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Introduction

Setting:

“Discovery on Saldana IV” is an adventure
for use with the Star Trek: Role playing Game
by Decipher. It is suitable for a crew of 2-7
players playing a Star Fleet crew following the
events in J.J. Abram's 2009 film Star Trek.
With some modification, this adventure could
be adapted for other crews and other eras.
Narrators will require the use of the Star
Trek: Player’s Guide and Star Trek: Narrator’s
Guide in running this adventure. Pregenerated
characters representing the senior officers of
the U.S.S. Enterprise are available at the end of
the mission. Players may substitute their own
characters with the approval of the Narrator.
The adventure takes place near the
Federation/Klingon border in the year 2259.
Players who wish to take part in this adventure
should read no further.

The Saldana System- a star system of five
planets orbiting a yellow-white dwarf.
Saldana is unstable and has destroyed most of
her worlds. A Federation research outpost has
been established on Saldana IV to catalog and
analyze ruins found there.

Adventure Synopsis

Six months after the adventure depicted in
Star Trek, the new crew of the starship
Enterprise find themselves answering a distress
call from a Federation archaeological outpost
near the Klingon border.
The researchers have discovered an alien
artifact of considerable power- one that has the
potential of changing the balance of power in
the quadrant. Unfortunately, Klingon agents
on the outpost transmitted a copy of their most
recent finding to the Klingon Empire- and longrange sensors indicate a Klingon battle cruiser
headed for their position. The scientists are
taking precautions to safeguard the outpost and
protect the find- but it is only a matter of time
before the Klingons arrive.
Reacting to the danger, the crew of the
Enterprise must make a speed run for the
outpost, navigate the perils there, decipher the
clues left behind by the scientists, and secure
the artifact, before the Klingons can do the
same.
Recommended
Date/Season/Stardate:

2259/ 6 months after ST2009 / SD 2261.4

Sheep and the Shepherd
Action opens in media res with Handout #1The Captain’s Log, Once the Captain has had
the chance to explain their orders to the crew,
the Gamemaster (GM) is advised to brief the
players on the ship’s status and poll each
character for any advance preparations they
plan to make.
The Enterprise is currently running at Warp
2- the fastest the other ships in the convoy can
handle. Ship and crew are performing
admirably- having worked out all of the bugs
left over from the last refit and having “settled
in” and gotten acquainted as shipmates and as
a crew.
Handout #2- Distress Signal should be given
to the Communications Officer, or if the
Communications Officer is an NPC, the GM
should announce the contents of the handout.
If- and only if- the players specifically ask for
data on Saldana IV, they should receive
Handout #3- Saldana Profile.
Attempts to contact the outpost on Saldana
should trigger a Difficult (TN 20) System
Operations (Communications) test. Failure
indicates that there is considerable signal
interference- there’s a lot of subspace noise.
Once communications have been established,
Captain Kirk will find himself speaking with
Administrator Conway, and they may share
one short communications (lasting
approximately one round or six seconds). At
the end of that time, the Communications
Officer must make an additional Challenging
(TN 15) System Operations (Communications)
test. If successful, the captain and the
administrator may continue their conversation
for another round. If not, the signal breaks up
into unrecognizable static. The Science
Officer (in this case, Commander Spock) may
attempt to assist by making a Challenging (TN
15) System Engineering (Communications) test.
A marginal success grants the Communications

a +1 bonus to her test. A complete success
wins a +2 bonus, and an Extraordinary success
grants a +3 bonus, each for two rounds.
Should the Communications Officer suffer
three consecutive failures, then the signal is
too badly degraded to be understood, and no
further communications are possible until
Enterprise is much closer to Saldana IV.
A Routine (TN10) System Operations
(Communications) or Space ScienceAstrophysics test will reveal that the signal
interference is deliberate jamming. A second
test (or an Extraordinary Success on the first)
will confirm that the source of the jamming
signal is very close to Saldana IV. It seems
more than likely that Administrator Conway’s
fears are justified.
If Enterprise alters course without
explanation, Captain Weller of the U.S.S.
Revere will contact Captain Kirk demanding to
know what he’s doing- Revere missed the
signal. In any event, Weller will be very
unhappy with the idea of Enterprise leaving her
assigned station on what might very well be a
wild goose chase. He will remind Kirk that
Starfleet Intelligence has credible evidence
placing Orion raiders close to the convoy’s
route. If the Orions attack, Enterprise's
firepower might mean the difference between
life and death for the ships in the convoy. If
pressed, however, Weller will be forced to
admit that he can call on the U.S.S. Retributor
for assistance- though he will grumble that
she’s “the smallest ship in the Fleet.”
At best speed, it will take Enterprise eighteen
hours to reach Saldana IV, and they can
attempt to contact the colony again in nine.
If the Captain wishes to push the engines
past Warp Four, Enterprise might be able cut
her travel time down to fifteen hours. Doing
so is risky- it requires the engineer (Lieutenant
Commander Scott) to make a Difficult (TN 20)
Propulsion Engineering (Warp Drive) test at the
beginning of Enterprise’s speed run, and again
every five hours of travel. Scott should receive
a +6 bonus to these tests based upon the
inherent soundness of the Enterprise’s engines.
If the engineer fails his test, the warp drive has
failed and the ship must slow to sublight to
make repairs. The repairs require an extended
TN 20 Propulsion Engineering (Warp Drive)

test, with each roll accounting for 1/2 hour of
time.
It is also possible that the Helmsman and
Navigator (Lieutenant Sulu and Ensign Chekov)
might plot an extremely accurate “speed
course”. If the navigator has the "Surfing
Space-Time" professional ability, he can
attempt to plot a very precise course to
minimize travel time. This requires a Difficult
(TN 20) Space Science (Astrogation) test. Sulu
may help by making the same test, but at TN
15. If Sulu succeeds, he gives Chekov a +1
bonus to his Astrogation test. If Sulu enjoys a
Complete Success, the bonus is +2, and +3 for
an Extraordinary success. Commander Spock
might also join in this effort, providing
additional bonuses under the same conditions.
If Chekov is successful, Enterprise arrives at
Saldana IV in fifteen hours- just as though she
had been traveling at maximum emergency
speed (without actually straining the engines).
If the engines are pushed to maximum
emergency speed and the navigator
successfully attempts to surf space-time,
Enterprise will arrive at Saldana IV in twelve
hours, and setting a Starfleet speed record (and
granting each of the participating officers an
automatic +1 Renown bonus).
Should Enterprise attempt to contact Saldana
IV beginning at the nine hour mark, there is no
answer to her call- but neither is the signal
being jammed.

Arrival
When Enterprise arrives in the Saldana
system, she is alone. The system’s star is
clearly unstable, with prominent flare activity
and random radiation pulses- though a Routine
(TN10) Space Science (Astrophysics) test will
confirm that these should pose no threat and
should not hinder the mission.
Unless otherwise occupied, the Science
Officer should begin scanning for other vessels
in the area as soon as Enterprise slows to
sublight, making a series of Routine (TN 10)
System Operations (Sensors) tests. On an
Extraordinary Success (a total of 21 or better),
the sensors will detect a small patch of debris
clinging to one of the asteroids obscuring
Saldana IV. A Routine (TN 10) Structural
Engineering (Spaceframes) or Knowledge-

Culture (Klingon) test will confirm that the

debris is Klingon, but that there is insufficient
mass to be an entire vessel. A starship was
damaged here- but did not die here.

Approaching the planet will be difficult.
Two of the planets in the Saldana system were
destroyed in an ancient cataclysm- and the
debris field now extends deep into the orbit of
Planet Four- making any approach to the
planet tricky, at best. The asteroids also
complicate direct sensor scans (increasing the
Target Number by one full category) and block
transporter beams entirely.
In order to approach the planet, the
Helmsman (Lieutenant Sulu) must make a
series of Challenging (TN 15) System
Operation (Helm) tests. Ensign Chekov may
assist in these maneuvers by making a Routine
(TN 10) Space Science (Astrogation) test to
help plot a safe course between the orbiting
rocks. If Chekov succeeds, Sulu gains a +1
bonus to his Helm test. If Chekov enjoys a
Complete Success, the bonus is +2, and +3 for
an Extraordinary success. If Sulu fails his
Helm test, Enterprise brushes an asteroid,
suffering one d6 damage and reducing the
shields by 30% per degree of failure (1d6 for a
Failure, 2d6 for a Complete failure, and 3d6
for a Disastrous failure). If Sulu can make a
Difficult (TN 20) Quickness test, he may halve
any damage Enterprise suffers from the
collision. After the third test (pass or fail),
Enterprise reaches the null zone proximate to
Saldana IV.
Whether Enterprise begins hailing at the edge
of the system or waits until she is in close
orbit, there is no answer to her hail.
One further note: particularly cautious
players might decide to leave Enterprise
outside the asteroid field and proceed to the
planet by shuttle craft This is a bad idea on a
number of levels- not the least of which being
that a shuttle craft will not be able to deal with
the Klingon battle cruiser that might be hiding
in close orbit. Leaving Enterprise outside the
asteroid field also means that the characters
will be on their own once they reach the
surface and calling for additional equipment or
personnel will require extra time. Despite the
risk, the safest course of action is to take

Enterprise into orbit where she can do the most

good.
If, despite these factors, the crew decides to
leave Enterprise outside the field and head in
by shuttle, the GM should reduce the TN of
the Helm tests by one full degree, but should
also take very specific note of who and what
the characters are taking to the surface.

