Tuesdays at Quark’s
Client Index
Continuing Mission

2

|

T@Q

3

TABLE OF CONTENTS
Agent N, Chameloid Assassin (Mirror U.)

4

Nakotti, Unscrupulous Merchant

88

Ardon Nortt, SCE Team Leader

6

Neerok, The Romulan Senator

90

Arenbet, Hostile Gorn Diplomat

8

Olivia Mészáros, Genesis Scientist

92

Arjin Nala, The TOS Trill

10

Otak’ka, Interspecies Medical Exchange

94

Azala Kyl, Freed Borg

12

Palmer Beckett, Stalwart Redshirt

96

Charlene Mathers, Idealistic Scientist

14

Qurek, Son of Vorst, Klingon Joh

98

Chris Park, Academy Fling

16

Qurek, Son of Vorst, Klingon Joh (Mirror U.)

100

Chris Park, Fling and Traitor (Mirror U.)

18

Ral Vot, Weapons Specialist

102

Cirrek, Alien Technology Specialist

20

Reesha Qel Vasto, Uyrror Diplomat

104

Cr’ara, Sleeper Agent

22

Reil Anaphis. Cybernetic Officer

106

Deyanna Lani, Qaruodot Astronavigator

24

Rerash, Artifact Dealer

108

Dirac and Weyl, Bynar Engineers

26

Sam Nash, Your Criminal Sibling

110

Erix Kaedn, Eavarnian Doctor

28

Seeks-New-Places, Pranir Spy

112

Faren Sul, Criminal Collaborator

30

Shemar Vahron, Rigellian Jelna

114

Gilora Darhad, Obsidian Order Operative

32

Sirriv, Former Commander

116

Ha’nil, Bayt’ihat Trader

34

S’kard, Starship Pilot

118

Havral Nemil, El-Aurian Prophet

36

Soloc, Ferengi Arms Merchant

120

Heyta, Xindi-Primate

38

Talas sh’Tharqat, Scarred Veteran

122

Heyta of the Xindi Remnant (Mirror U.)

40

Tevale, Romulan Defector

124

Imaal Prasum, Starfleet Tactician

42

Thebena, Counselor

126

Jairim Meru, Holographic Expert

44

T’hoka, Temporal Integrity Commission Agent

128

Jess Maxwell, Academy Dropout

46

T’k-ghal, Chelon Criminal

130

Jess Maxwell, Terran Engineer (Mirror U.)

48

T’Lar, First Contact Specialist

132

Jiaso Velem, Ground Tactics Specialist

50

Toja Pell, Cardassian Diplomat

134

Jir Azelik, Zakdorn JAG Officer

52

Velaz Matil, Federation Archaeology Council

136

Julian Vasquez, Section 31 Defector

54

Ver’sal, Na’khul Mastermind

138

Kalem Gel, Captain’s Aide

56

Vesena, The Harsh Teacher

140

Kanientah, Risian Officer

58

Viristia Delnar, Trill Science Ministry

142

Karen Himura, Archaeologist

60

Vleme, Temporal Agent

144

Konal Odutan, Hotshot Pilot

62

Wik Lun, Breen Slaver

146

Kovar of Vulcan, Sentient Hologram

64

Zir Sedl, Hostile Breen Diplomat

148

Lakin Viromm, Reckless Admiral

66

Zrabas, Gorn Bounty Hunter

150

Lakin Viromm, The Reckless Captain

68

Zyle sh’Azonan, The Promising Ensign

152

Laris Dek, Trill Criminal (Mirror U.)

70

Lenaris Edon, Revolutionary Vedek

72

Let Pann, Fleet Commander

74

Li Chami, Maquis Leader

76

Lira Zentel, Artifact Dealer

78

Mailys Sault, Augment Criminal

80

Mailys Sault, Imperial Inquisitor (Mirror U.)

82

Mehona Tre, Betazoid Interrogator (Mirror U.)

84

Mona’qé, Aquatic Anthropologist

86

CONTINUINGMISSIONSTA.COM

|

T@Q

FOREWORD
When Star Trek Adventures first came
out, I was in love with the system and
the design of the game from the start.
After sifting through different Star Trek
RPG versions I finally found one that
clicked with my gaming style and
wanted to dive right in. Like many, my
enthusiasm for playing drastically outpaced the amount of game time I’d actually have with STA at the gaming table. As a result, and to build other
gamers’ options, I started the Tuesdays
at Quark’s series.
From the start it was an ambitious
project and I never had the idea of covering every corner of the Star Trek universe. I knew that eventually we’d be
seeing official versions of many different characters from the series and
movies (and indeed we have in the crew
PDFs and supplements for divisions and
quadrants) but Star Trek was always
much more than the personalities from
the show. It might be driven by character but a game like Star Trek Adventures
makes it clear that it’s not driven by
specific characters and so the potential
exists for many different people to be
encountered in your game. The monthly
themes were mostly to keep my imagination going but they led to exploring
some of my favorite parts of the franchise from the competing polities
around the Federation and their rival
philosophies on government and inclusivity to the hierarchy of Starfleet itself
and the challenges it represents. I even
got to make Mirror Universe versions of

some of my favorites for later use. Memorably, I unexpectedly ran into many of
my creations as a player in Michael Dismuke’s game, suddenly pitted against
an NPC that I’d lovingly written up and
now regretted my work as I saw them
stay a step ahead again and again.
After the community grew and I decided
to refocus my efforts and stop writing
for Tuesdays at Quarks, I saw many
other people developing their own lists
of NPC characters. It’s a joy to see the
fans of Star Trek expand the universe
and highlight what they most like about
it. “Infinite diversity in infinite combinations,” as the Vulcan philosophers
say, and that means that Star Trek
should always reflect your interests and
your loved ones at the table. The rules
certainly support many different character types and if you like exploring
what that can mean and making NPCs
in your spare time, then you’re in good
company. The future might not always
look sunny or full of adventure but the
galaxy of Star Trek is both of those
things and it’s filled with figments of
your imagination. Pull up a stool, let me
buy you a root beer, and we can talk
about all the different people you might
meet warping around the galaxy.
Colin “Mephit James” Wilson
This PDF includes all of Mephit James’s PDFs
for Tuesdays at Quark’s, except for official
canon or MU major characters like Leck, Lore,
Mirror Universe Picard, etc.
Tony Pi
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Statistics
Use the following statistics for a Notable or Major version of this character. The statistics note what
changes are necessary for a Major NPC.

Chameloid

Mercenary

TRAIT: Cbameloid, Assassin

Stress: 12

VALUES:

Biography
The Terran Empire uses a lot of mercenaries to keep control over its
systems but only a few are trusted enough to earn an agent
designation. Agent N is one of those few, mostly because of their
record and the many tests of loyalty that they’ve passed. The fact that
they’re a Chameloid just seals the deal.
This mysterious species exists on the edge of mapped space… or they
might be in the heart of the Emprie and disguised. None of the Terran
command of�icers know for sure and many are uncomfortable with
Chameloids generally, but there’s no arguing with results. Missions
which utilize these shapeshifters have by far the greatest chance of
success and no agent has a better record than Agent N.
Most of the time, N wears the face of an elderly Human woman of
Indian descent, generally wearing a brightly-colored sari. Of course, N
is neither Human nor elderly but this disguise helps them to avoid
notice when they need to. N also wears brown contact lenses to cover
up their telltale golden eyes and often they wear chunky jewelry to
hide bits of equipment.
Agent N’s main skillset is in assassination. They have killed targets for
the Terran Empire in both quadrants and they are not put off by hardto-reach targets. In other missions they have gathered intelligence,
planted evidence, and sabotaged ships and facilities.
The only blemish on their record is a pair of missions into Klingon space undertaken a number of years ago. On both
occasions N missed scheduled check-ins and refused to give many details to their assigned handlers. The missions were
both successful, though, so the missed appointments were merely entered into the logs but most troublingly is that both
handlers died soon after the missions’ conclusions under seeming accidents. It doesn’t take an intelligence expert to see
that there is something suspicious there but Agent N’s record is so impressive that investigation into the incidents has
been repeatedly blocked by Terran admirals.

Agent N as a Changeling
Changelings and chameloids are totally different species but they have similar skillsets. The
Dominion in the Mirror Universe is something outside of canon but it can be assumed that it’s
somewhat like the prime version. It’s interesting to think of how the Terran Empire and the
Dominion would interact, but also interesting to think of their interaction with the KlingonCardassian Alliance…
Regardless, what would a changeling be doing in the Mirror Alpha Quadrant at all is interesting.
Maybe they are one of the Hundred sent out by the Founders to interact with the solids. Maybe
they are an advanced scout assessing the Terran Empire before the Dominion strikes. As a
changeling, Agent N holds even more secrets and even more potential to mess with the Terrans.

• Unarmed Strike (Melee, 5A

(Major NPC)

ATTRIBUTES
Control
Fitness
Presence

11
11
10

Daring
Insight
Reason

02
04
01

Conn
Engineering
Medicine

12
12
10

DISCIPLINES
Command
Security
Science

•
•
•
•

Knockdown,
1H, Non-lethal)
• Dagger (Melee, 6A Vicious 1, 1H, Deadly,
Hidden)
• Disruptor Pistol (Ranged, 7A Vicious 1, 1H)
• Escalation Disruptor Rifle (Ranged, 8A
Vicious 1, 2H, Accurate)

SPECIAL ABILITIES
• Master Shifter: Chameloids can change

For Major NPC add +1 to Engineering

FOCUSES:

Resistance: 0

ATTACKS:

• I’m Only Worth My Promise
• The Shadows Is the Only Safe Place

Image from The Expanse by SyFy.
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Hiding
Deception
Ambushes (Major NPC)
Handheld Weapons (Major NPC)

02
02
02

their shape to resemble any humanoids.
They may spend a Threat as a Minor Action
once per Turn to assume a different
humanoid form and gain a Trait to re�lect
the new form’s species. It’s next to
impossible (Dif�iculty 5) to detect the
disguise even with blood screenings. Agent
N is such a skilled shifter that they can
appear like speci�ic humanoids and fool
even close friends. They can also fake
injuries and other sudden changes to their
form with a Control + Conn Task (Diff 2).
• Ambush: When Agent N uses a Ready Task
to ready a Ranged Attack, they can add one
bonus d20 to that Ranged Attack.
• Lethal Force: When attacking a target that is
unaware of them, Agent N rolls an
additional 2A. They also may spend one
Threat before rolling damage on any attack
to gain the Intense quality for that damage
roll.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Bolian

Male

Starfleet

Lieutenant Commander Ardon Nortt has
a distinguished record with the Star�leet
Corps of Engineers, receiving multiple
commendations of valor, an Excellence
in Leadership Award from the SCE, and
honorary doctorates at three universities
from Earth to Andoria and his native
Bolus. Mentioning any of this to Nortt,
however, will just elicit a smile and a
self-deprecating joke.
In true Bolian fashion, Nortt’s approach
to leadership is gregarious and friendly.
To those �irst meeting him, he seems
more like an unassuming friend than a
squad leader. And yet Ardon Nortt is one of the most effective of�icers that the SCE
has and when a serious situation arises it’s easy to see why. The camaraderie and
friendships that Lt Commander Nortt creates in his team during down time lead to
trust and intuitive cooperation when it comes to crises. Although he has worked in
all number of different engineering projects, it is for disaster relief missions and
projects in combat zones that Nortt received his commendations.
Many have underestimated Ardon Nortt’s leadership abilities but the command staff
of the Star�leet Corps of Engineers is �irmly behind him. As war seems to be coming
and more and more risk-laden projects come up for Star�leet, they would do well to
look to Nortt’s style of leadership in creating tight-knit teams.

Bolian

10

• A Close Team Works Better
• Assignments Get Stale After a While

Control
Fitness
Presence

10
9
12

Daring
Insight
Reason

9
10
11

For Major NPC add +1 to Control and Reason.

Command
Security
Science

03
01
02

Conn
Engineering
Medicine

01
04
01

For Major NPC add +1 to Conn, Science, and Engineering.

•
•
•
•

Starship Systems
Colony Infrastructure
Computer Systems (Major NPC)
Group Dynamics (Major NPC)

0

• Unarmed Strike (Melee, 2A

(Major NPC)

Image from stavatars.net
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Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden 1)
Phaser type-II (Ranged, 4A, 1H,
•
Charge)
• Engineering Commander: If Nortt uses the

Direct Task in his position as commanding
of�icer of his squad and he assists with an
Engineering Task, the assisted character
may reroll one d20. If he uses the Rally Task
characters using the Momentum straight
away for an Engineering Task may Create
an Advantage by spending 1 Momentum
instead of 2 (more Advantages beyond the
�irst still cost 2 Momentum). Both of these
Tasks can be found on page 222 of the core
rulebook.
• Repair Team Leader: If anyone on Nortt’s
direct team that he’s been working with for
at least a week succeeds at the Damage
Control Task (core rulebook p. 224) they
may spend 3 Momentum (Repeatable) to
also repair one Breach.
• Warm Welcome: Whenever assisting
another character, a Bolian may use their
Presence Attribute instead of the normal
one for the Task. Further, both the Bolian
and the character being assisted may ignore
any increases in Complication Range for the
Task.
• Procedural Compliance (Major NPC Only):

It’s not as optimistic a look at things, but there is the possibility that Ardon Nortt is actually a
fraud. His friendly style of leadership is admired because it works… but what if it didn’t?
Imagine a subordinate who works with Ardon Nortt who is the actual skilled leader, pulling
the team together and forging an effective work group through traditional exercises while Lt
Commander Nortt organizes dinners and card games. This sort of interpersonal drama set
against a critical situation is easy to imagine in a Star Trek episode.
To take this direction with Ardon Nortt, use the stats on the next page for his skilled
subordinate (changing the Trait to whatever species you like and possibly adjusting his
Values). For Nortt, you can use the less impressive stats for the Operations of�icer on page 92
of the Operations Division Supplement.

By spending 2 Momentum to Create an
Advantage related to obtaining the proper
manuals and documentation, Nortt may
reroll 1d20 during the next Engineering
Task.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Gorn

Male

Gorn Hegemony

The Federation has had a long and contentious
relationship with the Gorn Hegemony, with roots
back before the UFP was even founded. Gorn society
has a strong emphasis on personal strength and
domination so it’s little wonder that they make for
poor neighbors. Still, not every Gorn sees those
values translating into war.
Arenbet is the leader of a political faction within the
Hegemony that looks back at the history of the Beta
Quadrant and concludes that the Gorn have been on
the wrong side of politics. It is not surrender, he
maintains, to side with the strongest force out there.
Only by participating in the power struggles can one
hope to climb to the top. He is determined to forge a
strong alliance with the Federation and together
force the more belligerent species in this part of the
galaxy (the Romulans and Klingons, for example)
into obedience.
To this end, Arenbet has maneuvered to get himself appointed as diplomatic
representative from the Hegemony to the Federation. This position is normally seen
as a disgraceful one and it was easy to obtain, but now that Arenbet has entrenched
himself and started plans in motion traditionalists in the Hegemony are having
trouble removing him. His political capital and allies inside and outside the Gorn
Hegemony have made Arenbet a true political force.

Arenbet’s personal views could shift in a way that makes him a de�inite antagonist instead of a
problematic ally. In his search for a powerful partner for the Gorn, the diplomat could instead
have �ixed upon the Romulan Star Empire or the Klingon Empire as the powerful rising stars to
cooperate with. In this case, the Federation might grow concerned that a rival alliance of species
might threaten stability in the Alpha and Beta Quadrants. This happened in some of the Star Trek
novels with a force called the Typhon Pact that actually included the Gorn.
Alternatively, it might be the Dominion that the Gorn ally with. Whether this is instead of the
Breen Confederacy or in addition to, it would certain change the course of the Dominion War, not
least because the Federation would have enemies on both sides instead of just the Cardassian
Border.

Gorn, Ambassador

11

• There Are Better Ways Than Killing
• Two Allies Are Three Times As Strong

Non-lethal)
• Disruptor Pistol (Ranged, 5A Vicious 1, 1H)

•
Control
Fitness
Presence

12
9
12

Command
Security
Science

05
02
01

Daring
Insight
Reason
Conn
Engineering
Medicine

9
10
10
01
01
02

For Major NPC add +1 to Conn, Engineering, Science, and
Medicine.

•
•
•
•

0

• Unarmed Strike (Melee, 3A Knockdown, 1H,

(Major NPC)

Image from Star Trek Online

8

Negotiations
Computer Systems
Galactic Politics (Major NPC)
Fleet Command (Major NPC)

Disruptor Ri�le (Ranged 6A
Vicious 1, 2H, Accurate)

• Cautious Commander: Whenever Arenbet

attempts a Task with the Command
Discipline and he buys one or more d20s by
spending Threat, he may re-roll a single
d20.
• Sacrifice of Command: Once per scene,
when Arenbet succeeds at a Task using the
Command or Security Disciplines, he may
choose to suffer one automatic
Complication (as if he got a Success at Cost).
If he does, an ally he chooses counts as
having assistance from Arenbet (
) on their next Task.
• Supreme Authority: Whenever a Gorn
currently under Arenbet’s command
attempts a Task to resist persuasion or
intimidation, Arenbet may spend 1 Threat
to allow that Gorn to re-roll, even if Arenbet
is not present in the scene himself.
• Thick Hide: Arenbet’s Resistance against
non-lethal attacks is increased by +1.
Additionally, when he succeeds at the
Recover Task, he may regain 3 Stress per
Threat spent rather than 2.
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Trill

Male

Starfleet

Star�leet has seen a number of different
species come through its halls but Arjin
is the �irst Trill to graduate. Or is it Nala?
There’s a lot that Arjin’s crewmates don’t
understand about him or his people, but
expanding horizons is exactly why he
joined in the �irst place.
The Trill have been part of the
Federation for decades but Arjin is the
�irst Trill to enroll in Star�leet. The Trill
government,
especially
the
Trill
Symbiosis Commission who considered
sending a joined Trill into service with
an alien organization to be the same as
destroying the symbiont. If Arjin Nala
died while in service to Star�leet (a not insigni�icant risk) the Nala Symbiont would
be lost and all of its experiences with it. Still, there was no law to actually forbid
Arjin from joining Star�leet and the Commission was forced to choose between
breaking ties with Arjin and effectively losing the symbiont anyways or accepting
his decision and giving their tacit approval.

Nala for the 24th Century
In the end, there’s no way to change Arjin for the 24th century… But with Trills you don’t need to.
The Nala symbiont in 2371 is joined with a Trill named Mazra who possesses all the memories of
the �irst Trill graduate from Star�leet Academy. She might be an of�icer on the players’ ship or a
Star�leet of�icial called in for her expertise in 23rd century Federation ships.
The inclusion of Mazra Nala can offer a number of different opportunities in a campaign but the
most exciting one might be a story split between the two eras. Players can play their usual 24th
century characters with Mazra Nala providing her recollections, and then have cut scenes to the
23rd century with Arjin Nala alongside new characters or pregenerated characters for this one
mission.
Another option is to feature Mazra Nala as an expert in the past, someone like Jadziah Dax who
knew important �igures in the past and can name-drop. More than just a colorful background
element, this is a way to bring in past mission information that can lend context to a situation. In
the case of a long-running group, Mazra might even know 23rd century PCs and can mention them
to the delight of those characters’ players.

23 rd Cen.
The result is a prestigious Star�leet career so far, even in the �ive years since Arjin
graduated from the Academy. As part of the security division, Arjin prefers to face
down risks to his crew and put himself on the front lines. After hearing about the
nature of Trills, some on board start to treat him as though he’s fragile, offering to
put him “and your symbiont” on less risky tasks. Danger and adventure is why Arjin
joined Star�leet to begin with.

Image by STAvatars.net
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Symbionts join with hosts to experience life and he doesn’t want to be treated any
differently because of the joining; exactly the opposite in fact! All of the previous
Nala hosts have lived their entire lives on the Trill homeworld, except for a brief trip
to Vulcan by the previous host. That small glimpse into the greater galaxy convinced
the symbiont that it needed to push farther and see what is out there.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Trill, Nala Symbiont

14

• This Lifetime Will Be Different
• Conscience Trumps Duty (Major NPC)

Control
Fitness
Presence
Command
Security
Science

10
11
10
01
03
01

Daring
Insight
Reason
Conn
Engineering
Medicine

• Unarmed Strike (Melee, 4A

11
9
9
02
01
01

For Major NPC add +1 to Engineering and Medicine, and
+2 to Command.

•
•
•
•

Combat Piloting
Navigation
Firing Phasers (Major NPC)
Xenobiology (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 5A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 6A, 1H,
Charge)
• Joined (Talent, p. 109)
• Untapped Potential (Talent, p. 118)
• Determined (Major NPC Only): When Arjin

fails a Task and uses a Momentum to buy
one or more additional dice in the next
round, he may also reroll one d20.
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Freed Borg (Trill)

Female

Starfleet

Azala Kyl began her life as many Trill do, applying to
the Symbiosis Comission but not receiving a
symbiont, then looking elsewhere for her career. She
wound up in Star�leet Academy, pursuing a career in
Star�leet Medical that saw her serving throughout the
Alpha and Beta Quadrants. This service almost ended
when Lt. Kyl’s ship, the U.S.S. Avi Weiss, responded
with the rest of Star�leet when a Borg cube attacked
in 2366. The Avi Weiss was one of forty vessels that
engaged the lone cube in the Battle of Wolf 359,
before it reached Earth, and the Star�leet vessel was
disabled and boarded. Azala was one of those
captured and she entered the Collective along with
many others from the battle and afterwards was
transported to the heart of the Collective.
That might have been the end of Azala Kyl for all
intents and purposes if not for Hugh. In 2368 the
U.S.S. Enterprise-D found a lone Borg drone, named
him Hugh, and returned him to the Collective. Hugh’s individualism spread like a
virus through the Collective and led to a crisis that came to a head in 2370 when the
affected drones were swayed by the android Lore. A rival group, led by none other
than Hugh, resisted this coercion and in the struggle a tiny group of drones were
caught in the middle and stumbled, totally disoriented, onto a Federation colony.
Azala was one of those lost drones and one of the few out of the group that survived
the surgery to remove the majority of Borg implants.

Azala for the 24th Century
The version of Azala Kyl presented here is intended to facilitate her inclusion in a game set in the
default time period of Star Trek Adventures. Obviously her inclusion into Star�leet puts the much
later inclusion of Seven of Nine into the crew of Voyager in something of a different light, but this
doesn’t change the Star Trek timeline since Captain Janeway in the others don’t have to know
anything about Lt. Kyl when they are whisked away to the Delta Quadrant.
If you are playing a game after Voyager’s return, even one set in the time period of Star Trek
Online, former Borg drones might be a lot more common. In this case, Azala is a role model for
freed Borg entering Star�leet, again of for the �irst time. Like Anika Hansen, Lt. Kyl is someone
who has been in Star�leet for a long time living with her Borg implants and memories of the
Collective. She can help other former drones to deal with the stress and help Star�leet understand
their strengths and needs.

24th Cen.
Now, eight months after coming out of surgery and slowly learning her sense of self
again, Azala Kyl is trying to �ind a new life in Star�leet. She has retaken the qualifying
exams for Star�leet Medical. A lot of people have a lot of questions for her but Lt. Kyl
has proven that she has no more immediate intelligence to provide on the Borg and
that she is ready to return to duty.

Image from Star Trek Online by Cryptic Studios
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Life aboard a Federation starship is challenging, and more than a few crewmates
have some reservations about working with Kyl, but she is determined to make it
work. She is still a capable doctor and her unique insights and abilities could win
over a crew otherwise turned against her. Of course, the Borg are not gone forever
and when they attack again Lt. Azala Kyl may �ind herself under increased scrutiny
and maybe even angry reprisals.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Freed Borg, Trill

12

• Anything Can Be Healed
• There’s Room for All in the Federation

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 2A

(Major NPC)
Control
Fitness
Presence

10
11
8

Daring
Insight
Reason

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

11
9
11
01
01
03

For Major NPC add +1 to Command, Security, Science,
and Medicine. This also adds +1 to Stress.

•
•
•
•

Observation
Surgery
Combat Tactics (Major NPC)
Field Medicine (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-II (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 5A, 1H,
Charge)
• First Response (Talent p. 138)
• Former Initiate (Talent p. 109)
• Regenerative Nanites (Major NPC Only):

When Azala Kyl avoids injury by adding to
Threat, she also regains 3 Stress.
• Sensor Implant: The remaining implants
around Azala’s eyes allow her to see
multiple spectrums that she can use as a
tricorder. She can attempt a Control +
Science Task with a Dif�iculty of 0 and gains
a bonus Momentum on a success that must
be used on the Obtain Information
Momentum spend.
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collapsed under the attack of the alien obelisk on her homeworld. Now that she is a
Star�leet of�icer, Mathers uses those feelings to push herself to perform her job
better but she may soon be overwhelmed if they keep getting stronger.

Human

Female

Starfleet
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Six months out of Star�leet Academy, Ensign Mathers is
still full of the wonder and excitement that all new
recruits have. She is ready to see new life and new
civilizations and to �ind out what wonders the cosmos
might hold.
Charline Mathers didn’t always feel this way, however.
As a girl, her family lived on a remote colony far away
from the nearest Star�leet outpost. When an alien obelisk
appeared in the system the colonists were on their own
and many went insane from the psychic attacks that the
object projected. As a very young girl, Mathers was
deeply affected by this and for a long time it kept her
from venturing off of her homeworld.
Eventually, though, she decided to leave to visit a nearby
system and it was here that she was bowled over by the
beauty of space and the majesty of starships traversing
it. In a matter of months, Charline Mathers’ outlook
changed completely and she became determined to enter Star�leet. Several years
later she graduated with a doctorate in astrophysics and a thirst to see the universe.
Lately, though, she’s been feeling some of her old fears creeping back in. While she
still feels comfortable on her ship and with her crewmates, Charline has started to
feel a pervasive uneasiness. Many mornings she has woken up in fear, the details of
her dreams slipping away but the feeling of being pursued remains. She often thinks
back to her parents in those moments, to the last time she saw them as they

Charline Mathers as Willing Accomplice
The psychic connection hinted at here doesn’t have to be a mysterious thing that is slowly
creeping up on Charline Mathers. She was affected by the psychic attack of the alien object as a
child so this could be a long-dormant plan that is now coming to fruition. In this case, Mathers’
sudden change of heart about space travel has nothing to do with what she saw on her �irst trip.
In fact it started before that when she had a sudden dream that switched on psychic control
buried in her subconscious. This version of Mathers is purposefully working with the alien
intelligence that attacked her homeworld decades ago and she has worked her way through
Star�leet and onto the Player Characters’ ship for unknown purposes. What the aliens’ agenda
might be and whether there are other “sleeper agents” out there is up to the GM.

Human, Psychic Bond
Image from trekdating.com
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• Starfleet Pushes the Boundaries of
Knowledge
• Uncertain Dreams (Major NPC)

Control
Fitness
Presence

11
10
9

Daring
Insight
Reason

Command
Security
Science

01
01
03

Conn
Engineering
Medicine

• Unarmed Strike (Melee, 2A

9
11
12
01
01
02

For Major NPC add +1 to Conn, Engineering, Science, and
Medicine.

•
•
•
•

Astrophysics
Spatial Phenomenon
Stellar Cartography (Major NPC)
Computer Systems (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 4A, 1H,
Charge)
• Cautious:

When Mathers attempts a Task
with Science and she buys one or more
d20s by spending Momentum, she may reroll a single d20.
• Collaboration: Whenever an ally attempts a
Science Task, Mathers may spend one
Momentum to allow them to use her
Science score and one of her Focuses.
• Untapped Potential: Though inexperienced,
Mathers has true determination. Whenever
she succeeds at a Task for which she bought
one or more additional dice, she may roll
1A. She gains bonus Momentum equal to
the roll of the A and adds one point of
Threat for each Effect rolled.
• Testing a Theory (Major NPC): When
Mathers attempts a Task using Engineering
or Science and she has succeeded on a
previous Task covering the same scienti�ic
or technological �ield earlier in the same
adventure, she may roll one additional d20.
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24th Cen.
make their role in the story comedic and distracting instead of interesting and fun.
The old �lame that occurs to fawn all over the hero is a cliché, and a bad one at that.
Don’t make Chris Park some shrinking violet, particularly if the character is female,
or you’re likely to get nothing but eye rolls and (worse) adolescent jokes.

Human

Male or Female

Starfleet

Lieutenant Commander Chris Parks is a decorated Star�leet of�icer with a vibrant
career and many commendations. They have seen battle, developed a reputation in
their chosen scienti�ic or medical �ield, and generally led a ful�illing and healthy life.
Their connection to the player character is air-headed infatuation, but just the
strong emotions of youth that resurface when you meet someone from your past.

Biography
Chris Park (short of “Christopher” or “Christina” depending on gender) was a strong
cadet at Star�leet Academy, known for keeping their attention focused on classes
and with an excellent mind for research. They had
friends, a tightly knit group in fact, and were known
to be friendly and outgoing but they were fairly
private.
That’s why it was such a surprise to that tightly knit
group of friends when Chris started dating someone.
One of the player characters met Chris on campus,
perhaps in the lab or at a party off-campus or even
on an extended wilderness training session. Any PC
can be the former �lame of Chris Park; the
circumstances of their meeting as well as the gender
and speci�ic research project of Lt. Commander Park
are left open for this reason.
Whatever happened during their brief time together,
though, the relationship ran its course and the two
moved on. Well, at least the player character moved
on. Chris hadn’t engaged in many relationships in the
past and this �irst big one really stuck with them.
They carried a torch for the player character
throughout the rest of their time in the Academy and
continuing through their subsequent assignments.
For most of their career, Chris Park has served on
scienti�ic missions in the sort of adventurous career
that everyone dreams about when applying to Star�leet. Just recently, though,
they’ve transferred onto a project that is top-secret and things have been getting...
unusual. Their project supervisors seem to be ignoring the normal chain of
command and one of the other researchers on the project mentioned something
called “Section 31” before catching himself. Now Chris is looking for allies to help
them �igure out just exactly what is going on.

No Damsel, Minimum Distress
It’s tempting to treat Chris Park as a fragile character helplessly smitten with the
player character. This is not the most effective way to use them, however, and can

Chris for the 23rd Century
The original series of Star Trek was full of love interests and throwaway characters for Captain
Kirk to make out with and then leave behind. Don’t let a female Chris Park fall into this category
as well. Recall also that Star Trek broke many social taboos of the day, including the �irst
interracial kiss on the television screen. Lt. Commander Park can be seen in that vein instead, a
strong-willed and competent love interest that knows what she wants and is straightforward
about it. A male Chris Park can also buck convention, a quiet and earnest man in a universe full of
swaggering captains and sardonic surgeons.
Images by STAvatars.net
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Human

Stress: 10

VALUES:

ATTACKS:

� Everything Happens for a Reason
� Personal Bonds Over Professional Duty

� Unarmed Strike (Melee, 2A

(Major NPC)

ATTRIBUTES
Control
Fitness
Presence

9
9
11

Daring
Insight
Reason

00
01
02

Conn
Engineering
Medicine

11
9
11

DISCIPLINES
Command
Security
Science

02
02
02

For Major NPC add +1 to Command, Engineering, Science,
and Medicine.

FOCUSES:
�
�
�
�

Making Friends
Research
Computer Programming (Major NPC)
Molecular Analysis (Major NPC)

Resistance: 0

Knockdown,
1H, Non-lethal)
� Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
� Escalation Phaser type-II (Ranged, 4A, 1H,
Charge)

SPECIAL ABILITIES
� Spirit of Discovery: Talent (p. 107).
� In the Nick of Time: Talent (p. 138).
� Cautious (Major NPC Only): Talent (p. 136).

This should be for Science or Medicine,
depending on which �ield Lt. Commander
Park works in.
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Human

Male or Female

24th Cen.
With Chris Park’s crimes against the Empire mounting, Imperial of�icials are using
any leverage they have against them. That includes asking old friends and lovers to
help track them down with insights into their psychology and connections. This is
grasping at straws but that hardly matters to desperate of�icials driven to the edge
by the collapse of the Empire’s territories.

Terran Empire

Chris for the 23rd Century
Chris Park (short of “Christopher” or “Christina”
depending on gender) was a strong cadet at the Imperial
Academy, known for keeping their attention focused on
classes and with an excellent mind for research. They had
friends, a tightly knit group in fact, and were known to be
friendly and outgoing but they were fairly private. That’s
why it was such a surprise to that tightly knit group of
friends when Chris started dating someone. One of the
player characters met Chris on campus, perhaps in combat
training or at a party off-campus or even on an extended
wilderness training session. Any PC can be the former
�lame of Chris Park; the circumstances of their meeting as
well as the gender and speci�ic research project of Chris
Park are left open for this reason.

Image © Korean Broadcasting System
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At the height of the Terran Empire’s power, Chris Park’s role changes somewhat. Instead of being
a traitor working with the Cardassians, they are a traitor trying to help the Vulcan underground
to force the Terrans to give them freedom. In many ways this is the same function as in the 24th
century: former Navy of�icer now hunted for trading secrets to the enemy. However, players are
likely to be hostile to a self-interested Chris Park working for their own gain whereas they will be
much more sympathetic to a free-�ighting Chris Park working to help subjugated Vulcans. Bear
this is mind when designing stories around this character and be sure to play up the disconnect
with how the players will feel about this and how their characters will feel.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Human

Though they carry the risk of vulnerabilities,
fraternizations are hardly prohibited by the Terran Empire.
The relationship might have continued into the present but
for one critical issue: Chris Park turned traitor. The Terran
Empire was once mighty and it destroyed the Klingon
Empire when the two met. Now, however, it is sickening
and the enemies are closing in. Klingons are attacking with
renewed force, and the newly-contacted Cardassians are
proving to be a true danger. Imperial forces are beaten
back to the immediate volume around the Sol system and
for many the writing is on the wall. Chris Park sees the
death of the Terran Empire coming and they are
determined to be on the right side of that fall.
For a while they stayed with the Imperial Navy, gathering intelligence and feeding it
back to the Cardassians. Eventually they were caught by Vulcan interrogators but
they slipped away and now are operating on the fringes of the Terran Empire to
continue their mission. This all started as a mission of self-interest to ensure
clemency when the Empire fell. Now, however, Chris Park genuinely hates the
Empire for the torture they experienced at the hands of cruel Vulcan questioners,
for the brutal stories they have found in their intelligence-gathering, and for the
killing of every Park relative left in the Empire in the wake of Chris’s escape.

Image © The WB
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• The Last Days of the Empire are Here
• Trust Is Something to Be Earned (Major

NPC)
Control
Fitness
Presence
Command
Security
Science

9
9
11
00
02
02

Daring
Insight
Reason
Conn
Engineering
Medicine

11
9
11
02
02
01

For Major NPC add +2 to Command and a +1 to Security,
and Science. This adds +1 to Stress.

