
Star Trek: Thursday's Child 
 

   An RPG adventure by Roger Taylor.  This adventure is intended as a basic introduction to the RPG rules and 
gameplay for 2 to 6 players.   Set in the prime campaign year 2371, this adventure is easily adaptable to most 
any crew or characters.   
 

Synopsis:  While conducting a patrol and 
astrometric  survey of the Cardassian Demilitarized 
Zone, the  crew of the U.S.S. Sakarya discover a 
relic from  another time- the decaying wreck of 
the S.S. Lord  Franklin, lost in space from the 
year 2155.    
    Boarding the derelict (and awakening her 
crew  and passengers) the heroes are led into 
political intrigue and a confrontation which 
threatens to re- ignite the fires of war.   
 

Background:  Led by a pseudo-messianic figure, the 
 crew and passengers of the S.S. Lord Franklin is 
 are both political dissidents and refugees 
(literally)  out-of-time.   
    In the four years following the launch of the 
 Enterprise NX-01, Earth has seen the 
resurgence  of Terra Prime, conflict with the 
Klingons and the  Xindi, and hostile incidents 
with the Andorians,  Tellarites, Romulans, and even 
their (putative)  allies, the Vulcans. 
    In that hot house environment of paranoia, 
 suspicion, xenophobia, and good-old-fashioned 
 fear, Liam Kiernan and his followers decided 
that  humanity's survival as a species required a 
radical  solution: a secret exodus and the founding 
of a  refuge which would survive the destruction of 
the  Earth. 
    Stealing (with the connivance of her crew) 
the  Lord Franklin from her refitting dock, Kiernan 
and  his people set out (in cryogenic suspension) for 
 the then-distant world or Sabine IV.  At some 
point  in her long flight, disaster struck the Lord 
Franklin,  crippling her and sending her spiraling 
out of  control. 
    Having drifted for close on two centuries, the 
 Lord Franklin and her survivors are now in a 
 decaying orbit over an inhospitable and hostile 
 world within the Cardassian Demilitarized 
Zone- a  diplomatic buffer and no-man's-land 
separating  the Cardassian Union and the United 
Federation of  Planets in the wake of a decades-
long war. 
 

Recommended Resources:   
   Star Trek Adventures: Character Library 2022 
Supplement.   

   Pre-generated characters and a ship are included 
at the end of this adventure, but the Gamemaster is 
encouraged to substitute his own campaign ship 
and player's  characters wherever possible. 
   Entirely optional, but adding additional flavor/ 
tangible props to the adventure would be the DY-
100A, DY-150, and DY-225NX blueprints from 
Starship Dynamics. 
   None of these is an exact match for the Lord 
Franklin, but one or all would help give the players a 
feel for the design. 
 

Directives: 
:   Uphold The Prime Directive. 
:   Enforce Federation and Interstellar Law. 
:   Maintain the Peace. 
:   Rescue a/o aid the survivors of the Lord Franklin. 
 
Acknowledgment/Dedication:  The “lost” starship 
at the heart of this adventure is named for the 
leader of the ill-fated 1845 Franklin Expedition 
which attempted to explore and open the 
Northwest Passage around North America. 
   Led by Captain Sir John Franklin, and Captains 
Francis Crozier and James Fitzjames, one-hundred-
and-twenty-nine men explored the Canadian Arctic, 
eventually becoming icebound in Victoria Strait near 
King  William Island. 
   After nearly a year trapped in the ice, and with 
nearly two-dozen (including Franklin) already dead, 
the survivors abandoned their ships in the hope of 
reaching the mainland (and rescue) on foot.  They 
were never seen again. 
   Despite their loss and the fact that they did not 
complete the full transit, history has revealed that 
Lord Franklin and his men did indeed find the route 
of the fabled Northwest Passage. 
   It is to the memory of these brave men and in 
salute of their courage that this adventure is 
respectfully dedicated. 
 

Notes:  * The title and story of this adventure were 
 inspired by the nursery rhyme which first 
 appeared in print in 1838 and the line 
 “...Thursday's child has far to go...” 
 
 

https://starshipdynamics.com/collections/all


 
 
 
 

Act One 
Another Day on the Border 
   The adventure opens in media res with the 
reading (by the Captain) of Handout #1: Captain's 
Log.   U.S.S. Sakarya is patrolling the Cardassian 
Demilitarized Zone and updating Starfleet's 
navigational charts of the area.  This work has long 
been delayed (by the recently concluded hostilities), 
and the updated data will help set the borders for a 
lasting peace. 
   Because hostilities are still fresh in most people's 
minds, interstellar traffic remains relatively sparse, 
though a few braver souls are going about their 
business. 
   Ship and crew are functioning normally, but the 
Gamemaster is advised to occupy the crew with 
various tasks and any roleplaying (routine contact 
with civilian vessels) or in-character preparations 
the heroes wish to make.  Creating Advantages 
(such as sensor enhancements) should and deciding 
the function of the ship's Modular Laboratories (if 
she has them) for this mission should also be 
decided at this time. 
   Scanning the surrounding space (and preparing to 
update the charts) is a Difficulty 1 Insight + Science 
test (assisted by Sakarya's Sensors + Science).  Any 
failures represent an error in the data, but unless a 
Complication is rolled, should pass unnoticed and 
unremarked. 
   Should the Tactical Officer wish to make scans as 
well, they are a Difficulty 1 Insight + Security test 
(assisted by Sakarya's Sensors + Security).  A 
success indicates that there are several small vessels 
at the limit of Sakarya's sensor range.  Their 
identification and navigational beacons all appear to 
be functioning normally, and a Difficulty 1 Reason + 
Command or Security test affirms that they appear 
to be going about their commerce in a safe and 
lawful fashion. 
   Any Momentum generated by these (or other) 
tests should be added to the pool accordingly. 
 