Close Orbit
Once through the asteroid field, Enterprise
should confirm that there is no Klingon battle
cruiser waiting on the other side. A Routine
(TN10) System Operations (Sensors) test will
confirm the presence of a faint ion trail in
orbit- somewhere between nine and and
twenty hours old. There is no other indication
of a vessel in orbit.
Having confirmed that she is alone in orbit,
Enterprise can turn her attention to the planet
orbiting peacefully beneath her. The crew is
receiving the station’s locater beacon loud and
clear, but there is still no answer to hails
There and Back Again

Particularly cautious characters might
decide to split their forces at this point,
taking Enterprise back out through the
asteroid field to confirm that the Klingon
vessel has indeed left, while sending a
preliminary party ashore to begin their
investigation. They should be permitted to
do this if they desire, but they must make the
same difficult passage outlined above each
time hey enter or leave close orbit. Further,
the Klingon ion trail will fade out just the
other side of the asteroid field- leaving no
clue as to her present whereabouts.

A Routine (TN10) System Operations
(Sensors) test will earn the Science Officer

Handout #4- Saldana Scan. Analysis of the
sensor data is up to the players, but a synopsis
is provided for the GM. There are no unusual
radiation signatures, signs of cataclysm, or
outward signs of trouble on Saldana IV.
Neither are there any clear life form readingsonly signs that might be people- but could just
as easily be animals or even sensor ghosts.
Several low-level power sources- consistent
with the station’s fusion generator and a

number of pieces of power equipment can be
detected- but there is no other sign of
habitation.

nature- each shot taken was fired away from
the Admin building.

Beam In

A search of the compound will take about an
hour, and will reveal three of the expected six
researchers, a large, dark scorch mark and
melted canteen, and other, less obvious signs
of a firefight. DNA taken from the canteen can
be matched to a fourth (missing) researcher
with a Challenging (15) Medicine or Life
Sciences (Genetics) test.
Each of the dead scientists was shot with an
energy weapon, and those who make a Simple
(TN 5) Tactics or Ranged Combat- Energy
Weapons test (the latter using the Intellect
rather than Dexterity bonus) will recognize the
weapon used as a Klingon disruptor.
A small hill two kilometers south south west
of the main encampment shows signs of a lot
of earth being moved recently. A small utility
vehicle with a bulldozer attachment has shifted
a considerable mound of dirt up against a
small hillock, exposing an ancient cobblestone
courtyard. The vehicle was left parked near
the berm with its motor running, and is now
drained. Characters who make a Routine (TN
10) Observe (Spot) test will note that the work
was apparently done quickly and with little
regard for whatever was unearthed- several
deep gouges have been scraped into the
cobblestones. A number of the stones and
small artifacts- including a shattered china cuphave been destroyed outright by the bulldozer.
A Simple (TN 5) Social Science (Archeology)
test- or Routine (TN 10) Science test of any
kind will confirm that such work violates the
most basic precepts of archaeological research.
Such carelessness is considered unforgivably
sloppy and risks- as shown- the destruction of
priceless and irreplaceable artifacts.
The Admin Building is superficially intact,
but has been fairly thoroughly ransacked and
the computer core accessed. A Simple (TN 5)
Computer Use (Retrieve Data) test will reveal
that the core has been wiped, but with a little
time and effort, it might be possible to
reconstruct the data.
Taped to the desk of the administrator’s desk
is a handwritten note “signed” by James Kirk
with the following couplet:

Enterprise can transport up to six people at a
time, so the crew will wish to decide carefully
who’s going in the initial party and what
equipment they’re taking. The standard
landing party usually consists of a science
officer, a medical officer, one or two security
types, and a number of technical specialists
(depending upon the nature of the mission).
Kirk’s preferred party team is himself,
Commander Spock, Doctor McCoy, a security
man, and other specialists, as needed.
Landing parties are usually fitted out with one
phaser and communicator per person, a
medical kit for the doctor, tricorder for the
science officer, and other tools as needed by
any specialists or engineers going along.
Should the players go overboard in selecting
equipment, the GM should remind them that
there is a fully equipped science station on the
surface, and that they’ll have to tote around all
the gear that they’re carrying. More to the
point, Star Trek is about the human experience
rather than collecting every technological toy
that the players can amass.
Unless the heroes designate another
location, the transporter sets the landing party
down in a small clearing adjacent to the main
encampment. The atmosphere is dry, sandy,
and sooty, and loose sand crunches beneath
the heroes boots as they move around. The
wind makes a low moan as it whistles through
the ruined buildings and piles of fallen stoneand carries with it the scent of something
burning in the distance. Vegetation in the
encampment is sparse- mostly consisting of
stringy, hardy brown grass small, tumble-weed
like shrubs. Interspersed among the ancient
ruins, and visible from the beam-in point are a
large, prefabricated Admin building, a pre-fab
tool shed, and several tents. A number of
small one- or two-man utility vehicles are also
on hand. A Routine (TN 10) Observe (Spot) test
reveals that several of the columns are pitted
and burned by recent phaser blasts. A
Challenging (TN 15) Tactics test will show that
the weapon’s fire appears to be defensive in

The Encampment

If sailor tales and sailor tunes,
Storm and adventure, heat and cold,
If schooners, islands, and maroons,
And buccaneers and buried gold,
And all the old romance retold,
Exactly in the ancient way,
Can please as me they pleased of old
The wiser youngsters of today,
So be it!

The senior officer present should receive
Handout #5- Note From Kirk. The quote is
from Robert Louis Stevenson’s novel Treasure
Island- a novel Kirk has read and enjoyed
many times, but the handwriting is not Kirk’s,
nor could he have placed it here.
A second small hill- this one about a half
kilometer due east of the encampment- is the
most interesting. The hill is about twenty or
twenty- five feet on a side and almost that tall,
and is covered with sand, slate, and sparse
vegetation. The upper corners of a pair of
doors- apparently sealed and intact- are just
visible on the east side, and A portable
forcefield generator and independent power
supply have been set up to protect the hill.
Characters who make a Routine (TN 10)
Tactics test will understand that once the
forcefield was activated, the researchers
wouldn’t have the means to turn it off. It
would remain on until destroyed, the fusion
generator failed, or until more competent
technical help arrived to aid in breaching the
forcefield. The Klingons apparently attempted
to do just that, based on the scattering of gear
and spent energy packs left behind.

Bypassing the Forcefield
Shorting out or bypassing the forcefield can
be accomplished in a number of ways. Doing
so in a fashion that does not damage the
structure beneath narrows the options
somewhat. A brute force approach would be
attempting to overload the shields with either
shipboard or hand-held weapons fire. This
method requires a Difficult (TN 20) RangedCombat Energy Weapons (Phaser) test. The
test will take five minutes of sustained
weapons fire (once the equipment is in place)
and any degree of success will bring down.
Any degree of failure, however, will damage
the structure underneath (how badly is up to

the GM) and a Disastrous failure will cause an
explosion which destroys the structure entirely.
A more subtle approach would involve tuning
a hand phaser to the specific frequency of the
shield in order to bring it down. This requires
a tricorder and a Difficult (TN 20) System
Engineering (Shields) test, and will take five
minutes per test and will only damage the
structure on a Catastrophic failure. A final
option would be to set up another shield
generator and tuning it to cancel out the field.
This will require twenty minutes of transport
and set up time, but requires only a Routine
(TN 10) System Engineering (Shields) test and
runs no risk of damaging the structure.
Once the shield is down, the crew can begin
analyzing the structure itself. As noted earlier,
the mound is composed of a thick layer of
sand and slate. The doors are buried almost
to their top most edges by an undisturbed later
of built up detritus and sand. Anyone make a
Simple (TN 5) Investigate or Social Science
(Archeology) test will note that this site hasn’t
been disturbed in at least a millennium.
Opening the tomb will require a bit of brute
force (especially if the players are in a hurry),
and once inside, they will discovery a
mausoleum filled with dust and a few bone
fragments. Whatever secrets this chamber
held have long-since been lost to time and
decay.

Reconstructing the Database
Luckily for the crew of the Enterprise, the
computer cores were erased, rather than
physically damaged- meaning a competent
operator might recover part or all of the lost
data. Recovering the data requires a tricorder,
a familiarity with Federation computer
technology, and unfettered access to the
station’s main computer. The actual recovery
work is an Extended (TN 150) Computer Use
(Retrieve Data) test, with each roll accounting
for one-half hour of work. Once the
reconstruction total has reached 50, heroes
attempting to decipher the runes over the foyer
entryway should receive Handout #7Entryway Partial Decrypt.

Unearthing the Foyer
Assuming the crew has figured out the
scattered clues left behind, they will focus their
efforts on the hastily constructed berm.
Scanning with a tricorder (a System Operation
(Sensors) or Planetary Sciences (Geology) test)
will indicate a buried structure beneath the
berm. In order to actually see what the
researchers were desperate to conceal,
however, the heroes will need to clear the
entryway of dirt and debris. They might do
this manually (with shovels) taking four hours
or more. The “bulldozer” can do the same
job in as little as a half hour- but the power
cell has been drained and will take up to six
hours to fully recharge. Engineer Scott (or
anyone else with the appropriate skills) can
attempt to “force” the power cell, and
complete the charging faster by making a
Challenging (TN 15) Systems Engineering- EPS)
test. A Complete Success charges the power
cell in four hours, a Superior success charges it
in two, and an Extraordinary Success
completes the charge in only one hour.
Once the doorway has been cleared, the
heroes find themselves standing in front of a
large chamber barred with thick stone doors
covered in alien calligraphy. Characters
wishing to analyze the calligraphy should
receive Handout #6- Entryway Runes.
A Challenging (TN 15) Strength test is
needed to open the doors (they swing
inwards), but every person pushing
simultaneously adds his full roll to the total.
Contrary to what the players might expect,
the air coming out of the chamber is fresh and
clean- it is neither musty nor stale- which is
what one would expect from a sealed
chamber.
A further surprise is the two bodies crumpled
in the foyer.

