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A unique planet and culture to add to your Star Trek Adventures game. 
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Class: M 

System Data: 4th planet from sun, no moons, no other 

habitable planets in the system. 

Gravity:  1.2 G 

Year and Day: 728/728, (Parsa is Tidally locked with its 

sun) 

Atmosphere: Nitrogen, Oxygen, No ozone layer, Carbon 

Dioxide. Pressure: 1.2 Earth. 

Hydrosphere: 10% surface water almost entirely held in 

ice on the spaceward surface. Liquid water can be found 

deep into the crust. 

Climate: Sunward is a dry, rocky desert. Spaceward is a 

dry, icy waste. 

Geosphere: Silicon based stone, Crust: 100-140 KM, Iron 

Core 

 
 

Sentient Life 
 
A single species diverged thousands of years ago onto 
opposite sides of the planet and evolved and adapted to 

the harsh environments. The Parsans were initially 
contained in tribes just trying to survive. The Parsans who 
faced the sun developed darker skin and thick, more 
muscular bodies, while those who lived in darkness moved 
underground and developed better hearing, as well as the 
ability to cast faint light from their eyes.  
 
Eventually, these two societies found their way to the 
twilight zone which they dubbed “The Edge” where they 
traded resources and began a combined society who lived 
on The Edge. Some tribal Parsans still live in the harsh 
conditions on either side of the planet as the government 
attempts to help bring them in to an easier life at The Edge. 
 

Names 
The Parsans typical follow naming scheme similar to 
ancient Mesoamerican cultures.  
Common Female Names: Chasca, Ahutl, Amoxtlhi, Metzli 
Common Male Names: Nochtli, Yaotl, Chimala, Hoaxl 
 
 
 

Slate Parsan (Janasi Musculus) 

 
 
 

➢ Attributes: +1 Fitness, +1 Insight, +1 Presence 
➢ Trait: Parsan.  

 
 

 
 
. 



 

 

 

Alabaster Parsan (Janasi Talpidus) 

 
 

➢ Attributes: +1 Daring, +1 Reason, +1 Presence 
➢ Trait: Parsan.  

 

New Talents 
 
Cartilaginous Skeleton 
Requirements: Janasi Musculus or Janasi Talpidus 
Aside from your skull and teeth, your skeleton is made 
almost entirely out of semirigid cartilage. This allows you to 
be more flexible and more resistant to injury. It takes a loss 
of 7 stress instead of 5 to cause an injury to you. 
 

Natrox 
Requirements: Janasi Musculus or Janasi Talpidus 
You must choose one of the six colored Natroxes noted 
later in this supplement. You have completed The 
Beginning ritual and are now assigned to a cast. When you 
attempt an extended Task related to the Natrox you own, 
generate 1 additional Work. 
 

Plant Symbiosis 
Requirements: Janasi Musculus 
With plants always searching for water sources in the 
desert, you have learned how to share your body’s water 
and nutrients with plants, allowing them to grow 
astoundingly fast. By injecting a seed beneath your skin, 
you may grow the plant and use it to aid you as noted in 
the Symbiosis section later in this supplement. 

 
 
 

Torchvision 
Requirements: Janasi Talpidus 
Spending millenia evolving beneath Parsa’s surface has 
given you special ocular cells capable of creating 
bioluminescence. You may activate and deactivate this 
ability as you wish. When active, you create faint light up to 
5 meters in front of you. 
 

Culture 
 
When the ancient Parsans came together at The Edge, 
stories say powerful beings descended from the stars 
and helped to unite the two species. The “Star Brothers” 
taught the Parsans how to farm and use The Edge to 
create an educated and synchronous society. As a gift, 
the Star Brothers left the Parsans twelve circular “Doors” 
that could provide instant transportation to the other 
Doors when connected using a simple device. 
 
After a century, the Star Brothers left vowing to return 
someday. The Parsans then became almost single 
minded in their pursuit of science, hoping to one day 
have the ability to fly to the stars with their Star 
Brothers. They vowed that once they had the ability to 
move into space, they would wait until the Star Brothers 
returned to test their ships and venture into the stars. 
 
The Parsans live in a self-assigned caste system. As 
the children attend school taught by the Elders, they 
figure out what they enjoy and are good at and delve 
deeper into that concept. After fifteen years in 
education, the, now adults, go through a ceremony 
called “The Beginning”. During this ceremony, the 
Parsan forges a glass bead of the color of their chosen 
cast. While the bead is still molten, they press it to their 
forehead until it burns through and fuses with their skull. 
This painful process shows a Parsan’s dedication to 
their chosen caste. 
 