•
•
•
•

Making Contacts
Research
Computer Programming (Major NPC)
Tactical Analysis (Major NPC)

0

For the Major NPC version, add +1A to all
damage.
• Unarmed Strike (Melee, 3A Knockdown
and Vicious, 1H, Non-lethal)
• Disruptor Pistol (Ranged, 5A Vicious, 1H)
•
Disruptor Rifle (Ranged, 6A
Vicious, 2H, Accurate)
• Spirit of Discovery: Talent (p. 107).
• Computer Expertise: Talent (p. 138).
• Mean Right Hook: Talent (p. 137). Included

in the statistics above.
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Benzite

Male

Starfleet

Biography
Benzites have a well-deserved reputation for being careful
and attentive researchers. Their predisposition to detailed
work makes them excellent scientists and engineers, so
seeing a Benzite in Operations gold is not out of the ordinary.
However, their reputation for aloofness and condescension is
more of a trend than a rule and cultural norms on Benzar are
shifting as more and more Benzites move into the wider
Federation culture. Lt. Commander Cirrek of the Star�leet
Corps of Engineers is one such Benzite who is challenging
people’s assumptions about his species and making quite a
name for himself.
Of�icially, Cirrek’s title in the SCE is “Unknown Technology
Specialist” but he usually introduces himself as an “alien tech
whisperer.” Cirrek is intrigued by technology of an unknown
design, especially if it is of unknown origin as well. He has been sent throughout the
Alpha and Beta Quadrants, tasked with leading up teams to look into artifacts
recovered on remote worlds, derelict stations found in the space between stars, and
strange drive signatures from recovered vessels. Crews that meet the Lt.
Commander might expect a coldly calculating Benzite and are frequently surprised
by the enthusiasm and excitement with which Cirrek approaches his job. He
genuinely loves a puzzle and is most energized when he can solve that puzzle with
like minds. It’s not that he’s “all business” but just that his business and fun
surround the same topics!
Cirrek in the 25th Century
In the version of the 25th century shown in Star Trek Online, Lt. Commander Cirrek is an
especially good �it. With all of the con�licts raging across the Federation and its allies and the
appearance of new threats like the Iconians, Hur’q, and Devidians. With all of these new
challenges around, not to mention older threats like the Borg and Tholians, there are so many
interesting bits of tech �loating out there for the SCE to investigate.
In this game, it’s perhaps best to play up Cirrek’s cautious streak and have him be a voice of
warning. For Player Character crews who want to strap Borg weaponry onto their ship, Cirrek
is the one to tell them why that’s a bad idea. More likely, though, the crew will �ind interesting
relics that Star�leet Command wants them to investigate and improve upon (something seen
in the Shackleton Expanse living campaign from Modiphius). In this case, they have an
admiral on one side pushing things forward and Cirrek from the SCE advising caution and the
players in the middle with one of those hard moral choices that Star Trek is known for.

24th Cen.
There is one thing that worries Cirrek, though: the weaponization of alien
technology. For an of�icer that likes puzzles, the thought of turning one of those
puzzles into a means of destruction is disgusting. He understands that armaments
are important for Star�leet’s mission and is not a paci�ist by any means, but he has
too often seen �lag of�icers look at a new peace of tech and have their �irst thought
be “how could this kill?”

Image from Star Trek Online
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When investigating new technologies, Cirrek is methodical in his analysis and he
expects the rest of Star�leet to be the same. He has raised ethical questions on a
number of occasions when the admiralty steers a project in a direction he deems
unsafe. While most of those are hidden in classi�ied reports, enough are public
record that Cirrek sometimes �inds a “dif�icult” reputation precedes him.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Benzite

SPECIAL ABILITIES
• Collaboration (Talent, p. 136)
• All Fingers and Thumbs: When a Benzite

VALUES:

• I Haven’t Met a Puzzle I Didn’t Want to
Solve
• Technology Might Be Safe, But People
Aren’t (Major NPC)

ATTRIBUTES
Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

9
10
12

For the Major NPC add +1 to Control and Daring.

DISCIPLINES
Command
Security
Science

01
01
04

Conn
Engineering
Medicine

01
04
02

For the Major NPC add +1 to Command, Conn, Security,
and Medicine. This adds +1 to Stress

FOCUSES:
•
•
•
•

Reverse Engineering
Diagnostic Scans
Energy Sources (Major NPC)
Schematic Design (Major NPC)

Stress: 15

Resistance: 0

ATTACKS:
For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 2A Knockdown,

Size 1H, Non-lethal)
• Phaser type-I (Ranged, 3A, Size 1H, Charge)
• Escalation Phaser type-II (Ranged, 4A, Size

1H, Charge)

succeeds at a Task using a computer
console (including a bridge station), they
gain one bonus Momentum. This bonus
Momentum cannot be saved into the group
pool.
• Meticulous Analysis: When Cirrek scans
unidenti�ied phenomena or technology, he
may immediately make a Swift Task,
without the need to spend Momentum or an
increase in Dif�iculty. This Task may only be
used to attempt to analyze the preliminary
data he has received using Reason +
Science and a relevant Focus.
• Miracle Worker: Whenever Cirrek uses
Engineering on an Extended Task, if he
achieves a Breakthrough and rolls at least
one Effect on a Challenge Die, he achieves a
second Breakthrough.
• Right Tool for the Right Job: Whenever
Cirrek uses an engineering tool with an
Opportunity Cost, the tool grants an
Advantage if it did not do so originally, or
increases the Advantage it provides by one
step.
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Caitian

Male

Starfleet

The Caitians have been members of
the Federation for centuries and many
Caitians serve throughout Star�leet as
trusted and decorated of�icers. Lt.
Cr’ara is one of those of�icers but
there is one big difference. Cr’ara has
a dark secret that could threaten the
everyone around him.
When he was younger, Cr’ara was
more rebellious and fell in with an
extremist movement on his
homeworld of Hochlor IV. Calling
themselves the Essentialists these
revolutionaries felt that the foreign
policies of the Federation were
dangerous and would soon lead to disaster and possibly the destruction of the
Federation. The group held some demonstrations and even tried to press the local
security forces to take more powerful action. Nothing came of it, though, and Cr’ara
was among many young members to leave the group in frustration. He entered
Star�leet to at least be on the front lines of defending the Federation but always
wished the Essentialist movement could have worked.

Lt. Cr’ara can be repurposed for nearly any shadowy agency you want. He could be a secret
member of the Maquis like Michael Eddington or he could be a secret agent of Section 31 sent
to report on the front line’s business of Star�leet, just as Malcolm Reed was aboard the NX-01.
You could invent your own conspiracy as well or make Cr’ara the head of the New
Essentialists after Fullerton is arrested following the events of the DS9 episode “Let He Who Is
Without Sin…” Perhaps the most interesting modi�ication, though, is to make Cr’ara
completely a traitor and loyal to something other than the Federation.
In this version, Cr’ara is part of the Essentialists as a youth and grows disillusioned just the
same. However, he begins to feel that the Federation is a failed experiment during his �irst
assignments and is contemplating leaving Star�leet when the Dominion is contacted. Here
Cr’ara sees everything he’s been craving: a multi-species civilization with peaceful worlds
enforced by a strong military. On his next scheduled leave he travels to Deep Space Nine and
secretly books passage in the Gamma Quadrant where he contacts representatives of the
Dominion. It takes some convincing but several months later he returned to his post and
waits for instructions from his Dominion handlers.

24th Cen.
Decades later, Cr’ara was contacted by a man named Pascal Fullerton. After Cr’ara
had left the movement, Fullerton took over leadership and reformed them into the
New Essentialists. Since the early days, the Federation had been through multiple
crises that had led many citizens to join the New Essentialists and to convince them
that immediate action was required. Invasion by the Borg, the long and dif�icult
Cardassian War, and now the Dominion. Fullerton had big plans for the New
Essentialists and wanted to convince Cr’ara to rejoin. He took very little convincing.

Image from stavatars.net
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Now, Cr’ara still serves in Star�leet and has consciously not changed his routine or
outward views. He sends bits of information to Fullerton when he �inds something
worth sharing but mostly he is waiting. One day Pascal Fullerton will have a plan
that will show the entire Federation that the New Essentialists are right. When that
happens, Lt. Cr’ara of Star�leet knows that he will have an important role and go
down in the history books.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Caitian

14

• The Federation Needs to Be Strong
• History Will Prove Me Right (Major NPC)

Control
Fitness
Presence

11
11
10

Daring
Insight
Reason

Command
Security
Science

01
03
01

Conn
Engineering
Medicine

11
9
9

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1I (Ranged, 6A, 1H, Charge)
•
Phaser rifle (Ranged, 7A, 2H,
Accurate, Charge)
• Unarmed Strike (Melee, 4A

• Cat-Like Reflexes:

01
02
01

For Major NPC add +1 to Conn, Security, Engineering, and
Science. This also adds +1 to Stress

•
•
•
•

Hand-to-Hand Fighting
Espionage
Security Systems (Major NPC)
Starfleet Procedure (Major NPC)

0

During hte �irst round of
combat, if Cr’ara has not acted, he can take a
Minor Action on another turn by spending
one Threat (immediate).
• Keen Hearing: Whenever Cr’ara attempts to
hear faint sounds, listen in on
conversations, dinstinguish tones, recognize
voices, notice patterns or background
noises in recordings, or other tasks that
involve his sense of hearing he gains a
bonus d20.
• Deep Cover: When Cr’ara attempts to lie,
conceal his actions, or keep his motivations
secret and he buys one or more d20s, he
may re-roll his dice pool.
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Qaruodot

Female
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24th Cen.
The Qaruodot and their cousin species the Drauodot are more similar than they are different, at
least physically speaking. Their skin seems loose-�itting to many humanoid species and has a
heavy texture and pronounced wrinkles. They, of course, see species like the Andorians and
Humans as “stretched” and “synthetic-looking.” The cartilaginous frill along their jawlines are
actually olfactory receptors that are especially sensitive to extremely acidic or extremely basic
gases.
•
Attributes: Fitness +1, Insight +1, Reason +1
•
Trait: Qaruodot. The more numerous group, the Qaruodot are an industrious people who
value storytelling and historical records. While the large majority of Qaruodots no longer
follow the dominant religion that started the war generations ago (a faith centered
around a mentor god and a disciple god whose discussions created the universe) the
trappings still permeate their society.
•
Trait: Drauodot. More closed off than their Qaruodot cousins, the Drauodot have an
ingrained persecution complex. They are dif�icult to deal with diplomatically because of
their expectation of grudges against them, though the youngest generation is creating a
more accepting culture. Their polytheistic beliefs with its myriad shrines is still widely
followed but the intricate ceremonies and periods of fasting have all but disappeared.

Starfleet

Qaruodot of�icers are a fairly common
sight on Star�leet science vessels, known
for their keen attentions and precise
minds. On their homeworld they pursue
careers as artists, engineers, and every
other profession but in Star�leet they are
invariably drawn to careers as archivists,
scientists, and historians. Lt. Lani is no
exception and her mental catalogue of
star systems is impressive to say the
least.
She’s also a courageous and dedicated
Star�leet of�icer. Though Lani specializes
in astronavigation and takes pride in her
abilities, she never hesitates to get into
the middle of the action when necessary.
As a young ensign, her research ship got
too close to disputed space during the
extended war with the Cardassians and
was attacked by two Galor-class cruisers.
Deyanna Lani jumped in the way of an
exploding console to save the life of her captain, though it cost her a leg. Now
promoted to a lieutenant, Lani often shows off her new prosthetic leg to those who
dismiss her as a bookish scholar. She has engaged in �ire�ights with Romulans,
confronted Tzenkethi raiders, and tracked down hidden Borg scout ships.
She isn’t afraid of much but one thing she doesn’t talk about is the relationship
between her people and the Drauodot. Generations ago, a �ierce war split the species
along religious lines and the Drauodot left their homeworld to establish a new one.
Both species are members of the Federation and talks are underway to unite their
governments again but religious separatists on both sides continue to stall the
effort.

Image created using Star Trek Online from Cryptic Studios
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Qaruodot, Prosthetic Leg

10

• Knowledge is Its Own Reward
• Precision Saves Lives (Major NPC)

Control
Fitness
Presence
Command
Security
Science

11
9
9
01
01
02

Daring
Insight
Reason
Conn
Engineering
Medicine

For Major NPC add +1 to Conn, Engineering, and
Medicine, and +2 to Science.

•
•
•
•

Astronavigation
Physics
Warp Field Dynamics (Major NPC)
Mathematics (Major NPC)

0

• Unarmed Strike (Melee, 2A

10
10
11
02
02
01

Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser Rifle (Ranged, 5A, 2H,
Accurate, Charge)
• Bold (Talent, p. 135) chosen for Science
• Starship Expert (Talent, p. 137)
• Intense Scrutiny (Talent, p. 138)
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24th Cen.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Bynar Pair

Starfleet
Bynar

The planet of Bynaus (locally known as
101100010100110) gained widespread
attention when the native cyberneticallyaltered species called the Bynar hijacked
the U.S.S. Enterprise-D to backup the
planet’s main computer systems and
protect it from an electromagnetic pulse.
Even though the group of Bynars that
perpetrated this attack were outliers and
their actions condemned by most of the
planet, this incident shaped the popular
image of Bynars in the Federation and so
their mathematical genius has not been
widely utilized.
A Bynar pair working to change this policy is made of the skilled engineers
1101000111001110 and 11000111110101110, known to the other engineers who
work with them as “Dirac” and “Weyl” after two historical particle physicists from
Earth. Working with the Daystrom Institute, Dirac and Weyl are working hard to
perfect a functional transwarp drive for Star�leet’s vessels. Since the “grand
experiment” of the U.S.S. Excelsior’s test in 2285, Star�leet has toyed with transwarp
designs but the continued dead ends have convinced many of Star�leet’s engineers
that the venture is ultimately doomed.
Dirac and Weyl are unconvinced and they have made exciting breakthroughs
recently. Of course, living apart from the Bynar network has also changed the pair
and they suffered several breakdowns in their �irst year at the Institute. Reluctantly,
Daystrom researchers have given the pair access to an isolated computer network
to simulate their home environment and the change has seemed to improve the
health of both Bynars. Being connected to an alien network, however, has also
exposed them to new ideas and coworkers have noted the personalities of both
Dirac and Weyl shifting over time.
The contributions of this Bynar pair at the Daystrom Institute constitute an
experiment in more than one way. It remains to be seen if the Bynars can
collaborate with non-cybernetic species but also whether being removed from the
Bynar network will be sustainable for them. Time will tell in both respects.

Bynar

• Start At the Beginning of the Problem
• Collaboration Requires Focus (Major NPC)

• Focus Requires Collaboration
• The Whole Tells More Than the Parts

(Major NPC)
Image © CBS
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Control
Fitness
Presence

11
10
9

Daring
Insight
Reason

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

2

9
10
11

Control
Fitness
Presence

10
9
9

Daring
Insight
Reason

01
02
02

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

For Major NPC add +1 to Conn, Engineering, Science, and
Medicine.

•
•
•
•

11

01
02
02

For Major NPC add +1 to Conn, Engineering, Science, and
Medicine.

•
•
•
•

Warp Theory
Particle Physics
Computer Systems (Major NPC)
Astrophysics (Major NPC)

10
11
11

Warp Theory
Engine Design
Computer Systems (Major NPC)
Sensor Systems (Major NPC)

10

0

0

• Unarmed Strike (Melee, 2A

• Unarmed Strike (Melee, 2A

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)

• Cautious (Talent p. 136) chosen for

• Cautious (Talent p. 136) chosen for

Engineering
• Intense Scrutiny (Talent p. 137)
• Networked: The Bynars are networked with

the computer systems of the Daystrom
Institute (and, potentially, any ships they
are assigned to). This computer can assist
them on Tasks where Communication,
Computer, or Sensor Systems would
reasonably apply as long as its within
communications range. Assume the
Institute computer has a System of 11 and a
Department of 4.

Engineering
• In the Nick of Time (Talent p. 137)
• Networked: The Bynars are networked with

the computer systems of the Daystrom
Institute (and, potentially, any ships they
are assigned to). This computer can assist
them on Tasks where Communication,
Computer, or Sensor Systems would
reasonably apply as long as its within
communications range. Assume the
Institute computer has a System of 11 and a
Department of 4.
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24th Cen.
convinced that would be a real limitation once the technology is perfected. Even the
Iconian nature of the project is classi�ied and Dr. Kaedn refuses to allow any
assistants to work with him, so the details of the research is very much only in Erix’s
head.

Eavarnian

Male

Starfleet

Eavarnian Characters

Biography
The Eavarnians are a member species of
the Federation but few of their number
enter service in Star�leet. This is not due
to a lack of interest in Star�leet’s mission,
but rather the dangers that space travel
poses to the notoriously frail species.
Erix Kaedn is an exception to this but he
is otherwise a typical Eavarnian:
focused, private, and aloof. Still, he’s one
of the �inest virologists in Star�leet and
many medical of�icers lobby strongly to
work with him. This is made more
dif�icult, though, by the fact that Erix is
constantly changing assignment. Every
ship’s crew seems to eventually
complain about Erix’s manner and
conduct, besides he feels that every
colleague is a disappointment and
readily agrees to transfers. As a solution,
Star�leet Medical has chosen to make Dr.
Kaedn a special researcher whose projects move to different vessels as needed.
Long-lived and meticulous, Eavarnians are known as medical geniuses. They are
short (Dr. Kaedn himself is only about a meter and a half tall) with ridged, green
skin and thick black hair. While they are naturally very resistant to diseases and
toxins, Eavarnians have hyperacute pain receptors and a natural hemophilia that
slows healing. On top of this, gestation and childhood are very protracted for
Eavarnians and parents are very concerned about the health and upbringing of
children, even though they are otherwise a solitary species. These two factors have
led to a species-wide focus on medicine and many of the medical breakthroughs in
the past century come from Eavarnis Prime or at least are based on Eavarnian
research.
Currently, Erix Kaedn is working on a long-term research project involving Iconian
relics that have latent rejuvenating abilities. With this technology, Federation
doctors would be able to heal nearly any injury short of death… and Dr. Kaedn isn’t
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Though Eavarna IV has been a member planet of the Federation for nearly �ifty years but fewer
than twenty Eavarnians have entered service in Star�leet. On the other hand, hundreds have
worked as part of civilian research projects in a variety of subject areas and have a reputation as
dif�icult but dependable scientists.
�
�

Attributes: Control +1, Presence +1, Reason +1
Trait: Eavarnian. As a species, the Eavarnians are a careful and precise species. Their
vulnerability to injury may account for their focus on medicine but they are just as
comfortable in all �ields of research and science. It is seen as a dangerous quality for an
Eavarnian to behave rashly or impulsively, they are planners and observers.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Denobulan

Stress: 10

VALUES:

ATTACKS:

� Boundaries Are Meant to Be Pushed
� This is My Research (Major NPC)

For Major NPC, add 1A to each damage.
� Unarmed Strike (Melee, 2A

ATTRIBUTES
Control
Fitness
Presence

11
9
10

Daring
Insight
Reason

9
10
11

Conn
Engineering
Medicine

01
01
03

DISCIPLINES
Command
Security
Science

01
01
02

�
�

� Eavarnian Physiology:

FOCUSES:

Virology
Xenobiology
Alien Technology (Major NPC)
Labe Safety (Major NPC)

Knockdown,
1H, Non-lethal)
Phaser type-2 (Ranged, 5A, 1H, Charge,
Hidden)
Escalation Phaser Rifle (Ranged, 6A, 2H,
Accurate, Charge)

SPECIAL ABILITIES

For Major NPC add +1 to Conn, Security, and Engineering
and +2 to Command. This also adds +1 to Stress.

�
�
�
�

Resistance: 0

�
�

When an Eavarnian
Avoids Injury they cannot spend
Momentum. They can only Avoid Injury by
adding to Threat or taking a Complication.
Additionally, when resisting the effects of
poison or disease, an Eavarnian gains a
bonus d20.
Intense Scrutiny (Talent, p. 138)
Quick Study (Talent, p. 138)

|

31

T@Q

|

T@Q

24th Cen.

Bajoran

Female

Criminal

The common image of Bajorans in the Federation is
courageous freedom �ighters and religious clerics
living ascetic lives. Not all Bajorans are like that, of
course, any more than all Humans are reckless
explorers and all Cardassians are in the Obsidian
Order. Some Bajorans are just trying to get by
however they can and there’s perhaps no better
example of this than the criminal boss Faren Sul.
During the Occupation, Faren grew up in the work
camps. Her mother was dead and her father was
often absent or drunk so she was effectively an
orphan. She saw some of her friends join the
Resistance and die and others become the kept
women of Cardassian overseers. Neither route was
appealing so Faren Sul found a third way.
Working as a pickpocket on the streets, Faren
worked her way up to become a trusted lieutenant
of her boss. Seeing opportunity in the man’s
shortsightedness, Faren approached a Cardassian gul and offered to feed him
information in exchange for support. He agreed and she used the resources her
patron could give her to kill the leader of the group of thieves and take control
herself. Over the years that the Cardassians held power she regularly fed them
information in exchange for law enforcement looking the other way. With this
reciprocal situation, Faren edged out all of her competition and became one of the
most dangerous criminal bosses on Bajor.
As written, Faren Sul is a criminal who moonlighted as a Cardassian informant during the
Occupation. An alternative is reversing those roles: a Cardassian agent who maintains a cover
as a sel�ish crime lord. It’s a pretty good cover since most things that a spy would be attempting
can be comfortably blamed on greed including buying politicians in the Provisional
Government, smuggling goods and data offworld, and maintaining several different identities.
The real question becomes one of motivation: why would a Bajoran be working for the
Cardassian government? There’s the possibility of a Cardassian secretly disguised as a Bajoran
(a la Seska from Star Trek: Voyager) but that would be the easy way out. Instead, consider
Faren’s origins. She’s an orphan who could easily die on the streets. What if an eccentric
Cardassian adopted her, someone who genuinely believed that Bajor would be helped by
Cardassia. Someone raised by that sort of crazy could easily have reversed loyalties.

24th Cen.
When the Cardassians left Bajor, all of that was thrown into chaos. Faren went from
extremely powerful to just as lost as everyone else. For the second time in her life,
Faren has to pull herself up and has at least regained some of her past position. She’s
never been one to take short cuts but she also won’t let a valuable opportunity go
past her. Maybe she will �ind a way to work for the Cardassian Union again or maybe
she’ll �ind opportunity on her homeworld instead. The only thing that could throw a
wrench in her plans is if someone in the Provisional Government were to �ind out
about her collaboration, but she’s reasonably sure that she’s covered her tracks.

Photo from Deviantart by thatgeekchick.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Bajoran

11

• Take What You Can Get
• There’s Nothing That Can’t Be Rebuilt

(Major NPC)
Control
Fitness
Presence
Command
Security
Science

11
9
12
03
02
01

Daring
Insight
Reason
Conn
Engineering
Medicine

10
11
9
01
01
01

For Major NPC add +1 to Command, Conn, Security, and
Engineering. This adds +1 to Stress.

• Intimidation
• Negotiations
• Bajoran Criminal World (Major NPC)

• Pickpocketing (Major NPC)

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 4A Knockdown,
1H, Non-lethal)
• Bajoran Hand Phaser (Ranged, 6A, 1H,
Charge)
•
Bajoran Phaser Rifle (Ranged,
7A, 2H, Accurate, Charge)
• Constantly Watching (Talent, p. 136)
• What’s In It For Me?: When engaged in

negotiations that involve smuggling,
robbery, or black market goods, Faren Sul
may spend 1 Threat during a Task to re-roll
the dice pool.
• Sense Vulnerability: Whenver Faren Sul
attempts a Task to coerce information from
an enemy, they may re-roll one d20.
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effective. When the Cardassian Union withdrew from Bajor, Gilora’s father saw the
chance to leave a skilled asset behind who wouldn’t be found out.

Cardassian-Bajoran

Female

Obsidian Order

Biography
Gilora Darhad is as a Cardassian
war orphan, the child of an affair
between a Cardassian military
of�icer and his Bajoran mistress.
She lives in a community of similar
mixed-species people on the
outskirts of Jalanda City on Bajor.
Her business making small wooden
carvings and the time she spends
working on the communal farm
have made her many friends
among the other castaways. Like
most of the community, she leads a
quiet life and avoids attracting
attention in case it’s the wrong sort.
Because of all this, no one suspects that Gilora is a deep-cover agent for the Obsidian
Order. Unlike most illegitimate half-Cardassian children, Gilora’s father chose to
keep her in his household and teach her. As a skilled member of the Obsidian Order,
Gilora’s father had a considerable amount of knowledge to pass on and his harsh
lessons took hold to create a talented spy whose instincts are well-ingrained and

Image by thatgeekchick on Deviant Art
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Gilora is not just a spy, she has a long data trail establishing her as a private but
quietly-anti Cardassian orphan living on Bajor. Her business and the community’s
farm give her reason to travel and her long-term relationship with an Yridian trader
in exotic woods gives her reason to make and receive shipments from off-planet and
to send subspace messages in the direction of Cardassia (a dead-drop receiver in a
Cardassian border colony is where her father picks up the messages �illed with code
phrases).
While she is a consummate and professional spy, Gilora’s loyalty is not to the
Obsidian Order. Like many agents of the Order, it lies with her mentor and trainer;
the fact that this person for Gilora is her father only means that her motivations are
more of a dense knot of emotions. She carries it very well and has never once let her
feelings slip but the truth is that Gilora is as much a war orphan as her neighbors.
She just maintains contact with her father and still has the possibility of convincing
him to accept her openly.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Half-Cardassian, Half-Bajoran
VALUES:
�

Should she get orders from another Obsidian Order handler Gilora will likely respond
professionally and then try to destroy that person. Despite her reservations and buried feelings,
Gilora is motivated by keeping her father happy and someone trying to replace him is just asking to
be removed. Of course, if they manage to convince her that they are a worthy surrogate parent then
they’ve just gathered an extremely loyal and effective agent.
On the other hand, if Gilora doesn’t hear from anyone by the time the Union is rebuilding, she’s
likely to start formulating her own plan. The world she knew and trusted is gone so she might be a
true loose cannon, lashing out at those she sees as responsible. If she can be talked into putting her
skills to use working for a better future, though, then an organization like Star�leet Intelligence
could de�initely make use of her.

Daughter of Cardassia

(Major NPC)

ATTRIBUTES
Control
Fitness
Presence

11
8
10

Daring
Insight
Reason

12
11
8

03
01
01

Conn
Engineering
Medicine

01
02
01

For Major NPC add +1 to Command, Conn, Security,
Engineering, and Science. This increases Stress by +1.

FOCUSES:
�
�
�
�

For the Major NPC version, add +1A to all
damage.
� Unarmed Strike (Melee, 3A Knockdown,
1H, Non-lethal)
� Knife (Melee, 2A Vicious, Size 1H)
� Bajoran Phaser (Ranged, 4A, 1H, Charge,
Hidden)

SPECIAL ABILITIES

DISCIPLINES
Command
Security
Science

Resistance: 0

ATTACKS:

� The Mission is Everything

Gilora After the Dominion War
When the Obsidian Order all but collapses following the disastrous joint operation with the
Romulan Tal Shiar to the Omarion Nebula, Gilora is left without purpose. Following her training, she
doesn’t panic or try to contact her handler/father to see if he was part of the mission, and instead
she sits and waits for orders. Nothing needs to change about her story at all if her father did survive,
but if he didn’t then you have a few different options.

Stress: 9

Deception
Gathering Information
Woodworking (Major NPC)
Politics (Major NPC)

� Careful and Intelligent: Whenever Gilora

�

attempts a Task to notice or detect an
enemy or hazard, she may re-roll one d20
Lies and Feints: Whenever Gilora attempts
to lie and purchases one or more additional
dice with Threat, she may re-roll any
number of d20s.

� Ambushes and Traps (Major NPC Only):

Whenever a Cardassian uses the Ready
Task to ready a Ranged attack, that Ranged
attack gains one bonus d20.

� Professional and Thorough (Major NPC
Only): Whenever Gilora attempts a Task to

maintain her cover, she may spend one
Threat to increase the Dif�iculty of opposed
Tasks by one.
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Bayt’Ihat

Male

Federation

The amphibious Bayt’Ihat are a relatively
common sight on starbases throughout
the Alpha Quadrant, sleek and elegant in
their shimmering clothes and elaborate
jewelry. Few of them enter Star�leet but
as civilians they have become frequent
traders in many systems. Ha’Nil is one
such trader who specializes in luxury
items. His personal motto is that if he
wouldn’t wear something then he
wouldn’t sell it. Traders like him are why
the Bayt’Ihat are welcomed into new
systems, especially when the alternative
is often dealing with cutthroat Ferengi
merchants.
This is not the complete picture of the
Bayt’Ihat, though it is what most
outsiders see. Back home on Bayt III the
Directive Council oversees every aspect
of life for the typical Bayt’Ihat with a
rigor that borders on dictatorship. The foundation of the Council government is the
Bayt’Ihat caste system which is intricate and extensive, with each Bayt’Ihat
occupying one caste position out of thousands and following the career of that type.
Any Bayt’Ihat can opt out of the social system, of course, but few do because of
societal pressures. Once the Directive Council determines what caste a Bayt’Ihat is
suited for they receive the particular set of jewelry for that caste and then undergo
“therapy training” to assure that they are ready to succeed. This involves education
programs and apprenticeships but also hormonal treatments so intensive they are
nearly in violation of the Federation’s ban on genetic engineering. Building on their
natural potential, a Bayt’Ihat has their musculature, endocrine system, and neural
structure altered to make them better suited to their position and role.
There are those among the Bayt’Ihat, called the Homogenists, who want to do away
with therapy training altogether. Some of them have undergone the process
themselves but in their research and experience think it is unnecessary in
retrospect. Of course there are also those like Ha’Nil who believe the therapy

24th Cen.
training doesn’t go far enough. Calling themselves the Evolutionists, they �ind the
process of testing and assigning cumbersome and believe that the Bayt’Ihat should
use gene therapies to permanently differentiate their species into particular
subspecies who could pursue the same job over generations.
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The Bayt’Ihat are as varied as any other species despite the therapy training. The physical
differences between castes are slight (for now) and re�lected in a Value that re�lects their caste
training. Those who do not undergo the therapy training, of course, do not have this Value and
would pick something different during lifepath generation.
•
•

Attributes: Control +1, Insight +1, Reason +1
Trait: Bayt’Ihat. Naturally conformist, Bayt’Ihats have a social drive to achieve the
greatest success they can in life. They are a content species and generally happy with
their assigned caste, though even those who refuse the therapy training feel best when
they have a position and role in something larger like a starship.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Bayt’Ihat

11

• Trained for Commerce
• Loyal to the Directive Council

Control
Fitness
Presence

11
10
10

For Major NPC, add 1A to each damage.
(Major NPC)

Daring
Insight
Reason

9
11
11

• Unarmed Strike (Melee, 2A

Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
• Therapy Training:

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

02
02
01

For Major NPC add +1 to Command, Conn, Security, and
Science. This also adds +1 to Stress.

•
•
•
•

0

Trading
Luxury Materials
Astronavigation (Major NPC)
Federation Species (Major NPC)

A Bayt’Ihat that
undergoes therapy training is well-suited to
a particular task. When they use a point of
Determination (or 3 Threat) on a Task that
meets their training Value, they also gain a
bonus d20 as if they used Perfect
Opportunity (p. 87). If they are already
using that Value bene�it, they gain two of
these dice.
• Cautious (Talent, p. 136) chosen for Conn
• I Know My Ship (Talent, p. 137)
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El-Aurian

Male

The El-Aurian people
have a strange and
mysterious relationship
with the rest of the
galaxy. They are few in
number, thanks to an
invasion of their
homeworld by the Borg
in 2265. They are a very
long-lived species and
have a sense for when
dimensional or temporal
disruptions have
occurred.

24th Cen.
days in peace, much like Havral did. The trouble is that Havral Nemil immediately
recognized that Admiral Vess was a displaced individual from some other time, and
one who’s presence meant grave danger for a large number of people. The El-Aurian
tried to talk to Vess and get him to admit it, but either the retired admiral doesn’t
actually know that he’s in the wrong time or he is exceptionally good at hiding it.

Image from Shutterstock
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Unsure of what to do, Havral has asked some other residents of the Norpin colony to
send messages to active Star�leet of�icers who might help. He doesn’t have any
speci�ic warnings or even real evidence so it’s been dif�icult to convince people to
take his premonitions seriously but the more time that passes the more convinced
Havral becomes about the urgency of the situation.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
El-Aurian, Seer, Gardener
• A Plant is Complex in Its Simplicity
• Leaving a Problem Until Tomorrow Just
Multiplies It
• All Ecosystems Can Be Ruined (Major NPC)

Havral Nemil is especially sensitive to this sort of thing, which is why he settled in
the 23rd century on the Norpin colony, a calm and beautiful world that is a
retirement destination for many of�icers in Star�leet. Havral became a gardener
there, working tirelessly over many decades to create a beautiful communal garden
in one of the temperate settlements on Norpin V. Life was quiet, just how Havral
wanted it, but then a new resident came to the Norpin colony. Someone who must
de�initely should not be there.
Admiral Tryon Vess is a half-Betazoid of�icer with a long record at Star�leet. When
he �inished his tour of duty, he came to the Norpin colony to relax and live out his

If you’d rather have Havral Nemil be a regular part of your campaign (someone like Guinan on
Star Trek: The Next Generation) consider introducing him with the hook found above, then
using that as a springboard to bring him along. Maybe his interactions with the crew have
sparked some new feeling of duty or adventure in Havral and he joins the ship’s complement
as a civilian botanist. He doesn’t have to actually interact with the story in this role any more
than Guinan was primarily a bartender, it’s just his reason to be on the ship.
With access to an El-Aurian, the players might be expecting to have constant insights into the
future. There are two ways to head this off. First, El-Aurians are notoriously private and
conscious of how their behavior can affect things around them so Havral might give vague or
incomplete answers to questions. Secondly, Havral is a pretty moody and pessimistic �igure
and he might see “no good ways forward” or “loss with every decision.” This is likely to be
true but it also makes the players less likely to ask him all the time.

11

•
•
•
•
•

Control
Fitness
Presence

11
10
12

Command
Security
Science

04
01
03

Daring
Insight
Reason
Conn
Engineering
Medicine

Comforting
Gardening
Reading People
History (Major NPC)
Interpersonal Relationships (Major NPC)

9
12
11
01
02
02

• Unarmed Strike (Melee, 2A

0
Knockdown,

Size 1H, Non-lethal)
•

Phaser type-I (Ranged, 3A, Size

1H, Charge, Hidden)
•
•
•
•

Collaboration (Talent, p. 136)
Defuse the Tension (Talent, p. 136)
Empath (Talent, p. 105)
Listener: Havral has a strong sense of when

people need to talk and what questions they
need to hear. When he attempts a Task to
advise or convince someone to take or
refrain from a speci�ic course of action, he
may add a bonus d20.
• Wisdom of Years: Havral Nemil has
decades of experience and has an extra
Value and Focus to re�lect it (already
listed). Additionally, he can spend 4 Threat
to gain the effects of a point of
Determination.
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Xindi-Primate

Female

Starfleet

Despite a long association with the Federation,
the joint species of Xindus have only become
members in the last half-century. Representatives
were quick to join Star�leet and Heyta’s
grandmother was the �irst Xindi-Primate to enter
the Academy. Her father followed suit and when
it was Heyta’s turn she had a long legacy to live
up to and a desire to distinguish herself from her
family members.
She’s certainly managed to do that, becoming the
�irst Xindi-Primate to captain a starship. As the
commanding of�icer of the U.S.S. Archer (the name
of which Heyta is secretly con�licted about),
Captain Heyta has pushed for missions along the
Cardassian border. She sees in the Dominion the
same machinations that almost doomed her
people so long ago and she is determined to be on the front lines when the war
starts. If any diplomats try to convince her that war is not a forgone conclusion, she
quietly scoffs.
The unity of the Xindi species is an inspiration for Heyta of the manner in which the
various species of the Federation cooperate. However, the politicking and long
debates that sometimes weigh down the Federation reminds her of her people as
well and the indecision that has often held them back. She has a reputation for bold
decisions and big talk, a reputation that has both bene�ited her and hurt her career
in the past. With war on the horizon, these tendencies are only likely to grow.
With her family legacy, however, Heyta has many allies in Star�leet Command. Other
bold captains like Captain Viromm of the U.S.S. Vishpala might constantly run up
against Star�leet brass who want to knock them down for rash behavior. Heyta’s
father and grandmother, however, have enough pull that they can get her out of any
real repercussions as long as she stays within a strict interpretation of regulations. A
few admirals have already chewed her out after she took strong action on a mission,
but both times they backed down once they were back at Star�leet Command.
Eventually, though, her political capital will run out or she’ll stick her neck out too
far and she’ll be brought up on serious charges.
Or a war will start and everyone will be too busy to worry about it.