The Survivor
Of the two bodies discovered in the foyer,
only one is still breathing. The dead man is
Administrator Conway, the other is listed as
Marcus Willowby- one of the teams technical
support people. Willowby is critically injured
and needs Doctor McCoy’s ministrations
immediately. Stabilizing Willowby enough to

beam back to the Enterprise requires a
Challenging (TN 15) First Aid or Medicine
(Combat Trauma) test. On an Extraordinary
success on this test, Willowby will briefly
regain consciousness, and be able to answer a
question or two before gasping out,
“Enterprise? No!” before lapsing back into
unconsciousness. Should McCoy suffer a
Complete failure, Willowby goes into cardiac
arrest and will die unless McCoy makes a
Difficult (TN 20) Medicine test. On a
Disastrous failure, Willowby goes into arrest
and dies despite McCoy’s best efforts.
Those who make a Simple (TN 5) Observe
(Spot) test will notice that there is something
unusual about Willowby’s wounds. A Simple
(TN 5) Tactics or Ranged Combat- Energy
Weapons test (the latter using the Intellect
rather than Dexterity bonus) will recognize
that, unlike his fellows, Willowby was shot
with a phaser rather than a disruptor.
Once aboard the Enterprise, Willowby will
need emergency surgery- an Extended (TN 50)
Medicine (Surgery) test to be properly
stabilized and begin healing. Each test will
account for ten minutes of surgery. Once the
surgery is completed, he will need at least four
hours of rest before he can be woken safely
and questioned.

Into The Temple
Approximately two hundred meters south
and downslope from the entryway, the heroes
discover a large, apparently natural cavern. A
central pillar/platform rises out of a black,
bottomless pit and is linked to the rest of the
cavern by a pair of wide, rail-less, natural
stone bridges. At the center of the
pillar/platform is a short stone pedestal capped
by a gloving blue crystal the size of a
cantaloupe. Six large, equally spaced stone
chairs or thrones surround the pedestal.
Empathic or telepathic characters (those
actively using those abilities) will find that
something in the chamber’s construction or
configuration serves to dampen telepathic
“noise”, inspiring clarity of thought and
granting a +1 to all Psionic tests made within
the chamber. Such characters will also sense
that the crystal serves to focus and amplify
psionic energy.

Scans of the crystal (TN 10 Physical Science
(Chemistry) tests will reveal a previously

unknown carbon crystal matrix similar to
diamond and with a specific mass greater than
can be accounted for by the crystal alone.
The crystal is apparently natural and wholethere are no detectable seams nor any
indication that the crystal is hollow. The same
test will reveal that despite any apparent
external stimuli or input, the crystal is emitting
both heat and light and has a small, but
distinct magnetic field. A Routine (TN 10)
Space Science (Astrophysics) will also reveal
that the crustal is also emitting minute, but
measurable subspace distortions as well.

Waking the Captive
There is a considerable amount of
circumstantial evidence to implicate Mr.
Willowby, but unfortunately, it remains
circumstantial. Should the characters wish to
interrogate Willowby, Doctor McCoy should
make a Routine (TN 10) Medicine test- which
will reveal that Willowby’s condition to too
precarious to risk truth forms or other forms of
chemical coercion. It is possible that Spock
might try to mind-meld with him, but this
would be a breach of Vulcan ethics, which
strictly prohibits forced melds. Further, if it
should be discovered that Willowby is
innocent, then Spock will have violated the
mind of an innocent man. Nonetheless, if
Spock wishes to make the attempt, he must
make a Challenging (TN 15) Mind Meld test to
find the answers they seek.
It’s possible that the heroes might devise
other methods of ferreting out the information
they need to succeed. With a Challenging
(TN 15) Medicine test, McCoy can leave his
patient slightly confused from the sedationWillowby would behave as though extremely
drunk, granting his interrogators a +5 to all test
results. Whatever method of questioning the
heroes devise, they should be resolved using
Influence (Intimidate or Fast Talk), Inquiry
(Interrogate) or Negotiate tests with a base
difficulty of 15.
Under no circumstances should the
characters resort to physical violence or torture
to get the information they seek.

Ultimately, the facts are thus: Willowby has
been in the employ of the Klingon Empire for
the last five years, and was recruited when it
looked like he might be posted to a major
Starfleet repair center. When he was posted
instead to Saldana IV, the Klingons essentially
forgot him. As his tour of duty at Saldana IV
was drawing to a close, Willowby would be
returning to the Federation and be forced to
deal with massive debts that he had been
hiding from. The discovery of the crystal
seemed like a chance to make some quick
credits and start out fresh- he had no idea the
Klingons would massacre the entire outpost.
When Willowby found out that Enterprise was
on her way, he panicked and attempted to
erase the communications logs, but
Administrator Conway caught him and took
him prisoner. Conway ordered both of them
sealed into the vault to ensure that Willowby
couldn’t betray them any further and as a lastditch defense of the crystal. Willowby
discovered a mining implement that had been
left in the cavern by mistake and turned it on
Conway in an attempt to escape. The last thing
he remembers before waking up (either in the
cave or in Sickbay) was Conway pointing the
phaser at him and pulling the trigger.

Touching Infinity
If a character with psionic abilities attempts
to interface with the crystal, he will be able to
do so- breaking off the contact is liable to be
far more problematic. As soon as contact is
achieved, the character (and any other psions
on the area) will be overwhelmed with a flood
of mental images- different times, different
places, different people and choices. The
effect is similar to the time stream from the
Guardian of Forever, but far more intimate and
personal- after all, the Guardian merely
displayed images, it didn’t pump them straight
into your mind).
One of those images is of a group of robed,
humanoid adepts using the crystal. A look of
shock, dismay, and surprise crosses their faces,
and a energy wave of some sort lashes out of
the crystal, striking them down. The view
expands beyond the temple as the wave
expands like a ripple in a pond, striking down
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sufferiing from the after effects of exposure to
the crrystal. The K
Klingons won’t be satisfieed
of the chamb
beruntil tthey possess the secrets o
that m
means this is essentially a fight to the
death unless they gain possesssion of the
crystaal. Should th
hat happen, the Klingonss will
signal their starshiip and attempt to withdraaw
with i t.
Thee battle in orrbit is less lopsidedEnterpprise is a mattch for the K
Klingon cruiseer,
and d espite getting in the first shot, the
Klingo
ons are moree intent on preventing
Enterpprise from assisting her laanding party than
in desstroying her. Not that theey wouldn’t
mind,, of course…
…

Resoolution
Reso
olving this adventure willl depend larrgely
upon the choices the characteers make. Ideeally,
they sshould drive the Klingonss off and retaain
contro
ol of the crysstal with a m
minimum num
mber
of cassualties. Thee worst possible outcomee, of
coursee, is the loss of the crystaal, death of tthe
landin
ng party, and
d destruction of the
Enterpprise. There aare slightly leess disastrou
us
outco mes between
n those two extremes.
A No
ote About Ph
hasers

Although therre are only co
osmetic
diffferences in m
most of the perrsonal
eq
quipment betw
ween the Classsic era and
Reeboot era Star Trek, hand ph
hasers are a
no
otable difference. In Abram
m's reim
magining, the T
Type II phaser pistol (shown
n
beelow) has onlyy two settings: Stun, and Kill,
eq
quivalent to the 3 and 7 pow
wer settings in
n
Cl assic Trek.

Rennown Awaards

Damage
D
Stun
n: 1+ Unconsscious for 1d6
6X 10 min.
Kill: 5d6+16
ards:
Rewa

Experience Points and Renown
n Points are to
t
d (except wh
here indicated
d otherwise)
be totaled
and divid
ded equally among
a
the PC
Cs. The
minimum
m Renown aw
ward (before any penaltiees)
is +1.

Experien
nce Awarrds
n the Saldana crystal:
PCs retain
1000 exp. points
PCs resto
ore the archiv
ves from the Saldana
comp
puter:
p
500 exp. points
PCs decip
pher the rune
es:
200 exxp. points
PCs defea
at the Ev’rakt
kt (either destroying or
drivin
ng the Klingo
on vessel aw
way):
250 exp. points
p
PCs captu
ure the Ev’ra
akt (in additio
on
to the
e reward abo
ove):
p
250 exp. points
PCs arrive
e at Saldana in less than 15 hours
p
100 exp. points
ctural damagge
Per ten points of struc
suffered by Enterp
prise:
-50 exp. points

PCs reetain the Sald
dana crystal::
Renown +7
PCs reestore the arcchives from tthe Saldana
com
mputer:
Renown +1
PCs d ecipher the runes:
Reenown +1
PCs d efeat the Ev’rakt (either
deestroying or d
driving the K
Klingon vesseel
aw
way):
Renown +1
PCs c apture the Evv’rakt (in add
dition
to
o the reward
d above):
Reenown +1
Per teen points of sstructural dam
mage
su
uffered by En
nterprise:
Renown -1
Per seenior officer killed
Renown –2
Per N PC killed
Renown -1
onal Renown Results (perr Officer):
Optio
-6 or less
Offficer is courtt-martialed,
In
nfamy Flaw p
possible (GM
M’s
discretion)).
Inq
quiry by Starrfleet
-3 to – 5
Command
d, possible
reprimand
d.
0 or – 2
Naasty messagee from Starfleeet
Co
ommand
1
Accknowledgmeent from
Staarfleet Comm
mand, next
asssignment.
2 to 4
Accknowledgmeent from
Staarfleet Comm
mand, well
done.
5 or b
better
Co
ommendation
n from Starfleeet
Command
d ( Commend
dation 1
ed
dge).