Natroxes 
The color of the Natrox and the caste it represents can 
be found in the table below. The chart also includes 
which Skills are associated with the Natrox for the 
purposes of the Natrox Talent. 
 

Color Caste Skill 

Red Defense Security 

Green Science Science 

Yellow Religion Medicine 

Purple Politics Presence 

Orange Math Engineering 

Pink Cartography Conn 

  



 

 

 

The Arts 
While the Parsans are technologically advanced, it is 
clear that they have little concept of art. That isn’t to say 
that art doesn’t exist on Parsa. Instead, what the 
Parsans consider to be great art can be considered by 
many as terrible. 
 

Science 
The line between science and religion are quite blurred 
in Parsan culture. Parsan scientists group the building 
blocks of the universe into just three categories of what 
they call Origins. The scientists state that this 
organization is based on properties and observations. 
Interestingly, the many of the twelve origins don’t 
include matter at all. The three categories and their 
Origins are: 
 
Elemental 

➢ Fire 
➢ Metal 
➢ Stone 
➢ Air 

 
Life 

➢ Bone 
➢ Blood 
➢ Water 
➢ Wood 

 
Reality 

➢ Light 
➢ Electricity 
➢ Gravity 
➢ Time 

 

Religion 
The true Parsan faithful believe that the Origins were 
the tools created by The Architects, the builders of the 
universe. When the Architects created the universe, 
they created powerful beings that represented each 
Origin. These beings traveled the universe allowing their 
building blocks to mix and form the galaxies, stars, and 
planets we see today. During this almost random 
process, many other galaxies, stars, and planets were 
also destroyed in the unbridled chaos the Origins 
brought.  
 
One of the eventual outcomes of this process was life. 
Powerful god-like species evolved quickly in the chaotic 
storm of creation. When these species discovered the 
Origins and realized they were also destroying entire 
galaxies, they gathered together to do something about 
it. 

 
Collectively calling themselves The First, these godlings 
devised a plan to trap the twelve origins in enclosed 
wormholes using the power of neutron stars. These 
cells proved to work, and the Origins were tucked away 
for billions of years. 
 
There is no evidence of who The First were, though 
Starfleet Scholars have noticed old drawings of the Fire 
Origins look incredibly similar to the Pah Wraith. Given 
the fact that the cells that imprisoned the Origins were in 
sealed off wormholes, there could be an assumption 
that the Prophets may have been one of The First. 
 
The Parsans believe that the Origins must be freed to 
complete their mission, creating the universe as the 
Architects wished. Their goal, once they make it to the 
stars, is to locate these prisons and release these 
entities unto the universe. 
 

Cartography 
 
With the hot and cold extremes of the tidally locked 
planet, society gathered in the temperate twilight zone. 
While many tribes chose to stay in these extremes, a 
majority of the Parsans found a life in this narrow stretch 
of land.  
 
Soon after the gathering, twelve major cities sprung up 
around the planet. As society and population grew, 
these cities became massive metropolises. Each with a 
giant step pyramid at its center, these twelve cities 
became the pillars of scientific, medical, and 
technological advancement. 
 
Atop each of these pyramids sat the Doors that the Star 
Brothers left for the Parsans. These doors allowed for 
instantaneous travel to any of the other cities around the 
planet. 

 



 

 

 

Sunward Face 
The sunward side of Parsa is a vast, rocky desert. 
Features typical to these types of deserts include 
canyons, buttes, stone needles, rock pedestals, and 
deflation hollows. 
 
Traveling into the Sunward Wastes is extremely 
dangerous without a temperature-controlled vehicle and 
the wildlife found there can be quite deadly. From ten-
meter-long stone vipers to massive, shelled canyon 
crushers, the wildlife threats are numerous. 
 
The most challenging part about life on the sunward 
face of Parsa is finding water. While replicators do the 
job with ease on The Edge, in the wastes, one must be 
lucky enough to find a natural spring in a deep canyon 
or locate a moisture shaft dug by the numerous stone-
burrowing creatures that live beneath the stone’s 
surface. 
 