24th Cen.
If using Heyta during the era of Star Trek: Enterprise, she obviously becomes the captain of
a Xindi vessel instead of a Star�leet one. The other big change is that her boldness turns
the other direction: as a dauntless Star�leet captain determined not to give ground to the
Dominion she is a ready ally for Player Characters, but as a Xindi captain determined not
to give ground she is an enemy.

Image created using Star Trek Online by Cryptic
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Even your campaign takes place after the con�lict between Earth and the Xindi has run its
course, especially after the Founding of the Federation, Heyta is among the Xindi faction
that wants to maintain their isolation and keep other species from taking what sparse
resources the various Xindi species are forced to share.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Xindi-Primate

11

• Effective Negotiations Are Only Done From
a Position of Power
• I Fight So That You Don’t Have To (Major

NPC)
Control
Fitness
Presence

9
9
11

Command
Security
Science

03
02
01

Daring
Insight
Reason

11
10
10

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Conn, Security, Engineering, and
Science. This also adds +1 to Stress.

•
•
•
•

Intimidation
Away Teams
Evasive Maneuvers (Major NPC)
Military History (Major NPC)

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 3A Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 5A, 1H,
Charge)
• Dauntless (Talent, p. 136)
• A Mind for Design: Xindi-Primates are

natural engineers and scientists. When
Heyta is following the Scienti�ic Method, she
may suggest an additional Focus which she
does not possess, as “The Good Way.” Every
Task she attempts in an Extended Task
related to the Scienti�ic Method
automatically gains the Piercing 1 effect.
• Audacious Commander: When attempting a
command Tasks, and spending one or more
points of Threat to buy additional dice,
Heyta may re-roll a single d20.
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Xindi-Primate

Female

Xindi Remnant

Life in the Terran Empire is dif�icult for nonHumans. The Vulcans, Tellarites, and Andorians
are made to know every day, through small
slights and outright mistreatment, that they are
subjugated people. Still, this is preferable to the
genocide faced by many other species
encountered by the Empire including the Xindi.
Already scattered by the time they made �irst
contact with the Terrans, the various Xindi races
were tricked into believing that the Empire could
be defeated. They sent a doomsday weapon to
Earth in an attempt to destroy the heart of the
Terran Empire, something they believed would
convince the Terrans that it was too costly to
engage the Xindi.

24th Cen.
Empire and causing plenty of confusion as admirals and captains try to �igure out
who this “ghost ship” is working for. Her �irst of�icer Gorek (one of only a few
thousand Xindi-Reptillians still living) pushes for even more daring raids on the
Terrans. Though initially cautious, Heyta is swayed by the crew’s victories as much
as Gorek’s words. The day may soon come when she orders a strike on Earth itself
and tries to accomplish what the Xindi of old never could.

Image created using Star Trek Online by Cryptic
Studios

40

If you want to explore the Xindi War in the Mirror Universe, Heyta makes for a
great recurring enemy. She is smart and resourceful and absolutely driven in her
hatred of Terrans. She would not have a cloak-capable bird-of-prey in this
scenario but she would have allies and might even be one of the leading military
experts that the Xindi have.
If Imperial Navy of�icers try to come to a cease�ire, Heyta will de�initely be
someone working against them. For an added twist, she could poseas a Xindi
interested in peace and work from the inside to sabotage it.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Xindi-Primate

They were very wrong.
Rather than dissuade the Terran Empire, the attack galvanized them to create
warships and set them on a course for Xindi. The �irst true interstellar war that the
Imperial Navy engaged in brought the Xindi to their needs and destroyed almost all
of them. Those who survived �led further into the Beta Quadrant, desperate and
broken. They came into contact with the Romulan Star Empire and were brought
into the Empire as an enslaved, though protected, people. Like the Remans, Xindi
occupied speci�ic functions in Romulan society and became sought after by Romulan
of�icials for their aptitude with engineering, personal insight, or violence.
A century has past and some Xindi are thinking of revenge. Heyta grew up on stories
from her grandmother, a veteran of the Earth War, and she burns with hatred of the
vicious Terrans. With a band of like-minded Xindi from various species she stole an
old Romulan bird-of-prey and headed for the Terran Empire. The enemy she found
bore little resemblance to her grandmother’s stories, though they still displayed
arrogance and xenophobia on a sickening scale. The Terrans are backed up against
Earth by a combined alliance of Cardassians and Klingons, losing territory and prone
to in�ighting.
Even if she didn’t command a ship with a cloaking device, Heyta could have
destroyed many Imperial resources as they tried to keep the enemy at bay. With her
stolen bird-of-prey, however, the Xindi-Primate is dealing horrible losses to the

11

• Tyrants Only Respect a Position of Power
• I Fight to Avenge My People (Major NPC)

Control
Fitness
Presence

9
9
11

Command
Security
Science

03
02
01

Daring
Insight
Reason

11
10
10

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Conn, Security, Engineering, and
Science. This also adds +1 to Stress.

•
•
•
•

Intimidation
Terrorist Tactics
Evasive Maneuvers (Major NPC)
Xindi History (Major NPC)

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 3A Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 5A, 1H,
Charge)
• Dauntless (Talent, p. 136)
• A Mind for Design: Xindi-Primates are

natural engineers and scientists. When
Heyta is following the Scienti�ic Method, she
may suggest an additional Focus which she
does not possess, as “The Good Way.” Every
Task she attempts in an Extended Task
related to the Scienti�ic Method
automatically gains the Piercing 1 effect.
• Audacious Commander: When attempting a
command Tasks, and spending one or more
points of Threat to buy additional dice,
Heyta may re-roll a single d20.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Trill

Male

Starfleet

Strategic operations of�icers are assigned to
important regions with a lot of active starships in
them. This certainly describes the Sargon Region
and Sta�leet as assigned Captain Prasum to
coordinate �leet efforts in the region.
Prasum has a unique insight into the Sargon Region
as a century ago, and two hosts past, a Prasum host
was part of the initial exploration effort by
Star�leet. This was before there were many Trill in
Star�leet and this Prasum was actually part of the
Trill Science Ministry. Now Imaal Prasum is a very
different sort of host who has had a long and
involved career as a �leet coordinator. He operated
throughout Federation space including along the
Romulan and Klingon borders. During the latter
assignment he often came into contact with
another joined Trill, the diplomat Curzon Dax, and
the two famously did not see eye to eye. From what
other of�icers could tell, Curzon thought that Imaal approached every situation with
war on his mind while Imaal thought that Curzon forgave too easily and trusted too
readily.
Regardless of this relationship, the two remained in contact and there are many
of�icers throughout Star�leet with theories about what these two might have meant
to each other. Now in the Sargon Region, being in the spotlight means that plenty of
captains have opinions about Imaal Prasum. He is a straightforward man with
plenty of strong opinions, not afraid to tell people something unpopular. On the
other hand, he’s charismatic and a skilled strategist. He may not be the easiest to
work with, but crews in the Sargon Region and beyond are generally happy that he’s
directing things.
If you aren’t including the Sargon Region in your campaign, Prasum works equally well in
the Dominion War which is the next large-scale con�lict that Star�leet is facing. In this
situation he is an alternative to Admirals Ross and Nechayev who are actively
communicating with the crew of Deep Space Nine to face the Dominion threat. Prasum
instead could show up along the Cardassian Demilitarized Zone as the strategic
coordinator there during the war. It’s suggested that in this case you make an adjustment
to his backstory to place him in the area during First Contact with the Cardassians. His
connection with Curzon Dax is also especially interesting, for obvious reasons.

Trill, Prasum Symbiont,
Tactician

Photo from Star Trek Avatars
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11

• You Can’t Command From Behind a Desk
• The Long Game Is the Only Game That
Matters (Major NPC)

0

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 3A Knockdown,

1H, Non-lethal)
• Phaser type-I (Ranged, 4A, 1H, Charge,

Hidden 1)
Control
Fitness
Presence

10
9
11

Command
Security
Science

04
02
01

Daring
Insight
Reason
Conn
Engineering
Medicine

9
10
12
03
02
01

For Major NPC add +1 to Security and Science. This adds
+1 to Stress

•
•
•
•

Phaser type-II (Ranged, 5A, 1H,

•

Charge)
• Technical Expertise (Talent, p. 136)
• Joined: Once per mission, the GM can

•

Starship Tactics
Fleet Command
Sarship Design (Major NPC)
Astrometrics (Major NPC)
•

•

•

declare that a former Prasum host has skills
relevant to the matter at hand. For the
remainder of the scene, Captain Prasum has
one additional Focus.
Startegic Operations Officer: Though only a
captain, Imaal Prasum has authority over
any Star�leet vessels in the Sargon Region.
When attempting a Task to persuade or
intimidate a commanding of�icer under that
authority he reduces the Dif�iculty by 1, to a
minimum of 0.
Call Out Targets: When assisting another
character making an attack (using the Assist
Task or the Direct Task), the helped
character generates one point of bonus
Momentum if they succeed. This bonus
Momentum cannot be saved to the group
pool.
Decisive Leadership: In a Con�lict, when
Captain Prasum performs the Assist Task
and would then pay two Threat to keep the
initiative, the cost to keep the initiative is
reduced to 0.
Fleet Commander: During a �leet action (see
the Command Division Supplement, Chapter
3), Captain Prasum reduces the Dif�iculty of
a Task to grant a bonus to his vessel or
group by 1. Additionally, the vessel he is
aboard is treated as having a Command
Department of 4+ for �leet action purposes,
regardless of the actual value.
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Bajoran

Female

Starfleet

Biography
Jairim Meru grew up in the remote and idyllic
Eastern Province of Bajor, an area of the planet
with little raw material and so largely overlooked
by the Cardassians. She heard about atrocities and
executions happening in other areas of Bajor but
her family was much more concerned with
maintaining a traditional religious community
dedicated to the Prophets. Religion is embedded
in Meru's every thought and many thought she
would take orders and join one of the local
monasteries. Instead she surprised them all by
joining Star�leet.
Many Bajorans left the planet after the Occupation
ended and the provisional relationship with the
Federation allowed Bajoran citizens to enlist in Star�leet. Jairim Meru did just that,
becoming a skilled engineer with a focus in holographic technologies. She was a
natural when it came to computer systems and many of her classmates were
shocked to learn that she hardly had any digital systems in her house growing up
and instead worked with farming equipment. She quickly picked it up, however, and
began to work on a special project under the tutelage of her professors.

24th Cen.
established way of doing things in order to be considered orthodox and legitimate.
The Bajorans call this process bekal and obtaining bekal candles, cloths, or
inscriptions is relatively easy on Bajor. With so many Bajorans leaving for other
parts of the quadrant, however, the need for bekal items became a real hardship. For
her senior project, Jairim proposed creating vedek-approved holoprograms of
Bajoran religious ceremonies for crewmembers to observe as they served
throughout the galaxy. Though still in progress, Ensign Jairim believes they will be
declared bekal in the next six months and then hopefully bekal replicator food
patterns will be approved after that.

Image from stavatars.net
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This may seem like a trivial matter but Star�leet Command considers it an essential
part of their efforts to win over Bajor as a permanent Federation member. The
Federation Diplomatic Corps has made the case to the Bajorans that they respect
their culture and religion and neither will suffer from becoming a member world.
Joining a rival power like the Dominion or trying to stay isolated and suffering
another occupation might mean an end to all such traditions. Projects like Ensign
Jairim’s are proof of that commitment and so there is signi�icant pressure for it to
work.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Bajoran
VALUES:

• Faith Isn’t a Choice
I Create Reality (Major NPC)

ATTRIBUTES
Control
Fitness
Presence

There are a number of ways that Ensign Jairim’s role could change once the war with the
Dominion goes from cold to hot. She might end up using her expertise in a new way,
creating holographic disguises or tricks to use against the Dominion. Having intimate
knowledge of Bajoran technology and with the capabilities of Federation holographic
technology, Ensign Jairim would be an excellent asset on the front lines �inding creative
solutions. There’s also the possibility that Jairim would resign from Star�leet once her
homeworld was threatened again, returning to Bajor to lend her engineering training to
whatever problems the planet might face.
Perhaps most interestingly, however, Ensign Jairim might �ind herself inducted into
Star�leet Intelligence to work on the problem of the Jem’Hadar. This isn’t an immediate �it,
but consider that Jairim has been working for years on replicating foods with such precision
that it would satisfy the vedeks back home. If anyone can crack the problem of synthesizing
ketracel white using replicators, it’s probably Ensign Jairim Meru.

11
10
11

DISCIPLINES
Command
Security
Science

01
01
02

Daring
Insight
Reason
Conn
Engineering
Medicine

10
12
12
01
03
02

For Major NPC add +1 to Conn, Security, Engineering,
Science, and Medicine. This adds +1 to Stress.

FOCUSES:
•
•
•
•

Holographic Technologies
Bajoran Religion
Replicator Technologies (Major NPC)
Agricultural Science (Major NPC)

Stress: 11

Resistance: 0

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
• Escalation Phaser type-2 (Ranged, 4A, 1H,
Charge)

• Unarmed Strike (Melee, 2A

•

The Bajoran religion, like other faiths, relies on ritual and tradition. There are a
number of substances and ceremonies that require absolute faithfulness to the
Jairim During the Dominion War

ATTACKS:

SPECIAL ABILITIES
• Intense Scrutiny (Talent, p. 137)
• Right Tool for the Job: Whenever Ensign

Jairim uses an engineering tool that has an
Opportunity Cost, the tool grants an
Advantage if it did not do so originally, or
increases the Advantage it provides by one
step.
• Technical Expertise: Whenever Ensign Jairim
is assisted by the ship’s Computers or
Sensors, they may reroll one d20 (which
may be the ship’s die).
• Holographic Tricks (Major Only): Ensign
Jairim can use the Create Advantage
Momentum Spend by spending only 1
Momentum instead of 2, as long as the
Advantage involves a holographic construct
or only affects holographic systems..
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Human

Federation

The Star�leet Corps of Engineers is like any
other aspect of Star�leet: a busy organization
with a detailed mission that also has to
support a community. Connor Maxwell and
Heather Pierce were two members of the SCE
who joined early and traveled throughout the
Federation on various projects. They met
working on a weather management satellite
system on Galiss IX and then a few years later
building a colony infrastructure on Telemar
Prime. After that they requested assignments
together and a short decade later they were
married with a child.
Jess Maxwell (they can be Jesse or Jessica
depending on what you need) grew up
moving from SCE project to SCE project. They
entered Star�leet Academy with the idea of
following in their parents’ footsteps but
though they had learned engineering tricks
and miracle �ixes at their parents’ side they
hadn’t learned much about discipline or
hierarchy. The Academy was a struggle and
about the only bright point was the
relationship they started up in their second
year. If it weren’t for that romance they might
have left that year but as it was they only continued on for another semesters before
leaving.

There’s more frontier in the 23rd century so using Jess Maxwell in the original series time
period is an excellent �it. The biggest decision to make is whether they are a civilian
contractor who works along with but separate from the Federation (like Carol Marcus) or
if they’re someone who constantly butts heads with Federation authorities (like Harry
Mudd).
Dramatic projects for a civilian engineer in this period could include the Genesis Project
complex, goodwill repairs following the Praxis Incident, or establishing new colonies in
systems �irst contacted by Captain Kirk and his crew.

24th Cen.
Jess has never looked back after striking out on their own, except every so often
about “the one that got away.” They’ve made a career for themselves as a civilian
contractor working on engineering projects across the Federation like their parents
did. When Star�leet is busy repairing the �leet after Borg con�licts or building up
military options to face the Dominion, people like Jess Maxwell are continuing to
build aqueducts, terraformers, and transport networks. If things get too crowded,
they can always try other parts of the galaxy, following where the work and their
interests go.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Images from the TV series The Expanse
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Human, Prodigy

12

• I Don’t Need a Uniform to Get the Job
Done
• I’m There When People Need An Expert

• Unarmed Strike (Melee, 5A

Knockdown,
1H, Non-lethal)
• Phaser type-II (Ranged, 7A, 1H, Charge)
•
Paralytic toxin (See special rules)

(Major NPC)
Control
Fitness
Presence

9
11
10

Command
Security
Science

01
01
03

Daring
Insight
Reason
Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Science.

•
•
•
•

Infrastructure Systems
Technological Design
Material Science (Major NPC)
Structural Engineering (Major NPC)

0

10
9
12
03
04
01

• Collaboration (Talent, p. 136)
• Jury-Rig (Talent, p. 137)
• I’ve Got This: Whenever Jess attempts to

convince someone to accept their plan, they
may add a bonus d20 to their dice pool.
• Numbers Don’t Lie: When Jess succeeds on a
Task to assess a plan they gain one bonus
Threat, which may only be spent on Obtain
Information.
• Here’s the Plan: Once per scene, when Jess
succeeds on a Task to build, modify, or
repair something they may spend 3 Threat.
If they do, Jess chooses a single ally. The
next Task that ally attempts counts as
having assistance from Jess using their
Reason + Engineering.

|
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Human

Terran Empire

Not every loyal Terran serves in the Imperial
Navy. Some wind up taking civilian jobs, but
working just as hard to further the aims of the
Empire. It was pretty clear to Jess Maxwell
(Jesse or Jessica, depending) as soon as they
entered the Imperial Academy that naval life
was not for them, but their skills did not go
unnoticed. Admiral Navarro of the Terran
Empire inducted Jess into the Colonization
Corps of Engineers and it quickly proved to be
an apt choice.
To keep order in their interstellar empire, the
Terrans completely replace the existing
governmental and communication structures
to prevent insurrections and rebellion. That
requires a lot of infrastructure and that
means talented engineers like Jess Maxwell.
Some in the CCE concentrate on the technical
aspects of their position but Jess is not one of
those. They relish the chance to remake
planets and are fully committed to the Terran
ideal that alien species are inferior, which
means their technology and structures are
also necessarily inferior.
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Use the following statistics for a Notable or Major version of this character. The statistics note what
changes are necessary for a Major NPC.
Human, Prodigy

12

• Let Me Show You What a True Engineer
Can Do
• All of This Will Be Torn Down for a Better
Future (Major NPC)

Image from The Expanse by SyFy.
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The CCE does as much tearing down as it does
building up and many of their projects are
harsh and penalizing. As Jess says, though, it takes a true master to make something functionally
harsh and aesthetically pleasing. Those are the projects they truly value.

Jess Maxwell as Secret Rebel
It might be hard to imagine one of your Main Characters having a relationship with a cruel,
xenophobic person. That’s sort of the point, it’s the Mirror Universe. However, if you’d rather Jess’s
dislike of aliens might be affected and they are instead secretly working to undermine the Terran
Empire. Working in the CCE is perfect for that because they can build backdoors into all their
infrastructure projects for rebels to use, but it also means they are committing treason with a lot
of scrutiny around them. Just the recipe for getting into trouble and having to ask an old �lame to
help them out.

Control
Fitness
Presence

9
11
10

Daring
Insight
Reason

Command
Security
Science

01
01
03

Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Science

•
•
•
•

Sabotage
Technical Design
Material Science (Major NPC)
Structural Engineering (Major NPC)

10
9
12
03
04
01

0

• Unarmed Strike (Melee, 5A

Knockdown,
1H, Non-lethal)
• Phaser type-II(Ranged, 7A, 1H, Charge)
•
Disruptor Rifle (Ranged, 8A
Vicious 1, 2H, Accurate)
• Collaboration (Talent, p. 136)
• Jury-Rig (Talent, p. 137)
• I’ve Got This: Whenever Jess attempts to

convince someone to accept their plan, they
may add a bonus d20 to their dice pool.
• Numbers Don’t Lie: When Jess succeeds on a
Task to assess a plan they gain one bonus
Threat, which may only be spent on Obtain
Information.
• Here’s the Plan: Once per scene, when Jess
succeeds on a Task to build, modify, or
repair something they may spend 3 Threat.
If they do, Jess chooses a single ally. The
next Task that ally attempts counts as
having assistance from Jess using their
Reason + Engineering.

|

T@Q

51

|

T@Q

24th Cen.

24th Cen.
Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Trill

Female

Starfleet

TRAIT: Trill, Unjoined

Away missions are commonplace on Star�leet
vessels and, while they’re usually not without
risk, the threat of outright violence is
thankfully rare… depending on the ship, that
is. Still, a security detachment is often
dispatched and encouraged by Star�leet
regulations. Crewmembers like Lt. Velem are
the of�icers that specialize in this assignment.
When Jiaso Velem entered the Academy, this
was not the sort of career that anyone in her
family predicted for her. Members of Jiaso’s
family had served in Star�leet for generations,
though usually in the Engineering
Department. A few of Jiaso’s relatives, including both of her uncles who were joined
as symbionts, ventured into tactical positions but all of these bridged the position by
focusing on starship weapons and engagement tactics. The Velems are a family
thoroughly at home on starships and many assumed it was genetic.
From the start, however, Jiaso Velem knew that she wanted to set foot on every
planet she could �ind. She declared her major as security early on and studied away
mission procedures to impress her professors and secure the posting she wanted.
While she is capable at a tactical station, Lt. Velem is most quali�ied leading the
tactical side of an away mission and she always treats the situation seriously. She is
hardly a dour presence, though: Velem considers it her duty to protect the members
of the away mission and not to get in their way. She’s helpful and friendly,
considering close bonds to be essential to quick action on the ground, and more than
one crewmember has been surprised at the change in demeanor when Lt. Velem
switches from her usual helpful self to an ef�icient combat veteran.
Velem in the 23rd Century
Using Lt. Velem in the time period of the original series doesn’t change her very much
mechanically or personality-wise. The only real shift is her experiences: a ground tactics
specialist during the Enterprise’s original �ive-year mission almost certainly fought against
Klingons in planetary combat on more than one occasion. This can deepen the edge that Jiaso
exhibits, making her hardness below the surface that much more of a contrast to her normal
demeanor. It could also lead to a deep prejudice, which makes for some interesting
roleplaying. How do the players react when their friendly security of�icer says that Klingons
“are little more than beasts and don’t deserve to live?”

Stress: 15

VALUES:

Biography
Image from stavatars.net
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ATTACKS:

• Everyone Comes Back Safe
• There’s No Such Thing As a Harmless
Planet(Major NPC)

• Unarmed Strike (Melee, 5A
•

ATTRIBUTES
Control
Fitness
Presence

11
11
9

Daring
Insight
Reason

11
10
9

03
04
01

Conn
Engineering
Medicine

For the Major NPC add +1 to Command.

FOCUSES:
•
•
•
•

•
•
•

DISCIPLINES
Command
Security
Science

Away Team Procedures
Martial Arts
Security Systems (Major NPC)
Tactical Awareness (Major NPC)

Resistance: 0

02
02
01

Knockdown,
Size 1H, Non-lethal)
Jekhla Blade (Melee, 6A Vicious 2, Intense,
Size 1H)
Phaser type-II (Ranged, 7A, Size 1H,
Charge)
Escalation Phaser rifle (Ranged, 8A, Size
2H, Accurate, Charge)
Escalation Pulse grenades (3) (Ranged, 8A
Area, Size 1H, Charge, Grenade)

SPECIAL ABILITIES
• Constantly Watching (Talent, p. 136)
• Deadeye Marksman: Lt. Velem spends time

at the target range every day, working on
her aim. When she takes the Aim Minor
Action (p. 172), she reduces the Dif�iculty of
her next Attack by 1 in addition to the
normal effects of the Aim Minor Action.
• Fire At Will: Lt. Velem is capable of tracking
multiple targets and making attacks against
them with great effect. Whenever she
makes a ranged weapon attack, and then
uses the Swift Task Momentum spend to
make a second ranged attack, she ignores
the normal Dif�iculty increase from Swift
Task.
• Jekhla Master: Lt. Velem trains regular with
the jekhla blade, a traditional Trill dueling
weapon about a meter long with a curved
blade. Her attacks with this weapon gain the
Intense Damage Effect and Vicious 2 (the
weapon normally has only Vicious 1).
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24th Cen.
Azelik in the 22nd Century

Zakdorn

Male

Using Jir Azelik in the time of the original series or Star Trek: Discovery doesn’t involve big
changes except for picking a new species, as Zakdorns haven’t been encountered yet (they
joined the Federation in the early 2300s). A bigger change is for campaigns set in the 22 nd
century, before the founding of the Federation. Without a Judge Advocate General for
Star�leet, what is Azelik’s role?

Starfleet

Biography
The Judge Advocate General’s Of�ice (JAG) handles court
martials, internal Star�leet investigations, and breaches of
the central directives of Star�leet. When a particularly
dif�icult case comes before the of�ice, something not
uncommon for Star�leet vessels, they send out a �ield
agent to assess the situation.
The judge advocate general is supposed to be a neutral
�igure, someone who can be trusted to keep the standards
of Star�leet and maintain the Uniform Code of Star�leet
Justice (UCSJ) so that it remains a dependable set of
checks and balances for the most powerful organization
in the Federation. There are many different �ield agents
who operate as part of the JAG of�ice, but perhaps none is
more respected (and more infamous) than Commander
Jir Azelik.
Most Zakdorns apply their species’ natural propensity for tactics and planning to
large-scale projects like �leet tactics or economics. Azelik applies it to smaller
problems, but he is no less effective in his strategic thinking. When there is a
question of criminality on a Star�leet vessel and the details are unclear, Commander
Azelik can root out any discrepancies to get at the heart of the matter. Many highpro�ile cases have been solved by this of�icer, from a captain secretly blackmailing
her �irst of�icer to a Utopia Planitia engineer falsely accused of trading secrets to the
enemy. In both of these cases, for example, key portions of the matter were missing
from records and other JAG of�icers had already decided would have to be settled
with the of�ice’s best guess. By questioning and cross-examining the crew members
involved, Azelik was able to untangle the lies and expose serious situations that
could have cost lives in the long run.
When Star�leet of�icers reach the rank of commander, they almost invariably push
for a position at Star�leet Command or for an assignment as executive of�icer on a
starship or starbase. Jir Azelik has done the opposite. The Judge Advocate General
would like nothing more than to have this impressive asset on Earth at the core of
the of�ice’s matters, but Jir Azelik prefers to stay in the �ield. He accepts whatever
commendations Star�leet Command wishes to give him (and there have been more
than a few) but he joined the JAG of�ice for the thrill of the hunt. If he were to give
that up, he might as well resign from Star�leet entirely.

Image from Star Trek Avatars
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Actually, as JAG of�ices are part of armed forces throughout Earth in the 21st century there
is likely a Judge Advocate General of Star�leet even before the Federation. The real
question is what sort of policies he is enforcing: this is before a prime directive and other
statutes of Star�leet have not been established. Still, a hard-nosed JAG of�icer might
investigate any number of crimes that are obviously against the rules, from murder to
negligence. As an added twist during this period, have Azelik show up to a dispute with an
alien species but throw the Player Characters for a loop when he begins picking their story
apart rather than supporting them immediately.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Zakdorn, Investigator

Stress: 11

VALUES:

• No One Is Above the Law
• Everyone Comes Clean Eventually

ATTACKS:
(Major

NPC)

ATTRIBUTES
Control
Fitness
Presence

10
9
10

DISCIPLINES
Command
Security
Science

02
02
01

Daring
Insight
Reason
Conn
Engineering
Medicine

9
12
11
01
02
01

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 4A, 1H, Charge,
Hidden)
• Escalation Phaser type-2 (Ranged, 5A, 1H,
Charge)

• Unarmed Strike (Melee, 3A

SPECIAL ABILITIES
• Studious (Talent, p. 136)
• A Mind for Design: In command positions,

For Major NPC add +1 to Security, Engineering, and
Medicine and +2 to Science. This also adds +1 to Stress.

FOCUSES:
•
•
•
•

Federation Law
Interviewing
Sensor Systems (Major NPC)
Forensics (Major NPC)

Resistance: 0

•

the speed of Zakdorn tactical calculations
enables them to give concise orders to their
crew. During combat, Cmdr Azelik may use
the Direct Task one additional time per
scene and when he uses the Swift Task
Momentum Spend to make an Assist or
Direct Task the cost is reduced by 1.
Cold Reading: Succeeding at a Task during
Social Con�lict generates one bonus
Momentum which must be used for the
Otain Information Momentum Spend to gain
knowledge about an individual. If the
Con�lict involves an Extended Task then
Azelik gains Scrutinize 1 (see STA p. 91).
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Human

Male

Formerly Section 31

Statistics

Biography
Section 31 is a boogeyman among Star�leet: an amoral
agency within the vaunted Federation that shouldn’t
exist but which many are convinced actually does. The
truth is far from being known but there are several
classi�ied reports of Star�leet captains encountering
people who at least claimed to work for Section 31.
Julian Vasquez is exactly one of those people and he is
more than willing to explain his position to those who
will listen. He grew up as part of a Star�leet family and
entered the Academy at a young age due to advanced test
scores and strings being pulled. He had every indication
of a bright future in Star�leet until his father was killed in
battle against the Cardassians. This event rocked the
young cadet who took a six-month leave of absence from
the Academy, before returning and �inishing with high marks.
It was during this leave, however, that Vasquez says he was recruited by Section 31.
They promised a means to avenge his father, they promised purpose and a mission
when he was feeling most lost. It was seductive and the young man fell straight into
it. Now a decade later he feels very differently and wants out. He managed to give
his handlers the slip and now is using every trick he knows to stay ahead of Section
31 as he lays low in Federation space.
Or at least, that’s the story he’s telling. It’s a matter of public record that Julian
Vasquez as Maquis Defector
If your campaign doesn’t feature Section 31 or you want to take this character in a new
direction, Julian Vasquez might instead be a defector (or possible defector) from the Maquis.
Most of his skills and abilities stand, he’s just used his espionage tactics to undermine the
Cardassian Union instead of to further the goals of the Federation. His Values need adjusting,
however, to re�lect a belief that the colonies in the Demilitarized Zone need protection but
that he no longer thinks the Maquis’ way of doing things is defensible.
The biggest change, though, is Vasquez’s future. As a defector from Section 31 he has valuable
information that he can leverage into leniency once he is in protective custody. As a former
member of the Maquis he’s really just a criminal turning himself in. If the crew and Star�leet
are to treat him any differently, Vasquez should have actionable information on some speci�ic
threat that he’s willing to trade for his freedom. This makes him a great way to introduce a
mission or story arc, and someone the Cardassians are likely chasing as well as the Maquis.

24th Cen.
Vasquez took a leave of absence from Star�leet Academy following the death of his
father in service to the Federation, but the rest of it might all be made up. Even if
Vasquez was recruited to Section 31during this period, this current change of heart
may or may not be genuine. He’s asking for help but it’s up to the crew whether
they’ll give it or not.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
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Stress: 13

TRAIT: Human, Section 31, Defector

ATTACKS:

VALUES:

• Unarmed Strike (Melee, 5A

• Section 31 Is The Real Threat
• I’ll Do What It Takes to Protect the
Federation (Major NPC)

•

•
•

I Need Redemption For the Things That
Haunt Me (Major NPC)

ATTRIBUTES
Control
Fitness
Presence

11
9
11

Daring
Insight
Reason

DISCIPLINES

02
04
02

Conn
Engineering
Medicine

10
11
9

• Threatening 1 (3 for Major NPC)
• Criminal Minds: Whenever Special

02
02
01

•

•

For Major NPC add +1 to Command, Conn, and Medicine.

FOCUSES:
•
•
•
•

Deception
Espionage
Sabotage (Major NPC)
Encryption (Major NPC)

Knockdown,
1H, Non-lethal)
Phaser type-II (Ranged, 7A, 1H, Charge)
Escalation Paralytic toxin (See special rules)

SPECIAL ABILITIES

For Major NPC add +1 to Control and Insight.

Command
Security
Science

Resistance: 0

•

Agent
Vasquez succeeds at a Task to interpret
information about a target using Reason, he
generates 1 bonus Momentum which may
only be used for the Obtain Information
Momentum spend.
Deadeye Marksman: When Vasquez takes
the Aim Minor Action they reduce the
Dif�iculty of the next Attack by 1, in addition
to the normal effect.
Guile and Cunning: When attempting to
remain hidden or unnoticed, Julian Vasquez
may spend one Threat to increase the
Dif�iculty of enemy Tasks to detect them by
one.
Lethal Implant: By spending 1 Threat per
Main Character in the scene, Vasquez may
activate a neural implant that kills him
instantly. This was implanted to protect
Section 31’s secrets but now is a last-ditch
option for the defector.

Paralytic Toxin
When he left Section 31(or when he was sent out on his mission), Julian Vasquez took with
him four injectors full of a paralyzing toxin. The injectors are single use melee weapons and
have the Hidden 2 quality and must be injected in an artery (reducing the attacker’s successes
by one). With a successful attack they deal no Stress but immediately cause one Injury (which
can be Avoided as normal) and render the target unconscious for the remainder of the scene.
The target’s pulse also becomes so faint that a Control + Medicine Task (Dif�iculty 3) is
required to con�irm they aren’t dead.
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24th Cen.
Kalem During the Dominion War

Bajoran

Male

The default time period for Star Trek Adventures is just before the onset of the Dominion
War. In campaigns set during that con�lict, Kalem Gel’s position is slightly shifted. The
shifting fronts of the war are personally important to all Bajorans in Starfleet, even more
so than other of�icers. The lists of lost ships and the results of battles include the names of
deceased friends but also the increasing risk that Bajor could be occupied again.

Starfleet

Biography
Starship captains have an incredible amount of information to
oversee and sift through. Many rely heavily on their senior staff
to deal with this in�lux of daily reports and scheduling but most
commanding of�icers want to have some knowledge of what is
going on in their ship’s departments even if they don’t want to
manage the day-to-day.
In order to make sure they stay on top of everything, many
captains assign a junior of�icer to be a “captain’s aide,” someone
who manages the captain’s schedule and sifts through reports
to �ind the ones that the captain has asked to personally review.
Though hard work with little glory, the position of captain’s
aide is a perfect launching point for ensigns with dreams of
being a captain themselves one day. They get a sense early in
their careers of the duties and responsibilities that Star�leet
captains face, allowing the young of�icer to prepare themselves
for their future positions.
Ensign Kalem Gel is a perfect example of this ambitious sort of of�icer with lofty
goals. Only two years out of the Academy he is already talking openly about the day
when he has his own command as if it’s a certainty. This sort of optimism is
especially impressive given Kalem’s background: his family were among the millions
of Bajoran refugees that �led their home system during the Cardassian occupation.
Many refugees ended up in conditions that bordered on slavery, but Kalem’s family
found a colony in the Federation where they could start fresh. Despite being a
welcoming enough place for the Bajorans, the colony was on a harsh world with
little terraforming completed. It was a hard life growing up and Kalem Gel’s parents
were determined that he should have a better life. His entire extended family saved
up enough work credits to ensure he could attend Star�leet Academy.
It was only after Ensign Kalem had graduated from the Academy that he came to
understand exactly what that involved. To get enough food for their family and
offset the work that Gel would have done, his relatives took some small jobs for the
Orion Syndicate. They were innocent enough and only quasi-illegal, but things built
and now his family is deeply indebted to the Syndicate with little relief in sight.
Ensign Kalem is determined to be as successful an of�icer as he can to thank his
family for their sacri�ices. At the same time, he is terri�ied that his family’s Syndicate
connections will ruin his chances at the captain’s seat, not to mention a possible
investigation and dismissal.
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For Kalem Gel this is even more pressing. Freedom for Bajor could mean his family
escaping their obligations to the Orion Syndicate and a broken Cardassian Union would be
enough to convince his relatives to relocate again. At the same time, criminal enterprises
thrive during wartime and the Syndicate is running weapons and stolen supplies to
planets in the path of the Dominion forces as well as traf�icking people to safe zones.
Kalem’s family is being forced into more and more serious activities to satisfy the
Syndicate contacts which pushes Kalem into a desperate situation, perhaps desperate
enough to risk his career.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Bajoran

Stress: 11

VALUES:

• Here To Be Indispensible
• I’m Going to Be Captain Someday

ATTACKS:
(Major

NPC)

ATTRIBUTES
Control
Fitness
Presence

11
9
10

DISCIPLINES
Command
Security
Science

03
01
01

Daring
Insight
Reason

9
11
10

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 4A, 1H, Charge,
Hidden)
• Escalation Phaser type-2 (Ranged, 5A, 1H,
Charge)

• Unarmed Strike (Melee, 3A

SPECIAL ABILITIES
• Collaboration

Conn
Engineering
Medicine

01
02
01

•

For Major NPC add +1 to Conn, Security, Science, and
Medicine. This also adds +1 to Stress.

