverted pinecone, with two independent
eyestalks. Their planet is totally devoid of animal life, and
Federation biologists have concluded that plant life evolved in
place of animal life.

Phylosians are a long-lived, highly intelligent species of
sentient plant, utilizing approximately seventy percent of their
brain.

Phylosians “speak” through vibrations that can be heard/
sensed only by others of their species. To communicate with
humanoids, they must wear universal translators.

PHYLOSIAN RACIAL PACKAGE
Ability Cost
+3STR B
+| PD |
Fibrous Skin: Damage Resistance (2PD/2ED) 2
Plant: Life Support (Diminished Eating: Only has to eat once |
per week)
Tendrils: Extra Limbs (4 legs, 6 arms) 5
Tendrils: Stretching 1”; Reduced Endurance (0 END; +Y2), 4
Always Direct (-'/4), No Noncombat stretching (-'4), No
Velocity Damage (-4).
Communication: Ultrasonic Hearing, Transmit 5
Eyestalks: 240-degree perception for Sight group 5
Disadvantages
-2 DEX -6
-2” Running -4
Total Cost of Package 16

PHYLOSIAN HOMEWORLD

The Phylosian homeworld Phylos, a planet in the Merari
system. It is a lush vegetation-rich world that has evolved with
no animal life.

PHYLOSIAN SOCIETY AND CULTURE

Phylosians have a strong sense of loyalty and justice.

PHYLOSIAN HISTORY

During the early twenty first century (Terran calendar)
the Phylosians built a vast space fleet with then intention of
pacifying the entire galaxy. Their plans were destroyed when
Earth scientist Stavros Keniclius, an exile of the Eugenics War,
found his way to Phylos. Keniclius accidentally unleashed
a staphylococcus infection upon the entire Phylosian race.
Keniclius eventually found a cure, but not before the Phylosian
population was ravaged almost beyond the point of recovery.
Keniclius originally fled Earth in the hope of raising an army of
‘perfect clones’ to bring peace to the Galaxy. In the Phylosians
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he found a willing ally. Perfecting a technique of cloning and
consciousness transfer, indefinitely extending his own lifespan.
However, Keniclius’ struggle to save the Phylosian race proved
a more difficult task.(Source:“Infinite Vulcan”)

During the latter half of the twenty-third century the
U.S.S. Enterprise, under the command of James T. Kirk,
discovered Phylos. Keniclius's fifth clone captured Commander
Spock and created a clone of him, hoping to use him as the
model for his ‘army of light'. The transfer of consciousness
endangered Spock’s life, however the Spock clone chose to
side with Kirk, and used a mind meld to save Commander
Spock’s life. Kirk eventually managed to convince Keniclius that
his energies would be better directed elsewhere. Keniclius
agreed to work with a Federation science team to seek a
solution to the Phylosian problem. The Spock clone lived for
only a few months, having sacrificed his own longevity to save
Commander Spock. He used his remaining months to help
Keniclius establish the groundwork for the research project,

In 2282, Keniclius Five and Federation science team
successfully repaired the genetic damage the Phylosians had
suffered. On September |3th 2302, the twentieth anniversary
of the successful rejuvenation of the Phylosian race, Phylos was
accepted into the Federation as a full member.

The current Phylosian representative to the federation
council is Agmar. Phylosians serve the Federation at all levels,
and are well known for their medical expertise, and their
excellent dexterity.

PLATONIANS

When their star, Sahndara, exploded millennia ago, 38
individuals fled their doomed world, settling briefly on Earth
during the time of Plato. When the Greek culture faded,
the Platonians moved to another planet, which they called
Platonius.

Here, they accidentally developed powerful psychokinetic
powers from ingesting native food containing kironide, a
rare and powerful
element found in
the native food. The
Platonians remained
unknown to the
rest of the galaxy
for centuries until
their leader, Parmen,
fell ill in 2268 and
summoned the
Enterprise to provide
him with medical care.

PLATONIAN BIOLOGY

Millenia ago the people of Sahndara had their life-span
increased to be virtually immortal (Parmen’s wife was 2300
years old - but looked 30 - when the Enterprise arrived). One
side effect was a weakened immune system, and infections
from cuts or burns can be lethal. The second side-effect was
a greatly reduced reproductive ability, and there have been no
children for ages.

Once they arrived on Platonius and began to eat the
native food, they absorbed Kironide in their system. As the
Kironide metabolized, they became power psychokinetics (with
the exception of the dwarf Alexander).
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PLATONIAN RACIAL PACKAGE

Ability Cost
-2 STR -2
-2 CON 4
+3 INT 3
+3 EGO 6
Eugenics: Life Support (Immortal) 5
Psychokinetic Telekinesis: Telekinesis (20 STR), Fine 110

Manipulation, Reduced Endurance (1/2 END; +1/4), Invisible

Power Effects, Source Only (Fully Invisible; +1/2), BOECV

(Physical Defense applies; +1)

Psychokinetic Mind Control: Mind Control 10dé, Telepathic 30
(+1/4), Reduced Endurance (1/2 END; +1/4) (75 Active Points);

Limited Power Only Control Actions, Not Beliefs (- 1), Stops

Working If Mentalist Is Stunned (-1/2)

Disadvantages

Susceptible to Infections (Infrequently, Greatly) -15
Total Cost of Package 133
Option

Psychological Limitation: Corrupted by Power/Sadistic -15

(Common, Stronﬁ)

PLATONIAN HOMEWORLD

The original homeworld was destroyed millenia ago when
its star, Sahndara, went supernova. The only survivors are the
38 people now inhabiting Platonius.

Platonius is an Earthlike world, slightly smaller and with
a slightly less gravity (.97G). With only 38 people, and little
ambition to be builders, there are no great cities or other
centers beyond Parm