Though this region is mostly a rocky desert, wind 
erosion still leaves everything covered in a silt-like dust. 
When the winds are right, this dust can be kicked up 
into the atmosphere as dust storms. These storms cut 
visibility down to almost nothing and can cause the 
mucus in the lungs to begin turning into cement. These 
storms are also the perfect times for the well adapted 
hunters of the desert to get a fresh meal.  
 

Spaceward Face 
The spaceward side of Parsa is a vast, icy desert. 
Features typical to these types of terrain include 
cryogeysers, glaciers, fractures, and icefalls. 
 
Travel in the icy wastes is tricky because the terrain 
beneath the ice fields isn’t well charted. This means that 
the ice can often give way to massive underground 
labyrinths. Usually though, the fall is all that is needed to 
cut exploration short. 
 
While some smaller creatures are able to survive on the 
icy surface using bioluminescence and electromagnetic 
detection, most life lives beneath the surface in caverns 
that wind through the planet’s thick crust. Water is 
abundant in many caverns though most of it needs to be 
filtered and purified to remove extremophiles and heavy 
metals before it can be consumed. 
 
Whether it is the eyeless walking cavern eel, or the six- 
legged, bioluminescent harpoon spider, the fauna 
beneath the ice are horrifically adapted to the 
environment and capable of surprising an unexpecting 
party with relative ease. 

 

Technology 
The technology the Parsan have created is on par with 
most of the Federation planets. Though they have 
quantum supercomputers and the ability to manipulate 
the quantum realm with relative ease, the Parsans have 
focused on warp fields for several centuries. Basic 
scans can show multiple massive fusion generators 
located beneath the pyramids in each city, as well as 
two colossal nacelles attached to the bottom of them. 
 
The transportation Doors atop each of the twelve 
pyramids are truly colossal in size themselves. Large 
enough for a Scale 4 ship to fly through, these devices 
can connect to any one other such device at a time 
allowing instantaneous travel between the two. Though 
the Parsan didn’t invent the technology, they believe 
they are close to completing a backward design of the 
devices which would allow them to connect individual 
building to any others on the Door network.  
 

 
 

 

Politics 
All decisions on Parsa are decided on by the Council of 
Elders. All told there are twenty-four elder, twelve Slate, 
and twelve Alabaster. These elders can be from any 
caste and two are voted upon by each of the twelve 
major Parsan cities. 
 
The Council of Elders meet regularly to discuss 
concerns with their cities and the global marketplace. 
When a proposal is to be accepted, the council votes 
and a majority vote approves or disapproves the 
presented measure. When votes come to a tie, the 
elders partake in an almost ritualistic discussion about 
the subject until one of more elders change their minds. 
This discussion can last several Earth weeks in many 
instances. 



 

 

 
Once a year (and day), when Parsa completes its 
journey around the sun, the cities vote for ne council 
members. This process takes several Earth days to 
complete as the vote is entirely write-in style. Parsan 
don’t run for the seat on the council, they are chosen by 
their peers. 
 

Plant Symbiosis 
Slate Parsans have the innate ability to bond with hardy 
plats located on the sunward side of the planet. This 
ability allows the Slates to inject seeds into their skin 
and grow the plants using their body’s minerals and 
water. Doing this is quite exhausting to the Slate but the 
results are beneficial to both the plant and Parsan. 
 
In order to use this ability, the character must choose 
one of the plants listed below and injecting its seeds 
under their thick skin. The requires a Control + 
Medicine Task equal to the Target Number on the 
table. If this Task is failed, the seeds are forced out or 
consumed by the body. Regardless of if the Task 
succeeds or fails, the character loses stress equal to the 
number on the table. If the Test is successful, in an 
hour’s time, gains the ability associated with the plant 
for the next day. The stress caused by this process 
cannot be recovered until the character has had a 
restful night’s sleep. 
 

Plant Ability Stress Lost Difficulty 

Plaque 
Bark 

+1 Resistance 3 3 

Thorn 
Vine 

Unarmed 
Attacks Gain 

Vicious: 1  

3 2 

Metaboberry As a Combat 
Task, Regain 
1 Lost Stress  

3 2 

Razorleaf Gain: Melee 

Dmg: 2 , Sze 
1H, Pierce 2 

4 3 

Sightspore Gain the ability 
to see in 
complete 
darkness. 

2 2 

Spikeroot When hit by a 
melee attack, 
the attacker 

loses 1 Stress. 