FOCUSES:
•
•
•
•

Scheduling
Protocol
Multitasking (Major NPC)
Summarizing (Major NPC)

Resistance: 0

•

(Talent, p. 136) for the
Command Discipline
Coordinated Efforts: During an Extended
Task, an assisted character may gain either
the Scrutinize 2 or Progression 1 bene�its
(see page 91 of the core rulebook) when
they roll their Challenge Dice.
Untapped Potential (Talent, p. 118)
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24th Cen.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Risian

Female

Starfleet

Although it is a long-standing
Federation member and fairly close
to Earth, Risa doesn’t see many of
its people enter Star�leet. The
gregarious culture of the planet and
aversion to con�lict prevents many
Risians from even considering
enrolling in the Academy.
This wasn’t the case for Kanientah.
She dreamed of joining Sta�leet
from when she was a little girl and
she showed such an aptitude at
piloting in the Academy that she
had her pick of assignments after
graduation. She’s still uneasy about
anything violent ships but she has a
reputation as an exemplary of�icer who has connections throughout the ship.
Even while maintaining a full work rotation, Kanientah hosts regular game nights in
her quarters. She invites eclectic groups but has a real knack for �inding crew
members who would never normally socialize but actually have a lot in common. At
her events (which feature everything from the Earth game Go to the Cardassian
game of Kotra) the conversation is riveting and the food (which Kanientah programs
herself) is amazing. Though there is no strict rule against talking about work at the
game nights, few �ind the need to as the atmosphere and dynamics are so engaging.
When on duty, Kanientah is just as resourceful. She has fast re�lexes and a natural
sense of movement when piloting the ship. When a quick escape is needed,
Kanientah proves she earned her commission.

While it’s possible to have Kanientah as a civilian character, something is lost in removing her from the
rigors of Star�leet. Still, most Risians are civilians and using Kanientah as a passenger or a social �ixture like
Guinan can be a good source of social relief, gossip, and outside perspective for the Player Characters.
Kanientah can also serve as a contact somewhere else, especially a space station in a sector of space that the
players’ ship frequents. With her ability to introduce people and facilitate conversation, Kanientah might
know a lot about what’s going on locally when the characters need some answers.

Risian

11

• Reaching Your Destination Should Involve a
Worthwhile Trip
• Sometimes You Have to Accept the Loss

(Major NPC)
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Control
Fitness
Presence

10
10
11

Daring
Insight
Reason

Command
Security
Science

01
01
01

Conn
Engineering
Medicine

9
11
9
03
02
01

For Major NPC add +1 to each Discipline. This also adds
+1 to Stress.

•
•
•
•

Starship Maneuvers
Socializing
Navigation Systems (Major NPC)
Culinary Skills (Major NPC)

0

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 4A, 1H,
Charge)
• Unarmed Strike (Melee, 2A

• Precise Evasion (Talent, p. 137)
• Peaceful Existence: Kanientah comes from

a
peaceful society. Whenever a Risian
attempts a Task to dissuade another
individual or group from resorting to
con�lict, they reduce the Dif�iculty of that
Task by 1.
• Open and Insightful: Kanientah follows the
Risian model for being open with her
feelings and discussing problems.
Whenever a Risian assists another
character using Insight or Reason they may
re-roll a single d20 in their dice pool. In
addition, if the lead character succeeds in
the Task using Insight or Reason, they gain
1 bonus Momentum.
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23 rd Cen.
Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Human

Female

Federation Archeology Council

TRAIT: Human

Stress: 11

VALUES:

Biography
After that new life and those new civilizations have been
encountered by Star�leet vessels, there’s still more work to
be done. Since she was a young girl going with her parents
at their dig sites, Karen Himura has been fascinated by the
history of the galaxy. Each species has its own long history,
and that isn’t even worrying about the species that have
disappeared. As a professional archeologist now, though,
Karen Himura has a very clear interest: the Vulcan people.
Non-Vulcans studying the long history of the Vulcan people
have a dif�icult path for a number of reasons. Vulcans are a
private people and their cultural history is a topic that
borders on religious doctrine. Native scholars tread
carefully to avoid getting swept up in nostalgia and they
don’t trust that non-Vulcans will look at the data objectively.
This is exactly what Karen Himura brings with her, though.
She admires the way that the Vulcans survived horrible,
violent social changes and came out stronger. She doesn’t
want to emulate the Vulcans just understand their history as much as she can, which
is why she was so surprised, excited, and perplexed when the crew of the Enterprise
uncovered the connection between the Vulcans and the infamous Romulans.
Overnight, the focus of Himura’s studies changed. She now has led a series of
expeditions along the Neutral Zone and in the Vulcan Sector to discover the details
of how the Romulans and Vulcans separated millennia ago. The resistance that
Himura experiences from Vulcans, concerned colleagues, and even Star�leet is
intense but she is no stranger to adversity.

Karen Himura in the 24th Century
The subject of Himura’s studies don’t have to change that much in the 24 th century. Just because
the link between Romulans and Vulcans is better known doesn’t meant that all the questions are
answered. She might have had more luck gaining access to archeological sites in the Neutral
Zone, or she might have a harder time depending on current relations with the Romulans.
Another direction to take this character, though, involves the discoveries of the Enterprise-D crew
made on Loren III following the research of the late Richard Galen. On that world, the crew
discovered evidence that humanoid life in the Alpha and Beta Quadrants might have a single,
uni�ied ancestor. Knowing this, Karen Himura could completely change the focus of her research
to look at the connections between Vulcans, Romulans, and the rest of the galaxy.
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ATTACKS:

• A Galaxy Out There, Waiting to be
Explored
• It Belongs in a Museum! (Major NPC)

ATTRIBUTES
Control
Fitness
Presence

10
10
9

DISCIPLINES
Command
Security
Science

01
01
03

Daring
Insight
Reason
Conn
Engineering
Medicine

For the Major NPC version, add +1A to all
damage.
• Unarmed Strike (Melee, 2A

11
11
12
01
01
02

For Major NPC add +1 to Security and +2 to Science and
Medicine. This adds +1 to Stress

FOCUSES:
•
•
•
•

Xenoarchaeology
Vulcan History
Xenobiology (Major NPC)
Sensor Systems (Major NPC)

Resistance: 0

•
•

Knockdown,
1H, Non-lethal)
Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
Escalation Phaser type-II (Ranged, 4A, 1H,
Charge)

SPECIAL ABILITIES
• Bold (Talent, p. 135) for Science
• Collaboration: Whenever an ally attempts a

•

Science Task, Himura may spend one
Momentum to allow them to use her
Science score and one of her Focuses.
Risks Are Worth Taking: Increase the
Dif�iculty of all Social Con�lict Tasks to
dissuade Himura from pursuing her
research by 2. Player Characters can
remove this increase for one Scene by
adding 4 to the Threat pool.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Betazoid

Male

Starfleet

During his time at Star�leet Academy, Konal Odutan
earned himself a reputation with two parts. The �irst part
was as a fantastic pilot, one who continually amazed his
classmates. He performed impressive stunts at Jupiter
Station and successfully led his squad in racing
competitions with personal ability and a fair amount of
charismatic leadership. The second part of his reputation,
though, was as a smooth-talking narcissist who was in
love with his own image.
This is only partially fair, however. Odutan has the
natural ego of any show-off and daredevil but he’s also a
Betazoid. When he’s around people and talking about his
achievements, Konal can literally feel his audience’s
admiration and it’s absolutely intoxicating. He can sense
the spike of excitement when he shows recordings of his
piloting and, yes, he can feel the attraction building when
he brags to potential partners during his frequent �lirting trips to bars.
Despite this, Lt. Odutan is a �ine Star�leet of�icer with a lot going for him. He has
close friends throughout the �leet and his piloting skills are enviable to say the least.
Odutan has served on several different vessels navigating tricky areas of the galaxy
but with a con�lict against the Dominion on the horizon it’s sure that he is in for
another transfer in the near future to put his skills at the helm of one of Star�leet’s
combat ships. In this situation his need to show off and to garner praise might prove
an asset or a liability. Time will surely tell.
While Betazoids are not part of Star�leet prior to the time period of The Next Generation, you
might use Konal Odutan in a game set during the time period of Star Trek Online. This is a
more war-torn period so a �ine pilot would be very much appreciated, but setting it during
this time would mean that Konal Odutan grew up on Betazed during or just after the
Dominion occupation.
This might be little more than a background element to the character but it could also be a
central part of the character’s nature. Having this sort of stress from an early age can stick
with someone and Odutan’s need to be liked might actually stem from deep psychic pain.
This is dangerous enough in a pilot, someone who you de�initely don’t want having a panic
attack and freezing up in the middle of battle, but it’s de�initely bad for a telepath. If
Odutan’s trauma starts to build from some trigger (such as a new con�lict with the
Dominion) that pain could start projecting into others and spread through the ship.

Betazoid

11

• Everybody Likes Me!
• Something to Prove (Major NPC)
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Control
Fitness
Presence

11
10
10

Daring
Insight
Reason

Command
Security
Science

01
01
01

Conn
Engineering
Medicine

Starship Maneuvers
Reading Emotion
Navigation (Major NPC)
Gambling (Major NPC)

For Major NPC, add 2A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 4A, 1H,
Charge)
• Unarmed Strike (Melee, 2A

12
9
8
03
02
01

For Major NPC add +1 to Conn, Engineering, and Science.
Also +2 to Security which adds +2 to Stress.

•
•
•
•

0

• Telepath (Talent, p. 105)
• Pushing the Limits (Talent, p. 137)
• Bold: Whenever Odutan attempts a Task

with the Daring Attribute and buys one or
more d20s by adding to Threat, he my reroll a single d20.
• Precision Maneuvering (Major Only): When
Odutan attempts any Task the requires
precise maneuvering or whether there is a
risk of collision, the Dif�iculty of the Task is
reduced by 1 to a mininmum of 0.
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Hologram

Male

Kolinahr Master

Before the formation of the United Federation of
Planets, there were many strong voices in the Vulcan
High Council including Ambassador Soval who served
as the long-time ambassador to Earth and was part of
the group that worked towards the �irst summit of the
Coalition of Planets in 2155. Another was the
respected master of Kolinahr named Kovar whose
secluded monastery was one of the most recognized
schools of ancient Vulcan writings on the planet.
The monastery overseen by Kovar read and studied all
works by the Vulcan masters but speci�ically
emphasized those writings of Nirak, one of Surak’s
�irst students. These writings on the nature of grief
and it’s dissolution became extremely relevant as
Vulcans dealt with the repurcussions of Administrator
V’Las’s plots in 2154 and the subsequent Vulcan
Reformation. As such, Kovar is seen as a founding
father of “modern” Vulcan politics and the way the
species sees its role in the Federation.
This �igure, though, is not Kovar. His thoughts and
writings are extensive and allowed a half-Vulcan
Star�leet of�icer to create a holodeck facsimile of the
great master in order to discuss Vulcan philosophy. As
the of�icer delved deeper and deeper into esoteric subjects she added more and
more to the program until the facsimile reached a tipping point and became a
sentient holoprogram capable of editing its own matrix.

Kovar for the 22nd and 23rd Centuries
If you’re playing a game set in the era of Star Trek: Enterprise, of course, you can just include the
actual Kovar instead of a holographic version. This is a little less exciting and requires some
replacement of some special abilities but it does offer some interesting situations. The most
intriguing option is to play Kovar in many separate situations for an era-jumping campaign. An
Enterprise-era crew can engage with a young Kovar at the establishment of the Federation, then a
later set of Original Series characters can meet an older Kovar who is trying to deal with the
straining politics of the times. Later, of course, a Next Generation crew can meet the hologram
version and a clever GM can pull on all the experiences that the players remember which have
entered into this program.

24th Cen.
Unlike a similar famous incident aboard the U.S.S. Enterprise-D, this holographic
Kovar is not a malicious man and has no intention to harm the crew aboard his ship.
He does, however, have strong opinions about the proper way for Vulcans to
conduct themselves and these are shaped by previous centuries rather than current
culture. While the holographic Kovar is determinedly paci�ist, following the beliefs
of the historical �igure he is based on, he is uncompromising in his principles and
strongly believes that Vulcans must follow the rigorous ways of Kolinahr to ful�ill
their role of leadership and council in the galaxy.
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Learning their lesson, Star�leet has not advocated for the Kovar hologram to be
quarantined or put into a stasis mode. On the other hand, his increasing ability with
programming holodeck programs as well as the following he has garnered among
conservative Vulcans has caused many to worry about his continued presence.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Hologram, Master of Kolinahr

11

• There is Much to Learn from the Ancient
Masters
• I am Not Flesh But I am Real (Major NPC)

Control
Fitness
Presence

11
10
10

Daring
Insight
Reason

9
11
11

Command
Security
Science

03
01
02

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Security,
Engineering, and Medicine and add +2 to Science. This
also adds +1 to Stress.

•
•
•
•

Meditation
Philosophy
History (Major NPC)
Teaching (Major NPC)

0

For Major NPC, add 1A to damage.
• Unarmed Strike (Melee, 2A

Knockdown,

1H, Non-lethal)
• Alternate Subroutines: While originally

programmed just to emulate the 22nd
master Kovar, this holoprogram has gone
beyond that. Once per mission, Kovar can
swap out one of his existing Focuses for one
of the following: Holodeck Programs,
Computer Systems, or Encryption. The �irst
focus is restored automiatcally at the end of
the mission or Kovar can choose to replace
it earlier, but while it is replaced it cannot
be invoked.
• Purposeful: When Kovar attempts a Task
that could apply two or more of his Focuses
(including alternate Focuses if Alternative
Subroutines are active as described above)
then he may add a bonus d20 to his dice
pool.
• Nerve Pinch (Talent p. 110)
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24th Cen.
Lakin for the 23rd Century

Bolian

Male

Finding a comparable war in the 23rd century is dif�icult. The Federation-Klingon War would work
but it happens before the original Star Trek series rather than after so you can’t have Viromm
traveling back in time to prevent it…

Starfleet

The long-celebrated captain of the U.S.S. Vishpala
resisted efforts to promote him for some time.
He turned down several promotions to Star�leet
command to stay on the bridge of his starship
with his loyal crew but, like his friend Captain
Jean-Luc Picard, Lakin Viromm eventually had to
let the next generation of leaders through.
His ship, now the Luna-class Vishpala-A,
continued on without him while Admiral
Viromm took a desk job overseeing logistics in
the Betazed Sector. The new captain was his �irst
of�icer, a Bajoran woman named Kepit Zirja who
shared Viromm’s �ire and drive if not his easygoing nature. Admiral Viromm kept in touch
over the next few years but eventually stopped responding so regularly as he found
it hard to hear about missions he was not a part of.
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Instead, a time-traveling Admiral Viromm in the time of the original Enterprise’s �ive-year mission
can be trying to prevent a war that doesn’t actually happen. In this case, Viromm is coming from a
future where the Federation went to war with the Klingons following the destruction of Praxis. In
this future the conspiracy against the Khitomer Conference was successful so Viromm has come
back in time to stop it. Captain Kirk and Captain Sulu played a role, of course, but Viromm has
knowledge from the future about another branch of the conspiracy that also needs to be stopped.
The characters’ actions will make sure that the sacri�ices in Star Trek VI aren’t wasted.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Bolian, Time Traveler

• I’m Prepared to Give Anything
• The Ends Justify the Means (Major NPC)

Control
Fitness
Presence

Then came the news that the Vishpala-A had been destroyed. It was on a routine
mission near the Tholian border when Captain Kepit sent a subspace message saying
they were responding to a distress signal from a Tellarite freighter. That was the last
anyone ever heard of the Vishpala-A and it’s disappearance remained a mystery until
a massive Tholian warship crossed to Federation space and began destroying border
planets. The resulting war, so close after the end of the Dominion War, was bloody
and extreme. Star�leet had to make terrible sacri�ices to appease the Tholians and
gave up over a dozen Federation colonies to ensure peace.
Admiral Viromm spent the Tholian War thinking about whether he could have
stopped it if he had still commanded the Vishpala-A and struggling with feeling that
he had let his crew and Star�leet down. Even after the end of the war, Viromm
obsessed over it and retired suddenly from Star�leet in order to concentrate on
mapping out the events that had led to the Tholian War.
Now, Admiral Lakin Viromm knows when the warship project started in the Tholian
Assembly and when to target it. Using logs from the original U.S.S. Enterprise, Viromm
took a risk to travel back in time to the months just before the Dominion War, a time
when he can stop the Tholians before that war even starts, and before the Vishpala is
destroyed.

11

Command
Security
Science
•
•
•
•

8
9
11

Daring
Insight
Reason

03
03
01

Conn
Engineering
Medicine

Inspiration
Athletics
Temporal Mechanics (Major NPC)
Protecting the Federation (Major NPC)

11
10
11
02
01
03

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 3A

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 5A, 1H,
Charge)
• Gregarious (Talent, Bolian Species)
• Veteran (Talent, p. 118)
• Devoted to the Mission: When Admiral

Viromm uses the Direct or Assist Task in a
situation where one of his Focuses applies,
the captain may roll 2d20 instead of 1d20.
• Steel Resolve When engaged in Social
Con�lict, any time he is subjected to a threat
by an opponent Lakin Viromm may re-roll
his dice pool if he purchased any bonus
d20s.
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that navigate dif�icult situations. Even when Viromm directs the Vishpala off course
to investigate some side mission the ship is almost always back on course and
addressing its original mission with little delay in the timeline.

Bolian

Male

Starfleet

Captain Viromm has had a celebrated career, completing
missions that have made him the subject of speculation
and disbelief throughout Star�leet. His recent standoff
with the bioterrorist cell on Verosha Prime has only
heightened this reputation and it seems like everyone
has been talking nonstop about “Viromm’s Stand” for the
last month.
Lakin Viromm graduated Star�leet Academy with a lot of
promise and few were surprised when he vaulted
through the command structure to captain his own ship,
the New Orleans-class U.S.S. Vishpala. Of course, during
those ten years of service, Viromm served on no fewer
than eight ships: not quite a record but certainly
surprising for a senior of�icer. By all accounts the
transfers were mutually agreed upon but many who
served with Viromm as he moved up through the ranks
commented that he was dif�icult to work with and the
Vishpala has gone through an abnormally high number of crew as of�icers from the
senior staff down to ensigns have put in for transfer.
Many in Star�leet are frustrated with the hero worship that some of�icers hold for
Viromm, citing him as a bad example and a needless risk-taker. They see the
transfers from the Vishpala not as the “honing of an excellent crew” as Viromm puts
it in his reports but a growing cult of personality that makes the ship a community
of bad habits and reckless of�icers.

Viromm makes an excellent ally for the crew and someone who will agree to farfetched plans that Star�leet Command won’t support. As a positive Non-Player
Character, Viromm’s risk-taking comes from a place of duty and control. From afar it
seems like he’s constantly skirting the edge of disaster but with all the details it’s
clear that Captain Viromm considers all options before charging in and he knows the
limits of his ship and crew well. The PCs may be put in a situation where they are
the only ones defending him.
Image by STAvatars.net
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As an antagonist, Viromm is an insidious threat. It would be much easier for this
person to be an enemy, but he’s a fellow Star�leet of�icer and a good one at that. At
the same time, the Bolian �louts Star�leet regulations in the best of times and breaks
directives at the worst. It might be that his crew is covering up his overreaches or it
might be that Star�leet Command is aware but no infraction has been great enough
so far to warrant serious action. Either way, this sort of Captain Viromm is exactly
the type of captain to go rogue and there’s no telling what he’ll do at that point.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Bolian

• The Ends Justify the Means
• Generosity is for Friends (Major NPC)

Of course, the reality is that the Vishpala has a record of success that no one can
deny. He has come out of many critical situations with minimum crew losses and
has even successfully won over new allies to the Federation with unorthodox tactics

Lakin for the 23

rd

Century

In some ways, it’s much harder to use Captain Viromm in the 23rd century where nearly every
captain is a loose cannon searching for risks and adventure... or so the portrayal of Kirk would
have us believe. For campaigns set during the Original Series, a crisis point is needed to showcase
the danger of Lakin Viromm’s approach. It’s not enough to have him push the envelope, have him
also talk about the need to change Star�leet from some “shrinking violet” into a body that can
adequately take on the Romulans and the Klingons. Whether he can do that from within the
system or he’s advocating for a coup depends on whether Viromm is an ally or an antagonist in
your campaign.
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Control
Fitness
Presence

8
9
11

Command
Security
Science

03
02
01

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 3A

Daring
Insight
Reason

11
10
11

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Conn and Security, and +2 to
Medicine. This also adds +1 to Stress.

•
•
•
•

Inspiration
Protecting the Crew
Athletics (Major NPC)
Securing the Federation (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 5A, 1H,
Charge)
• Devoted Crew: When Captain Viromm

uses
the Direct or Assist Task with someone
under his command or still loyal to him, the
captain may roll 2d20 instead of 1d20.
•
(Talent, Bolian Species)
• Veteran (Talent, p. 118)
•
When
engaged in Social Con�lict, any time he is
subjected to a threat by an opponent Lakin
Viromm may re-roll his dice pool if he
purchased any bonus d20s.
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Trill

Female

71

Criminal

The Trill have never willingly gone along with the
Terran Empire, but neither have they fought hard
against them. Instead, the prefer to play the
Terrans against the Cardassians in an effort to
stay out of the fray. This political struggle plays
out in a microcosm on Trill itself as Laris Dek
serves as the spider in the middle of a web that
keeps everyone at odds with each other.
A consummate criminal and winningly
straightforward negotiator, Laris Dek has
survived far longer than any of her rivals have
thought she would. She has a knack for picking up
new things and exploring new subjects. Dek
knows how to quickly assess and master a new
subject, something that applies to people as well
as hobbies. She started out as an information
broker and hacker but Laris Dek has come to be the most powerful criminal in Kalix City on Trill
and one of the most in�luential on the planet. She’s not the most brutal or the most well-connected
but she has made herself indispensable to pretty much everyone, Terran and otherwise, which gives
her some protection. The authorities in Kalix and the other criminals both know that the fall of Laris
Dek would mean the unraveling of many of their plans, something they’re unwilling to entertain.

|
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Use the following statistics for a Notable or Major version of this character. The statistics note
what changes are necessary for a Major NPC.
12

Trill, Criminal, Savant

Meeting with Laris Dek is always entertaining. She collects hobbies, learns to do them, then moves
on to the next. As she talks, she likes to multitask with her latest obsession: tasting wine, throwing
darts, dancing. This habit serves to put people off guard while making her seem approachable and
a little mysterious. It’s a perfect metaphor for Laris Dek herself.

Laris Dek in the Klingon-Cardassian Alliance
As written, Laris Dek is intended for the period before the fall of the Terran Empire to the KCA.
Trill is on the border between these powers so while the Terrans are in power she is helping
criminals and the nascent Alliance while cooperating enough with the Terrans to keep herself safe.
When Earth falls to the KCA this is reversed and she is working with criminals and displaced
Terrans while placating the Klingons and the Cardassians.
The shift can be shown with new hobbies that she’s trying out: tasting bloodwine and playing a
game of kotra. A key difference, though, is that now she can play the elements of the Alliance against
each other. The Terrans are a united front but if Laris Dek can keep the Cardassians and Klingons
at odds that’s another space that the spider can occupy.

Control
Fitness
Presence
Command
Security
Science
•
•
•
•

10
9
12
03
03
03

Intimidation
Negotiation
Secrecy (Major NPC)
Learning (Major NPC)

Daring
Insight
Reason
Conn
Engineering
Medicine

0

• Unarmed Strike (Melee, 4A

• Standing Still Is the Same As Dying
• Let’s Make a Deal (Major NPC)
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8
11
11
01
02
01

Knockdown,
1H, Non-lethal)
• Dagger (Melee, 4A Vicious1, 1H, Deadly,
Hidden 1)
• Disruptor PistolI (Ranged, 6A Vicious 1, 1H)
• Beginner’s Luck: Laris Dek makes a hobby of

picking up hobbies. She is always trying
new things and attempting to learn them,
relying on the force of her personality to see
her through. When attempting a Task
related to a niche interest like wine-tasting,
art, or games she can use
no matter what the normal roll
might be. For combat-related hobbies this is
only to learn the details.
• New Interest: To represent Laris Dek’s
latest interest, she starts each mission with
a new Focus in that topic which lasts until
the start of the next mission.
• Provocative: When performing a Task using
Presence + Command, Dek may spend a
Threat to gain some small but useful secret
from her target, regardless of the Task’s
success or failure.
• Technical Expertise: Whenever she attempts
a Task that involves in�iltrating a computer
system, she may add a bonus d20 to her
pool.

Hobbies for Laris Dek to Try
When portraying Laris Dek you should always have her trying something new. She multitasks
while she talks, changing subject between the matter at hand and whatever is occupying her
interests, and this adds an unbalancing dynamism to the conversation. As a recurring Major
Character, you want to keep things fresh so feel free to use the following list and a d20 to randomly
determine a new hobby for Laris Dek to be trying.
1. Speaking Klingon
2. Vulcan philosophy
3. Terran history
4. Guitar-playing
5. Winetasting
6. Sushi-making
7. Beer brewing

8. Fencing
9. Bat’leth combat
10. Ushaan-tor combat
11. Cardassian martial arts
12. Capoeira
13. Boxing
14. Archery

15. Cryptography
16. Warp theory
17. Archaeology
18. Geology
19. Ship Identi�ication
20. Literature
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Bajoran

Male

TRAIT: Bajoran, Vedek

Stress: 11

VALUES:

Biography
Throughout his life, Lenaris Edon has been unable to
stand by when he sees injustices in the world. During the
Cadassian Occupation of Bajor he operated a hospital
which treated Bajoran workers unable to continue
laboring. The hospital had no funds and no supplies but
then-Ranjen Lenaris kept it going regardless. Partially
that is because the hospital was a front for the Bajoran
Resistance, a location for them to funnel medical supplies
and funds for guerilla �ighters.
After the Cardassians left, Lenaris became a Vedek and an
outspoken one at that. He was initially allied with Bareil
Antos as a supporter of the Bajoran Provisional
Government but as the years have gone on he has
become less and less supportive. He is a shrewd man,
though, and knows from the Occupation how valuable
working behind a screen can be.
Vedek Lenaris keeps a low pro�ile on the Vedek Assembly, rarely voting on
controversial issues, but behind the scenes he is very active. He has allies
throughout Bajor and the scattered colonies, as well as contacts in the Maquis with
whom he regularly trades information. His goal is to create a uni�ied Bajor which
could exact the sort of payments from the Cardassians that would really repair �ive
decades of occupation. He is also opposed to military groups like the Alliance for
Global Unity (better known as “The Circle”) that attempted a coup d’état a year ago.
The religion of the people will unite Bajor, not strongmen and weapons. However,
with the Provisional Government set to sign a peace treaty with the Cardassians,
Vedek Lenaris is considering alliances with other revolutionaries that he would
never have contemplated in the past.
Lenaris During the Occupation

In an earlier era set during the Cardassian Occupation (such as during the start of The Next
Generation), Lenaris is still operating his hospital and supporting Resistance �ighters. This is
a more optimistic version of the vedek (a lower-ranking ranjen at the time) who believes
that helping people and spreading information will lead to the right kind of change. It’s
during the later years that Lenaris becomes more determined to take risks as he sees
information he shared with the Resistance, information they said was for freeing prisoners
but which actually led to bombings and death. Seeing Lenaris become this careful,
calculating man who hides his intentions would be an interesting arc for the character,
especially as a Bajoran contact for a Federation crew who might be going through the same.

Control
Fitness
Presence

10
9
10

DISCIPLINES
Command
Security
Science

03
01
01

Daring
Insight
Reason
Conn
Engineering
Medicine

11
11
9
01
01
02

For Major NPC add +1 to Command, Security, Science,
and Medicine. This also adds +1 to Stress

FOCUSES:
•
•
•
•

Bajoran Resistance
Bajoran Religion
Administration (Major NPC)
The Provisional Government (Major

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Bajoran Hand Phaser (Ranged, 3A, 1H,
Charge, Hidden)
• Escalation Bajoran Phaser rifle (Ranged,
5A, 2H, Accurate, Charge)

• Unarmed Strike (Melee, 2A

(Major NPC)

ATTRIBUTES

Resistance: 0

ATTACKS:

• We Will Not Live Under Another Heel
• The Prophets Show Us a Better Way
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NPC)

SPECIAL ABILITIES
• Strong Pagh (Talent, p. 105)
• For the Prophets: When using the Direct or

•

Assist Task to push other Bajorans faithful
to the Prophets, Lenaris may roll 2d20
instead of 1d20.
Good Judge of Spirit: Whenever Lenaris
attempts to discern the true intentions of
someone or see through lies, he may re-roll
one d20.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Breen

Male

Breen Confederacy

Through all their recent con�licts in the Alpha
Quadrant, the Breen have come to rely on proven
leaders to command their ships and soldiers. The
Confederacy consolidates its trust in individuals like
Thot Gor, the military leader pushing for an alliance
with the Dominion, but Thot Pann is not far behind.
As with all Breen, Star�leet’s report on Let Pann could
be described as “incomplete” but only charitably.
Truthfully, little is known beyond the leader’s name
and his involvement in several key battles with other
Alpha Quadrant species where Pann was the
representative who communicated enough to demand
surrender. He is a thot, a rank considered to be
equivalent to an admiral, and seems to excel at
commanding ship’s in single-vessel or �leet maneuvers.
Recent reports shared from the Cardassian Detapa Council, reportedly gathered �irst
by the Obsidian Order, paint a slightly more detailed picture. The name “Let Pann”
appears on the approved listing for a diplomatic summit organized by the
Cardassians twenty years ago, a meeting which included a Breen delegation as well
as representatives of the Tzenkethi Coalition and the Talarian Republic. At this
meeting, Pann (then a lowly h’ren) is documented as a potential intelligence of�icer
working to coordinate with the Tzenkethi. If true, it is possible that Thot Pann is still
an intelligence of�icer as well as a �leet commander, making him an important �igure
indeed.
Regardless of whether this report can be trusted or not, Thot Pann is certainly a
skilled commander in �leet operations. If the Breen become involved in the
upcoming hostilities with the Dominion, it is sure that he will play a central role.
Star�leet can only hope that it is as an ally.
After the Breen Confederacy is annexed by the Dominion, Thot Pann makes an excellent
foil to Thot Gor. As seen in Star Trek: Deep Space Nine, Thot Gor is more than willing to
work with the Founders and their Vorta servants but Thot Pann is a long-time of�icer of the
Confederacy and might have stronger feelings. He’s also (potentially) an intelligence of�icer
so he might have more details on what sort of treatment the Breen can expect from the
Dominion. Any effort on Star�leet’s behalf to drive a wedge between the Breen and the
Dominion could easily start with Thot Pann.

Breen, Commander

13

• Strike First Before They Can
• Know Your Enemy (Major NPC)

Image from Star Trek Online.
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1 (Armor)

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 4A Knockdown,

1H, Non-lethal)
Control
Fitness
Presence

11
10
12

Command
Security
Science

04
03
01

Daring
Insight
Reason
Conn
Engineering
Medicine

9
11
10
01
02
01

For Major NPC add +1 to Conn, Science, and Medicine.

•
•
•
•

Starship Tactics
Intimidation
Starship Weapons (Major NPC)
Encryption (Major NPC)

• Compression Pistol (Ranged, 6A, 1H,

Debilitating, Hidden 1)
•

Phaser type-II (Ranged, 7A, 1H,

Accurate, Debilitating)
• Icy Fortitude: Breen are tough and solid. He

can spend 4 Threat to ignore the effects of
an Injury as if he spent a point of
Determination (as described on page 177 of
the core rulebook). When he does so, he
also regains the ability to Avoid an Injury.
• Decisive Leadership: When Thot Pann
performs the Assist Task and would then
pay two Threat to keep the initiative, the
cost to keep the initiative is reduced to 0.
• Fleet Commander: When commanding a
vessel during a �leet action (see Chapter 3 of
the Command Division Supplement), Thot
Pann reduces the Dif�iculty of a Task to
grant a bonus to his vessel or group by 1, to
a minimum of 1. He may treat the vessel he
is on as having a Command Dpeartment of
4+, regardless of the actual value.
• Rain Down Fire: When Thot Pann uses the
Direct Action to assist another character in
making an attack with starship weapons,
they can use the Swift Task Momentum
spend to make a second attack and ignore
the normal Dif�iculty increase from Swift
Task.
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Bajoran

Female

Maquis

Biography
The Maquis are a lot of things, depending on who
you ask and sometimes depending on the day.
They are freedom �ighters, terrorists, patriots,
and criminals. They are true citizens of the
Federation or traitors to its ideals. It’s hard to
objectively pin down exactly what constitutes the
Maquis identity but for Li Chami the answer is
very clear: the Maquis are the death knell of the
Cardassian Union.
This charismatic Maquis leader is only in her
twenties but she already commands dozens of
loyal and capable followers. Li’s parents were
Resistance �ighters during the Occupation and
died in combat just sixth months before the
Cardassians left Bajor. It is for their memory that
she �ights so ardently, although her tactics are far
more subtle than the average Maquis leader.
While movement leaders like Michael Eddington or Chakotay �ly into battle against
the Cardassians with the Maquis symbol boldly emblazoned on their ships, Li Chami
tries to work from the shadows and weaken the foundations of the Union. She and
her followers expose greedy Cardassians working against the state, prompting the
of�icial’s execution and chaos around transition. Her people often steal state secrets
and trade them to the Federation and Klingons, bringing the Cardassians’ powerful
enemies that much closer to destroying them.
Her favorite tactic, however, is using false �lag operations against the Cardassians.
Sometimes they make attacks on Cardassian targets and make it look like the Breen
Li Chami in Section 31

You can use the same motivations and tactics for Li Chami but remove the Maquis
involvement by allying her with another group that prefers criminal actions and would love
to see the Cardassian Union crumble. Section 31, Star�leet Security’s black ops division
(maybe), is a good �it for a determined Bajoran who has been taught guerilla tactics since
she was small. Effectively the deniable asset of a deniable organization, Li gets a lot of
autonomy to undermine Cardassian authority and destabilize their government. She might
even be a double-agent: living as an in�luential Maquis leader who is secretly allied with
Section 31. If the spies in Section 31 wanted a ready-made weapon to wound the Cardassian
Union, it would be harder to �ind a more perfect one than the Maquis.