(Non
n-Playe
er Char
racter
rs)

Im
mperial Klin
ngon Cruiseer Ev'Rakt
Impe
erial Klingon
n Cruiser Evv'Rakt
Production Data

Orig
gin: Klingon Em
mpire
Class and Type: K'T
T’inga Class Heavy
Cruiser
Yea
Size: 6
ar Launched: 2267
2

Hull Data
D

Struc
cture: 40 Leng
gth: 390 m Crew: 347
Atmo
ospheric Capab
ble: No

Opera
ational Data

Transporters: 3 stan
ndard, 3 emergeency
go Units: 60
Carg
Shutttlebay: 1 AD
Shutttlecraft: 6 size worth
Tracttor Beams: 1 FV
V, 1ad
Sepa
aration System: Emergency onlly
Cloa
aking Device: Class
C
2 (18)
m: Class 2 (+2/C
C)
Sensor System
Ope
erations System:: Class 3 (D)
Life Support: Class
C
3 (D)

Propu
ulsion Data

Impu
ulse System: K-HEU-4 (0.6c) (C
C)
Warp System: STN--5 (warp 3/4) (B
B)

Tactical Data

Phasser Banks KG
GDM-4 (x3/B)
Penetration: 4 / 4 / 4 / 0 / 0
Deflector Shields
KPFF-2aa (B)
Protection/T
Threshold: 13 / 2

Misce
ellaneous

Pho
oton Torpedoes K
KP-5 (x2/B)
Penetratio
on: 3 / 3 / 3 / 3 / 3

Man
neuver Modifiers + 1 C, + 0 H,
H + 3 T Traitts

Battle testted

Koros, son of Moktahn- Captain, Imperial Klingon
K
Cruiser Ev'rakt.

A com
mpetent warriorr with an eye on
n
post with th
he High Commaand, Koros tookk command of the Ev'Rakt by defeating the p
previous
commander in single comb
bat. Koros is eaager to do battlee with the Fedeeration- both to remove a
stumbling block to the Emp
pire's expansion
n, but also to acccumulate acco
olades and prop
pel himself and
o greatness.
his House to
Koros and the Ev'Rakt weere on routine patrol
p
along thee Federation border when theyy intercepted a
oros and his meen are determin
ned to either
signal from a Klingon agent alerting them to the find. Ko
seize the priize for the Empire or destroy itt.
Age 35 Species: Klingon Gender: Maale Eyes: Brow
wn Hair: Blacck
own: 18
Courage: 3
Advanceements: 11 Reno
Agl 7 (+0)*
Int 9 (+1)
Vit 10
0 (+2) Prs 10
P
Per 9 (+1)
Str 10 (+2)
0 (+2)*

Quicknesss +2

3,

Savvy +2
2

Stam
mina +2

W
Willpower +2**

Defense: 7

Skills: Arme
ed Combat (Trad
ditional Klingon
n Weapons) 6, Enterprise-Adm
ministration 4, C
Culture (Klingon
n)

Hiistory (Klingon 3)
3 Specific Worrld (Quo'nos) 3,, Language- Kliingon 3, Languaage- Federation
n
Standard 3, Computer Use (Retrieve) 4, In
nquire 3, Influennce (intimidate)
e) 3, Law (Intersstellar) 3,
S
Operatio
ons (Commandd, Tactical) 6, Ra
Ranged Combat (Disruptor
Persuade (Prropaganda) 3, System
Pistol) 5, Taactics (Romulan
n, Federation) 5,
5 Repairs 3, Sys
ystem Engineerinng (Tactical) 4, Unarmed
Combat (Mo
ok’bara) 3
Professional Abilities: Starship Duty, Starsship Tactics, Co
ommand, Fighting Captain
Species Abilities: High Paiin Threshold, Brak’lul, Ferocityy, Honor
Edges/ Flaws: Command 2,
2 Promotion 5

Klinggon Soldier:: a warrior hannd-picked by Kadur for his loyalty, feroccity, and aggreessiveness.

Str 8 (+1)*
Agl 10
0 (+2)* Int 5 (+0) Vit 9 (+1)
Prs 6 (+0) Per 7 (+
+0)
Quickness +2 Savvy +0
+
Sttamina +3 W
Willpower +1 Defense: 9
Skills: Athlletics (Climbin
ng) +2, Armed
d Combat (Klinngon Traditionnal Weapons) +4, Observe

(Spot) +2, Ranged Combat- Energy Weapons (Disruptor Rifle) +4, Stealth +3,
Survival +2, Tactics +2, Unarmed Combat (Mok'bara) +3

Professional Abilities: Battle Hardened
Species Abilities: Brak’lul, High Pain Threshold, Honor, Ferocity, Klingon Traditional
Weapons
Edges/ Flaws: Dodge, Blood lust

Handouts:
Handout #1: Captain's Log
Captain's Log: Stardate 2261.4:

" USS Enterprise on patrol, escorting a Tellarite relief convoy headed for the Vulcan
colony on Tau Ceti VI.
Ship and crew are serving admirably, though a not-so friendly rivalry has sprung
up with the other escort vessel- the scout ship U.S.S. Revere. Captain Weller has
expressed his dissatisfaction with the operation of the convoy on several occasions,
and has issued several blistering critiques to a pair of freighter captains who failed
to exercise proper station keeping.
Per Starfleet orders, I am in nominal command of the convoy, but Captain
Weller is, in fact, the senior officer present and has the potential to create trouble if
rubbed the wrong way.
Starfleet Intelligence has stated that it has credible reports indicating the presence
of at least three Orion marauders operating in this area, and subsequently
dispatched the U.S.S. Retributor to patrol the area and assist as necessary.
Enterprise is proceeding on course at Warp Factor 2, ETA to Tau Ceti VI 12 hrs."

Handout #2: Distress Signal

The Enterprise is currently receiving the following message on Subspace Channel 98.8.
It is flagged Code 4- Planetary Distress.

“This is Administrator Conway of the Federation Research Outpost on Saldana IV.
Four days ago, my team and I discovered a powerful alien artifact like nothing
we've seen before. It requires further analysis, but our preliminary analysis suggests
that this artifact might alter the balance of power in the sector.
This morning, I discovered what appeared to be an encrypted signal originating
from the surface of Saldana IV, and directed toward the Klingon Empire. Our long
range sensors indicate what appears to be a Klingon battle cruiser headed directly
for us. My crew and I are taking precautions to safeguard the outpost and protect
the find- but it is only a matter of time before the Klingons arrive. We request
assistance from any available Federation starship...”

Handout #3: Saldana Profile
Affiliation:
Class:
Year Colonized:
Population:
Local Day:
Orbital Period:

Saldana IV
United Federation of Planets
M
2252
7
23.3 hrs
252.7 days

Saldana is a “failed” binary system of five planets orbiting an unstable Type F2-V primary (a
yellow-white dwarf star slightly brighter than Sol). Saldana I is Class F, with lakes of molten lead on
it's surface. Little is known about planets 2 and 3. as they have been long-since shattered into
asteroid belts., with sections of the debris field extending into the orbit of Saldana IV.
Saldana IV is home to a Federation research outpost established to investigate evidence of an
alien civilization which once existed on that planet approximately 20,000 years ago. Initial analysis
of the ruins suggest possible Fabrini or even Iconian origins- though there are significant differences.
The outpost was established in 2252 by the U.S.S. Truman and has received periodic visits from
supply vessels and passing starships- averaging a visit every eight months.
Saldana V is a Class J superjovian (a gas world such as Jupiter, but many times larger). Sensor data
and heavy metal contamination in the upper atmosphere indicate that Saldana V has undergone at
least three failed ignition sequences within the last 20,000 years (possibly ignited by extraordinary
solar flares from the unstable primary, but unsustainable due to insufficient mass).
Starfleet Advisories:
Warning: Debris fields intruding into the orbit of Saldana IV pose a significant hazard to
navigation. Starships are advised to approach Saldana IV with extreme caution.
Warning: The Saldana System lies approximately twelve hours from the Klingon border. Federation
and Starfleet starship personnel are advised to consider Klingon incursion (and thus,
hostilities) in and around the Saldana System as likely.

Research Staff, Saldana IV Outpost

Position
Administrator
Lead Archaeologist
Second Archaeologist
Lead Xenopaleontologist
Lead Engineer
Technician

Name
Richard Conway
K'Murr
Peth
Dana Kavic
William Goldwyn
Marcus Willowby

Species
Human
Human
Vulcan
Centauran
Human
Human

Han
ndout #4- Saldaana Scaan/Admin Building.

Salda
ana IV Adm
min Building

Handout #5: Note From Kirk
If sailor tales and sailor tunes,
Storm and adventure, heat and cold,
If schooners, islands, and maroons,
And buccaneers and buried gold,
And all the old romance retold,
Exactly in the ancient way,
Can please as me they pleased of old
The wiser youngsters of today,
So be it!
James Kirk

Han
ndout #6: Entryyway Ru
unes
Han
ndout #7: Entryyway Ru
unes- Paartial Deecrypt