2 2 

 

 
 
 
 
 
 

Ships 

Ascension-class Pyramid Ship 
 
Parsan starship, Door Network 

SYSTEMS 

ENGINES  
10 

 
COMPUTERS 

09 

 
WEAPONS 

10      

STRUCTURE 
11 

 
SENSORS  

08 

 
COMMUNICATIONS 

09 

DEPARTMENTS 

COMMAND  
01 

 
ENGINEERING  

04 

 
SCIENCE  

04 
     

CONN  
02 

 
SECURITY  

03 

 
MEDICINE  

01 

 
TALENTS: Door Device, Redundant Systems, Advance Shields, 
Backup EPS Conduits, Improved Damage Control, Improved 
Power Systems 
SCALE: 6  
RESISTANCE: 6 
SHIELDS: 14 
WEAPONS: 
Phaser Arrays:  Range: Medium, Damage: 11 ,Versatile 2. 
Quantum Torpedoes: Range: Long, Damage: 6  Vicious 1, 
High Yield, Calibration,  
SPECIAL RULES: 
Activate Door:  Activating the Door requires spending 1 Power 
and is a Difficulty 1 Reason + Engineering Task. Keeping the 
Door open each turn requires 1 additional Power. 
 

 



 

 

Skyskimmer-class Shuttle 
 
Parsan shuttle 

SYSTEMS 

ENGINES  
08 

 
COMPUTERS 

09 

 
WEAPONS 

09      

STRUCTURE 
10 

 
SENSORS  

08 

 
COMMUNICATIONS 

10 

DEPARTMENTS 

COMMAND  
01 

 
ENGINEERING  

02 

 
SCIENCE  

02 
     

CONN  
02 

 
SECURITY  

01 

 
MEDICINE  

01 

 
TALENTS: Advanced Shields 
SCALE: 2  
RESISTANCE: 2 
SHIELDS: 8 
WEAPONS: 
Phaser Arrays:  Range: Medium, Damage: 7 ,Versatile 2 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

NPCs & Adversaries 

Chasca Cotopaxi (Janasi Tapidus) 

  
 

Together we will follow are Star Brothers into the Space Beyond. 

ATTRIBUTES 

CONTROL 10 
 

DARING 08 
 

FITNESS 08 
     

INSIGHT 10 
 

PRESENCE 12 
 

REASON 09 

DISCIPLINES 

COMMAND 05 
 
ENGINEERING 02 

 
SCIENCE 04 

     

CONN 01 
 

SECURITY 03 
 
MEDICINE 02 

 
FOCUSES: Astrophysics, Negotiation, Politics, The Origins, 
Empathy 
STRESS: 9 
RESISTANCE: 0 
TALENTS: 
Cautious (Command) 
Quick Study 
Dauntless 
Advisor 

 
BACKGROUND:  Chasca was born and raised in the city of 
Quetzl where she trained to join the religion caste all her life. 
After The Beginning ceremony, Chasca began field 
researching in the Wastes on both sides of the planet. As she 
got older, Chacsa opened an orphanage where both Alabaster 
and Slate children were raised lovingly until they were 
adopted. It was then that the people took notice of Chasca 
and she was voted as one of Quetzl’s Elders at a record young 
age. Chasca is currently serving her thirteenth consecutive as 
the Alabaster Elder for Quetzl.  
 
 

Teraxil, Pit Fighter (Janasi Musculus) 

  
 
The toughest choices are my most serious responsibility. 

ATTRIBUTES 

CONTROL 09 
 

DARING 11 
 

FITNESS 12 
     

INSIGHT 08 
 

PRESENCE 10 
 

REASON 08 

DISCIPLINES 

COMMAND 02 
 
ENGINEERING 02 

 
SCIENCE 02 

     

CONN 03 
 

SECURITY 05 
 
MEDICINE 01 

 
FOCUSES: Wrestling, Massage Therapy, Self Defense, 
Intimidation 
STRESS: 17 
RESISTANCE: 1 
TALENTS: 
Cartilaginous Skeleton 
Plant Symbiosis 
Bold (Security) 
Mean Right Hook  
BACKGROUND  
Police officer by but pit fighter by night, Teraxil is one of the 
most well-known fighters on Parsa. Known for using hi Plant 
Symbiosis for an upper hand, Teraxil is effective bot on the 
streets and in the pits. 
 