24th Cen.
or the Tzenkethi were to blame in the hopes that some foolhardy gul in Central
Command will push for a war that the Cardassian Union can’t hope to win. Other
times they make attacks against Federation targets and make it look like the
Cardassians are taking an aggressive stance again. It’s underhanded and risky, but
certainly effective and Li Chami thinks she might be close to pushing the
Cardassians into an unwinnable situation. When that happens, their pride and
stubbornness will force them to �ight when they can’t win and the Union will be
destroyed. At least, that’s the hope.

Cosplay Photo by Jessie Pridemore
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Bajoran, Maquis

Stress: 14

VALUES:

ATTACKS:

• You Can’t Negotiate With Monsters
• Make the Enemy Work for You (Major

Control
Fitness
Presence

10
12
11

DISCIPLINES
Command
Security
Science

03
02
01

Daring
Insight
Reason
Conn
Engineering
Medicine

For Major NPC, add 2A to each damage.
Knockdown,
1H, Non-lethal)
• Bajoran Hand Phaser (Ranged, 5A, 1H,
Charge)
• Escalation Bajoran Phaser Rifle (Ranged,
6A, 2H, Accurate, Charge)
• Unarmed Strike (Melee, 3A

NPC)

ATTRIBUTES

12
9
10
01
01
01

SPECIAL ABILITIES
• Bold (Talent, p. 135) for Security
• False Flag Operation: When Li Chami

For Major NPC add +1 to Command, Conn, Engineering,
and Medicine. Also +2 to Security which adds +2 to
Stress.

FOCUSES:

• Stealth Operations
• Deception
• Hal’Kareth (Major NPC)

• Cardassian

Union (Major

•

NPC)

Resistance: 0

•

formulates a plan with the intent of framing
another group, she can create Advantages at
the cost of 1 Threat instead of two. The GM
may only Create Advantages like this when
the plan is formulated; other Advantages
and Complications (including those she
creates while completing the plan) cost two
Threat as normal.
Absolute Determination: Li may spend 2
Threat to gain the effects of a point of
Determination rather than the usual 3.
Martial Artist (Major Only): Li’s Unarmed
Attack gains the Intense Damage Effect
(Star Trek core rulebook, p. 192).

Hal’Kareth: Bajoran Martial Art
Part martial art, part religious practice, Hal”Kareth was banned during the Occupation yet survived because
of the secret instruction of determined vedeks. It relies on momentum and precise movements, reminding
many Humans of Aikido and Tai Chi. Some forms of Hal’Kareth, such as the pagh-tor-tem (“what the soul
desires”) are purely defensive and use the attacker’s mass against them, but others are sharp and vicious
like quin shakala’an (“blessed defense”) which knocks the target to the ground and treyna payal (“last
strike”) which targets incapacitating nerve clusters. Even if she hadn’t been taught the practice of Hal’Kareth
by her mother, it’s hard to imagine a better �it for Li Chami.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Ktarian

Federation

Lira Zentel is fascinated by alien cultures
and has made it her life’s work to study
and explore as many worlds as she can,
particularly prewarp civilizations. She’s
also made it her life’s work to make a
fortune selling artifacts from these worlds.
At one point she was a cadet at Star�leet
Academy specializing in xenoanthropology
but she was dismissed in her second year
after staff discovered an underground
gambling game that she was organizing.

Ktarian, Anthropologist

Image from the U.S.S.
Pendragon fan site
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Heading off on her own, Lira Zentel joined several xenoanthropological expeditions
throughout Federation space, quietly making a nice pro�it selling items on the black
market. None of the expedition leaders knew about these deals (or at least none did
anything about it) so her reputation continued to grow until an incident in the
Tranos Sector involving a prewarp civilizations high temple and exposure to
transporter technology. Though civilians aren’t subject to the Prime Directive, the
Star�leet vessel in orbit was and Zentel was brought up on charges of violating a
Star�leet cordon of a planet. The �ines set her back a bit and the charges prevented
an easy path to her next job so instead Lira Zentel set off into the unmapped regions
of the Sargon Region.
In this open expanse of worlds, Zentel has become one of the leading experts on the
cultures in this region of space and one of the few civilians to spend extended
periods past the Cordon Nebulas. She has brought back amazing treasures to sell to
Federation collectors and scholars and is more than willing to discuss their
provenance, though she’s somewhat more cagey about how she obtained them.
Because the region beyond is not Federation space she is technically not breaking
speci�ic laws but it’s certainly a grey area that Zentel seems to relish in testing.
If you aren’t using the Sargon Region in your game you might instead use the unscrupulous
Lira Zentel in the Gamma Quadrant. Obviously the situation in the Gamma Quadrant is
more fraught than in the Sargon Region and it’s possible that Zentel would be caught up in
growing tensions between the Federation and the Dominion. She might also be offered
valuables to act as an informant to the Vorta servants of the Dominion, something that
could prove quite tricky. With her history it’s safe to say that Lira Zentel does not feel
particularly warm and fuzzy about Star�leet but would she be willing to sell out the
Federation for a bribe? I mean, that’s not a “no” precisely… How big are we talking
anyways?

11

• It’s Worth More Back Home Than In This
Place
• Violence Is Just Bad Practice (Major NPC)

Control
Fitness
Presence

9
10
9

Command
Security
Science

02
01
03

Daring
Insight
Reason

10
11
12

Conn
Engineering
Medicine

For Major NPC add +1 to Conn, Security, and Science.
This adds +1 to Stress

•
•
•
•

Xenoanthropology
Smugging
The Sargon Region (Major NPC)
Criminals (Major NPC)

02
02
03

0

• Unarmed Strike (Melee, 2A

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden 1)
Phaser type-II (Ranged, 4A, 1H,
•
Charge)
• Intense Scrutiny (Talent, p. 138)
• Disguise Expert: Lira Zentel is adept at

disguising herself to move unnoticed in
alien civilizations. When she attempts a
Task to maintain a disguise, she ignores any
Dif�iculty increase from being unfamiliar
with the culture. If the Task is against
prewarp aliens she also adds a bonus d20.
• Smuggling Pilot: When Lira Zentel succeeds
on a Maneuver, Impulse, Warp, or Evasive
Action Task while at the helm of a starship,
she may spend 1 Threat to Create an
Advantage related to evading sensors
(normally this would cost 2 Threat).
• Relic Assessor: Whenever Lira Zentel
succeeds at a Science Task to study an alien
artifact, she gains one bonus Threat, which
may only be used on the Obtain Information
Spend, or to pay part of the cost of the
Create Advantage Spend related to the
artifact or the culture that produced it.
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Augmented Human

Female

Mailys grew up on Andoria, the daughter of
two career-driven diplomats working for the
Federation Diplomatic Corps. They were a
powerful combination of distant and
demanding, something which drove a young
Mailys to push herself to prove that she was
up to their standards. When she was a
teenager, she learned that part of their
demanding attitude was that they had paid
an extraordinary amount of bribes to have
their daughter’s DNA augmented. The stress
of living with this secret ate at her parents
and it meant that Mailys felt the need to
prove that she was worth this sacri�ice.
When Mailys was �ifteen, her family’s home
was the target of a terrorist attack. An
Andorian separatist group, the Treishya,
planted a bomb that seriously injured
Mailys’s mother and caused her father to
take an extended leave of absence due to
stress. The incident had an opposite effect
on Mailys: she felt a growing resentment
reach a breaking point and felt furious at the Andorians for trying to push out her
parents after all their efforts. The Federation was founded by four species but to
Mailys it was clear that humans had done all the hard work and continued to build
the Federation’s interests through the decades. What started off as a philosophical
and political zeal quickly evolved into full-blown racism and Mailys began to plan
for revenge.

Mailys for the 23rd Century
Not too much needs to change to use Mailys in the time of the original Enterprise. Andoria is still a
strong part of the Federation, the Treisha is still operating, and human augments are still illegal.
Playing Mailys is a different experience in that heady ear, however. Don’t worry about the careful
plots and complex webs of deceit and violence. Look to Khan for inspiration and make Mailys
Sault into a maniacal genius, half supervillain and half gangster. Her plans should likewise be
clever but blunt, working their way to a surprising conclusion and then (assuming she’s foiled)
starting over again on the next “Big Plan.” Looking to the new Harry Mudd in Star Trek: Discovery
is another great example of a smart but grandiose villain appropriate to the 23rd century.

24th Cen.
It was a year later when Isharite Fever broke out in a southern Andorian city.
Dozens died before quarantine protocols could be instigated and authorities were
confused how a disease thought eradicated could so quickly and powerfully spring
back up. They were further confused when the realized that the original outbreak
site was a Treishya safehouse.

Image from Orphan Black, Copyright BBC.
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The truth was, of course, that Mailys Sault had purposefully infected the Treishya
seperatists at the safehouse (the same one where the attack on her family’s home
was planned) and then watched from afar as they passed the disease to their
associates before dying of painful hemorrhages. The fact that six unassociated
Andorians died in the outbreak didn’t particularly trouble her: all of Andoria was
ungrateful for the sacri�ice that humans made every day for the Federation and she
was tired of her people being taken for granted. Since that day, Mailys has targeted
non-human populations across the Federation from Tellarites and Vulcans to
Klingons and Cardassians. She is a high value target for Star�leet Intelligence but
they have yet to learn much beyond her name, not even her augmented status.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Human Augment

14

• The Federation Is a Human Endeavor
• No Solution Should Be Outlawed (Major

NPC)

• Unarmed Strike (Melee, 4A

0
Knockdown,

1H, Non-lethal)
Knife (Ranged, 4A, 1H, Deadly,

•

Hidden1)
Control
Fitness
Presence

10
11
9

Daring
Insight
Reason

10
10
11

Command
Security
Science

02
03
01

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Conn, Engineering,
Science, and Medicine.

•
•
•
•

Sabotage
Security Systems
Federation Law (Major NPC)
Debate (Major NPC)

• Phaser type-II (Ranged, 6A, 1H, Charge,

Hidden)
Phaser type-II (Ranged, 7A, 1H,

•

Charge)
• Durable: Mailys’s genetic make-up allows

her to shrug off minor wounds. The �irst
time in a scene when she is reduced to 0
Stress, she does not gain an Injury.
Additionally, after taking an Injury she can
perform a single Minor Action on her turn
(but not a Task).
• Healing Blood: Augments’ blood has
restorative properties for other humanoids.
If a creature is injected with Mailys’s blood
during a Task to remove Injury, any dice
can in the Task be re-rolled once.
• Sniper’s Calm: When Mailys attempts a
Ranted attack and purchases one or more
additional dice with Threat, she may re-roll
any number of d20s.
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Augmented Human

Female

Terran Empire

From a very young age, Mailys Sault has been
devoted to the Empire. She grew up on Andoria,
the daughter of the planet’s Terran overseers, and
came to despise the Andorian people and all nonTerrans in the Empire. Her parents were
ambitious and had impressive plans for their
daughter. They pulled strings to enter a genetic
augmentation program run by the Imperial Senate.
While the program was ultimately a failure, Mailys
was one of the few children who survived the
treatment.

Armed with a zealous patriotism and superior
abilities, Mailys entered the Imperial Inquisition
where she quickly shot up through the ranks. In
short order she became the Inquisition’s top �ield
agent, no small feat for someone so young. She
uses her appearance, in fact, to get others to
underestimate her. Many enemies of the Terran
Empire have been lulled into mistaking her for a
Terran in trouble or a pretty, innocent face, only to
wake up with her knife blade at their throat. Mailys
is both strong and intelligent, possessing
impressive physical prowess and genius-level intelligence. She memorizes codes, faces, and
foreign languages with ease and trains every day to keep in peak �ighting condition.
Inquisitor Sault has an impressive record when it comes to completing missions, capturing
enemies and uncovering traitors that other Inquisitors tracked for years without success. This

Mailys as a Rebel
24th

Whether used in the
century or the 23rd, Maily Sault makes for a powerful and frightening
�igure. She might be an ally or she might be a rival with some bone to pick: either way, the crew is
likely to be nervous around her. This is all increased if Mailys Sault is not a loyal Imperial Inquisitor
but actually a traitor. Her public persona might be exactly as written here, including her hatred of
aliens. Secretly, though, she came to sympathize with the Andorian people while growing up on
their homeworld and she joined the Inquisition to work from the inside for change. As the Empire
collapses in the face of enemies (or as Emperor Spock’s reforms take hold) Mailys Sault might see
her chance to do something dramatic and change the policies of the Empire for good.
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has made her a celebrated member of the Inquisition but it also makes her a target for those
underneath her. Mailys has shown that she has a keen eye for spotting plots aimed at her but
there have been a number of near misses. Other Inquisitors, like the Stargazer’s Deanna Troi,
have turned to powerful patrons in similar situations but Mailys Sault avoids all ties and relies
only on her abilities.

Image from Orphan Black, Copyright BBC.
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Recently, Mailys has started to experience intense migraines that last for hours at a time. She has
been self-medicating with increasing doses but is starting to guess that the condition has
something to do with the imperfect augmentation technology that her parents signed her up for
in utero. The migraines are bad enough but they might also be just the start of something more
serious. She is certain that there is a solution out there and is putting her impressive tracking
skills towards �inding it in between assignments.

Use the following statistics for a Notable or Major version of this character. The statistics note
what changes are necessary for a Major NPC.
Human Augment, Inquisitor

14

• Aliens are Ruled For Their Own Good
• I Will Stop at Nothing (Major NPC)

• Unarmed Strike (Melee, 4A

Daring
Insight
Reason

10
11
9

Knockdown,

1H, Non-lethal)
Knife (Ranged, 4A, 1H, Deadly,

•

Control
Fitness
Presence

0

10
10
11

Hidden1)
• Phaser type-II (Ranged, 6A, 1H, Charge,

Hidden)
Phaser type-II (Ranged, 7A, 1H,

•

Charge)
Command
Security
Science

02
03
01

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Conn, Engineering,
Science, and Medicine.

•
•
•
•

Interrogation
Tracking
Deception (Major NPC)
Insight (Major NPC)

• Durable: Mailys’s genetic make-up allows

her to shrug off minor wounds. The �irst
time in a scene when she is reduced to 0
Stress, she does not gain an Injury.
Additionally, after taking an Injury she can
perform a single Minor Action on her turn
(but not a Task).
• Healing Blood: Augments’ blood has
restorative properties for other humanoids.
If a creature is injected with Mailys’s blood
during a Task to remove Injury, any dice
can in the Task be re-rolled once.
• Sniper’s Calm: When Mailys attempts a
Ranted attack and purchases one or more
additional dice with Threat, she may re-roll
any number of d20s.
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Betazoid

Female

Terran Empire

When the Terran Empire conquered Betazed it
was an easy victory. The subsequent occupation,
however, was dif�icult as the Betazoid people
preyed on the minds of the Terrans. The Empire
countered this by employing greedy Betazoids to
�ight against the mental sabotage and a culture of
collaboration was born. Today that way of life has
completely replaced traditional Betazoid culture.
The result is a generation of cynical, cruel
Betazoids like Mehona Tre.
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Use the following statistics for a Notable or Major version of this character. The statistics note what
changes are necessary for a Major NPC.
Betazoid, Interrogator

12

• A Keeper of Secrets is Indispensable
• Survival of the FIttest (Major NPC)

Image from The Expanse by SyFy.
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As a young girl, Tre became a spy on several
different Imperial ships. By the time she had
earned a position as an of�icial interrogator, Tre
had developed close relationships with several
Terran captains. She got a reputation for doing
whatever it takes, becoming romantically involved
with several commanding of�icers but also using both mental and physical torture to extract
confessions from prisoners.
Whatever she might have been in another life, Mehona Tre is a skilled and trusted servant of the Terran
Empire and a frightening one at that. She might not have the lethality of the Inquisitors or the Empire’s
deadly soldiers, but more than one suspected traitor of the Empire has been driven mad with just a day
at the hands of Mehona Tre. Even those of�icers who trust her with important tasks know that some of
those she has destroyed were previously Imperial of�icers whose ambitions went beyond their station.
By all accounts these of�icers were legitimately traitors but if they were targeted for some reason
there’s rarely enough of their psyches left to know for sure.

Mehona Tre as a Revolutionary
Making Mehona Tre into a secret revolutionary working from the inside against the Terran Empire
isn’t a hard thing to imagine. All Betazoids must harbor some resentment at being second-class
citizens of the Empire and there are plenty of inspirations in Star Trek series of seemingly loyal
alien servants harboring secret hatred. The real challenge is making her a unique character that
stands apart from those other examples.
Instead, Mehona Tre is a revolutionary working with Terrans. She doesn’t manipulate people and
break them down for sel�ishness or as the tool of some terrifying captain. Instead she works for
the same class of Terran of�icer that Mirror Spock worked with to change the Empire. Subtly,
slowly, she weeds out those cruel and inef�icient Terrans to make room for those who will better
the Empire and push it towards a greater future.

Control
Fitness
Presence
Command
Security
Science

12
9
12

Daring
Insight
Reason

04
03
02

Conn
Engineering
Medicine

• Unarmed Strike (Melee, 4A

10
12
10
01
01
02

For Major NPC add +1 to Security and Medicine. This
adds +1 to Stress.

•
•
•
•

Reading Minds
Interrogation
Intimidation (Major NPC)
Deception (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 5A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 6A, 1H,
Charge)
• Interrogation (Talent, p. 137)
• Telepath (Talent, p. 105)
• Induce Distress: Like many Betazoids in the

Terran Empire, Mehona Tre can force
feelings of stress and panic on other minds.
This is an
(Dif�iculty 2)
Task that can be performed at Medium
range. If she succeeds, all Tasks attempted
by the target have their Dif�iculty increased
by 1 until Tre’s next Task.
• Traitor Minds: Mehona Tre has a knack for
imagining the mental state of traitors and
anticipating their actions. Whenever she
succeeds at a Task to interpret information
about a suspect using Insight, Tre generates
1 bonus Threat which may only be used for
the Obtain Information spend.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Takaya’s Whale

Male

Starfleet

The Federation has included cetacean
of�icers for many decades, and
Cetacean Operations are standard
issue on large vessels such as Galaxyclass starships. The unique insight of
cetaceans into three-dimensional
thinking makes them excellent
navigators and stellar cartographers,
but they also are able to enter and
excel in aquatic environments where
bipedal crew have dif�iculty.
Mona’qé is one cetacean of�icer who
has advanced signi�icantly by
specializing in aquatic worlds and pushing the boundary of Federation knowledge in
ways that has earned him quite a bit of attention. Though his species is native to
Earth, Mona’qé himself was raised on a Federation colony world near Andoria. He
studied anthropology �irst at the Andorian Science Academy and then at Star�leet
Academy before taking a commission on a Galaxy-class vessel surveying planets
near the Briar Patch. It was there that Mona’qé and his team developed some
incredible advances in passive sensor techniques and on the basis of that Mona’qé
shifted to embedded studies.
These days, Lt. Mona’qé is best known as an anthropologist who stays in long-term
missions studying prewarp aquatic civilizations. Using holo-disguised “duck blind”
to observe without being seen and high-orbit, sensor-shielded satellites to take
high-resolution images and thermal scans. With the techniques and practices he’s
honed, Mona’qé and his team are able to observe even civilizations that are on the
cusp of warp technology without being seen and the implications of phenomena he’s
observed are still being determined.
As written, Lt. Mona’qé is an itinerant scientist that the crew will interact with for speci�ic
missions. If you like, however, he could be a Support Crew member in the ship’s Cetacean
Operations lab. This is best justi�ied on larger spaceframes (like the Galaxy or Sovereign
classes) but could also be a specialty lab included in the ship’s design.
Given his background, Mona’qé is most likely to be assigned to a ship doing a lot of
planetary surveys where his aquatic expertise might come into play. This is the case for
any ship’s assigned to the Sargon Region or Shackleton Expanse, of course, but any �iveyear voyage might justi�iably have Mona’qé aboard.

Takaya’s Whale,
Xenoanthropologist,

12

0

• Unarmed Strike (Melee, 2A

Photo by Rainer Schrimpf
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• Oceanic Species Have Unique Insights
• A Civilization’s Roots Inform Its Future

(Major NPC)
Control
Fitness
Presence

9
11
9

Command
Security
Science

01
01
04

Daring
Insight
Reason
Conn
Engineering
Medicine

For Major NPC add +1 to Command and Medicine.

•
•
•
•

Aquatic Environments
Sensor Systems
Xenoanthropology (Major NPC)
Pre-Industrial Technology (Major NPC)

9
12
12
03
02
02

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden 1)
Phaser type-II (Ranged, 4A, 1H,
•
Charge)
• Studious (Talent, p. 136)
• Intense Scrutiny (Talent, p. 138)
• Research Control: While using sensors to
scan an area or individual, Mona’qé
increases the Dif�iculty of others attempting
to detect his scan by +1. If there is an
Advantage that applies to the scan, Mona’qé
also gains an extra Threat which must be
used for the Obtain Information spend.
• Aquatic Cybernetics: Mona’qé has two
cybernetic arms that he can attach to his
sides just behind his pectoral �ins. One
contains a standard tricorder and the other
contains a detronal scanner (see p. 197 of
the core rulebook).
• Echolocation: Takaya’s whales are able to
use echolocation to detect objects. When
Mona’qé is using echolocation to perceive
something through a liquid environment, he
may re-roll any number of dice.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Saurian

Male

Civilian

Saurian brandy is known throughout the Beta
Quadrant, prized as a luxury drink and bought by
colonists and Star�leet of�icers alike. Few ships in
Star�leet don’t have at least one bottle on hand for
special occasions, even if that means celebrating after a
hard-fought battle. The Saurians have been part of the
Federation for some time but they still carry an exotic
and strange air, especially from their most famous
export.
The Saurian merchant Nakotti leverages this for all its
worth to pass off all sorts of shady knick-knacks to the
curious and naïve. He �irst came to the attention of
Star�leet for selling “Saurian healing lizards” on several
Federation worlds to “lick toxins and other
degenerative substances from their owners.” In reality
the lizards are a common household pest on his
homeworld and Nakotti relied on a portable sonic
massager to make his targets feel better and clinch the sale.
Since then, Nakotti has sold “ancient reptilian totems,” “Saurian fertility charms,”
membership to the “Ancient Order of the Amber Pendant,” and (of course) fake
Saurian brandy, all of which are pure inventions of his unscrupulous mind. Multiple
arrest warrants exist for Nakotti but he has proven even better at lying low than he
has at selling fake goods. He has a number of aliases as well so many Federation
vessels have dealt with him as a local guide or merchant and not known who he was
until after the transaction, if they ever realize.

Nakotti in the 24th Century
While the sleazy merchant is something you’d expect more in the high-adventure feel of the
original series, Nakotti works just as well in the 24th century. He could introduce a dangerous
substance to the crew, carry illegal weapons to enemies of the Federation, or smuggle goods (or
people) across the Neutral Zone. Perhaps his best use in a 24th century game, however, is as an
information broker and a “grey hat” that the PCs sometimes work with and sometimes work
against. Whether the Cardassians, the Dominion, the Tzenkethi, or someone else at odds with the
Federation during this period, Nakotti can provide information to Star�leet through unorthodox
channels and potentially give them details that could save lives. The players should be wary,
though: he’s just as eager to sell their secrets to the enemy.

Saurian, Merchant

10

• If No One Knows They’ve Been Cheated,
What’s the Harm?
• Sure I Can Get You That… For a Price

(Major NPC)
Control
Fitness
Presence

12
9
12

Daring
Insight
Reason

Command
Security
Science

03
01
01

Conn
Engineering
Medicine

11
11
8
02
01
01

For Major NPC add +1 to Conn, Engineering, Security, and
Science.

•
•
•
•

Negotiations
Brandy Production
Deceiving (Major NPC)
Sumggling (Major NPC)

0

• Unarmed Strike (Melee, 2A

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
Phaser type-II (Ranged, 4A, 1H,
•
Charge)
• Resilient Frame: A Saurian’s scaly skin makes
him particularly durable and hardy.
Whenever Nakotti successfully Avoids an
Injury, roll 1A. lf an Effect is rolled, he
immediately regains the ability to Avoid
Injury.
• Bargain: When negotiating an offer with
someone during Social Con�lict, Nakotti may
re-roll a d20 on his next Persuade Task to
convince that person. If the Social Con�lict
involves an Extended Task, he gains the
Progression 1 bene�it when he rolls his
Challenge Dice.
• Cold Reading: While he prefers to enter
situations with a lot o planning, Nakotti is
also fast on his feet. Succeeding at a Task
during Social Con�lict generates one bonus
Threat for Nakotti which must be used for
the Obtain Information Threat Spend to
gain knowledge about an individual on the
other side of the interaction. If the Social
Con�lict involves an Extended Task, Nakotti
gains the Scrutinize 1 bene�it when rolling
Challenge Dice.
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Romulan

Male

Star Empire

Biography

Senator Neerok appears to be a relatively
unimportant player in the Romulan Senate,
though he may have important connections.
A private individual, origins obscure.

This is the bulk of Star�leet Intelligence’s
general report on the senator. However, this is
merely the public persona that Neerok projects.
In reality, he has been closely involved in every
major concern by the Star Empire in the past
forty years.
Growing up in a cold and mountainous part of
Romulus, Neerok seemed destined to follow his
parents into the life of a craftsman. He had more
ambition, however, and entered the military as
soon as he was able. Neerok rose through the ranks quickly before commanding the
garrison on Hellaro Corva II, a Romulan colony with extensive alien ruins thought to
be Iconian in origin. As the commanding of�icer when the discovery was made,
Neerok managed not only to keep control of the situation but also to forge
important ties that would last the rest of his career. Following the signing of the
Treaty of Algernon in 2311, Neerok left the military and entered the Senate.
Throughout his time in the Senate, Neerok has taken the approach of waiting
patiently until someone is desperate and then using whatever leverage is available.
Preying on the ambition of military of�icials, Neerok secured the loyalty of several
prominent of�icers and pulled strings to move them all into a �leet under his control.

Neerok After the Dominion War
Senator Neerok’s position after the Dominion War depends on his decisions during the con�lict. If
he tipped his hand and revealed his real intentions regarding Star�leet during the war, he is
probably weakened and desperate to reclaim his previous in�luence. He may still have spies still
in the ranks of Star�leet and could attempt a desperate gambit.
On the other hand, the outcome of the Dominion War could play right into Neerok’s hands. The
Federation and the Star Empire have never been closer and Neerok’s proxies can claim a lot of
responsibility for the joint victory. Most major powers in the Alpha and Beta Quadrants are
heavily battered but Neerok likely still has a senatorial �leet that’s relatively whole. All that being
said, if there is any political crisis (a coup, for example) Neerok might be a strange but viable ally
for Star�leet.

24 th Cen.
When the Romulan military made plans to attack the Klingon colony on Narendra
III, Neerok delayed the deployment of his senatorial �leet until a rival senator agreed
to certain demands of his. When the rival attempted to call his bluff, Neerok showed
him it was nothing of the sort and the �leet never arrived. After the battle, Neerok
was left with a much stronger force than his rival.

Image © Paramount Studios
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Neerok maneuvered to isolate and reeducate a Federation defector in 2349 and
from this man learned much of the current direction of the Federation. He was
instrumental in the Romulan decision to end their isolation in 2364 and worked to
blunt the plans of Proconsul Neral in 2368 when an attempt was made to covertly
invade Vulcan using Vulcan transports. The result was the downfall of Neral
politically and the advancement of Neerok’s faction within the Senate. In 2371,
Neerok’s chief political rival is Senator Vreenak, an outspoken politician who favors
an alliance with the Dominion.
All of Neerok’s political aspirations and maneuvers, though, are calculated and
hidden. He works through proxies to spread a network of informants throughout
the quadrants under the guise of friendship. He is acknowledged to be an expert on
Federation politics and hopes to turn the Federation into a puppet regime under the
thumb of the Romulan Senate. He keeps his connections close and projects an
earnest and forthright face, all while ruthlessly scheming.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Romulan

Stress: 12

VALUES:

� Loyalty is Currency
� Friends Are Easier to Spy On

ATTACKS:
(Major NPC)

ATTRIBUTES
Control
Fitness
Presence

12
9
9

Daring
Insight
Reason

9
10
11

Increase damage by 1A for Major NPC.
Knockdown,
1H, Non-lethal)
� Disruptor Pistol (Ranged, 6A Vicious 1, 1H)

� Unarmed Strike (Melee, 4A

SPECIAL ABILITIES
� Hidden Motive: When attempting to

DISCIPLINES
Command
Security
Science

03
02
01

Conn
Engineering
Medicine

02
01
01

�

For Major NPC add +1 to Command, Security,
Engineering, and Medicine, and +2 to Science. The
increase in Security will increase Stress by +1.

FOCUSES:
�
�
�
�

Ruthless
The Federation
Deception (Major NPC)
Politics (Major NPC)

Resistance: 0

�

keep his
true motivations hidden, Neerok may spend
one Threat to increase the Dif�iculty of
enemy Tasks to determine them by one.
Political Favors: When Senator Neerok
assists an ally in a Social Con�lict Task and
the Task is successful, he may immediately
spend one Threat to Create Advantage or
Create Problem. Normally, this would cost
two Threat.
Ruthless and Determined: Senator Neerok
may spend 2 Threat to gain the effects of
Determination, rather than the normal 3.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Human

Female

Project Genesis

Human
• Dedicated Researcher: Succeeding at a Task

Project Genesis came to the attention of the Federation and
the greater galaxy in 2285 when the main research facility
on Regula was captured by the terrorist Khan Noonien Singh
who attempted to use it as a weapon. However, the project
was the result of decades of research and project lead Dr.
Carol Marcus worked with dozens of scientists leading up to
the �inal stage of Genesis on Regula.
Dr. Olivia Mészáros was one of the earliest supporters and a
close friend and colleague of Dr. Marcus. Those who knew
both women would sometimes comment that Marcus was
the visionary and Mészáros the architect. While the project
lead certainly was a brilliant scientist in her own right, it was
thanks to the disciplined attention of Olivia Mészáros that
many of the �irst breakthroughs and research agreements
came about.
As the project reached its �inal stages, Mészáros worked
separately from Marcus. Among the Genesis scientists people
are worried about a rift between the two leaders, but all indications are that
Mészáros is working on something separate from the Regula test. From her labs in
Prague on Earth, Dr. Olivia Mészáros has been working on something just as
secretive as the hidden Genesis lab on Regula but something which has not yet come
to light. Attempts to discover more are met with red tape and stern messages… from
the Of�ice of the President. It’s clear that Dr. Mészáros’s abilities to build connections
and plan things out are still formidable, but what she is using those abitilies for is
much more mysterious.

Olivia Mészáros as a Villain
As written, Dr. Mészáros is a brilliant scientist working on something big, somewhat like her
colleague Dr. Carol Marcus. It’s a short step, however, to make Mészáros something more: a mad
scientist. Perhaps the rift between her and Dr. Marcus is deeper than people suppose, even
something ideological or moral. If Dr. Mészáros wanted to try something that pushed ethical
boundaries, Dr. Marcus would likely refuse and the falling out could be extreme.
If this is the case, however, what sort of project would be disturbing enough to risk careers and
friendships but also gain the �irm support of the Federation President? Could it be a weapon to
use against an attack from the Klingons or Romulans? Maybe it’s a medical miracle procedure
having to do with the Genesis technology, but which requires experimenting on live subjects.

• Nothing Is Unknowable
• Secrets Are Hidden In Every Corner

(Major NPC)
Image © 20 th Century Fox
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Control
Fitness
Presence

9
10
9

Daring
Insight
Reason

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

11
12
12
01
02
02

For Major NPC add +1 to Command, Conn, Engineering,
and Medicine. Add +2 to Science.

•
•
•
•

Terraforming
Ecology
Computer Systems (Major NPC)
Geology (Major NPC)

11
• Unarmed Strike (Melee, 2A

0

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)

involving Science or Medicine generates
one bonus Momentum which must be used
for the Obtain Information Momentum
Spend to gain knowledge about an
individual on the other side of the
interaction. If this is an Extended Task, Dr.
Mészáros gains the Triumphant bene�it (see
core rulebook p. 91) when scoring
Breakthroughs.
• Project Management: Dr. Mészáros can
attempt to minimize lost time during
scienti�ic projects. During any Challenge,
Extended Task or other activity involving
Science or Medicine under time pressure,
Dr. Mészáros may attempt a Control +
Science Task with a Dif�iculty of 3. If this
Task succeeds, reduce the total number of
intervals the Players have taken by 1; for
every 2 Momentum spent (Repeatable)
reduce by a further 1. If the Task fails,
wasted time will add and additional
interval.
• Security Clearance: Many of the projects that
Dr. Mészáros works on require secrecy and
she is familiar with keeping secrets. She
gains a bonus d20 on any Social Con�lict
Taks involving Deception.
• Multi-Disciplinary Approach (Major NPC):

Dr. Mészáros has an impressive resume
which includes studies in many different
subjects. When attempting any non-combat
Task involving Medicine or Engineering, she
may use Science instead.
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Chelon

Male

Interspecies Meidcal Exchange

Biography
The Interspecies Medical Exchange (IME) is
an interstellar program that was initiated by
the Vulcan High Command in the late 2130’s.
The program includes several Alpha and
Beta quadrant governments. The program
allows doctors to volunteer their services on
alien worlds with the intent of better
understanding their xenobiology. The
program has produced some
groundbreaking doctors, one example being
Dr. Phlox, the Denobulan Chief Medical
Of�icer on board the NX-01 Enterprise.
Dr. Otak’ka is a Rigelian Chelon, who has
served as a member of the Board of
Directors on the Interspecies Medical
Exchange for about eighteen years. Many in
the IME know Dr. Otak’ka as a �ixture in the institution, by his accomplishments but
also the strange idiosyncrasies of his speech (the Chelon often uses rhymes and
idioms). They are a traditionalist in some ways, including using “they” rather than a
gendered pronoun (although they also use “he” and generally accept any pronoun),
but Otak’ka is far from a staid and quiet individual.
The elderly Chelon has seen and done some amazing things; been a medic on a war
torn planet, performed molecularly surgeries that would curl your toes, and
practiced traditional healing arts. They are a seasoned individual who is not afraid
to get their claws dirty. Dr. Otak'ka became a doctor after a tragic accident occurred
where his sibling severely cracked his shell, and the closest healer was over 100 km
away. Otak'ka vowed never to let such an accident happen on his watch, and have
dedicated his life to the pursuit of medicine.
Now Dr. Otak’ka has an important choice to make, perhaps the most important
decision of his career: picking a successor. Chelons live for a long time but not
Interspecies Medical Exchange
The Interspecies Medical Exchange is a prestigious program that has produced some amazing
doctors in its long history. Cooperation and empathy have been key principles since its
foundation. The wonderful thing about using the IME is the �lexibility it allows for play. You
can be any species, no matter how vague or �leeting. You can use them in a multitude of
situations: plague, relief effort, frontier medicine, hospital drama. The possibilities are
endless.

24th Cen.
forever and Dr. Otak’ka is starting to feel the weight of time. He still has several
more decades but he wants to make sure he leaves his projects at the IME in good
hands. In particular, he is concerned that his position on the Board of Directors will
be taken by someone with little �ield experience and a limited view of what the IME
can achieve. Otak’ka had this view himself before working from the inside to change
the direction of the IME and he doesn’t want to see it regress after his retirement.