Han
ndout #8 Temp
ple Runees

US
SS Enter
E
rprise
e
NCC-170
01

“...to boldly go wh
here no man has
h gone beforre.”
Constitutio
on Class Starship
Produ
uction Data
Orig
gin: United Fe
ederation of Planets
P
Classs and Type : Constitution Class
C
Heavy
Cruiser
Year Launched: 2258
2
Hull Data
D
Size
e: 6, 28 deckss
Length: 304m
m
Stru
ucture: 40
Crew: 435
Atmosphericc Capable: No
Carg
go Capacity: 70
7
o
Opera
ational Data
Sensor Systems
Operatio
ons Systems
Class 4 (E))
Class 3 (+3/D)
Life Support
Class 4 (E)
Shuttles: 6 size worth
Trac
Shuttle b
ctor Beams:
1 fd, 1aav
bays: 1a
Tran
nsporters: 6 ea
a, personnel, cargo, emergeency
Propu
ulsion Data
Imp
pulse Engines: RSM (.75c)) (D)
p 3 / 4) (D)
Warp Dr ive: LN-60 Mod 3 (Warp
Tactical
Phaser Banks:RIM-1
12c (Type V) (x6/C)
(
Photon Torpedoes Mk 6 DF (xx2/C)
Penetration
n5/5/4/0/0
Penetrati on:4 / 4 / 4 / 4 / 4
Deflec
ctor Shields PFF-2a (B)
Protection//Threshold: 13
1 /3
Misce
ellaneous
Traits: Prototype System: (+1 Misssile)
Man
neuver Modifiiers +2 C, +0
+ H, +3 T
The
e newest starsh
hip in the Fleeet in 2258, En
nterprise hadn''t even been cchristened when she was
dispattched to assistt during the Vu
ulcan Crisis. Like the rest o
of the Farragut
ut Task Force, Enterprise fell
into a Romulan trap
p, but unlike her
h sister vessels, managed to survive thee attack and w
was later
instrumental in the defense of Eaarth and the deestruction of t he renegade vvessel Naradaa.
Following an exte
ensive refit an
nd formal com
mmissioning ceeremony, Enteerprise was assigned a five
year mission
m
under Captain Jamees Kirk.
USS Enterpr
E
rise Se
enior S
Staff

Posiition
Comm
manding Officer
Execu
utive/Science
e Officer
Chieff Engineer
Helm
m Officer
Navig
gator
Comm
munications Officer
Chieff Medical Offficer

Name
James T. Kirk
Spock
Montgomerry Scott
Hikaru Sulu
u
Pavel Chekkov
Nyota Uhura
Dr. Leonard
d McCoy

SSpecies
H
Human
V
Vulcan
H
Human
Human
H
H
Human
H
Human
H
Human

Rank

Captain
Command
der
Lt. Comm
mander
Lieutenan
nt
Ensign
Lieutenan
nt, JG
Lt. Comm
mander

A note about the crew of the Enterprise:
E
The characters as presented in this adventture were creaated using the Star Trek Chaaracter
Builder v3.5, then tweaked and modified acccording to thee author's und
derstanding off the rules
and the optimal “fit”
“
of the chaaracters as preesented on-scrreen. Rather than the highly
experienced, larg
ger-than-life veersions of thesse famous offi cers presented
d in other works, these
statss are intended
d to reflect thee young, raw, and unrefined
d talent presen
nt aboard the Enterprise at
th
he end of the 2009
2
movie

Starrfleet Offfice of Personn
nel Managemen
nt
mand
Starfleeet Comm
Age:
es
Specie
Home
eworld:
Gende
er:
Hair:
Eyes:

26
6
Hu
uman
Iow
wa, Earth
Ma
ale
Blo
ond
Ha
azel

James Tiberius
T
Kirk

Rank:
Ca
aptain
Current Assignmentt:
Co
ommanding Officer,
O
U.S.S. Enterprise NC
CC-1701
Profile
e/History:

The current comma
anding officer of
o the U.S.S. Entterprise is the yyoungest captain in Starfleet hiistory- quite an
vement, conside
ering his troubleed past and turb
bulent backgrou
achiev
und.
Nam
med for his grandfathers, Jamess Tiberius Kirk iss the only son o
of Lieutenant G
George Kirk, thee tactical officerr
and fin
nal captain of th
he U.S.S. Kelvin, destroyed in an unprovoked
d attack in 2233
3. George Kirk spent twelve
minute
es in command of the Kelvin, and
a sacrificed himself
h
and his ship to save m
more than 800 lives- including
those of
o his wife and infant son.
Deprived of his fath
her and the stro
ong, disciplined role model he represented, Jim Kirk grew up
p aimless and
d a fairly extensive record for criminal misch ief and destructtion of private p
property.
rebellious, and earned
nvolved in a braawl with severaal Starfleet perso
onnel outside th
he
Shorrtly before Kirk enlisted in Starfleet, he was in
Riversiide Shipyard an
nd soundly beatten. Only the timely
t
interventtion of Captain Christopher Pikke saved Kirk
from a hospital stay- and
a changed th
he course of thee young man’s llife. Pike confronted Kirk and challenged
him to
o follow in his fa
ather’s footsteps, to become more
m
than a disssolute brawler- and to fulfill hiis destiny. Kirk
was on
n a shuttle to the Academy thee following day,, and quickly im
mpressed his instructors with h
his innovation,
talent, and drive. Kirrk simultaneoussly dismayed his superiors with
h his lascivious tendencies (it’ss been said on
us that Kirk will chase skirts, pants, or anythin
ng else with a w
woman in it) an
nd his willingneess to bend the
campu
rules.
as that tendency
y to bend the ru
ules (and his inssatiable need to
o triumph) that led Cadet Kirk to take the
It wa
Kobayashi Maru test three
t
times- and
d on the third tiime, to reprograam the simulato
or to allow for victory. By
cheatin
ng, Kirk violated the Academyy’s Honor Code- and faced susspension and evven dismissal from the
Academy. Kirk was placed on acad
demic suspensio
on while the Staarfleet Academyy Board of Supeervisors
investigated the charg
ges, and as a reesult, was not asssigned starship
p duty during th
he Vulcan Crisiss in 2258.
ncy, Kirk was eventually smugggled aboard thee U.S.S. Enterp
prise by anotherr cadet (his
Duriing the emergen
lifelong friend Leonarrd McCoy). Thiss was fortunate,, as Kirk was ab
ble to piece toggether the dispaarate clues and
ged to warn Cap
ptain Pike of thee immediate threat posed by N
Nero and the N
Narada- and thuss saved
manag
Enterp
prise from the faate of the other ships in the Staarfleet task grou p sent to assist Vulcan.
mand of the
Forc
ced to surrende
er himself to savve the ship, Cap
ptain Pike placeed Commanderr Spock in comm
Enterp
prise, and anointed Jim Kirk as Executive Officcer. Followingg the destructionn of Vulcan, Sp
pock resigned
command, allowing Kirk
K to succeed him as acting Captain
C
of the EEnterprise.
a the rescue o
of Captain Pikee, Starfleet Com
mmand decorateed
Following the destruction of the intruder vessel and
or heroism and confirmed his appointment
a
as Captain of the Enterprise. Following refit, Kirk and his crew
w
Kirk fo
were assigned
a
a five year
y
mission- to
o explore strangge new worlds, to seek out new
w life and new civilizations,
and to boldly go whe
ere no man has gone before.

Psychological Profile:

Kirk thrivves on challengee- and is constaantly pushing himself to do beetter. He is an
intense
e competitor, sttriving to be thee best at whatevver he tries to d
do. Kirk’s sensee of duty and co
oncern for his
men drives Kirk to “le
ead from the fro
ont”, leading landing parties an
nd sharing the risk with the men and women
he orders into Harm’ss way. Kirk is also driven by a sense of destinyy- to live up to the ideals of his father and
et.
Starflee

Str

7 (+0)

Ag
gl 8 (+1)

Attributes
A
Int 11 (+2)* Vit 12 (+3) P
Prs 12 (+3)* Per 7 (+0)

Quickness +1 Savvy +3
Miscellaneous Scores
Courage: 4
Defense: 8

Stamina +3

Willpower +5* Defense: 7

Skill Name

Attr

Health: 12
Renown: 12
Skills:
Mod Level Misc Total Specializations

Athletics

STR

+0

+2

+2

Computer Use

INT

+2

+5

+7

Enterprise:Administration

INT

+2

+2

+4

Enterprise:Streetwise

INT

+2

+2

+4

Influence

PRS

+3

+2

+5

Inquire

PRS

+3

+2

+5

Knowledge:Culture

INT

+2

+4

+6

( Human )

Knowledge:History

INT

+2

+4

+6

( Human )

Knowledge:Law

INT

+2

+2

+4

( Federation )

Knowledge:Politics

INT

+2

+4

+6

( Federation )

Knowledge:Specific World

INT

+2

+4

+6

( Earth )

Knowledge:Trivia

INT

+2

+1

+3

((Classical Literature )

Language- Fed Standard

INT

+2

+5

+7

Language- Vulcan

INT

+2

+1

+3

Negotiate

INT

+2

+3

+5

Persuade

PRS

+3

+3

+6

Ranged Combat:Energy

AGL

+1

+4

+5

Repair

INT

+2

+1

+3

System Operation

INT

+2

+5

+7

( Command )

Tactics

INT

+2

+5

+7

( Space )

Unarmed Combat

AGL

+1

+6

+7

( Brawling, Starfleet Martial Arts )

( Retrieve, Hacking )

(Debate )

Professional Abilities:
Commanding Presence: Kirk sticks to his guns in demanding situations. When making a Willpower

reaction test, Kirk rolls three dice instead of two, and keeps the highest two- the rule about rolling
double sixes still applies.
Starship Duty: Kirk has received all the training necessary for him to serve aboard a starship.
Thinks Like A Romulan: Having been trained in Romulan tactics and history, and extensive
war gaming, Kirk ignores all penalties to Academic tests to Tactics (Romulan) test.

Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Captain Kirk a +2 bonus to his Willpower reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 2: Kirk is the captain of the Starship Enterprise. He is keenly aware of the responsibility

he has shouldered- both to accomplish his assigned mission and to safeguard the lives of the ship and
crew with which he has been entrusted.
Contacts (Starfleet- Admin): Kirk has a series of contacts at Starfleet whom he may utilize for
information or assistance, gaining a +1 bonus to Enterprise: Administration tests.
Courageous: No stranger to acts of courage, Kirk may spend up to six Courage points per round

instead of the usual four.

Promotion 5: Kirk holds the rank of Captain in Starfleet, granting him a position of considerable
trust and authority.