Cardassian Patrol 
   As the heroes continue their scans, they are (in 
turn) scanned from within Cardassian space.  A 

return scan earns the heroes Handout #2: 
Cardassian Patrol and reveals three Cardassian 
Galor-Class warships on an intercept course, 
weapons at the ready.  The Cardassians are still on 
their own side of the border (and will remain so 
unless Sakarya gives them a valid reason to cross 
the DMZ), but their weapons are “hot” and their 
posture reflects readiness for battle.   
   Should the heroes hail the Cardassians, they are 
answered by a large, bullishly-built officer with 
greying hair, who promptly identifies himself as Gul 
Hanar, of the Cardassian Fifth Order.  Hanar will 
demand to know what the heroes are doing, and- 
clearly suspicious- will bluster and perhaps threaten 
the heroes to ensure they respect the Demilitarized 
Zone and Cardassian security. 
   While the burly and blustery Hanar holds center 
stage, a Difficulty 2 Insight or Reason +  Command 
or Security check  draws the heroes' eyes to a slim, 
striking woman standing behind and to Hanar's left.  
A second check (or Obtain Information Momentum 
spend) suggests that she is paying unusually close 
attention to the interaction between Hanar and the 
heroes. 
   After a few moments, the woman will make a 
quiet throat-clearing noise, following which Hanar 
will order the screen blanked (communications 
paused). 
   After roughly a minute, Hanar will return. The 
woman can be seen returning to her original place 
(i.e., stepping away from Hanar's command chair) 
   Hanar will grudgingly concede that the heroes' 
presence and intended actions are within the letter 
of the Armistice, and the Cardassian Union will 
graciously allow them to continue.  He will qualify 
that statement with a warning that violation of the 
terms of the Armistice will not be permitted- and 
warns that he and his men will be “keeping a close 
eye” on them.    
   A Difficulty 1 Insight + Security test (assisted by 
Sakarya's Sensors + Security) confirms that the 
Cardassians are standing down their weapons, and a 
Difficulty 1 Reason + Conn or Science test shows 
that they are altering course to shadow the Sakarya 
(while still within their own territory). 
   Roughly ten minutes after they break off 
communications, the sensors indicate the 
Cardassians are no longer detected.  An active scan 
and a Difficulty 3 Insight + Security test (assisted by 
Sakarya's Sensors + Security) confirms that the 
Cardassians are still there- but they've powered 
down sufficiently to “run silent” and avoid detection 



by Sakarya's passive sensors (at least at this 
distance). 
   Should the heroes hail the Cardassians (or 
perform another action to let Hanar know they 
care) the Cardassian commander will both play 
innocent and feign surprise that the heroes are so 
concerned with how his ships are operating.   
   If asked to justify himself, Hanar will (rightly) point 
out that what he does in Cardassian space is none 
of their business and that there are many reports of 
smugglers operating in the area.  Running silent 
allows Hanar and his men to patrol the border 
without advertising their presence to anyone 
attempting to violate interstellar law... 
 

Speaking of Which... 
   After the brief interlude with the Cardassians, the 
survey turns routine- even boring.  Periodic scans 
will show that the Cardassians have somewhat 
fallen behind (opening the distance) in shadowing 
the Sakarya, but are still able to track her thanks to 
her active sensor scans (just as someone shining a 
flashlight can be seen at a considerable distance). 
Made aware of this fact (and except for the routine 
Insight + Science tests to scan the area detailed 
above) the heroes should be asked how they are 
dealing with the tedium and slow passage of time.   
   The players should be encouraged to roleplay their 
activities and interactions (and make any Task rolls 
the Gamemaster deems appropriate) but the 
Gamemaster is advised not to flog this interlude too 
harshly.  It's intended as an opportunity for 
roleplaying and narrative building rather than a 
chore to be completed or a box to be checked. 
   Roughly twelve hours after their last contact with 
the Cardassians, their luck changes.  A Difficulty 0 
Insight + Security or Science test (again assisted by 
Sakarya's sensors) identifies a small vessel running 
at low power and headed directly into the 
Demilitarized Zone.    
   Her navigation and comms beacons are silent and 
a Difficulty 0 Reason + Command or Security test 
confirms that she is operating in violation of both 
Federation law and interstellar shipping regulations.  
Coupled with her apparent aim to cross the border 
undetected, everything points to the newcomer 
being one of the smugglers rumored to operate in 
the area. 
   Depending upon how the heroes respond (i.e., 
how much warning they give the smuggler) 
capturing/detaining him can be either a simple act 
or a complex one.   If Heathridge is given the chance 

to run (i.e., if the heroes hail him before taking him 
in tractor tow), the scene should include a brief 
chase as Heathridge attempts to duck into a 
convenient nebula/gas cloud in an attempt to avoid 
interception/arrest.  Opening fire on the target 
(preferably with the intent of disabling him) is 
another option. 
 