Image from Power Score RPG’s The Tortle
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Chelon, Rigelian, Doctor

Stress: 12

VALUES:

ATTACKS:

• One Raindrop Raises the Sea
• Don’t Crack the Egg Before It Hatches

• Unarmed Strike (Melee, 4A

(Major NPC)

•

ATTRIBUTES
Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

11
10
10

For Major NPC add +1 to Daring and Reason.

DISCIPLINES
Command
Security
Science

02
03
02

Conn
Engineering
Medicine

01
01
04

•

•
•
•
•

Emergency Treatment
Disaster Response
Virology (Major NPC)
Exobiology (Major NPC)

Knockdown,
1H, Non-lethal)
Phaser type-I (Ranged, 5A, 1H, Charge,
Hidden 1)
Escalation Phaser type-II (Ranged, 6A, 1H,
Charge)

SPECIAL ABILITIES
• Triage (Talent, p. 138)
• Chelon Shell: Chelons with shells gain

•

For Major NPC add +1 to Conn and Science.

FOCUSES:

Resistance: 1

•

•

Resistance 1 (factored in above) and may
ignore any Complication from radiation
sources.
Bold (Medicine): When Dr. Otak’ka attempts
a Medicine Task and buys one or more d20s
with Threat, he may re-roll a single d20.
Medicine Where It’s Needed: Dr. Otak’ka is
used to working in dangerous situations to
treat people. When attempting a Medicine
Task, he ignores any increase in Dif�iculty
for working in a dangerous environment.
Disaster Response Team: When Dr. Otak’ka
completes a successful Task using his
Medicine Discipline, he may spend 3 Threat
to assist another doctor’s next Medicine
Task with his Presence + Command.
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23 rd Cen.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Human

Male

Starfleet

Palmer Beckett has made a career of near misses. He
served aboard the U.S.S. Shenzhou for six months but left
barely two weeks before that ship was destroyed at the
Battle of the Binary stars. Following that he was chief
security of�icer aboard the U.S.S. De�iant during the war
with the Klingons, patrolling Sector 6 against Klingon
aggression. During a battle Beckett was seriously injured
and returned to Earth for physical therapy. It was a
dif�icult transition but it meant that Beckett wasn’t
onboard when the De�iant responded to a distress call in
the Tholian sector and disappeared.
This record has earned Lt. Beckett a reputation as a bad
luck charm, and even he feels the pressure of those losses.
Still, he is a Star�leet of�icer and he is determined to honor
his uniform by serving in the line of �ire when necessary.
He is an expert at both ground and space combat, after all,
so a safe position isn’t really what he’s looking for.
Deep down, though, Beckett’s optimism comes from something darker. He has
cheated death so many times that now he just wants to go out doing something
important. He missed the chance to be a part of history on the Shenzhou and then
again on the De�iant. Now he wants to cement his legacy with the borrowed time he
has left and he might subconsciously get his next assigned ship into a deadly
situation because of it.

Beckett for the 24th Century
The idea of this “redshirt” with a target on his back doesn’t need to be in an era with actual
redshirts. As a security of�icer in any era, this bad-luck omen will resonate with players. In the
24th century, Beckett’s record will instead include service aboard the U.S.S. Saratoga with �irst
of�icer Benjamin Sisko before it was destroyed at Wolf 359, then aboard the U.S.S. Equinox before
it mysteriously disappeared at the same time as the U.S.S. Voyager.
Unlike in the 2270s, Lt. Beckett in the 2370s has a much greater chance of going out in a blaze of
glory as he secretly hopes. With the Dominion War on the horizon there will be many chances at
heroism and someone who feels they’re already dead will have their choice of situations where
they can heroically sacri�ice themselves.

Human

14

• This Uniform Means Something
• Do Not Fear a Valiant Death (Major NPC)

Image by Deviant Art user crazydan991

96

Control
Fitness
Presence

11
11
9

Daring
Insight
Reason

Command
Security
Science

01
03
01

Conn
Engineering
Medicine

12
9
10
02
01
01

For Major NPC add +1 to Command, Conn, Security, and
Medicine. This adds +1 to Stress.

•
•
•
•

Starship Weapons
Hand Phasers
Squad Tactics (Major NPC)
Starship Protocols (Major NPC)

0

For the Major NPC version, add +1A to all
damage.
• Unarmed Strike (Melee, 4A Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 5A, 1H, Charge,
Hidden)
Phaser type-II (Ranged, 6A, 1H,
•
Charge)
• Bold (Talent, p. 135) for Security
• Pack Tactics (Talent, p. 137)
• Death Wish: Beckett can buy two additional

d20s for 2 Momentum or Threat instead of
3. If he does so, he takes one point of Stress
at the end of that turn.
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Klingon

Male

Klingon Empire

Biography
The House of Malar is an old house,
usually on the edges of politics in the
Klingon Empire. Currently it is led by
the brave and honorable general
Qurek, son of Vorst and victor of the
Battle of Jek’taal. This decorated
warrior is the joH, the noble lord, of
his House and he leads through
strength of arms and an iron will.
General Qurek has another name,
though: “traitor.” After the victory
against the Cardassians at Jek’taal, he
returned to his House’s lands on
QonoS and kept away from the decisions of the High Council as much as he could. It
was for this reason that the death of the elderly Chancellor K’mpec three years ago
caught Qurek unprepared and when he came to the council chambers after the old
man’s passing he found himself surrounded by Risterian vipers out for blood. When
Gowron stepped forward to offer his services as the next chancellor of the Klingon
Empire, Qurek laughed openly. In discussions with other joHs, Qurek called Gowron
a “weak schemer” and a “squealing targ.” He couldn’t imagine that there was not a
more suitable choice to step forward but when the House of Duras made its plans
known he began to realize his mistake.

24th Cen.
The House of Malar was determined to stay neutral in the resulting Klingon Civil
War but it was a losing prospect form the beginning. Gowron and the Duras family
had too much invested to let anyone stand to the side and watch, not to mention the
interest of the Federation (and, as it turned out, the Romulans) which made this
con�lict even more serious.

Image from Paramount Pictures
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In the end, Qurek had very publicly dismissed Gowron’s bid for the chancellor’s
chair and to back down now would be to dishonor himself. He meant what he said
and he would not pretend that it was a lie, heaping more dishonor on top of
everything. In this charged time, not supporting Gowron was the same as
supporting the Duras heir and so the House of Malar found itself �ighting against the
man who would become chancellor.
When Gowron did take power he wasted no time in punishing the House of Malar
alongside all those who fought with the Duras joH and his sisters. Now, disgraced
and marginalized, Qurek plans revenge against the plotting chancellor and he plans
revenge against the meddling Federation. Once a noble and fair warrior, Qurek has
become consumed with the blame he has assigned and he is unwilling to look at
other explanations. He is willing to do a lot to destroy those who brought about his
downfall, even it if plunges the Empire back into war.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Klingon
VALUES:

� Revenge is a Dish Best Served Brutally

�

Ostracized and isolated, the House of Malar struggles to stay relevant and Qurek blames the
provocations offered by the Federation for this position. He has vowed to exact his revenge and
even after the peace talks that ended the war Qurek looks for ways to strike at the mongrel
Federation in a way that makes them feel their mistake with enough pain that they will
remember.

The Fiery Heart of a Warrior

Control
Fitness
Presence

9
11
11
02
03
00

� Unarmed Strike (Melee, 4A

Daring
Insight
Reason

12
9
8

� Escalation Bat’leth (Melee, 6A Vicious 1, 2H,

Cumbersome)
� Disruptor Pistol

SPECIAL ABILITIES
Conn
Engineering
Medicine

FOCUSES:

Bat’leth Combat

(Ranged, 6A, Vicious 1,

1H)

02
01
01

� Brak’lul: A Klingon’s Resistance is increased

by +2 against Non-Lethal attacks.
� Dauntless (Talent, p. 136)
� First Into Battle: When Qurek makes a

For Major NPC add +1 to Command and Medicine, and +2
to Science and Engineering.

�
�
�
�

Knockdown,

1H, Non-lethal)
� D’k tahg Dagger (Melee, 4A Vicious 1, 1H)

DISCIPLINES
Command
Security
Science

Resistance: 1 (Armor)

ATTACKS:

(Major NPC)

ATTRIBUTES

Qurek for the 23rd Century
The central drive for Qurek is the need to confront those responsible for his house’s downfall. In
the 23rd century, the Federation is still to blame but it is because of their responsibility for the
Four Years War rather than their support of a Klingon leader. At the Battle of the Binary Stars, the
�lagship of the House of Malar fought bravely but then Qurek led his people away and thought no
more of T’Kuvma’s foolishness. It is because of this that Qurek did not know about the rise of
General Kol of the House of Kor until his was one of the only houses not connected to the
ascending general.

Stress: 14

Leadership
Starship Tactics (Major NPC)
Resilience (Major NPC)

�

successful attack, he may spend 3 Threat to
assist another Klingon’s next attack with his
Daring + Command.
Warrior’s Spirit (Major NPC Only): When a
Klingon attempts a Melee attack, and
purchases one or more additional dice with
Threat, the Klingon may re-roll any number
of d20s.
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24th Cen.
enemies alike, in as slaves to the Klingons.

Klingon

Male

Some others, though, see the past alliances with aliens as bene�icial. The Terrans,
after all, brought every species they encountered under their thumb and look where
that got them. Kahless made alliances with traditional enemies as well and this
made him stronger and led the Klingons from their servitude under the Hur’q.
Qurek, as joH of the House of Malar, is quietly winning other lords over to his cause,
including the young leader of the House of Duras and the ambitious joH of the House
of Gowron.

Klingon Empire

Long ago, the Terran Empire went to
war with the Klingons and handed
them a humiliating defeat. The
Klingons banded together with
Vulcans, Andorians, and Tholians to
resist the Terran rule but the Empire
proved too strong and they were
crushed. While the other species were
brought to heel under the rule of the
Terran
Empire,
the
Klingons
retreated to Qo’noS where they bided
their time.
The hatred engendered by this loss
and the loss of honor that was caused by their defeat burned hot in the hearts of
many Klingons. When the Terran Empire began to falter, the Klingons struck again.
The Klingon-Cardassian Alliance pounced on the broken Terrans and pushed them
ever-backwards until they were destroyed utterly and brought under the KlingonCardassian Alliance. Though traditionally enemies, the Klingons and the Cardassians
forged an uneasy alliance with the Terrans and their former subjects working as
slaves on the Alliance’s mining planets.

Image from Paramount Pictures
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This action is treason, of course, but in Qurek’s eyes it is the Regent Worf who has
broken with the traditions of the Klingon people. He has no wish to be Regent
himself, though Lord Gowron has indicated he might be interested. Lord Qurek only
wants to bring an end to the damage wrought by Worf’s misrule. If it comes to
armed rebellion, so be it.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Klingon

• Treat Enemies and Allies Honorably
• The Fiery Heart of a Warrior (Major NPC)

In keeping with the reversals of the Mirror Universe, Qurek has a more outward focus than his
prime universe counterpart. That goes for Qurek in the 23rd century as well, with the Terran
Empire at its height and the Klingons barricaded into their own territory. In these troubled times,
Qurek is not so quick to dismiss the alliances that the Klingons entered against Empress
Georgiou. The Vulcans and Andorians may have proven to be insuf�icient allies but their help was
the closest that the Klingons ever got to turning the Terrans back.
Most of the Klingon Empire believes that it was the weakness of aliens that spelled doom for the
resistance against the Terrans. Qurek thinks this is too simplistic and he’s not willing to blame
the whole thing on outsiders. The Klingons have forgotten the lessons of Kahless and that is why
they were defeated by the weakling humans. Together with another unorthodox thinker, the
ostracized lord T’Kuvma, Qurek wants to forge new connections and take the �ight again to the
Terrans.

1 (Armor)

• Unarmed Strike (Melee, 4A

Knockdown,

1H, Non-lethal)
• D’k tahg Dagger (Melee, 4A Vicious 1, 1H)

Control
Fitness
Presence

The new Regent, Worf son of Mogh, is dismissive of aliens, even the Klingons’ allies
on Cardassia. He tolerates allied regimes like the Bajorans’ self-rule but it’s clear
from Worf’s policies and statements that he would rather bring all aliens, allies and

Qurek for the 23rd Century

14

Command
Security
Science

9
11
11
02
03
00

Daring
Insight
Reason
Conn
Engineering
Medicine

12
9
8
02
01
01

For Major NPC add +1 to Command and Medicine, and +2
to Science and Engineering.

•
•
•
•

Bat’leth Combat
Leadership
Starship Tactics (Major NPC)
Resilience (Major NPC)

Bat’leth (Melee, 6A Vicious 1, 2H,

•

Cumbersome)
• Disruptor Pistol

(Ranged, 6A, Vicious 1,

1H)
• Brak’lul: A

Klingon’s Resistance is increased
by +2 against Non-Lethal attacks.
• Dauntless (Talent, p. 136)
• First Into Battle: When Qurek makes a
successful attack, he may spend 3 Threat to
assist another Klingon’s next attack with his
Daring + Command.
• Warrior’s Spirit (Major NPC Only): When a
Klingon attempts a Melee attack, and
purchases one or more additional dice with
Threat, the Klingon may re-roll any number
of d20s.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Breen

Unknown Gender

Not all Breen remain part of the Confederacy. Ral Vot is
a private weapons specialist operating throughout the
Alpha Quadrant, plying their trade to whoever is
willing to trade. Vot is private even by Breen standards
and not even their gender is known for sure. Not that
most people they interact with care: employers are
mostly concerned with Vot’s results.
Whether by training or natural ability (or both), Ral Vot
has a proven record of taking deadly weapons and
making them devastating. His disruptor designs,
torpedo yield improvements, and radiation emitters
can be found in the dark corners of the Alpha Quadrant
and in the customized designs of raiders and pilots.
Many of his designs are not even illegal since the
modi�ications are so new and unusual that laws lag behind their implementation.
No one is sure why Ral Vot left the Confederacy (including, potentially, Vot
themselves) but speculation is rampant. A popular rumor is that they designed a
weapon which a powerful Breen leader used to kill a rival, and the political backlash
sent Vot into hiding. Another rumor says that Vot has a particular hatred for
Klingons (or Romulans or Ferengi…) and that they operate throughout the Quadrant
to perfect designs for use against that species. Perhaps the most popular rumor,
however, is that Vot is secretly not a Breen at all but a fugitive who killed a Breen
of�icer, stole their uniform, and has been hiding in plain sight while designing
weapons of mass destruction.
There’s no evidence for any of this, of course, but people want a story. At the end of
the day it’s entirely possible that Ral Vot is simply a private Breen who likes to
travel and gains satisfaction from designing weapons.
Once the Breen join the Dominion, there’s a new and interesting angle to take with Ral Vot.
Rather than working as an independent contractor, Vot could be a specialist working with
the Dominion to improve their armaments. This might be a complete change from the
character (Ral Vot as a loyal agent of the Breen Confederacy) but this might also be the
opportunity for Ral Vot to return from whatever exile they are suffering under. Either way,
this is a bad situation for the Federation who might �ind Cardassian and Breen ships
rapidly retro�itted with Dominion weapon systems and even new weapons speci�ically
targeting Federation technology.

Breen, Specialist, Engineer

14

• The Best Defense Is a Good Offense
• Everything Has a Weakness (Major NPC)

Image from Star Trek Online.
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1 (Armor)

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 4A Knockdown,

1H, Non-lethal)
Control
Fitness
Presence

11
11
9

Command
Security
Science

01
03
02

Daring
Insight
Reason
Conn
Engineering
Medicine

12
10
11
01
03
01

For Major NPC add +1 to Conn, Security, and Engineering.
This adds +1 to Stress.

•
•
•
•

Weapon Technologies
Engineering Design
Starship Systems (Major NPC)
Disruptor Design (Major NPC)

• Compression Pistol (Ranged, 6A, 1H,

Debilitating, Hidden 1)
•

Phaser type-II (Ranged, 7A, 1H,

Accurate, Debilitating)
• A Little More Power (Talent, p. 137)
• Experimental Devices: Ral Vot is constantly

tinkering and developing new devices. At
the beginning of a mission including them,
the GM should choose 1-6 experimental
devices that the Breen has in the works.
Using one of these devices gives an
Advantage but it also extends the
Complication Range of Tasks involving the
device by 2.
• Exploit Engineering Flaw: Follwing an ally’s
successful Scan for Weakness Task, Ral Vot
may assist on another ally making an Attack
which does not count agains the normal
limit of assistance. If the attack is successful,
it generates 1 bonus Threat.
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Uyrror

Female

Federation Diplomatic Corps

Reesha qel Vasto has been a member of
the Federation Diplomatic Corps for only
about a decade but she has already made
a name for herself as a skilled mediator
and ambassador. She has been on four
First Contact missions, a record for
someone of so junior a status, and
participated at diplomatic summits with
everyone from the Romulans to the
Cardassians to the Tzenkethi. Her record
is unblemished, except for a curiously
out-of-character reprimand for
insubordinate action two years ago.
When on a mission to Raurketh VI to
help negotiate a mining dispute, qel
Vasto had a very public argument with
the mission’s Andorian leader. The
deeper story, however, is that the
Uyrror’s opposition actually pushed the
leader into the best possible negotiating
position. This is the way of the Uyrror:
they are a subtle people with a very orderly view of the universe, though they prefer
to operate behind the scenes and to manipulate others to achieve this order. Their
homeworld of Uyrr III has over a dozen visible moons and is the source of the
dominant religion which emphasizes cooperation and subtlety. The resource-rich,
low gravity world was at peace for a century before contact with the Federation and
the Uyrror feel their approach to life is by far the best philosophy.
Like others of her species, Reesha qel Vasto is an effective negotiator but she can be
frustratingly manipulative. The Uyrror are a perfect example of the ends justifying
the means and often other species’ reaction to them depends on their interpretation
of that adage. Of course, not every team that qel Vasto works with is willing to go
along with manipulation and she understands this. Often, she just manipulates them
to go along with the plan anyways.

24th Cen.
Slightly shorter than Humans, the Uyrror are bald humanoids with a cranial ridge running up
from their heavy brows. They have other complex ridges at their temples related to light
reception and prominent ears (though their hearing is no better than Humans or Tellarites). They
dress in complicated textures but with light designs to match the balmy climate of Uyrr III.
•
Attributes: Control +1, Insight +1, Presence +1
•
Trait: Uyrror. Coming from a planet with plenty of natural resources, the Uyrror have not
known open warfare for some time. Instead, they’re cultural focus is on diplomacy and
negotiation and they are expert manipulators to get their way.

Image created using Star Trek Online from Cryptic Studios
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Uyrror

• The Federation is Principles, Not Borders
• Come At Things From New Angles (Major

NPC)

•
•
•
•

Diplomatic Protocol
The Federation
Politics (Major NPC)
Negotiation (Major NPC)

10

Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

Command
Security
Science

02
01
02

Conn
Engineering
Medicine

9
11
10
01
01
02

For Major NPC add +1 to every Discipline. This also adds
+1 to Stress

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 2A Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
• Collaboration

(Talent, p. 136) chosen for

Command
• Diffuse the Tension (Talent, p. 136)
• Studious (Talent, p. 136)
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Bajoran

Male

Starfleet

Born on a Federation colony during the FederationCardassian War, Reil never went through the horrors
of the Bajoran Occupation. He was a Federation
citizen by virtue of his birth and he rejected his
heritage, even going so far as to seek out surgery to
make his nose look more human. He entered Star�leet
and rose through the ranks to lieutenant commander
aboard �irst the science vessel U.S.S. al-Biruni and
then the New Orleans-class U.S.S. Ignatius on
extended patrol along the coreward border of the
Federation. It was aboard this ship that Reil’s life
changed forever.
Lt. Cmdr. Reil led an away team to the surface of the
unexplored �ifth planet in the Xaves system. They
performed routine surveys of the mineral-rich
surface to assess its use as a mining colony and
supply post for the sector. When heavy winds and
ionized dust prevented both transporters and the
team’s shuttles from returning them to their ship, they took shelter in a nearby cave
complex to wait out the storm. As his crewmates settled in for the night around
emergency heaters, Reil felt restless and pushed back deeper into the cave’s depths.
After a half hour of wandering he found a monolithic alien column, pulling out a
tricorder to get some quick scans before letting everyone else know.

24th Cen.
everything went black. When he awoke, Lt. Cmdr. Reil found strange technologies
implanted in his face and arms, changing how he saw the world and how his whole
body felt. The monolith has been inert ever since and the Ignatius’s doctor assured
him that the alien cybernetics in his system weren’t going to harm him at all. Reil,
however, was never the same.
A brush with death and a view of something far more powerful made Reil consider
his Bajoran roots more seriously. He took an extended leave of absence from
Star�leet to return to Bajor, newly freed from the Cardassians, to learn all of those
things he never learned as a child. He became a fervent follower of the Prophets and
lived for two years in a remote Bajoran monastery.
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He has since returned to service with a promotion to commander and a position as
�irst of�icer aboard the Akira-class U.S.S. Nonhelema dispatched to the Shackleton
Expanse beyond the Klingon and Romulan Empires. With his increased spatial and
cognitive ability, he is one of the most skilled tacticians currently serving in the
Expanse. Most of his compatriots are grateful to have his expertise in the Expanse
but others worry about the alien technology in his body or his zealous new beliefs.
Whether or not these fears are well-founded, the divisions they cause could spell
trouble.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Bajoran, Cybernetic Implants

• Altered But Still Bajorans
• The Prophets See Inside (Major NPC)

Within seconds, Reil saw the monolith light up with swirling lines of glowing crystal
and then crack into grasping strands of �luid metal. He tried to run but the tendrils
grabbed him and pulled him off his feet. Reil hit the ground hard and then

Reil for the 23rd Century
It would take some reworking to use Reil Anaphis in the time of Kirk and Spock… in fact, Bajorans
don’t show up for a long while so you can’t use him at all. Instead, consider adjusting Reil’s story
to another species that can �it the sort of tradition-focused background you need for the
character. Deltans have the sort of passion that characterizes many Bajorans while Efrosians
have the sort of religious connection that Reil has rejected. The most interesting choice (though
the one that might disrupt many campaigns) would be to recreate Reil as an El-Aurian who is
masquerading as a human. However you adapt the character, remove the Strong Pagh Talent and
replace it with something appropriate, as well as changing Reil’s Values to something that re�lects
the new species’ traditions.

13
• Unarmed Strike (Melee, 4A

Control
Fitness
Presence

9
10
10

Daring
Insight
Reason

11
9
11

Command
Security
Science

01
03
02

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Engineering, Science,
and Medicine.

•
•
•
•

Weapon Systems
Computer Security
Shield Systems (Major NPC)
Ground Tactics (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-II (Ranged, 6A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 7A, 1H,
Charge)
• Strong Pagh (Talent p. 104)
• Quick to Action (Talent p. 137)
• Multitasking: When Reil uses the Swift Task

option in combat (see Star Trek Adventures
p. 178) it costs one Momentum less than
normal. The increase in Dif�iculty is still the
same and Extra Minor Actions is unaffected.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Gorn

Female

Gorn Hegemony

Among other species of the Beta
Quadrant, Gorns are known as
belligerent and destructive. That’s
not always true, of course, as
some Gorn are patient and
reasonable. Of course, those that
are destructive aren’t always the
type to get into a bar �ight.
The arms dealer Rerash is as
violent as any Gorn but she is far
more subtle. She deals
destruction on a grander scale
than many Gorn warriors, she just
does so by stoking the �ires of war
with her stock of exotic weapons
and dangerous materials.
Rerash’s interest in armaments is more than just business. She’s an anarchist
through and through and sees the system spanning governments of the Alpha and
Beta Quadrants as hegemonic nightmares. Though she hides it in business dealings,
Rerash hopes that spreading weapons of mass destruction will cause the collapse of
the Federation, the Romulan Star Empire, the Klingon Empire, and any other entity
that wants to bring “order” to the galaxy. Disorder is where the Gorn thrive,
according to Rerash, and whatever she can do to cause more of it suits her just �ine.

If you want to change things up, consider giving Rerash a more sinister motivation. What’s more
sinister than wanting to see everything burn? Wanting to see almost everything burn. Making
Rerash an agent of a government makes her anarchism all the more dangerous. Though she still
believes that the Gorn have been sidelined by the increasing hegemony of the galaxy, she has
struck a deal with some government to change that.
The one of the Great Houses of the Klingon Empire might strike such a deal (reminiscent of the
deal the House of Duras made with the Romulans, and also familiar to players of Star Trek Online)
and the Cardassian Union might be pushed to such a drastic step after Klingon aggression nearly
destroys them. The Dominion, of course, offers deals like this and having the Gorgn side with
them alongside the Breen creates some interesting storylines. Whoever she is working for has
promised to elevate the Gorn to a high position after the other governments have crumbled.
Whether they mean to honor that is up to the GM.

Gorn, Arms Dealer, Anarchist
• I Specialize in the Newest and the Best
• Every Deal Is a Little Seed of Chaos

14

Non-lethal)
• Disruptor Pistol (Ranged, 7A Vicious 1, 1H)

•
Control
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Command
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Daring
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Reason
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Engineering
Medicine
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10
9
02
01
01

For Major NPC add +1 to Command and Engineering.

•
•
•
•

0

• Unarmed Strike (Melee, 5A Knockdown, 1H,

(Major NPC)

Image from Star Trek Online.
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Hand-Held Disruptors
Negotiations
Ship Weapon Systems (Major NPC)
Manipulation (Major NPC)

Disruptor Ri�le (Ranged 8A
Vicious 1, 2H, Accurate)

• Dauntless (Talent, p. 136)
• Deliberate Strike: Gorn are patient and

deliberate in their actions. Whenever
Rerash uses the Ready Task to ready an
attack, she may re-roll one d20.
• Stoke the Fire: Whenever Rerash attempts
a Task to persuade someone to violence, she
may add a bonud d20 to her dice pool.
• Hard to Crack: When Rerash succeeds at a
Task to resist revealing information in
social con�lict, she will gain one bonus
Threat, which may only be used towards
the cost of a Complication.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Human

Federation

The Nash family has been joining Star�leet for three
generations,
producing
of�icers
that
earn
commendations and renown in service to the United
Federation of Planets. This was not the pat for Sam
(Samuel or Samantha, depending on your needs) who
ran away from home rather than apply for Star�leet
Academy.
It was a short escape but effective and their parents
dropped the idea of applying. Instead, they allowed
Sam to pursue their own path wherever that may lead.
Maybe the Nash parents hoped that Sam would �ind
their way back to Star�leet Academy, or that they
would �ind some other niche in Federation society to
excel and help. If they had either goal they were to be
sorely disappointed.
Sam Nash is a gambler, miscreant, and a petty thief.
They have been held on charges on a half dozen
worlds throughout the UFP and they have connections
to unsavory types throughout the Alpha and Beta
Quadrants from Ferengi merchants to the Orion
Syndicate. When these connections and schemes lead
to trouble, Sam is often bailed out by their family but
these incidents usually lead to frustrated and angry
words instead of reconciliations.
If Sam continues on their trajectory, if they continue to escalate things rather than
patch things up with their family, it’s going to lead to a situation that Sam can’t �ix.
When things go too far, they’ll either �inally come to turns with their family legacy or
they’ll �ind themselves in a fatal situation.
The crew of the original Enterprise ran into criminals regularly so Sam Nash should �it
right in. This also gives you the opportunity to team them up with those criminals. Imagine
the extra shock when somebody’s younger sibling turns out to be working with Harry
Mudd or Cyrano Jones. There’s the possibility of some high drama in these headier times as
well, and even the chance that Sam’s terrible choices will lead them to get involved with
the Klingons and that their dif�iculties will move beyond the criminal and into the
treasonous.

Human, Con Artist

12

• I Decide What My Life Will Mean
• Possession is Nine-Tenths of the Law

Control
Fitness
Presence

9
9
12

Daring
Insight
Reason

Knockdown,
1H, Non-lethal)
• Phaser type-II (Ranged, 7A, 1H, Charge)
•
Paralytic toxin (See special rules)
11
10
9

For Major NPC add +1 to Control and Daring.

Command
Security
Science

03
03
01

Conn
Engineering
Medicine

For Major NPC add +1 to Command and Conn.

•
•
•
•

Deception
Criminal Underworld
Hand Phasers (Major NPC)
Stealth (Major NPC)

0

• Unarmed Strike (Melee, 5A

(Major NPC)

Images from the TV series Dark Matter.
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02
02
01

• Bold: (Talent, p. 135) applies to Command.
• Cut and Run: When using the Create an

Advantage Task to make a distraction or
help them escape, Sam can reduce the
Dif�iculty by one.
• Handy Distraction: Whenever Sam attempts
a Task affected by an Advantage to distract
or mislead someone, Sam can re-roll one
d20.
• Sleight of Hand: Sam is especially good at
palming objects, hiding cards in games of
chance, and other uses of legerdemain.
When attempting a Task to take something
without others seeing, she gains a bonus
d20.
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relationships with other species. However, there’s no question in his mind that the
relationship should be tilted towards the Pranir and that they will prevail in the end.
They did it before with the Santari, after all, so why not now?

Pranir

Male

As someone on the front lines of cultural exchange, Seeks-New-Places sees great
change coming to the region beyond the Cordon Nebulae. He continues to complete
his assignment as he has for years but if the elders of Qenar Family refuse to hear
him out then he might take matters into his own hands.

Qenar Family

Biography
The Pranir are an intriguing species encountered in
the region beyond the Cordon Nebulae. They are a
four-limbed, bird-like species with a serpentine
lower half, but more importantly they are a spacefaring species without warp drive. Normally warp
capability is the benchmark by which Star�leet
approves First Contact procedures but with the
Pranir they were forced to make an exception. The
Pranir have regular contact with many different
species in the Sargon Region, in fact they are avid
traders, and so they are the exception to the rule.
With their reputation as traders, few of the species
beyond the Cordon Nebulae think twice about
another Pranir visitor. Of course, the Pranir are
interested in prosperity as well by whatever means are necessary. They are
determined as a whole not to be subjugated as they once were under the Santari and
individuals like Seeks-New-Places are the ones that ensure that security. Though he
is knowledgeable about trading and deals, this is mostly just as cover as Seeks-NewPlaces deals mostly in information. Gathering intelligence on new specie and
far�lung trading sites, Seeks-New-Places passes this back to Qenar Family, one of the
six main Families that rule the Pranir.
Seeks-New-Places is the best spy that Qenar Family has and one of the best spies
among the entire Pranir. He enjoys his work, setting up elaborate networks in
stunningly short amounts of time, and then using information to leverage more
information from targets. He’s not a malicious person and genuinely wants peaceful
Seeks-New-Places as a Double Agent
Rather than only being a spy for one of the leading Families of the Pranir, you might utilize
Seeks-New-Places after he’s had frequent contact with Star�leet. In this scenario he could
be astonished by the technologies he sees and �lipped by Star�leet Intelligence into being a
double-agent. Despite the drama of this title, Seeks-New-Places would have similar
motivations: he wants the Pranir to be in a powerful position but this time as the agents of
the Federation. If you want to get really creative, consider what Seeks-New-Places would
be like working for the Ferengi Trade Alliance. This would be a far more sel�ish version
and one that has a mercenary vision of the future where the Ferengi and Pranir bleed the
Sargon Region dry.

Image from Stellaris by Paradox
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Pranir, Spy

Stress: 12

VALUES:

• The Greatest Commodity is Information
• My People Deserve So Much More (Major

NPC)

DISCIPLINES
Command
Security
Science

•
•
•
•

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 4A Knockdown,
• Phaser type-I (Ranged, 5A, 1H, Charge,

11
9
11

04
03
02

Daring
Insight
Reason
Conn
Engineering
Medicine

10
10
9
02
01
01

For Major NPC add +1 to Security, Engineering, Science,
and Medicine. This adds +1 to Stress

FOCUSES:

ATTACKS:

1H, Non-lethal)

ATTRIBUTES
Control
Fitness
Presence

Resistance: 0

Deception
Computer Systems
Infiltration (Major NPC)
Negotiation (Major NPC)

Hidden 1)
• Escalation Phaser type-II (Ranged, 6A, 1H,

Charge)

SPECIAL ABILITIES
• Constantly Watching (Talent, p. 136)
• Pranir Dexterity: Pranir have four arms

•

•

•

which allow them to multitask amazingly.
When Seeks-New-Places attempts a Task
involving Control he generates one less
Complication (to a minimum of zero).
Heritage of Trade: When Seeks-New-Places
attempts or opposes a Task that involves
business or trade, he may add a bonus d20
to his dice pool.
Cultural Adapting: Seeks-New-Places is
adept at integrating into whatever culture
he �inds himself in. When he attempts a
Task to learn or navigate an alien culture
and purchases one or more additional dice,
he may reroll any number of d20s.
Information Gathering: When attempting a
Task involving gathering information
through rumor or searching a database,
Seeks-New-Places can learn more than
most. If he purchases one or more
additional dice for the Task he gains one
additional Threat per die purchased. These
Threats must be used for the Obtain
Information spend.
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Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Jelna

Male

Starfleet

TRAIT: Rigellian Jelna

Stress: 11

VALUES:

Biography
Though most Jelna still live in the Rigel
system, there are colonies spread
throughout Federation space in the Beta
Quadrant. One such is on Medaht III, a
communally-run science installation for
hydroponics and low-impact water
reclamation. It is a small colony in a
system rarely visited by outside ships
aside from regular supply runs, but it
produces a surprising number of
Star�leet graduates.
One of these is Lieutenant Shemar
Vahron, a computer systems technician
whose parents both served in Star�leet
before retiring to Medaht III. They had
Shemar relatively late in life and he grew
up with tales of pushing the frontier and
serving the mission of the Federation. It
was no surprise, then, that he enrolled in Star�leet as soon as he could but when he
pushed for an assignment aboard a vessel with a tactical mission his parents were
understandably concerned.
On his very �irst mission as an ensign, Shemar Vahron has stood out as exemplary
Star�leet material. While the crew struggled to escape a disruptive energy �ield,
Vahron �igured out a way to isolate the ship’s computer systems and allow them to
escape. Lt. Vahron’s specialty of computers and networked systems has proven
invaluable many times since, a combination of his intense natural focus and
inventive approach to computer problems.
Shemar in the 22nd Century
Using Shemar in the time period of Captain Archer’s Enterprise NX-01 means removing his strong ties to
Star�leet. This may seem extreme, but the connection is easily replaced with the Rigellian Trade Commission.
Shemar grew up with stories about the greater galaxy and he’s one of the pioneers that pushes the species of
the Rigel system out to contact the Federation and other groups. He might promote the unity of the Rigellian
species and resist meddling from species like the Humans or Suliban. If you need someone sympathetic to
the burgeoning alliances that will lead to the Federation, though, Shemar can be an excellent contact for the
crew to talk to. The fact that he’s not the captain of a ship makes it even better.

Image created using Star Trek Online from Cryptic Studios
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• Everyone Pulls Their Weight
• A Ship Is Only As Good As It’s Computers

(Major NPC)
Control
Fitness
Presence

10
10
9

Daring
Insight
Reason

9
11
11

DISCIPLINES
Command
Security
Science

01
01
02

Conn
Engineering
Medicine

•
•
•
•

• Unarmed Strike (Melee, 2A

Digital Research
Programming
Communications (Major NPC)
Sensor Systems (Major NPC)

•

Knockdown,
1H, Non-lethal)
Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
Escalation Phaser type-2 (Ranged, 4A, 1H,
Charge)

SPECIAL ABILITIES
• Computer Expertise (Talent, p. 137)
• Exosex: Lt. Vahron possesses a Z

02
02
01

For Major NPC add +1 to Command, Engineering, Science,
and Medicine.