Starrfleet Offfice of Personn
nel Managemen
nt
mand
Starfleeet Comm
Age:
es
Specie
Home
eworld:
Gende
er:
Hair:
Eyes:

Spock
S

38
8
Vu
ulcan/Human (Vulcan Dominant)
Shi Kahr, Vulcan
n
Ma
ale
Bla
ack
Brown

Rank:
ommander
Co
Current Assignmentt:
First Office
er and Sciencee Officer, U.S..S. Enterprise NCC-1701
Profile
e/History:

The only son of Am
mbassador Sarekk of Vulcan and
d Amanda Gray son of Earth, Sp
pock is a hybrid
d- literally a
o two worlds. Taunted, tested
d, and teased ass a child, Spockk nonetheless cchose to honor aand exemplify
child of
his Vulcan heritage ov
ver his “human half.” Despite this choice, SSpock is neitherr human nor Vu
ulcan, and is at
truly at home only in Starfleet.
ock is a gifted sc
cientist and an intrepid exploreer. And is the o
only Vulcan in h
history to declin
ne an
Spo
appoin
ntment to the Vulcan Science Academy.
A
Afterr several years o
of service, Spocck won an appo
ointment to
Starflee
et Academy, where he adminiistered the infam
mous Kobayash
hi Maru test.
Durring the Vulcan Crisis in 2258,, Spock was hasstily reassigned as Science Offficer aboard thee U.S.S.
Enterp
prise, and succeeded Captain Pike
P
in comman
nd when the lattter surrendered
d himself to the renegade Nero
o..
Duriing the emergen
ncy, Spock beamed to Vulcan,, and was instru
umental in the ssafe evacuation
n of the Vulcan
High CouncilC
charge
ed with preserviing and defendiing Vulcan cultture and heritagge. Unfortunattely, Spock's
mother Amanda was killed while Spock stood helpless, immobilizzed by the transsporter.
o the Enterprisee, Spock found himself at oddss with his new First Officer, James Kirk. Spocck
As acting Captain of
was de
etermined to ren
ndezvous with the bulk of Starrfleet in the Lau
urentian System
m, while Kirk waas determined tto
pursue
e and engage th
he renegade Rom
mulan starship at the earliest o
opportunity. Th
he crisis was reesolved when
Kirk de
eliberately prov
voked Spock intto an emotional outburst (whicch culminated iin a physical altercation and
nearly resulted in Kirk
k's death), and with Spock reliinquishing com
mmand on the grounds that he was too
onally distraugh
ht to carry on.
emotio
Spo
ock rallied and returned
r
to his post as Sciencee Officer, and h e and Kirk weree instrumental in disrupting
Nero'ss attack on Earth
h and the destru
uction of the renegade starship
p.
Following the destruction of the intruder vessel and
a the rescue o
of Captain Pikee, Starfleet Com
mmand confirmeed
d assigned Spocck as his First O
Officer,.
Kirk's appointment ass Captain of thee Enterprise, and
a an instructorr at Starfleet Acaademy, Spock w
was engaged in
n a brief romancce with a cadett
Durring his tenure as
named
d Uhura, and de
espite the breacch of regulation
ns, the relations hip has not beeen completely rresolved.

Psychological Profile: Like nearrly all of his sp
pecies, Spockk embraces th
he philosophy of logic as
promu
ulgated by Surrak at the merridian of Vulcaan history. Th
his philosophyy espouses sto
oicism, reason,
and rigid self-contro
ol in order to ensure that a Vulcan is masster of his passsions rather th
han ruled by
them. Because of his human heeritage, Spock faced a certaain amount of prejudice in tthe past, and
the du
uality of his emotional
e
natu
ure has been something
s
of aan obstacle. Spock frequeently
catego
orizes his emo
otions as belon
nging solely to
o his human h
half, forgettingg that Vulcanss, too possess
passio
ons that run de
eeply. As a ressult, Spock haas trended tow
ward even morre rigid contro
ol than is
norma
al for his peop
ple- being “mo
ore Vulcan thaan Vulcans.”
Following the de
eath of his mo
other, Spock iss finally begin ning to realizee that he is no
ot less than
Vulcan because of his human heritage- he is more.
m

Attributes
10 (+2)
Agl 6 (+0)*
Int 13 (+3)* Vit 10 (+2) Prs 6 (+0) Per 8 (+1) Psi 4 (+0)
Quickness +1 Savvy +1
Stamina +2*
Willpower +3 Defense: 7
Miscellaneous Scores
Courage: 3
Defense: 7
Health: 11
Renown: 9
Skills:
Skill Name
Attr Mod Level Misc Total Specializations

Str

Computer Use

INT

+3

+7

+10

Propulsion Engineering

INT

+3

+1

+4

Systems Engineering

INT

+3

Entertain:Play Instrument

INT

+3

Influence

PRS

Inquire

+6

( Retrieve )

+9

( Sensors )

+1

+4

Vulcan Lute

+0

+4

+4

PRS

+0

+6

+6

Investigate

PER

+1

+4

+5

( Investigate )

Knowledge:Culture

INT

+3

+4

+7

( Vulcan, Human )

Knowledge:History

INT

+3

+4

+7

( Vulcan )

Knowledge:Politics

INT

+3

+4

+7

( Federation )

Knowledge:Religion

INT

+3

+4

+7

( Vulcan )

Knowledge:Specific World

INT

+3

+4

+7

( Vulcan )

Language- Fed Standard

INT

+3

+3

+6

Language- Vulcan

INT

+3

+3

+6

Life Science

INT

+3

+4

+7

Mind Meld

PSI

+0

+4

+4

Observe

PER

+1

2

+3

Physical Science

INT

+3

+5

+8

( Mathematics )

Planetary Science

INT

+3

+5

+8

(Geology)

Ranged Combat:Energy

INT

+2

+3

+5

Repair

INT

+3

+4

+7

Space Science

INT

+3

+1

+4

(Astrophysics)

System Operation

INT

+3

+9

+12

( Sensors )

Tactics

INT

+3

+3

+6

Unarmed Combat

AGL

+0

+4

+4

(Biology)

( Starfleet Martial Arts )

Professional Abilities:
Journeyman: Spock has received a broad scientific education, and can use all skills in the Science group

untrained. Upon acquiring a Science skill, Spock automatically receives a Specialization as well.

Starship Duty: Spock has received all the training necessary for him to serve aboard a starship.
Field Research: When making an Investigate test to research an alien phenomenon, Spock gains an affinity
bonus equal to half the appropriate Science skill rounding up.

Species Abilities:
Enhanced Rapid Healing: Once per day, Spock may enter into a trance lasting ten minutes for every

affected wound level. At the end of the trance, Spock regains a number of wound points equal to
his Vitality modifier (2 points) This replaces the effects of natural healing, but Spock will still receive
the benefits of Medicine and First Aid tests.
Mindmeld: This Vulcan discipline allows Spock to share memories with another, and results in a temporary
merging of the minds, though information can be withheld Creating a mindmeld is a full round

action, and If the target actively resists, is an Opposed test against the target's Willpower. It is a
serious- almost unforgivable- breach of Vulcan ethics to force a meld on another.
Nerve Pinch: Spock can attempt to use a nerve pinch on any vertebrate by grasping it at the base of the neck
(or equivalent nerve center) and making an Unarmed Combat test. If the victim is aware of Spock's
intent, the attack suffers a -5 skill penalty. If this attack is successful, the target is automatically
stunned for 2d6 rounds.
Psionic: Like nearly all of his people, Spock is gifted with empathic a/o telepathic abilities.
Skill Focus (Keen Hearing): Vulcans evolved in a high, thin atmosphere, and evolved an exceptionally
sharp sense of hearing. Spock gains a +4 to Observe (Hearing) tests.

Edges/Flaws
Command 2: Spock is the Executive Officer of the Starship Enterprise, and is fully qualified to succeed
Captain Kirk if necessary.

Dark Secret: Spock carried on an illicit relationship with one of his subordinates (Lieutenant Uhura), a serious
breach of Starfleet regulations.

Eidetic Memory: Spock has a “photographic memory”. Simple (TN 5) Academic tests are automatically
successful, and all other Academic tests (and skills) receive a +2 bonus.

High Pain Threshold: Spock's tremendous discipline allows him to withstand much more pain than a
normal human being, allowing him to reduce penalties for pain by 2.

Multitasking: Spock may treat a full-round action as two actions, and may take additional actions at the
standard penalty.

Promotion 4: Spock holds the rank of Commander in Starfleet, granting him a position of considerable
trust and authority.
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nard H. “Boness” McCo
oy

Age:

32
2

Specie
es
Home
e world:
Gende
er:
Hair:
Eyes:

Hu
uman
Ge
eorgia, Earth
Ma
ale
Brown
Brown

Rank:
eutenant Com
mmander
Lie
Current Assignmentt:
Ch
hief Medical Officer,
O
U.S.S. Enterprise NC
CC-1701
Profile
e/History:
Born in 2227, the
e only son of David McCoyy followed in h
otsteps and beecame a
his father’s foo
medic
cal doctor, butt following a bitter
b
and pain
nful divorce, eenlisted in Staarfleet and beccame close
friends with anothe
er troubled cad
det, James T Kirk,
K
who prom
mptly christen
ned the youngg doctor with
the nickname “Bones”. The two
o were soon in
nseparable, an
nd it was Docttor McCoy wh
ho smuggled
Kirk aboard
a
the Entterprise duringg the Vulcan Crisis
C
in 2258.. Although b
both a breach and a blatant
abuse of Starfleet Regulations, McCoy’s
M
action
ns were vindiccated as Kirk p
proved instrum
mental in
warning Captain Pike and savingg the Enterprise
se from the fatee of the other ships in the SStarfleet task
group sent to assist Vulcan.
Do
octor Prurie wa
as killed durin
ng the brutal attack
a
Enterpriise suffered in Vulcan orbit,, and Doctor
McCo
oy was forced to step up and
d fill his shoess as Chief Me dical Officer. This assignm
ment was
confirrmed by Starfle
eet Command
d following thee destruction of the intrudeer vessel and the rescue of
Captain Pike.
Psychological Profile: Leonard McCoy was deeply
d
woundeed by the bitteerness of his d
divorce and th
he
subseq
quent separation from his daughter
d
Joann
na. McCoy ssees life in spaace as dangero
ous and
decide
edly unnatura
al, but compen
nsates by build
ding deep, lassting friendshiips. Despite his
occasionally biting wit, McCoy is innately gen
ntle, resorting to violence o
only when absolutely
necessary. Abiding
g compassion, nobility of sp
pirit, and a deeep sense of rigght and wrongg are the
hallmarks of McCoy
y’s personalityy- and he will not hesitate tto act to preseerve life, allevviate suffering,,
or deffend others. .
Attributes
A
Str 8 (+1)
Ag
gl 9 (+1)
Int 12 (+3)* Vit 10 (+2) P
Prs 10 (+2)* Per 9 (+1)
Quickness +1 Savvy +2
+
Stam
mina +4*
W
Willpower +3
3 Defense: 8
Misce
ellaneous Scorres
Defense: 8
Courage:
C
4
Health
h: 11
Reenown: 8
Skills:
Attr Mod Levvel Misc Tottal Specializaations
Skill Name
Compu
uter Use

INT

+3

+4

+7

First Aid

INT

+3

+6

Influen
nce

PRS

+2

+3

+5

Inquire
e

PRS

+2

+1

+8

Investigate

PER

+1

+4

+5

Knowledge:Culture

INT

+3

+5

+8

+1

( Retrieve )

+10
0

( Human )

Knowledge:History

INT

+3

+5

+8

( Federation )

Knowledge:Politics

INT

+3

+1

+4

( Federation )

Knowledge:Religion

INT

+3

+4

+7

( Human )

Knowledge:Specific World

INT

+3

+4

+7

Earth

Language- Fed Standard

INT

+3

+5

+8

Life Science

INT

+3

+6

+9

( Biology, Genetics)

Medicine

INT

+3

+9

+15

( General Medicine, Pathology, Psychology,

+3

Surgery. Toxicology )
Observe

PER

+1

+1

+2

Persuade

PRS

+2

+2

+4

Physical Science

INT

+3

+4

+7

Ranged Combat:Energy

AGL

+1

+1

+2

Repair

INT

+3

+1

+4

System Operation

INT

+3

+8

+9

(Chemistry)

( Medical )

Professional Abilities:
Diagnosis: Doctor McCoy has received special training in diagnosing alien diseases and toxins. Whenever

McCoy makes a Medicine test to identify an alien pathogen or disease, he gains
an affinity bonus
tests to treat the disease
equal to half his Investigate skill (rounded up). If successful, Medicine
receive a bonus based on the degree of success of the diagnosis roll.
General Medicine: McCoy has received a wide range of medical training in order to deal with any situation
that might arise aboard a starship. Whenever McCoy makes a Medicine test, he receives a +2 bonus
to the result.
Immunization: If Doctor McCoy makes a medicine test to correctly identify an alien disease or pathogen, he
may research a cure by making a Medicine (Research) test with a base time of 30 minutes and a
difficulty based on the degree of success of the diagnosis roll (TN 25 for a marginal success, 20 for a
complete, 15 for an Extraordinary success). If successful, McCoy may produce 1d6 doses of a
counter agent by spending one full hour in a medical lab. While this counter agent will provide a
permanent cure for those already exposed to the pathogen, it provides only 2d6 hours of protection
for those who have not yet been exposed.
Lab Work: Doctor McCoy does much of his own lab work, and is very familiar with the protocols involved.
Whenever he makes a Physical Science (Chemistry) test, McCoy gains a +4 bonus.
Starship Duty: McCoy has received all the training necessary for him to serve aboard a starship.

Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Doctor McCoy a +2 bonus to his Stamina reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 1: Doctor McCoy is the Chief Medical Officer (a Department Head) aboard th Enterprise.
Promotion 3: McCoy holds the rank of Lieutenant Commander in Starfleet.
Skill Focus: Compassionate: Driven by his humanity and his compassion, Doctor McCoy receives a +1
bonus to tests made against his First Aid and Medicine skills.
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Montgo
omery SScott

Rank:
eutenant Com
mmander
Lie
Current Assignmentt:
Chief Engin
neering Officeer, U.S.S. Enteerprise NCC-1 701
Profile
e/History:

Mr. Scott
S
is an extre
emely talented and dedicated engineer, but d
due to some unffortunate choicees early in his
career-- largely involving unauthorizeed and dangero
ous transporter eexperiments- raan afoul of Starffleet Command
and wa
as subsequently
y assigned to a communication
ns station on Deelta Vega and left essentially to
o rot.
Scott was instrume
ental during the Vulcan Crisis in 2258/ It wa s Scott's innovaation and experrimental
ons that allowe
ed Captain Kirk and Command
der Spock to boaard, disable, an
nd eventually destroy the
equatio
renega
ade Romulan sta
arship.
When Kirk was asssigned as the neew Captain of the Enterprise., Scott was assiggned as her Chief Engineer- and
has esssentially fallen in love with thee starship.

Psychological Profile: Montgom
mery Scott is something
s
of an exercise in
n contradiction
ns. On the
one hand, he can seldom resist a technologicaal puzzle, and
d early in his ccareer, was so
omewhat
reckle
ess about prov
ving himself an
nd his abilitiess. The time h
he spent “in exxile” has gonee a long way
towards tempering these impulsees, but at the same
s
time, heeightened his ssense pf aggraavation with
Starfle
eet Command. With his po
osting to the Enterprise
E
, Sco
ott has found his niche. On
ne of the
oldestt members of the
t senior stafff, Scott has become the rocck upon whicch others can rely.
Cheerrful, often greg
garious, Scott is the man who maintains the sense of ““normal” aboaard ship. He'ss
in cha
arge of keeping all the everyyday things- lights, gravity, food, water aas “normal” ass possible, and
he thrrives on the ch
hallenge.
Attributes
A
7 (+0)
Ag
gl 7 (+0)
Int 12 (+3)* Vit 10 (+2) P
Prs 6 (+0) Peer 7 (+0)*
Quickness +1 Savvy +1
+
Stam
mina +4*
W
Willpower +3
3 Defense: 7
Misce
ellaneous Scorres
Defense: 7
Courage:
C
5
Health
h: 10
Reenown: 5
Skills:
Attr Mod Levvel Misc Tottal Specializaations
Skill Name
Str

Compu
uter Use

INT

+3

+4

+7

Construct

INT

+3

+4

+7

Investigate

PER

+0

+2

+3

Knowledge:Culture

INT

+3

+5

+8

( Human )

Knowledge:History

INT

+3

+4

+7

( Federation
n)

Knowledge:Politics

INT

+3

+4

+7

( Federation
n)

Knowledge:Religion

INT

+3

+3

+6

( Human )

Knowledge:Specific Wo
orld

INT

+3

+4

+7

( Earth )

Language- Fed Standard

INT

+3

+4

+7

Observe

PER

+0

+2

+2

Physical Science

INT

+3

+4

+7

( Physics, Astrophysics, Mathematics )

Propulsion Engineering

INT

+3

+6

+9

( Warp Drive )

Ranged Combat:Energy

AGL

+0

+4

+4

Repair

INT

+3

+6

+9

Structural Engineering

INT

+3

+5

+8

Survival

INT

+3

+3

+6

( Arctic )

System Operation

INT

+3

+4

+7

( Transporter )

Systems Engineering

INT

+3

+5

+8

( Transporter )

Unarmed Combat

AGL

+0

+4

+4

( Starfleet Martial Arts )

Professional Abilities:
Engineering Certification: Scott has received a broad training in Engineering, and may use all Engineering

group skills untrained. Additionally, when acquiring an Engineering skill, Scott also acquires one skill
specialty of his choice.
Miracle Worker (Transporter): Scott may perform Engineering tests on the transporter in half the base time.
Starship Duty: Scott has received all the training required to serve aboard a starship.
System Overhaul: Scott can may attempt an appropriate Engineering skill test in order to overhaul a system
and allow it to temporarily exceed its normal operating parameters (examples include pushing the
engines to faster speeds or extending the range of shields and transporters).
Theoretical Application: Whenever Scott makes a Repair test against a given system, he gains an
affinity bonus equal to half the appropriate Engineering skill, rounded up.

Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Commander Scott a +2 bonus to his Stamina reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 1: Commander Scott is the Chief Engineer (a Department Head) of a starship- surely the nest of
all worlds.

Promotion 3: Scott holds the rank of Lieutenant Commander in Starfleet, granting him a position of
considerable trust and authority.

Suit Trained: Scotty has spent a considerable amount of time in environmental suits ans therefore suffers no
penalties while using one.
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Hikkaru Sulu
u

Rank:
eutenant
Lie
Current Assignmentt:
Helm and Weapons Offiicer, U.S.S. En
nterprise NCC
C-1701
Profile
e/History:

Born
n in San Francissco on Earth (Ho
ome to Starfleet Academy), Su
ulu has wanted to be in Starfleet from his
earliest memory. Tho
ough there wass some confusio
on as to what tyype of officer hee wanted to be (Sulu dabbled in
h eventually seettled on helm and weaponry. Sulu is an ou
utstanding pilot,, having earned
d
science and tactics), he
m
in the Aca
ademy and simulators, and earned a posting aas a helmsman aboard the new
wly completed
high marks
U.S.S. Enterprise. When
W
the lead heelmsman fell ill just prior to th e Vulcan Crisiss of 2258, Sulu stepped in to fiill
his sho
oes.
Sulu served with sk
kill and distinction throughout the crisis, placiing himself in H
Harm's way in aan effort to
d the Federation
n. He volunteerred to join an asssault on the reenegade starshiip led by Jamess Kirk and
defend
though
h the mission went
w
badly awryy, their team wo
ork (and the tim
mely intervention of the Enterprrise) allowed it
to be brought
b
off succ
cessfully.