 
 
 



 

 

Beasts of Parsa 
Stone Viper 

  

ATTRIBUTES 

CONTROL 05 
 

DARING 10 
 

FITNESS 08 
     

INSIGHT 03 
 

PRESENCE 08 
 

REASON 04 

DISCIPLINES 

COMMAND - 
 

ENGINEERING - 
 

SCIENCE - 
     

CONN 02 
 

SECURITY 04 
 

MEDICINE - 

STRESS: 12 
RESISTANCE: 1 
ATTACKS:  
Venomous Bite: (Melee, 7  Piercing 1, Vicious 1) 
SPECIAL RULES: 
Steady: This creature cannot be knocked down 

 
 
 
 
 
 

Canyon Crusher 

  

ATTRIBUTES 

CONTROL 08 
 

DARING 10 
 

FITNESS 11 
     

INSIGHT 04 
 

PRESENCE 08 
 

REASON 04 

DISCIPLINES 

COMMAND - 
 

ENGINEERING - 
 

SCIENCE - 
     

CONN 02 
 

SECURITY 05 
 

MEDICINE - 

 
STRESS: 15 
RESISTANCE: 3 
ATTACKS:  
Crushing Claws: (Melee, 8  Piercing 2) 
Lashing Tentacles: (Melee, 6  Multiattack 3, Reel In) 
SPECIAL RULES: 
Multiattack 3: This creature may make this attack against up 
to three enemies at once (Each attack is rolled separately). If it 
attacks more than once enemy this way, the Difficulty of the 
Range Attack Task is increased by 1. 
Reel In: An enemy that is hit with this attack is pulled one zone 
closer to the Canyon Crusher 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Cavern Eel 

  

 

ATTRIBUTES 

CONTROL 05 
 

DARING 10 
 

FITNESS 11 
     

INSIGHT 04 
 

PRESENCE 09 
 

REASON 03 

 

DISCIPLINES 

COMMAND - 
 

ENGINEERING - 
 

SCIENCE - 
     

CONN 03 
 

SECURITY 04 
 

MEDICINE - 

 
STRESS: 15 
RESISTANCE: 2 
ATTACKS:  
Gaping Maw: (Melee, 7  Vicious 2) 
Electric Burst: (Range, 6  Multiattack Burst) 
SPECIAL RULES: 
Multiattack Burst: This creature may make this attack against 
up to all enemies in Close or Reach Range at once (Each 
attack is rolled separately). If it attacks more than once enemy 
this way, the Difficulty of the Range Attack Task is increased 
by 1. 
Ionic Aura: The difficulty of any tasks attempted within 
Medium or closer range that require technology are increased 
by 1. 
 

 

 
 
 
 
 
 

  

Harpoon Spider 

  

ATTRIBUTES 

CONTROL 04 
 

DARING 09 
 

FITNESS 10 
     

INSIGHT 06 
 

PRESENCE 06 
 

REASON 02 

 

DISCIPLINES 

COMMAND 01 
 

ENGINEERING - 
 

SCIENCE - 
     

CONN 04 
 

SECURITY 03 
 
MEDICINE - 

 
STRESS: 13 
RESISTANCE: 1 
ATTACKS:  
Ripping Mouthparts: (Melee, 6  Vicious 2) 
Harpoon tongue: (Range, 7  Piercing 1, Vicious 1) 
SPECIAL RULES: 
Wallwalker: This creature ignores the Task to climb walls or 
webs. 
 
 
 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

Story Starters 
Intentionally, many blanks have been left for a gamemaster to 
fill in on Parsa. This supplement allows for you to create your 
own memorable NPCs and story arcs that can be connected to 
a story you are already telling, or you can use it for a multiple 
episode arc with far reaching, epic story potential. Here are 
some ideas for stories you could tell with your crew: 
 

➢ The crew’s ship is sucked through a space anomaly 
can come out one of the Doors of a Parsan Pyramid 
 

➢ One of the away team members is of a species that 
the Parsans recognize to be the Star Brothers. 

 
➢ The Parsans are testing their warp field technology 

on a floating barge, and something goes wrong. 
 

➢ Information comes out that the Star Brothers don’t 
actually exist and are a story created by ancient 
elders to prevent their people from ever going to 
space. 

 
➢ The crew is displaced in time and need to modify a 

Parsan Door into a one-use time tunnel. 
 

➢ A supercryovolcanic event threatens the tribal 
Alabasters beneath the Frozen Wastes. 

 

 

 
 

 
 



 

 

 