FOCUSES:

ATTACKS:
•

ATTRIBUTES

Resistance: 0

•

chromosome that strengthens his physical
and survival instincts and abilities.
Whenever attempting a Task using Fitness
or Daring, roll 1 additional d20 and gain one
bonus Momentum on such Tasks.
Industrious Mind The Jelna are naturally
enterprising and industrious, and have an
af�inity for technological developments and
industrial engineering. When succeeding an
Engineering or Science Task relating to
�ixing or adapting technology, and spending
2 or more Momentum, Lt. Vahron may add
an Advantage related to that technology for
free.
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Vulcan

Male

Starfleet

With forty years of service to Star�leet, Captain Sirriv of
the U.S.S. Challenge is well-respected throughout the
�leet. He has mentored many Academy recruits and
served as the captain of the Nebula-class U.S.S. Elion on
an extended mission along the Federation border in the
Alpha Quadrant. His crew made several impressive
discoveries that changed astrophysics, negotiated over
three dozen research agreements with alien worlds, and
supported the �irst Federation colony to maintain
peaceful contact with the Sheliak.
Then Captain Sirriv took an eight-year leave of absence
from Star�leet.

24th Cen.
Romulans. He believes in Uni�ication, but as something inevitable and predestined
as soon as the political and cultural walls of the Star Empire are gone. He will not
breach the restrictions of the Neutral Zone but whenever contact with the Romulans
is possible and an opportunity presents itself to undermine their strict control of
traf�ic and information, Captain Sirriv takes it. His crew has expressed worry about
these tactics, but Captain Sirriv has also carefully swayed the crew to his vision and
transferred out those who don’t go along with it. Dissenters still remain but they are
fewer and fewer every month.

Image from stavatars.net
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Vulcan, Psychic

• Romulans and Vulcans Will Be Reunited
• Resisting the Pattern Will Only Cause
Suffering (Major NPC)

The decision caught his crew by surprise and Sirriv
offered little explanation to them or to the admiralty on
Earth. He returned to Vulcan and took a vow of service at
a remote monastery. The monastery followed a “fringe school” of Vulcan philosophy
that taught, among other things, a grand and predestined pattern to the universe.
After years of study there, Captain Sirriv returned to Star�leet a changed man.
The �irst indication that Sirriv was different after his leave was that he speci�ically
requested a tactical mission for his next assignment, preferring one in the Beta
Quadrant. He even pulled strings and called in favors to be assigned as the captain of
the newly-commissioned U.S.S. Challenge, a De�iant-class escort patrolling the
sectors along the Romulan Neutral Zone. This is part of Sirriv’s new outlook on the
universe which includes a blunt consideration of the ancient separation between the
Vulcan and Romulan people. Though he continues to work within the regulations of
Star�leet, Sirriv is determined to see an end to the xenophobic policies of the
Using Sirriv in the era of the original Star Trek series is complicated by the fact that it’s not
widely known that the Romulans and Vulcans are related until 2266 when the U.S.S.
Enterprise makes contact. This might be the event that sends Sirriv to take his leave of
absence, in which case it’s best to use Sirriv during the movie era. The Romulans are in full
isolationist mode at this point, but there are some moments when Sirriv could come into
play. Involving him in the ongoing three-way diplomatic mess of the Klingon Empire, the
Romulan Star Empire, and the Federation could be a way to draw the crew into that and let
them avert disaster by stopping his complex plan. Alternatively, Sirriv might be the one
trying to avert disaster by calling attention to a Romulan threat that others are ignoring.

Control
Fitness
Presence

12
10
11

Daring
Insight
Reason

9
9
12

Command
Security
Science

03
01
02

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Security,
Engineering, and Science. This adds +1 to Stress

•
•
•
•

Vulcan Philosophy
The Romulan Star Empire
Astrophysics (Major NPC)
Intrigue (Major NPC)

Stress: 11

Resistance: 0

For Major NPC, add 1A to each damage.
Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 4A, 1H,
Charge)
• Unarmed Strike (Melee, 2A

• Kolinahr (Talent, p. 110)
• Mind Meld (Talent, p. 110)
• Vhoshanta: One of the techniques that Sirriv

learned at the monastery is Vhoshanta, the
art of reading nonverbal clues as to
behavior. Whenever Sirriv attempts to
determine another being’s motivations, he
reduces the Diff by one to a minimum of 0.
• Tashaka (Major Only): A more
accomplished version Sirriv will have also
learned the practice of Tashaka reading
psychic imprints left behind on objects. This
is a Control + Command Task that takes
several minutes of concentration. The
Dif�iculty is determined by the age of the
imprint, as listed below.

The Dif�iculty for sensing a psychic impression is determined by who left it, modi�ied by the age of
the impression. Dif�iculties cannot be above 5 meaning that some age/species combinations are
impossible without extenuating circumstances.

Vulcan
0
More than a day
+1
Romulan
1
More than a month
+2
Other Humanoid
2
More than a year
+3
Non-Humanoid
3
More than a decade
+4
Non-Carbon-based
4
Subjects that are well known to Sirriv (family members or close friends) further reduce the Diff by 1.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Gorn

Female

Gorn Hegemony

Most people encounter Gorn as mercenaries
or pirates, violent warriors who crack skulls
for their own bene�it or the person who
employs them. The values of Gorn society
support a mercenary lifestyle, but not all
mercenaries are warriors.
S’kard is a smuggler and pilot for hire, one of
the best in the contentious Beta Quadrant.
She excels at getting through areas that
other pilots consider a death trap, especially
blockades and patrol routes along the
Klingon border. She actually has a bit of a
vendetta against the Klingons after a colony
she lived on was devastated in an attack by
the Empire. She knows she is not a warrior,
nor does she have the resources to make the
Klingons pay… at least not yet.

11

Gorn, Smuggler
• I Can Get Anywhere, For a Price
• If It Hurts the Klingons, I Will Do It

(Major

NPC)

Image from Star Trek Online.
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Control
Fitness
Presence

11
9
9

Command
Security
Science

02
02
02

Daring
Insight
Reason
Conn
Engineering
Medicine

10
10
11
04
02
01

For Major NPC add +1 to Security and Engineering. This
increases her Stress by +1.

•
•
•
•

Starship Maneuvers
Warp Systems
Sensor Systems (Major NPC)
System Repairs (Major NPC)

0

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 3A Knockdown, 1H,
Non-lethal)
• Disruptor Pistol (Ranged, 5A Vicious 1, 1H)
Disruptor Ri�le (Ranged 6A
•
Vicious 1, 2H, Accurate)
•
•
•
•

Bold (Talent, p. 135) for the Conn Discipline
Precise Evasion (Talent, p. 137)
Push the Limits (Talent, p. 137)
Deliberate Strike: Gorn are patient and

deliberate in their actions. Whenever S’kard
uses the Ready Task to ready an attack, she
may re-roll one d20.
• Glacing Impact: Succeeding at the Evasive
Action Task increase the Resistance of the
ship being piloted by +2. This bonus lasts
until the start of S’kard’s next Turn.

Any job that involves pulling one over on the Klingons is a sure way to get S’kard to
agree. She wants payment, of course, but often waves off hazard pay or criminal
risks if it’s going to hurt the Klingon Empire. This has put her in the middle of a
number of important events in the past from the Klingon Civil War to Klingon
aggression against the Cardassians, and she’s likely to be in the middle of future
events as well.

With her hatred of Klingons and her ability to literally �ly under the radar, S’kard would make an
excellent asset for Star�leet Intelligence. Winning her over might be a mission in itself but once
she agrees to work for Star�leet there are many different mission hooks that she offers. She has an
ear to the criminal underworld and could inform on other criminals, which requires a dependable
crew to foil illegal plans without revealing S’kard. She could also be a source on threats from the
Klingon Empire since other criminals would know she pays well for dirt on the Klingons.
As a pilot who regularly �lies into danger, S’kard also could get in over her head and need to be
bailed out. How would a crew rescue her without revealing her ties to Star�leet Intelligence? Well,
that’s for the players to �igure out. In a campaign set during the Dominion War, it’s up to you to
decide how S’kard-as-asset would take the alliance between the Federation and the Empire.
Potentially this is enough of a betrayal that she would break all ties with Star�leet and disappear
into the wind… taking any sensitive information she’s picked up with her.

Where would a pilot be without her ship? S’kard owns and �lies the Reska (which means
“Vegeance” in Gorn) and most of the time she lives on it by herself. The interior is dark and
uncomfortably hot for most humanoids, but it’s a fast and dangerous ship with some
personal modi�ications by S’kard herself.
Use the statistics for the Gorn Raider (Beta Quadrant Sourcebook, p. 97) for the Reska with
the following modi�ications.
•
•
•

Increase Engines by 2 and Conn by 1.
Increase the strength of the Tractor Beam to 3.
Add the Improved Reaction Control System Talent.
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Ferengi

Male

Ferengi Alliance

Biography
Many Ferengi avoid dealing in weapons
because of the physical risks involved.
Better to stick to gambling dens and
mining operations where the risks, at
least for the owner, are more
intellectual. After all, you can only
follow Rule 276 (“If at �irst you don’t
succeed, try to acquire again”) if you
survive a business fallout.
Soloc is not most Ferengi, though. He’s
as keen a businessman as you’ll �ind but
for him the pro�it is all the sweeter
when it’s earned with some risk
involved. Plenty of Soloc’s contemporaries will cite Rule 85 (“Death takes no
bribes”) and say that his risky business ventures will surely catch up to him, but so
far Soloc’s lack of fear in warzones has led to lasting partnerships that have allowed
him to pro�it where other Ferengi have failed. A notable exception to this criticism is
the eliminator Leck, who entered into a partnership with Soloc when they were both
young. Soloc cheated Leck out of much of his share in the venture but did it so
skillfully that Leck couldn’t help admire him for it... besides the whole affair
encouraged Leck to pursue a career as an eliminator, where he is much more
satis�ied.

Soloc for the 22nd Century
While Ferengi are never seen in the original Star Trek series, they do feature prominently in an
episode of Star Trek: Enterprise. Shifting Soloc to the period just before and during the founding
of the Federation makes his interests and business ties harder to judge. There are plenty of
enemy species in the 22nd century but if the Ferengi were in regular contact with any of them it
would probably have shown up.
Instead, Soloc’s angle is as a far-ranging pirate like the Ferengi seen in the Enterprise episode
(“Acquisition”). Most Ferengi aren’t traveling far enough from their own territory to have
bumped into humans or, apparently, Vulcans. Driven by his desire to live on the edge, Soloc is a
different sort altogether and has traveled extensively throughout the Alpha Quadrant. He can be a
useful merchant willing to sell supplies to an Earth-based crew far from home but he also has
contacts with all sorts of aliens and there’s no telling what sort of attention the crew might attract
just by dealing with him.

24th Cen.
In 2371, Soloc’s main focus is on the upcoming war with the Dominion which he
sees as inevitable. The markets for the Federation, Cardassians, and Klingons,
though, are completely saturated and Soloc prefers to utilize contacts with a hardto-enter market where he can easily dominate: the Breen. Several years ago, Soloc
proved very dependable and cool under pressure when he agreed to smuggle a
transphasic bomb onto a Cardassian warship on behalf of a Breen thot. The betrayal
went off perfectly (even more so for Soloc who got paid for two jobs at once) and
Soloc managed to keep his involvement and the Breen’s out of it.
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He is leveraging this relationship to have Thot Huul put his name forward as a
supplier of weaponry to boost the Breen Confederacy’s �leet (just in case). A
surprising inclusion in this venture is a renewed partnership with the eliminator
Leck, who Soloc talked into the endeavor with the chance that this could all go south
and Leck could have to kill some Breen.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Ferengi

Stress: 11

VALUES:

� 81st Rule of Acquisition – There’s Nothing
More Dangerous Than an Honest
Businessman
� 43rd Rule of Acquisition – Caressing an Ear
is Often More Forceful Than Pointing a
Weapon (Major NPC)

Control
Fitness
Presence

ATTACKS:
For Major NPC, add 1A to each damage.
� Unarmed Strike (Melee, 3A
�
�

ATTRIBUTES
10
8
11

Daring
Insight
Reason

11
10
10

03
02
01

Conn
Engineering
Medicine

01
01
01

� Destroy the Evidence: When attempting to

�

For Major NPC add +1 to Command and Security, and +2
to Engineering and Conn. This also adds +1 to Stress.

FOCUSES:
�
�
�
�

Business Dealing
Weapon Technology
Accounting (Major NPC)
Smuggling (Major NPC)

Knockdown,
1H, Non-lethal)
Phaser type-I (Ranged, 4A, 1H, Charge,
Hidden)
Escalation Disruptor Rifle (Ranged, 6A
Vicious, 2H, Accurate)

SPECIAL ABILITIES

DISCIPLINES
Command
Security
Science

Resistance: 0

�

maintain a lie or to hide or destroy
evidence, Soloc may spend one Threat to
increase the Dif�iculty by 1 of Opposed Rolls
by enemies attempting to learn the truth.
Freed Advice is Seldom Cheap: Increase the
Dif�iculty of all Social Con�lict to persuade
Soloc by 2. This Dif�iculty is removed as
soon as Soloc is offered something in trade
or high-stakes risks are involved.
Greed is Eternal: When engaged in
negotiations that have the potential for the
Ferengi to pro�it �inancially, he may spend 1
Threat during a Task to re-roll the dice pool.
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24th Cen.
Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Andorian

Female

Starfleet

TRAIT: Andorian

Biography
The war with the Cardassians is on a lot of
minds these days. This con�lict was prolonged
and bloody and, with the multiple con�licts
embroiling the Cardassian Union, it might be
a vision of the future as well. For Commander
Talas sh’Tharqat, that con�lict has never left
her mind.
Like many veterans of the FederationCardassian War, sh’Tharqat was deeply
scarred by her experiences and carries those
scars with her even as she continues to serve
as a tactical of�icer on Star�leet vessels. She is
a capable �ighter and excellent squad leader,
even serving as on the faculty of Star�leet
Academy for an academic year. Her fellow crewmembers know her to be a
con�ident, loyal, and friendly person but when missions turn to violence there is an
edge to the Andorian that is inescapable.
The fact is that sh’Tharqat has long-term post-traumatic stress disorder from her
combat experiences. She has been through counseling to deal with it but she lives
with it daily. When she is on an away mission or at the tactical station and the
situation turns deadly she sees Cardassian soldiers and crusiers in front of her and
she feels that same knot in her gut. There’s often a danger that she will snap and put
her team at risk. It’s happened before, though the incidents have been downplayed
in her of�icial record by command staff who value her experience and don’t want to
tarnish the reputation of a decorated veteran.
Commander sh’Tharqat as a Klingon War Veteran
Putting Commander sh’Tharqat in the era of the original series is as simple as replacing the
Federation -Cardassian War with an earlier con�lict. You can make up something small-scale
but having sh’Tharqat be a veteran of the Klingon War shown in the �irst season of Star Trek:
Discovery offers some interesting options. Fighting Cardassians was dif�icult and stressful but
�ighting against the Klingons was a war that nearly destroyed the Federation. On top of which
the circumstances around the start of the war were very divisive so there is an element of “no
one back on Andoria even cares what I did.” It’s also more recent than the FederationCardassian War and the number of veterans is even higher so this version of Talas sh’Tharqat
is more raw and might not have as good a handle on her PTSD symptoms.

SPECIAL ABILITIES
• The Ushaan (Talent, p. 103)
• Combat Memories: When Commander

VALUES:

• Proud Son of Andoria
• This Looks Like a Fine Hill to Die On

(Major NPC)

Image from stavatars.net

122

ATTRIBUTES
Control
Fitness
Presence

10
11
11

Daring
Insight
Reason

11
9
9

For Major NPC add +1 to Daring and Fitness. This adds +1
to Stress.

DISCIPLINES
Command
Security
Science

02
04
01

Conn
Engineering
Medicine

02
02
02

FOCUSES:
•
•
•
•

Small Unit Tactics
Hand Phasers
Fleet Formations (Major NPC)
Hazardous Environments (Major NPC)

Stress: 15

Resistance: 0

ATTACKS:
• Unarmed Strike (Melee, 5A
•
•
•
•

Knockdown,
Size 1H, Non-lethal)
Ushaan-tor (Melee, 6A Vicious, Size 1H)
Phaser type-I (Ranged, 6A, Size 1H, Charge,
Hidden 1)
Escalation Phaser rifle (Ranged, 8A, Size
2H, Accurate, Charge)
Escalation Pulse grenades (2) (Ranged, 8A
Area, Size 1H, Charge, Grenade)

sh’Tharqat buys a d20 for an attack roll in
personal combat, roll 1A for each d20
rolled. If two or more Effects are rolled,
sh’Tharqat will continue attacking until all
enemies she sees are incapacitated or she
takes an Injury. An ally can grab her and
attempt a Presence + Command (Dif�iculty
2) to snap her out of it.
• Crisis Management: No matter what position
she is �illing, Commander sh’Tharqat can
use the Direct Task (core rulebook, p. 173).
If her position already allows her to use the
Direct Task, she can do so twice per scene
instead of once.
• Hunker Down: Whenever sh’Tharqat rolls
Cover Dice (core rulebook, p. 171), she may
add +1 Resistance to the total for each
Effect rolled.
• Veteran: Whenever sh’Tharqat spends two
or more Threat, roll 1A. If an Effect is
rolled, immediately regain one Threat.
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24 th Cen.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Romulan

Female

Information on the Romulan Star Empire is
something Star�leet Intelligence has sought out
almost since its creation. The xenophobic species has
been at odds with Star�leet for centuries and only a
few glimpses have let the Federation know what goes
on within its borders.
Tevale, a high-level physics researcher working with
the Science Ministry, is one of those rare glimpses.
They defected to the Federation through a band of
Orion smugglers and was taken in by Star�leet
Intelligence and debriefed. Since that time, they have
worked with Star�leet to produce countermeasures
for some of the Romulans’ powerful technology.
Star�leet is prohibited from working on cloaking
technology (and this wasn’t Tevale’s area of focus
anyway) but warbird disruptors and covert spying
technology are two systems the Tevale knows well
and Star�leet would love to have defenses against.
Of course, being a traitor to the Romulan state is not
without its dif�iculties. Star�leet Intelligence has to
constantly move Tevale around and keep them in
secured locations with layers of anonymity. Life in
the Romulan Star Empire is not known to be warm
and nurturing but even by those standards Tevale
has felt isolated since they left. In those rare
circumstances when they can connect with another
person, Tevale has felt their emotions escalating quickly.

Tevale as Official Delegate
An alternative to Tevale as a defector is having them as part of an of�icial delegation from the
Romulan Star Empire. Though they have generally had their borders closed, there are periods
when the Romulans worked with the outside world, or at least were willing to talk to outsiders.
The Dominion War in particular was an unprecedented time of cooperation for the Romulans,
�irst with the Cardassian Union and then with the Federation and Klingons. If Tevale enters the
story under of�icial circumstances then they are not under threat constantly (which makes it
easier to include them in stories) but they are also less willing to share details of Romulan
technology. It’s up to you how to use them.

Romulan, Scientist, Defector

10

• Science Should Not Be a Weapon
• True Friends Are Worth a Risk (Major

• Unarmed Strike (Melee, 2A

0
Knockdown,

1H, Non-lethal)

NPC)

•

Disruptor Pistol (Ranged, 4A

Vicious 1, 1H)
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Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

Command
Security
Science

02
01
04

Conn
Engineering
Medicine

For Major NPC add +1 to Engineering, Science, and
Medicine.

•
•
•
•

High-Energy Physics
Experimental Design
Romulan Technology (Major NPC)
Keeping Secrets (Major NPC)

9
10
12
01
03
02

• Constantly Watching: Talent (p. 136)
• Focused Researcher: When attempting a

Task where their High-Energy Physics
Focus applies, Tevale is especially focused.
Each d20 that generates 2 successes also
generates 1 bonus Momentum. This applies
to bonus d20s from equipment but not from
assistance.
• Insider Information: Tevale understands the
Romulan mind, even in situations they
haven’t encountered before. When they
assist on a Task having to do with Romulans
or Romulan technology, they or the
character they are assisting may re-roll a
d20.
• Romulan Cunning: Tevale is still a product of
their people and they do not give up
information easily when they don’t want to.
When attempting to conceal information,
Tevale may spend one Threat to increase
the Dif�icult of opposing Tasks to see
through their attempts by one.

|

T@Q

127

|

T@Q

24th Cen.

Denobulan

Female

Starfleet

Denobulans are known for their large,
complicated families which is a social
glue that holds their people together.
With far more population than land
area, Denobula would have been
destroyed in war without the strong
family connections of its inhabitants.
So what happens to a Denobulan with
no family?
Well, in the case of Counselor
Thebena she builds a new one.
Thebena grew up on a Federation
colony world that was three-quarters
Denobulans. She might not have been
from the species’ homeworld but it
was near enough that she was exposed to nothing but Denobulan customs for nearly
her entire life. Eventually she decided to travel to Earth to train as a psychologist
and enrolled in Star�leet to serve as a ship’s counselor. When the Borg cut a swath
through Federation space, an offensive which included the Battle of Wolf 359, one of
the worlds hit by the invaders was Thebena’s homeworld. Many died including her
entire extended, leaving only a few Denobulans with familial connections to
Thebena and none whom she’s met.
For all intents and purposes, Thebena’s world is gone.

Surrogate families aren’t always positive things. Using Thebena as a villain simply involves adding a
secretive and invasive aspect to her family-building onboard. She plans events to bring the crew
together but she also stays up all night (again, Denobulans don’t sleep) in order to watch the crew at
work. She feels strong emotional connections to people she barely knows and if that bond were ever
rejected she might not handle it well.
Thebena can be used as a personable but strange counselor for a few missions and then in a dramatic
twist she snaps and holds some of the crew captive until they “admit” their feelings of bonding with
her. This hostage situation aboard the players’ own ship could easily lead to paranoia, especially if
Thebena has laid in contingency plans over the years in case something like this became “necessary.”
Suddenly this ship and this crew don’t feel like home anymore and a turn like that could really throw
them in a memorable way.

24th Cen.
After an extended bereavement leave from active duty, Thebena returned to service
and began to start a new life. She had always been a social member of her ship’s
crew but now she forged purposeful relationships everywhere. Since she is always
awake, Thebena engages in recreational activities with all three shifts and she is
always organizing social events for everyone. She is a consummate matchmaker and
takes credit for several relationships onboard, as well as keeping an eye out for her
next “triumph.”
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What happens to a Denobulan with no family? They �ind a new family among those
closest and they show those people the same respect and support they would with
family members. Counselor Thebena has enough understanding and expertise to
comfort crew members who are struggling but she also takes pride in making the
entire crew feel valued and appreciated.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Denobulan, Counselor

11

• More Than a Crew, It’s a Family
• Loss Doesn’t Define You (Major NPC)

Control
Fitness
Presence

11
10
11

Daring
Insight
Reason

• Unarmed Strike (Melee, 2A

9
11
9

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 4A, 1H,
Charge)
• Collaboration:

Command
Security
Science

02
01
01

Conn
Engineering
Medicine

01
01
03

For Major NPC add +1 to Science and Medicine. Also, add
+2 to Command.

•
•
•
•

Counseling
Social SItuations
Reading People (Major NPC)
Interspecies Issues (Major NPC)

0

Whenever an ally attempts a
Task using Insight, Thebena may spend one
Momentum (Immediate) to allow them to
use her Insight score in place of theirs and
they can also use one of her Focuses.
• A New Family: Whenever Thebena gives
assistance to someone else who has served
on their ship for at least a month, that
person may re-roll one d20.
• Grief Counseling: Whenever she is
attempting to console someone who is
distraught or get them to refocus on the
task at hand, Thebena gains a bonus d20. If
she succeeds, she may Create an Advantage
to help with further treatment. This
Advantage costs one Momentum instead of
the usual two.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Vulcan

Female

Temporal Integrity Commission

The Temporal Integrity Commission is part of
the Temporal Cold War of the 29th century, an
organization which travels back in time to
maintain the timeline from those who want to
change it. Many agents from the Commission
visit other timelines in order to lie low and
watch for malfeasance from the likes of the
Na’khul, but Agent T’hoka is more
straightforward than that.
Simply put, she’s the Commission’s �ixer: a
capable warrior who travels to time periods in
danger and puts an end to those responsible
by whatever means necessary. She’s a deadly
�ighter and incredibly smart, able to blend
into her surroundings and use whatever and
whoever is at her disposal.
She always tries not to disrupt the timeline
herself, of course, acting like a surgeon to
remove the problem and prevent ripples in
time. In one case, though, she failed in her
mission and the result was the destruction of
Vulcan by bloodthirsty enemies. Luckily, other
temporal agents were able to reverse this and extract her but the sight of Vulcan
beings torn apart has stayed with her and she is particularly zealous in stopping
events of that nature.

Agent T’hoka’s concern over the destruction of Vulcan is a not-so-subtle reference to the �irst
of the Star Trek reboot movies. If you were to set a game in the Kelvin Timeline, though, she
could have failed in her efforts to reverse that damage to the timeline. In this case, T’hoka
might easily turn into a rogue agent, stalking the quadrant and killing anyone involved in that
event to avenge her homeworld.
This version of T’hoka works somewhat like Spock’s half-brother Sybok, an unhinged Vulcan
who is obsessed with achieving a particular goal. Rogue Agent T’hoka could make an excellent
villain behind a series of violent incidents, a surprise twist for crews assuming that Klingons
or Romulans were behind the whole thing. Play up her stone-cold killer vibe to really cement
her in your players’ memories.

Vulcan, Time Traveler

14

• Entropy Can Be Overcome
• Vulcan Will Endure (Major NPC)
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Control
Fitness
Presence

10
11
10

Command
Security
Science

03
03
03

Daring
Insight
Reason
Conn
Engineering
Medicine

• Unarmed Strike (Melee, 4A

9
12
11
02
01
01

For the Major NPC add +1 to Engineering and Medicine.

•
•
•
•

Temporal Mechanics
Perception
Disguise (Major NPC)
Negotiation (Major NPC)

0

Knockdown,
Size 1H, Non-lethal)
• Phaser type-I (Ranged, 5A, Size 1H, Charge,
Hidden)
Phaser type-II (Ranged, 6A, Size
•
1H, Charge)
•
•
•
•

Constantly Watching (Talent, p. 136)
Dauntless (Talent, p. 136)
Nerve Pinch (Talent p. 110)
Future Knowledge: Traveling through time,

Thoka can’t count on the normal
technological resources of a Federation
of�icer. Instead, she has trained herself to
keep large stores of information in her
head. When she has time to focus her mind
beforehand, she may spend 2 Threat
(Immediate) in order to gain an additional
Focus for the remainder of the session.
However, acting on future knowledge is
dangerous and Tasks using this Focus have
a Complication range of 1 more than
normal.
• Temporal Guidance: Coming from the future,
T’hoka has insight into coming dangers.
When she assists someone in a Task related
to preventing a change to the timeline she
may always use her Science Discipline and
the character she is assisting may re-roll
one d20.
• Warrior Throughout Time: When making an
attack against a target which has traveled
forward or backwards in time, Agent T’hoka
may roll an additional 2A when rolling
damage.

|

T@Q

131

|

T@Q

24th Cen.

Chelon

Male

One of two species native to the Rigel system, the
Chelons are a species in decline. They have one sex
and shift over their lifespans to male or female
forms in order to procreate through eggs. The
scattering of Chelons through Federation space,
however, has seriously impacted their reproduction
rates, as have traditional forms of nobility which
further complicate social situations.
While it is not yet a crisis, xenobiologists estimate
that Chelons could number less than a billion within
two generations. Many Chelons are determined to
reverse this through social programs and policies to
reverse the Chelon diaspora, but the geneticist T’kghal has another plan.
For T’k-ghal, indirect means are not going to solve
this problem. Chelons were pushed into this
situation through technology and so it is through
technology that they must solve it. The direct
answer, in T’k-ghal’s mind, is genetic engineering to
remove the complications of reproduction and make
the Chelon species more sustainable. This runs up
against the Federation ban on eugenics, one of the strongest-held prohibitions in the
quadrant. The “nervous clucking” of Federation scientists, though, are of little
concern to T’k-ghal who has ostracized himself from society with his fringe
experiments and mounting list of crimes.
In his quest to �ind research on genetic modi�ication, T’k-ghal has blackmailed
Star�leet medical of�icers, stolen data from secure locations, and tracked down
illegal augments to torture and study them in his quest to learn from past

T’k-ghal for the 23rd Century
The biggest connection to involve T’k-ghal in during the 23rd century is the reappearance of Khan
Noonien Singh and the reemergence of his genetically engineered warriors. T’k-ghal in that time
period would be very interested in the blood of those genetically engineered humans for use in
his own research. Introducing T’k-ghal as a secretive ally in a storyline involving followers of
Khan only to have him abscond with biological samples for his own research is a good way to
start a recurring character in your campaign. Alternately, T’k-ghal might be an ally of Khan’s in a
retelling of the events of Star Trek II: The Wrath of Khan. With T’k-ghal helping him, Khan might
be more successful and dramatically change the course of history in your campaign.

24th Cen.
experiments. He has quiet support among some Chelons but his increasingly
extreme methods put most of the peaceful species on edge. If T’k-ghal is aware that
his tactics are estranging him from the very people he hopes to save his actions
show no sign of it.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Rigellian Chelon
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10

• These Will Not Be the Last Days of My
People
• There Is No Such Thing as Illegal
Knowledge (Major NPC)

Control
Fitness
Presence

10
9
9

Daring
Insight
Reason

11
10
11

Command
Security
Science

01
01
02

Conn
Engineering
Medicine

01
01
03

For Major NPC add +1 to Conn, Security, Engineering,
Science, and Medicine. This adds +1 to Stress.

•
•
•
•

Genetics
Security Systems
Starfleet Medical (Major NPC)
Research (Major NPC)

1

For Major NPC, add 1A to each damage.
• Unarmed Strike (Melee, 2A Piercing 1, 1H,
Debilitating, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden 1)
•
Disruptor Rifle (Ranged, 5A
Vicious 1, 2H, Accurate)
• Field Medicine p. 138
• Chelon Shell: T’k-ghal’s hard shell protects

him from physical and radioactive threats.
This natural armor gives him a Resistance
of 1. He may also ignore Complications
radiation sources.
• Toxic Claws: In times of danger, Chelons
excrete a contact toxin onto their claws that
can be used to debilitate their foes. T’kghal’s Unarmed Attack is replaced with the
statistics above.
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Vulcan

Female

24th Cen.
Most of Lt Commander T’Lar’s backstory works for the time of the original series, although
you have to come up with something to replace the Dominion. The Romulan Star Empire
could work (though it’s complicated for several obvious reasons) as could the Gorns, the
Organians, and the Excalbians. Any of these species could be a danger to the Federation
and relations with them could be thorny enough to require a specialist.

Starfleet

Since the founding of the Federation, the Vulcan people have
been the acknowledged authority when it comes to diplomatic
issues. Their academy, the Vulcan Diplomatic Institute, is where
the most decorated envoys in Star�leet study. T’Lar’s father,
Salas, was one such celebrated of�icer and she grew up with the
�irm plan of following in his footsteps. When she was older, he
took her along on some of his diplomatic trips. While Human
parents would bring their families to spend time with them,
there was no such sentimentality on these trips. T’Lar was there
to learn and observe her father as he dictated messages and
read through briefs. He would quiz her on the details of the
situation to make sure she understood and gave her involved
readings to absorb while he was in meetings.
When her father was called in to mediate a dispute between a
Tellarite colony and a pre-warp civilization contacted
accidentally, T’Lar energetically applied herself to the situation. She read all she
could about the pre-warp species and had long discussions with her father in the
evenings about the complexities of the Prime Directive. When the newly-contacted
species used a primitive explosive device to kill the Tellarite delegation and her
father along with it, T’Lar did not shed any tears. She was Vulcan. Instead, she
determined that her diplomatic focus would be �irst contact situations to ensure that
every new species contacted could be dealt with in a �irm but empathetic way. There
would be no more senseless violence.
Since then, Lt Cmdr T’Lar has been involved with countless �irst contact situations.
She was part of the Star�leet delegation that negotiated a lasting peace treaty with
the Acamarians. As her �irst mission in the position of lead investigator, T’Lar
successfully observed and contacted the Hrammi a month after their �irst successful
warp engine test. In a particularly trying situation, she was even one of several
senior diplomats who opened formal relations between the Federation and the
Ferengi Trade Alliance.
Currently, Lt Cmdr T’Lar has volunteered to be among those diplomats negotiating
with the Dominion. It is her opinion that the situation has been mishandled by the
crew of Deep Space Nine and that con�lict is not nearly so certain as everyone seems
to think. T’Lar is one of the leading experts on the Dominion in Star�leet and any
further developments with this civilization will certainly see her in a central role.
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A slightly edgier version of T’Lar could be involved in the cold war between the Klingon
Empire and the Federation. Species in the Beta Quadrant who have not been contacted
could be won over by the aggressive Klingons and the Federation Diplomatic Corps acts as
a front in that war. Lt Commander T’Lar contacts these worlds to represent the
Federation, sometimes running into Klingon envoys when she does. If the opportunity
presents itself, she also gathers whatever secrets she can to provide to Star�leet
Intelligence. This is hardly her training, though, and if it goes south she could use help
from an intrepid crew.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Vulcan, Diplomat

10

• Every Culture Can Be Successfully
Contacted
• I Will Not Let Violance Happen (Major

• Unarmed Strike (Melee, 3A

NPC)
Control
Fitness
Presence

11
8
11

Command
Security
Science

03
02
01

Daring
Insight
Reason

9
12
10

Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Command, Conn, Engineering,
and Medicine and +2 to Science.