Psychological Profile: Sulu is a man of manyy and varied i nterests, but ggives each of those interestss
his full attention. Young, idealisstic, and bravee, Sulu is a m
man of integrityy and honor aand may one
day make
m
a fine sta
arship captain.. Sulu is brigh
ht and eager, but is well-dissciplined and cautious. His
most reckless
r
act off recent days was
w volunteerring to assist Jaames Kirk and Chief Engineerr Olson in an

assaultt on an alien sta
arship attackingg the planet Vulcan. Olson waas killed, and K
Kirk and Sulu saaved each otherrs
lives creating a bond of friendship an
nd loyalty that has only been sstrengthened byy their posting tto the Enterprise
se.

Attributes
A
8 (+1)
Ag
gl 11 (+2)* Int 10 (+2) Vit 10 (+2) P
Prs 8 (+1) Peer 9 (+1)*
Quickness +4* Savvy +1
+
Stam
mina +2
W
Willpower +2
2 Defense: 9
Misce
ellaneous Scorres
Defense: 8
Courage:
C
4
Health
h: 11
Reenown: 7
Skills:
Attr Mod Levvel Misc Tottal Specializaations
Skill Name
Str

Armed Combat

AGL

+2

+5
5

+7

( Sword )

Athletics

STR

+1

+3

+3

Compu
uter Use

INT

+2

+4

+6

( Retrieve )

Knowledge:Culture

INT

+2

+4

+6

( Human )

Knowledge:History

INT

+2

+4

+6

( Federation
n)

Knowledge:Politics

INT

+2

+2

+4

( Federation
n)

Knowledge:Religion

INT

+2

+3

+5

( Human )

Knowledge:Specific Wo
orld

INT

+2

+3

+5

( Earth )

Langua
age-Fed Standard

INT

+2

+4

+6

Life Sc
cience

INT

+2

+2

+4

(Botany)

Observe

PER

+1

+1

+2

Ranged Combat:Energy

AGL

+2

+2

+4

Ranged Combat:Projectile

AGL

+2

+1

+3

Repair

INT

+2

+4

+6

( Computer )

Space Science

INT

+2

+5

+7

( Astrogation, Astrophysics )

Survival

PER

+1

+2

+3

System Operation

INT

+2

+6

+8

( Flight Control )

Systems Engineering

INT

+2

+4

+6

( Flight Control )

Tactics

INT

+2

+3

+5

Unarmed Combat

AGL

+2

+3

+5

( Starfleet Martial Arts )

Professional Abilities:
Astrogation: Sulu has received extensive training in navigating a starship. Whenever Sulu makes a System
Operations (Flight Control) test, he gains an affinity bonus equal to half his Space Science skill
rounded up.

Dogfighter: With Sulu at the helm in combat, Enterprise receives a +2 bonus to all Helm maneuvers
Evasive Maneuvers: As a trained tactical helmsman, Sulu rolls three dice instead of two, and keeps the
highest two- the rule about rolling double sixes still applies.

Hide In Plain Space: Sulu has knows how to use particle clouds, stray radiation, and the other vagaries of

space to hide the ship from enemy sensors. When Sulu is at the helm, enemy sensor operators suffer a
+2 increase to their TN's to spot the ship.
Starship Duty: Sulu has received all the training necessary to serve aboard a starship.

Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Sulu a +2 bonus to his Quickness reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 1: Sulu is the Helm Officer (First Lieutenant and a Department Head) of the Starship Enterprise.
Martial Artist: Sulu's advanced physical training allows him to react far more quickly, When making an

additional action beyond his basic allotment, Sulu's first extra action only suffers a -2 penalty instead
of the usual -5.
Promotion 2: Sulu holds the rank of Lieutenant in Starfleet.
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Rank:
eutenant
Lie
Current Assignmentt:
Communic
cations Officerr, U.S.S. Enterrprise NCC-17
701
Profile
e/History:

Nyota Uhura (whosse name means “freedom” in Swahili)
S
is a giftted linguist and
d a talented speecialist in the
o encryption, astrophysics,
a
an
nd subspace communications. She earned th
he highest possible marks in her
fields of
technic
cal and linguisttics courses at Starfleet
S
Academ
my, and during the Vulcan Crisis in 2258 wass posted aboard
d
the Entterprise.
Duriing her tenure at
a Starfleet Acad
demy, Uhura beecame romanticcally involved w
with one of herr instructors, a
seriouss breach of Starrfleet Regulation
ns. Neither she nor Comman
nder Spock has allowed this to overtly interferre
with th
heir duties, and while it might prove a distracction in the futu
ure, it was a sou
urce of considerable strength
and co
omfort to both following
f
the deestruction of Vu
ulcan and the d eath of Spock'ss mother.
Uhura speaks many
y of the languagges of the Federration- and of th
he Federation'ss enemies, fluen
ntly. Following
V
Crisis, Uhura's
U
temporaary posting abo
oard the Enterprrise was made p
permanent, and
d
the ressolution of the Vulcan
it is be
elieved she will prove an invaluable asset on the ship's five yyear mission.

Psychological Profile:

Uhura is beautiful, charming, gracious,, and strong-wiilled. She still cares deeply fo
or
Comm
mander Spock, though the two of them struggle to maintain a public distancce and professio
onalism.
Uhura is outspoken and
a not at all afraid to stand up
p for what she b
believes is rightt.

Attributes
A
7 (+0)
Ag
gl 9 (+1)
Int 12 (+3)* Vit 8 (+1) P
Prs 12 (+3)* Per 8 (+1)
Quickness +1 Savvy +3*
+
Stam
mina +1
W
Willpower +5
5 Defense: 8
Misce
ellaneous Scorres
Defense: 8
Courage:
C
4
Health
h: 8
Ren
nown: 5
Skills:
Attr Mod Levvel Misc Tottal Specializaations
Skill Name
Str

Compu
uter Use

INT

+3

+5

+8

( Encryption
n)

Knowledge:Culture

INT

+3

+3

+6

( Human )

Knowledge:History

INT

+3

+4

+7

( Federation
n)

Knowledge:Politics

INT

+3

+3

+6

( Federation
n)

Knowledge:Religion

INT

+3

+1

+4

( Human )

Knowledge:Specific Wo
orld

INT

+3

+4

+7

( Earth )

Langua
age- Andorian

INT

+3

+3

+6

Langua
age- Fed Standard
d

INT

+3

+5

+8

Langua
age- Klingon

INT

+3

+3

+6

Langua
age- Romulan

INT

+3

+2

+5

Langua
age- Tellarite

INT

+3

+3

+6

Language- Vulcan

INT

+3

+3

+6

Lanuage-Orion

INT

+3

+3

+6

Negotiate

PRS

+3

+2

Observe

PER

+1

+4

Persuade

PRS

+3

+1

Physical Science

INT

+3

+1

+4

Ranged Combat:Energy

AGL

+1

+2

+3

Repair

INT

+3

+4

+7

( Communications )

Social Science

INT

+3

+2

+5

(Xenolinguistics)

System Operation

INT

+3

+6

+10

( Communications )

Systems Engineering

INT

+3

+5

+8

( Communications )

Unarmed Combat

AGL

+1

+4

+5

( Starfleet Martial Arts )

+2

+7
+5

+2

+1

( Listen )

+6
( Mathematics )

Professional Abilities:
Eyes On the Board: Uhura knows how to scan the information coming into her station and looks for

anomalies and patterns in the information flow. When making a Systems Operation test, Uhura adds
in her Perception modifier.
Starship Duty: Uhura has received all the training necessary to serve aboard a starship.
Station Proficiency: Uhura is highly skilled at performing tasks from any station aboard ship. Once per
session, she may reroll any single System Operations test and take the better of the two rolls.

Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Lieutenant Uhura a +2 bonus to her Savvy reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 1: Uhura is the Communications Officer (and a Department Head) aboard the Enterprise.
Promotion 2: Uhura holds the rank of Lieutenant in Starfleet
Skill Focus- Eloquent: Uhura has learned how to phrase her language for he best effect, and gains a +2 to
Negotiate (Entreat) and Persuade (Oratory).
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Professional Abilities:
Astrogation: Chekov has received extensive training in navigating a starship. Whenever Chekov makes a

System Operations (Flight Control) test, he gains an affinity bonus equal to half his Space Science skill
rounded up.

Journeyman: Chekov has received a broad scientific education, and can use all skills in the Science group
untrained. Upon acquiring a Science skill, Spock automatically receives a Specialization as well.

Starship Duty: Chekov has received all the training necessary for him to serve aboard a starship.
Surfing Space/Time: Through careful calculation and precise calculations, Chekov can plot a very
precise course, allowing Enterprise to cover vast distances as though she had been running
at top warp speed without straining the engines.
Species Abilities:
Adaptable: Humans thrive in even the harshest conditions and climes. Human adaptability has
given Chekov a +2 bonus to his Quickness reaction.

Human Spirit: The humans of Earth are a driven, vital, and versatile species. Human characters
begin the game with 4 courage points (instead of the usual 3).

Skilled: Humans tend to draw on a broad range of experiences, and as a result, receive two
additional skill picks during Character Creation.

Edges/Flaws
Command 1: Chekov has been assigned as Navigator (and a Department Head) aboard the Enterprise.
Innovative: Chekov has purchased this edge three times, allowing his to learn professional abilities outside
his normal field of expertise (Astrogation, Journeyman, and Surfing Space-Time).