•
•
•
•

First Contact
Anthropology
Xenobiology (Major NPC)
Primitive Technology (Major NPC)

0

Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 4A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 5A, 1H,
Charge)
• Defuse the Tension (Talent, p. 136)
• Cold Reading: Succeeding at a Task during

Social Con�lict generates one bonus
Momentum which must be used for the
Obtain Information Momentum Spend to
gain knowledge about an individual on the
other side of the interaction. If the Social
Con�lict involves an Extended Task, the
character gains the Scrutinize 1 bene�it (see
STA p. 91) when rolling Challenge Dice.
• Plan of Action (Major NPC Only): When an
ally successes at a Task that was made
possible or had reduced Dif�iculty because
of an Advantage created by the character, if
that Advantage represented a plan or
strategy, they generate two bonus
Momentum. Bonus Momentum cannot be
saved into the group pool.
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Cardassian

Female

Detapa Council

Biography
The Cardassian Union is a careful
balancing act between three
powerful organizations. The �irst is
the military, the twelve Orders
under Central Command. They have
dominated political discourse for
decades, pushed forward by their
massive personnel and by the fact
that they have all the guns and are
ready to shove aside anyone who
disagrees. Most Cardassian males,
and more than a few females, serve in the military and that loyalty runs deeply even
if they leave the service eventually. The second major power, of course, is the
Obsidian Order. Their power is more subtle and hidden than the military’s but it is no
weaker. Some say that the Obsidian Order actually controls many important military
of�icials through blackmail so that they can direct Central Command’s decisions on
occasion.
Whatever the balance between these �irst two, everyone agrees that the civilian
government of the Detapa Council is the weakest of the three. For centuries it has
been a mere puppet of the military and the Obsidian Order, bouncing between them
as one or the other gains the upper hand in political battles. With the Dominion
pushing everyone in the Alpha Quadrant towards war, this is a very unfortunate thing
as the people making decisions are either generals or spymasters, neither of whom
are known for protecting the lives of innocents when strategic gains are presented.
Still, there are those in the Detapa Council who are determined to resist and work
towards diplomatic arrangements rather than military alliances.
The most skilled of these civilian envoys is Toja Pell, an unassuming young woman
that few outside of a select circle have heard about. As an adolescent, Pell was
recruited into the Obsidian Order where she learned valuable skills of spycraft. She
worked to undermine Star�leet’s efforts along the border during the protracted
con�lict between the Cardassian Union and the Federation, but what she saw
disturbed her. Eventually Toja Pell did the unthinkable: she left the Obsidian Order.
Like everything the Order does, the circumstances of her exit are hidden away under
several levels of secrecy. Rumor says, though, that she found some compromising
information on the spymaster Enabran Tain. He likewise had information on her and
so the two entered into an unspoken pact of mutually assured destruction.
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Toja Pell went to work with the civilian government and, after winning the trust of
key individuals, has been instrumental in diplomatic relations for the past few years.
Though she keeps a low pro�ile, Toja Pell has in�luenced the foreign policies of the
Detapa Council as they navigate the treacherous political landscape of the Alpha
Quadrant. The destabilizing in�luence of the Dominion, though, could easily prove
more than the young woman’s network of in�luence is able to handle.
Image by gazomg on Deviant Art
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Toja Pell After the Dominion War
If Toja Pell survives the Dominion War, she �inds herself in a paradoxical situation. On the one hand, the Cardassian
military and the Obsidian Order are broken and scattered which leaves the civilian government free to operate as it hasn’t
been able to in centuries. On the other hand, the Cardassian military and the Obsidian Order are broken and Cardassia
itself is in shambles.
While others work to restore the Union’s infrastructure, Toja Pell has her work cut out for her. Other governments aren’t
trying to curb the Cardassians any more, they want to build them up. This could easily turn into a system of patronage,
something that Cardassians resist instinctively, so diplomats like Pell need to secure what aid they can while keeping
foreign interests at bay. It’s a unique time in the history of Cardassia, and Toja Pell is determined that it won’t be its �inal
days.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Cardassian, Diplomat

Stress: 11

VALUES:

ATTACKS:

• War Is Not Inevitable
• The Cardassian Union Is Worth Saving

(Major NPC)

ATTRIBUTES
Control
Fitness
Presence

10
9
12

DISCIPLINES
Command
Security
Science

03
02
01

Daring
Insight
Reason

10
11
10

•
•
•
•

For the Major NPC version, add +1A to all
damage.
• Unarmed Strike (Melee, 3A Knockdown,
1H, Non-lethal)
• Disruptor Pistol (Ranged, 5A Vicious 1, Size
1H)
• Escalation Disruptor Rifle (Ranged, 6A,
Vicious 1, 2H, Accurate)

SPECIAL ABILITIES
Conn
Engineering
Medicine

01
01
01

For Major NPC add +1 to Conn, Security, Engineering,
Science, and Medicine. This increases Stress by +1.

FOCUSES:

Resistance: 1

Negotiation
Obsidian Order Tactics
Cardassian History (Major NPC)
Politics (Major NPC)

• Defuse the Tension Talent (p. 137)
• Expects Success: Whenever Pell uses the

•

•

Direct or Assist Task to aid a subordinate,
that Task may always Succeed at Cost.
Behind the Scenes: Whenever Toja Pell
assists in a Social Con�lict, the character she
assists can reroll one d20.
Bargain (Major NPC Only): When
negotiating an offer with someone during
Social Con�lict, Pell may re-roll a d20 on
Persuade Tasks. If the Social Con�lict
involves an Extended Task, she gains the
Progression 1 bene�it when she rolls
Challenge Dice (see STA p. 91).
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Deltan

Male

Federation Archaeology Council

The Federation Archaeology Council
is an organization of archaeologists
whose mission is to discover past
civilizations on far �lung planets. FAC
outposts can be found almost
anywhere in Federation space, and
teams of archeologists work together
to dig up the past.
Dr. Velaz Matil is one such
archaeologist. A Deltan man, he has
traveled across space, lecturing at
different symposiums, and showing
different exhibits. The Matil
Technique, a technique for scanning
iron and bronze age tools underground, is named for him and he often has people
gush about it when they hear his last name. Many people �ind Matil to be exemplary,
a character any archaeologist in the council should strive to emulate.
While appearing to be charismatic and sultry, there is an underlying streak of
ambition lying underneath the surface. Matil can be cutthroat when the needs are
great, and getting in his way of a potential discover can be… hazardous. Passion runs
deep in him, but whether that passion is good or not remains to be seen. Most
Deltans take an oath of celibacy before joining Star�leet, but Matil has taken no such
oath, and is not above using his sexuality to get what he wants.

The Federation Archaeology Council is an old and sometimes frumpy organization. Many of
the men and women who are members are experts in their �ield, and although they love new
discoveries, they are hesitant to embrace ideas that jeopardize long standing theories.
Characters like Vash or Dr. Matil are great people to play around with, because they turn the
idea of dowdy old scholars on their head.
The Federation Archaeology Council can take you to anywhere, and to anytime. The stories
are �lexible, and the situations can be numerous. Who doesn’t love digging in the dirt and
�inding a potential new discovery?

Deltan, Archeologist, Sexy

11

• Do Whatever It Takes to Get the Truth
• No Sense in Not Having a Little Fun Along
the Way (Major NPC)

Image from stavatars.net
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• Unarmed Strike (Melee, 3A

0
Knockdown,

1H, Non-lethal)
•

Phaser type-I (Ranged, 4A, 1H,

Charge, Hidden 1)
Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

9
10
12

For Major NPC add +1 to Insight and Presence.

Command
Security
Science

02
02
04

Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Science.

•
•
•
•

Archaeology
Seduction
Cultural Studies (Major NPC)
Scanning (Major NPC)

02
01
02

• Intense Scrutiny (Talent, p. 138)
• Bold (Science): When Dr. Matil attempts a

Science Task and buys one or more d20s
with Threat, he may re-roll a single d20.
• Potent Pheromones: Whenever attempting a
Task to negotiate, persuade, or seduce a
humanoid creature that could be physically
attracted to the Deltan in Close range, they
add a bonus d20 to the roll.
• Come Here Often? Dr. Matil uses his Deltan
pheromones to his advantage and can often
get people to do things they normally
wouldn’t dream of. When he makes a roll to
Create an Advantage having to do with his
pheromones or good looks, he adds a bonus
d20 to the roll.
• Leap of Understanding: Dr. Matil has been
doing this a while and often he makes
intuitive leaps that turn out to be correct.
When he succeeds on a Science Task related
to Archaeology or anthropology, he gains a
bonus Momentum that must be used on the
Obtain Information spend.
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Na’khul

24th Cen.
members of other species, the Na’khul agents are trying to stop the alliance between
the Federation, Klingons, and Romulans that defeats the Dominion in the timeline
they came from. Instead, they want to see the Federation broken by the Dominion’s
�leets and the future of the Temporal Accords destroyed.

Male

By waiting in stasis from the 20th century to the 24th they avoid the sort of temporal
ripples that would alert the Federation of the 29th century that they are meddling in
the past, hopefully buying enough time to complete their mission before their
enemies from the future can stop them. Of course, there is still the Federation of this
century to deal with and the species that make up the UFP are nothing if not persistent
and frustrating.

The Na’khul were �irst encountered in the days before the founding of the Federation,
and yet the time when they are most dangerous is still to come. The Na’khul people,
living under a harsh dictatorship, are a time-traveling species from the 29th century
with no regard for the safeguards in the Temporal Accords negotiated by the
Federation and allied species. In a con�lict which Human agents from the future called
the Temporal Cold War, the Na’khul went to 20th century Earth in an attempt to
rewrite humanity’s history and control the destiny of the galaxy. They were defeated
but each day brings the Federation closer to the eve of tha Na’khul’s rise to power.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Na’khul, Time Traveler

An contrary to what many believe, the defeat of the Na’khul is not a predetermined
Image from Star Trek Online by Cryptic Studios.
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thing. Time is not linear in the traditional sense and there are many Na’khul who hid
and amassed power in an attempt to reverse the events that played out in one version
of the timeline. Commander Ver’sal is one such Na’khul, a protegé of the Na’khul
leader Vosk who led the last attempt to destroy the Federation. When Vosk was killed
by Captain Archer and the crew of the Enterprise NX-01, Ver’sal gathered many of the
forces loyal to the dead leader and hid in a remote corner of the Alpha Quadrant. He
realized that a key mistake was showing themselves and he put himself and his crew
into cryostasis to wait for an opportune time for their revenge.
Now Commander Ver’sal has found it. As the Federation lies on the brink of all-out
war with the Dominion, Ver’sal and his followers have awoken and begin to sew the
seeds of distrust among the allies of the Alpha and Beta Quadrants. Disguised as

12

• A Small Action Now Can Have a Huge
Impact On the Future
• Never Trust the Federation (Major NPC)

Control
Fitness
Presence
Command
Security
Science
•
•
•
•

11
10
12

Daring
Insight
Reason

04
02
03

Conn
Engineering
Medicine

Directing Subordinates
Planning
Starship Tactics (Major NPC)
Intimidation (Major NPC)

9
12
11
02
01
01

0

• Unarmed Strike (Melee, 3A

Knockdown,
1H, Non-lethal)
• Plasma Pistol (Ranged, 5A, Vicious 2,
Deadly, 1H)
•
Plasma Rifle (Ranged, 6A,
Vicious 2, Accurate, Deadly, 2H)
• Bargain:

When arguing with someone
during Social Con�lict, Ver’sal may re-roll a
d20 on his next Persuade or Intimidate
Task. If the Social Con�lict is an Extended
Task, he gains the Progression 1 (core
rulebook p. 91) bene�it.
• Plan of Action: When an ally succeeds at a
Task that was made possible or had
reduced Dif�iculty because of an Advantage
created by Ver’sal, the ally generates two
two bonus Threat. This Advantage must
represent planning or forethought.
• Ruthless and Determined: Commander
Ver’sal may spend 2 Threat to gain the
effects of a point of Determination.
• Supreme Authority: Whenever a Na’khul
under Ver’sal’s command attempts a Task
to resist persuasion or intimidation, Ver’sal
may spend 1 Threat to allow that Na’khul to
re-roll, even if Ver’sal is not present in that
scene himself.
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Battle of Wolf 359 and commanded �leet maneuvers during the con�lict with a
blanket endorsement from the admiralty. The battle was a disaster but many
survivors think that it would have been a complete slaughter without her.

Denobulan

Female

Starfleet

Biography
Vesena has been at Star�leet Academy since… Well
since as long as anyone can remember. Though she
looks young, the Denobulan professor is over a
century and a half old and has educated generations of
Star�leet of�icers. Those who know something about
Star�leet Academy have likened her to the Queen of the
Academy. (The King, of course, would be the
groundskeeper Boothby).
Among her students she often ful�illed the classic
image of a Denobulan mother: a big heart with enough
attention
for
everyone
and
overwhelming
expectations. In her classes on tactics, military theory,
and command during con�lict, Vesena would ask a lot
of her students but was known to be available at any
hour of any day for questions, support, and discussion.
Since she had the Denobulan ability to function
without sleep for most of the year, she had many
projects and constant discussion groups that students fought over to participate in.
All of this helps explained why many were shocked ten years ago when Professor
Vesena announced her resignation from Star�leet Academy and a return to regular
service. She pulled strings to secure a position at Deep Space 5 (not the command
position, despite her effective rank as captain) and accepted the position of chief
military strategist with respect to the Borg threat. She arrived there just before the

Vesena for the 23rd Century
Obviously the biggest change to make for Vesena in a campaign set during the original series, is
her obsession with the Borg. You can switch this for a few different options (ideas are listed
below) and keep her character as an academic-turned-tactician. The other change is to consider
her age since joining Star�leet 150 years ago would mean that she joined at the very start of the
Federation. If you appreciate that then go for it, otherwise make her a little younger.
� Romulans: The hidden threat of the Romulans means that any observation and planning will be
done by fringe officers or a top secret mission. This is exactly the right fit for Vesena.
� Orions: At some point between the original series and The Next Generation the Orions go from
pirates and marauders into a widespread crime syndicate. Maybe Vesena sees that shift coming
and is hoping to do something about it.
� First Federation: The mysterious First Federation nearly pushed Starfleet into war when the
Enterprise blundered into their space. The series never really returns to it but you can easily
have Vesena watching it and weighing the threat of their warships.

Image by Independence Fleet
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The trouble now is that Vesena is an excellent strategist and a terrivle politician. A
long-standing animosity with Admiral Nechayev (some say originating in the
admiral’s time at the Academy) came to a head after the Wolf 359 and Vesena has
been discredited and sidelined in the years since. Now she watches through various
deep-space arrays and quietly runs wargames with her cadre at DS5. What she sees
is very troubling and Vesena has begun reaching out to sympathetic ears to let them
know she considers another invasion to be imminent. Captain Vesena isn’t sure
what it will take to make people listen again but she’s willing to keep trying until she
�inds it.

Statistics
Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
TRAIT: Denobulan

Stress: 12

VALUES:

ATTACKS:

� Students Are My Children
� Duty Can Be Taught (Major NPC)

For Major NPC, add 1A to each damage.
� Unarmed Strike (Melee, 3A

ATTRIBUTES
Control
Fitness
Presence

10
9
11

Daring
Insight
Reason

9
10
11

Conn
Engineering
Medicine

01
01
01

DISCIPLINES
Command
Security
Science

03
02
01

For Major NPC add +1 to Security, Engineering, Science,
and Medicine. This also adds +1 to Stress.

�
�

Knockdown,
1H, Non-lethal)
Phaser type-I (Ranged, 4A, 1H, Charge,
Hidden)
Escalation Phaser type-II (Ranged, 5A, 1H,
Charge)

SPECIAL ABILITIES
� Expert On the Borg:

�

FOCUSES:
�
�
�
�

Resistance: 0

Teaching
Fleet Tactics
Combatting the Borg (Major NPC)
Starfleet Procedures (Major NPC)

�

When Captain Vesena
attempts a task related to studying the Borg
or recalling information about them and she
spends Momentum to buy a bonus d20, she
may reroll one of the dice.
Fleet Tactics: Vesena is used to coordinating
�leets from a command center and can issue
orders to ships in a battle the same way a
captain issues orders on a bridge. She can
use the Create Advantage, Direct, and Rally
actions (described on p. 222) to bene�it the
crews of allied ships. If individual
characters on the ship are being considered
(such as the case with the PCs’ ship) she can
use these bene�its for actions by the Helm
and Tactical Systems positions.
Parent Figure (Talent, p. 106)
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Statistics
Trill

Female

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Trill Science Ministry

Biography

TRAIT: Trill, Unjoined

The Trill Science Ministry is one of the premier
institutes of higher learning within the Federation.
With a reputation that is on par with the Vulcan
Science Academy, the school excels in many �ields of
study, speci�ically in the �ield of subspace spatial
anomalies. With many of their students applying to be
joined after graduation, and many of their staff being
joined, the knowledge within its halls literally spans
millennia. These scientists are on the cutting edge of
what’s new in the galaxy, and are excited about what
that entails.

VALUES:

Viristia Delnar is one such scientist, trying to establish
a serious career in spatial anomalies. The broad
subject �its her, though she particularly enjoys the
study of dark matter nebulae. Delnar is, by choice, an
unjoined Trill. She never thought to apply to become
joined, and therefore is ostracized by her colleagues.
Many of Delnar’s colleagues do not take her seriously,
as to them, she doesn’t have the amount of experience
many of them have, and they �ind her unambitious for
not trying to ‘better herself’ through joining. Because of this, Delnar has had to
prove herself her entire career, out-performing her competition by being smarter
and more driven. She feels that if she can be an expert in everything, then she can
prove her entire society wrong. That she is worth something, unjoined and all.
Trill Science Ministry
The Trill Science Ministry is one of the foremost schools for science in the quadrant. Even the
Vulcan Science Academy has noted their specialty and expertise for subspace anomalies. The
drive to succeed and be the best is instilled in every aspect of the Ministry. The competitive
and ambitious students of the Trill Science Ministry are famous for their ruthless and cutthroat tactics. This attitude has been instilled in every Trill from a very young age, as each is
vying for the opportunity to become joined with a symbiont. The staff and educators do not
outright approve of these tactics, but do not discourage them, for many of them are joined,
and report their observations and grades to the Trill Symbiosis Commission.
The program can be a hot bed for corruption, if you so choose. With the prime opportunities
for moving forward, it would not be unheard of for sabotage and subterfuge to be used to
succeed. The trick? Not getting caught.

Stress: 10

• Unarmed Strike (Melee, 2A

NPC)

ATTRIBUTES
Control
Fitness
Presence

10
9
10

Daring
Insight
Reason

9
11
12

DISCIPLINES
Command
Security
Science

02
01
04

Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Engineering.

FOCUSES:
•
•
•
•

Spatial Anomalies
Research
Sensor Systems (Major NPC)
Navigation (Major NPC)

Resistance: 0

ATTACKS:

• I Don’t Need a Symbiont to Succeed
• The Ministry Needs New Ideas (Major

Image from U.S.S. Beifong site.
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02
02
01

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden 1)
• Escalation Phaser type-II (Ranged, 4A, 1H,
Charge)

SPECIAL ABILITIES
• Technical Expertise (Talent, p. 135)
• Intense Scrutiny (Talent, p. 138)
• Joint Research: Whenever a researcher on a

team lead by Viristia Delnar attempts a Task
to research a science topic, Delnar spend
one Momentum (or add one to Threat) to
allow that researcher to re-roll. She can do
this even if she isn’t present in the scene.
• Mental Clarity: When Delnar succeeds on a
Task involving Science, she may add 3
Threat to asssist another character on their
next Science Task. The assist is a Reason +
Command.
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Vulcan

Female

24th Cen.
Moving V’leme to the time of the original Star Trek series doesn’t involve changing her
backstory much. She can still be a temporal investigator and still feel strongly about time
travel, though you can give her opinions about the Enterprise crew who frequently shifts
through time. However, putting her in the series’ “past” does give the option of listing a
concrete future calamity to have the mysterious Andorian trying to change.

Dept of Temporal Investigations

The Federation tries to maintain the sanctity of
a lot of constants in the universe, from
protecting pre-warp civilizations through the
Prime Directive to protecting human rights
through the democratic process of the
Federation Council. One of the most mysterious
groups that operates along these lines is the
Department of Temporal Investigations which
investigates any reports of time travel,
temporal anomalies, and other time-related
phenomena.

Photo from STAvatars.net
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Maybe blowing up Earth Spacedock is a means of strengthening the Federation militarily
so that it can better withstand the Borg or so that it can more quickly curb the expansion
of the Dominion. Maybe it’s a way to stop Romulan aggression and the destruction at
Khitomer. You might even make the PCs the ones traveling back in time to change the past
and set up a necessary preparation for the time of The Next Generation.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Vulcan, Temporal Investigator

Too much messing around with the space-time
continuum, of course, can lead to many
unintended consequences. Researchers like Agent V’leme attempt to �igure out
exactly what those consequences might be, though in her case she is thoroughly
opposed to any sort of active research into this topic. Though she is a respected and
well-known temporal physicist, even teaching for a time at the Vulcan Science
Academy, V’leme has made it clear that she doesn’t believe any time travel is riskfree. She frequently says that any temporal movement by its very nature corrupts
the timeline.
And yet, there is something she has been dealing with recently that could change
that view. Several months ago, V’leme and a few other agents of the Department of
Temporal Investigations questioned an Andorian woman who was shown to have
traveled from the 26th century to overload the power core of Earth Spacedock in
order to prevent a coming catastrophe. The destruction of the station, home to tens
of thousands of people and at any given time hosting a dozen starships, could easily
lead to half a million deaths. Yet the catastrophe that the woman was describing
could kill tens of millions at least.
Luckily, the time traveler was caught be Earth Spacedock security and thoroughly
questioned by the V’leme and her fellow agents, but she is having trouble shaking
the conversation. The timeline has already been altered given this woman traveling
here and sharing her information and if approaching fatalities can be reduced by
several orders of magnitude, isn’t that the more logical choice? V’leme hasn’t shared
these misgivings with anyone else, but she hasn’t stopped pondering them either.

10

• All Time Travel Is Harmful
• Understanding Time Means Knowing
Terrible Truths (Major NPC)

Control
Fitness
Presence

11
9
10

Daring
Insight
Reason

Command
Security
Science

03
01
04

Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Medicine.

•
•
•
•

Temporal Mechanics
Interviews
Sensor Systems (Major NPC)
Deception (Major NPC)

0

• Unarmed Strike (Melee, 2A

9
11
12
01
03
01

Knockdown,
1H, Non-lethal)
• Phaser type-1 (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-2 (Ranged, 4A, 1H,
Charge)
• Testing a Theory (Talent, p. 137)
• Kolinahr (Talent, p. 110)
• Logical Interrogation: When engaging in

Social Con�lict to interview someone
involved in a temporal incident (including
witnesses), V’leme can always use her
Science Discipline for the Task. When using
Intimidation she also gains a bonus Threat
which can only be used for the Obtain
Information spend.
• Temporal Mechanic: Once per scene, when
confronted with a temporal anomaly,
V’leme rolls one Challenge Die and
generates Threat equal to the result.
Additionally, add one Momentum to the
group pool for each Effect rolled.
• Theory Into Practice: When attempting a
Task using Engineering or Science where
she gets a bonus d20 from Testing a Theory,
V’leme reduces the Dif�iculty of the Task by
1, to a minimum of 0.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Breen

Female

Breen Confederacy

The Breen Confederacy regularly practices slavery,
something that prevents it from having normal relations
with most major powers in the Alpha Quadrant. It is an
important part of both the Confederacy economy and
Breen culture since it is a means of showing that Breen
are superior to other species.
Wik Lun is one of those Breen who is most focused on the
cultural aspect of maintaining enslaved populations.
Though she only has an effective rank of ak’ched
(something equivalent to a lieuntenant junior grade in
Star�leet) she has developed a reputation for breaking the
spirit of rebellious slave populations and for raising the
ef�iciency of mining colonies staffed by enslaved aliens.
She is just as cold and impersonal as other Breen but the
amount of attention she pays to patrols and monitoring
her charges shows that her skill is more than just
professional duty.
Those few slaves who have escaped her control and been
debriefed by Star�leet Intelligence have said that every
prisoner in a colony under Wik Lun’s authority knows what her biosuit looks like
and dreads her approach. She is known for casual and emotionless violence,
creating a fear of punishment or standing out. Partly these stories are hard to come
by since few escape colonies overseen by Wik Lun but also because those that do are
often killed conveniently. There’s no evidence that Wik Lun is behind the killings of
these escapees, but the pattern is too clear to ignore.
The relationship between the Breen and the Dominion creates some interesting options
for Wik Lun. She is a ruthless slave overseer but she maintains that control because she
believes that other species are inferior to the Breen. When the Confederacy joins that
Dominion, putting them underneath the Vorta who are themselves underneath the
Founders, this superiority seems to be in jeopardy.
This is an opportunity for Wik Lun to switch sides, narratively. Like Damar, Wik Lun is
certainly an antagonistic character but in the face of Dominion hegemony she might be
willing to ally with Star�leet. Lun is not going to ever become a sympathetic character but if
Star�leet Command is looking for inroads into the Breen Confederacy to pull them away
from Dominion control, they could do worse than an effective and deadly rebel.

Breen, Slavemaster, Ak’ched
• You Work For the Confederacy Now
• Groups Are Strong, People Are Weak

15

1 (Armor)

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 4A Knockdown,

(Major NPC)

1H, Non-lethal)
• Compression Pistol (Ranged, 6A, 1H,
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Control
Fitness
Presence

10
12
12

Command
Security
Science

03
03
01

Daring
Insight
Reason
Conn
Engineering
Medicine

11
11
10
01
01
01

For Major NPC add +1 to Command, Conn, Security, and
Engineering. This adds +1 to Stress.

•
•
•
•

Security Measures
Intimidation
Crowd Control (Major NPC)
Mining Procedures (Major NPC)

Debilitating, Hidden 1)
•

Compression Rifle (Ranged, 7A,

1H, Accurate, Debilitating)
• Constantly Watching:

When Wik Lun
attempts an Opposed Task to see someone
hiding, hear someone moving quietly, or
catch someone lying, she may spend 1
Threat to re-roll any number of d20s.
• Demand Obedience: When Wik Lun uses the
Direct Task to instruct Breen subordinates
or slaves she is overseeing, that character
can re-roll a single d20.
• Vicious: Wik Lun is an expert at striking fear
into the hearts of her slaves. When using
threats of violence to intimidate and buying
additional d20s with Threat, the Breen may
re-roll a single d20.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Breen

Male

Breen Confederacy

The Breen Hegemony maintains a united front in all cases, but
there are those within the government that have very different
opinions about the direction the Confederacy should take.
Of�icially, Zir Sedl (who has the effective rank of thot) is a
liaison to the United Federation of Planets who addresses
political grievances and questions even though the two powers
have no of�icial relations.
Above all, Thot Sedl is pragmatic. He can see the shifting
politics of the quadrant and feels certain that isolation is no
longer an option. Those like Thot Gor are determined to wage
war and force a space for the Breen Hegemony to exist, but
Sedl has read reports of con�licts beyond the Hegemony’s
borders. The Federation fought off the Borg, the Klingon
Empire fought the Romulans, and factions like the Tholians
and Talarians represent threats that are as secretive as the
Breen themselves. Allying with a powerful faction is not ideal
but it might be the difference between independence and
enslavement.
Zir Sedl has forged partners within the Federation that he
trusts to hear him out if it came to that. Of course, his allies
within the Breen Confederacy are even fewer so throwing his
lot in with Star�leet would certainly be a last resort.
More likely, Thot Sedl would play a long game of orchestrating positive interactions
between his government and alien governments to demonstrate that an alliance
could be viable. This is not the idealistic efforts of a naive beginner, though: every
interaction is calculated to build trust with the other side as well. If the situation
were to shift so that alliance was no longer in the Confederacy’s interest, Thot Sedl
would be just as willing to use his connections to betray the Federation.
It’s entirely possible that Zir Sedl could conclude that someone else would make a better
ally for the Breen Confederacy. He might be the loudest voice pushing for alliance with the
Dominion, for instance, or he could be the Breen liaison to anyone from the Cardassian
Union to the Klingon Empire. In a campaign where the Federation needs to make strong
alliance with its neighbors, Sedl could be a destabilizing force convincing potential allies to
work with the Breen instead of the Federation. Just change his Focuses to whatever areas
of knowledge are appropriate for this repurposed version.

Breen, Commander, Diplomat
• Supremacy Is Not the Same As Bullying
• Every Secret Is Dangerous (Major NPC)

10

1 (Armor)

For Major NPC, increase the damage values by 1A.
• Unarmed Strike (Melee, 2A Knockdown,

1H, Non-lethal)
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Control
Fitness
Presence

11
9
12

Command
Security
Science

03
01
02

Daring
Insight
Reason
Conn
Engineering
Medicine

9
12
11
01
01
01

For Major NPC add +1 to Conn, Engineering, Science, and
Medicine.

•
•
•
•

The United Federation of Planets
Politics
Negotiation (Major NPC)
Federation History (Major NPC)

• Compression Pistol (Ranged, 4A, 1H,

Debilitating, Hidden 1)
•

Phaser type-II (Ranged, 5A, 1H,

Accurate, Debilitating)
• Defuse the Tension (Talent, p. 136)
• Cold Reading: When Zir Sedl succeeds on a

Task during Social Con�lict, he generates
one bonus Threat which must be used for
the Obtain Information spend for gaining
knowledge about the other side of the
con�lict. If the Social Con�lict involves an
Extended Task, the character gains the
Scrutinize 1 bene�it when rolling Challenge
Dice.
• Cool and Collected: When Thot Sedl
attempts a Task to resist intimidation or
hide his intentions, he may re-roll one d20.
• Plan of Action: When an ally succeeds at a
Task that bene�ited from an Advantage
created by Zir Sedl, the ally generates two
bonus Threat that must be spent
immediately. The Advantage created by Zir
Sedl must refer to a plan or strategy.
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Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.

Gorn

Male

Gorn Hegemony

Gorn, Bounty Hunter

Zrabas grew up on Drozana Station, a civilian-run
station in the Klingon Neutral Zone which was once a
Federation deep space station. Now it is a melting pot
of various Beta Quadrant species, with ships arriving
and departing daily. For a clever young Gorn it was the
perfect place to learn about people. Zrabas made a
name for himself as part of the Orion Syndicate
informing on traders and watching for important
targets.
Then Zrabas did something that few people ever
manage: he left the Orion Syndicate. Zrabas had
become a skilled enough operator that he could
announce he was leaving the Syndicate. This might
have put a price on his head but the Gorn also said he
would give the Orion Syndicate preferential rates as
long as he lived. Seeing their options as killing a useful
agent or working with him as a private contractor, the
Orions decided they were willing to accept this new reality.
Since leaving, Zrabas has taken on contracts for anybody and everybody. He mostly
operates in the Beta Quadrant but with increasing opportunity around the Bajoran
Wormhole he is �inding himself more often in the Alpha Quadrant. While arresting
someone isn’t strictly legal, Zrabas is careful to work within laws when he can.
Better to take longer to complete the job well, he always says.

If you prefer, Zrabas may not have left his Syndicate connections behind and may instead be a
powerful weapon of the Orions. In this scenario he will have a support network behind him
and might have impressive inside information on his target. It also puts him farther up the list
of targets for groups like Star�leet Intelligence and perhaps worth a mission solely to
apprehend him. Of course, being a tool of the Orion Syndicate makes Zrabas less of an
interesting character in his own right and he is probably best used as the trusted lieutenant of
a more powerful Syndicate leader, such as those found in the Beta Quadrant Sourcebook.

15

• You’re Nothing But Prey to Me
• Power Comes from Stillness (Major NPC)

The Gorn are known as belligerent and violent, but that
doesn’t mean they’re stupid. The infamous bounty
hunter Zrabas often uses this expectation to his
advantage, playing up the careless brute when he is in
fact a careful and deadly hunter.

0 (1)

• Unarmed Strike (Melee, 5A Knockdown, 1H,

Non-lethal)
• Dagger (Melee, 5A Vicious 1, 1H, Deadly,

Control
Fitness
Presence
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11
11
10

Daring
Insight
Reason

10
10
9

Hidden 1)
• Disruptor Pistol (Ranged, 7A Vicious 1, 1H)

•

Disruptor Ri�le (Ranged 8A
Vicious 1, 2H, Accurate)

For Major NPC add +1 to Daring and Presence.
• Deliberate Strike: When Zrabas uses a Ready

Command
Security
Science

02
04
01

Conn
Engineering
Medicine

For Major NPC add +1 to Conn and Medicine.

•
•
•
•

Tracking
Stealth
Hand Disruptors (Major NPC)
Investigation (Major NPC)

02
02
01

Task to ready an attack, he may re-roll one
d20.
• Thick Hide: Zrabas’s tough skin increases his
Resistance by +1 against all non-lethal
attacks. Furthermore, when he makes the
Recover Task he regains 3 Stress per
Momentum spent rather than 2.
• Hunter’s Spirit: When Zrabas attempts a
Task to watch, follow, or track a target and
he purchases one or more dice with Threat,
Zrabas may re-roll any number of d20s.
• Ambush: When attacking an opponent who
is unaware, Zrabas may spend 2 Threat to
allow him to re-roll any number of d20s on
his attack roll and any number of Challenge
Dice on his damage roll.
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Andorian

Female

Starfleet

Ensign sh’Azonan graduated from
Star�leet Academy with the highest
recommendations,
several
new
records in the engineering aptitude
tests, and an eagerness for her �irst
assignment aboard a starship. Many
Academy professors have letters of
recommendation in her �ile and Zyle
formed strong friendships with the
top graduates of her year. By all
accounts, she was a model Star�leet
Academy cadet and none of her
colleagues worry that she will be
anything but an exemplary Star�leet
of�icer.
In her heart, though, Zyle is wracked
by uncertainty.
Part of it is the constant curse of successful people, imposter syndrome, which
makes her think that all of her accomplishments are lucky breaks rather than
something she deserves. In particular, her �inal exam for the Advanced Warp Theory
course her last year saw her neck and neck with a fellow cadet to set the Academy’s
new record for fastest completion but the other cadet made a critical mistake and
froze up. Everyone in the room agrees that Zyle was wonderful in the exam and
would have won regardless but she feels like it was a �luke and quickly changes the
subject when it comes up.

Zyle for the 23rd Century
For campaigns set in the 23rd century, Zyle’s connection to the Treishya could be a more
immediate issue. As the Federation wars with Klingons and faces unknown threats on all sides,
Andoria might become a political hotbed. None of the other details of her background need to be
changed, but for GMs who want a name-drop she could be the granddaughter of Commander
Shran from the Enterprise series.
Like Zyle, Shran (in the end) struggles to be a proud Andorian and also an advocate for interspecies cooperation. His biography, both before and after the Founding of the Federation, is
certainly frequent reading for Zyle sh’Azonan in any era.

24th Cen.
The real shadow in Zyle’s mind, though, is the secret that she keeps from all of her
friends and crewmates. Usually when she speaks of home, Zyle talks about her
parents as industrialists who live on Andoria and rarely leave. This is true but the
full story is that they are both avowed members of the Treishya, an Andorian
separatist movement that has operated on the world since the 23rd century. They
raised her to believe in the cause and wanted her to join the �ight to remove Andoria
from the Federation and restore autonomy. Not only did Zyle follow a different path
but she joined Star�leet, the very force that the Treishya believes is oppressing the
culture and glory of the Andorian people.
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Since she left for the Academy, Zyle sh’Azonan has barely spoken to her parents and
never gone home to visit. Someday, she knows, she’ll have to return to Andoria and
face up to this rift. While she’s not willing to turn her family in to the Andorian
authorities (they’ve only ever been political dissidents but others in the group have
committed terrorist acts) she wants to repair her relationship someday. This is the
real secret of her Academy career: her classmates think she’s ambitious but in truth
she just wants to prove that she was right in turning her back on her parents’ belief.

Use the following statistics for a Notable or Major version of this character. The
statistics note what changes are necessary for a Major NPC.
Andorian

9

• This is My Chance
• Try to Fix It Yourself First

For Major NPC, add 1A to each damage.
(Major NPC)

Control
Fitness
Presence

10
8
10

Daring
Insight
Reason

11
10
11

Command
Security
Science

02
00
02

Conn
Engineering
Medicine

01
03
01

For Major NPC add +1 to Conn, Security, Science, and
Medicine. This also adds +1 to Stress.

•
•
•
•

0

Computers
Warp Field Dynamics
Honorable Service (Major NPC)
Reverse Engineering (Major NPC)

• Unarmed Strike (Melee, 2A

Knockdown,
1H, Non-lethal)
• Phaser type-I (Ranged, 3A, 1H, Charge,
Hidden)
•
Phaser type-II (Ranged, 4A, 1H,
Charge)
• Eager to Succeed:

While she’s extremely
skilled, Ensign sh’Azonan sometimes ends
up charging ahead to �inish a project
without taking the time to inform others or
track her progress. If Zyle purchases one or
more d20s when attempting a task without
anyone else’s assistance, she may re-roll her
dice pool.
• Untapped Potential (Talent, p. 118)