A Short Chase 
   Should the scene turn into a chase, each side 
should make an (opposed Daring + Conn tests 
assisted by the ship's Engines + Conn).  The ship 
with the higher number of successes wins that 
round (and deducts the loser's number from their 
number of successes).   
 For example:  The smuggler rolls three 
successes,   while Sakarya rolls only two.  The 
smuggler    wins that round, and adds 1 
point to his     Chase Score (3-2=1).  The 
next round     Sakarya rolls three 
successes, while the    smuggler rolls only 
one.  Sakarya wins that    round and adds 
two to her Chase Score (3-   1=2), evening 
the overall score. 
 

   At the moment one of the ships has five more 
Chase Points than the other, that ship wins the 
chase and either escapes or reaches Tractor Beam 
range.   
 

Weapons Fire 
   Opening fire on the smuggler with Sakarya's 
phasers is easy enough: a Difficulty 2 Daring + 
Security (assisted by Sakarya's Weapons + Security).  
Damage in a basic attack is resolved normally, but 
may result in the destruction of the target.  If the 
heroes are attempting to disable his engines (and 
limit damage to the ship itself), however, the 
Difficulty increases to 3.  Using photon or quantum 
torpedoes (instead of phasers) further increases the 
Difficulty by 1 as these are not “precision” weapons. 
 

   Once the smuggler vessel is within range (either at 
the end of a chase or the result of a surprise attack), 
the Tactical Officer engages a tractor beam by 
making a Difficulty 2 Control + Security Task 
(assisted by the ship’s Structure + Security).  Once in 
the tractor beam or disabled, Heathridge is out of 
options and has neither the will nor the power 
necessary to escape, and will sheepishly contact the 
heroes to learn his fate.   
 



Optional Scene- Sifting the Dust 
   If- by some miracle- Heathridge and the 
Disreputable Damsel manage to elude the Sakarya 
and take cover, all is not lost as the heroes have the 
option and means to search the cloud where the 
smuggler is hiding.   
   This should be treated as an Extended Insight + 
Security Task (assisted by Sakarya's Sensors + 
Security).  The Extended Task has Work of 30, a 
Magnitude of 3, a Resistance of 2, and a Base 
Difficulty of 2.  Each attempt should account for 
twenty minutes of game (not actual) time.   
   One character (likely the Tactical Officer) should 
be designated the lead, and- if desired- one 
additional player character may assist.  The lead 
rolls 2d20 (as normal), while anyone assisting rolls 
only 1d20. 
  For clarification, Base Difficulty is the number of 
successes the heroes must achieve before they can 
generate Work- in this case, 2 successes.  Failing to 
meet the Base Difficulty, they've made no progress 
and “wasted” the twenty minutes.   
   Work is generated by rolling a number of : 
(Challenge Dice) equal to 2 plus the lead character's 
Security score.  For this task, : results of 1, 2, 5, and 
6 each count as 1 Work and are added together.  
Results of 3 & 4 are ignored.  Once the Work 
generated is totaled, it is reduced by 2 (the task's 
Resistance).     
   If the heroes achieve 5 or more Work in a single 
check- or  10 points (over however many rolls)- they 
achieve a Breakthrough.  Each Breakthrough also 
reduces the Base Difficulty by 1 (to a minimum of 1) 
on subsequent checks. 
   The Magnitude is the number of Breakthroughs 
required to complete the Extended Task. In this 
case, the heroes need either 5 Breakthroughs (or a 
grand total of 30 Work) to complete the search and 
locate the Disreputable Damsel.  The Gamemaster is 
advised to “dress up” each attempt by narrating 
details about the cloud and what the sensors reveal 
(leading, ultimately to the location of the 
Disreputable Damsel herself). 
   Once the Damsel is located, the heroes may 
attempt to contact her, board her, take her in tow, 
or fire on her as above.  Considering that the 
Damsel is (almost) completely powered down, she is 
both blind and deaf when the heroes finally (re-
)discover her; a sitting duck.   
 

The Smuggler's Tale 
   With the Damsel locked in Sakarya's tractor beam 
or ensconced in her hangar bay, the heroes can get 
down to cases.  The smuggler in this instance is 
Obediah Heathridge, and is (very likely) known to 
the crew, especially if they've spent any significant 
time in the area. 
   Heathridge is a repeat-offender and scoundrel- a 
man who delights in flaunting the law and living life 
“in the fast lane”.  His taste for fast ships, fast 
women, and the finer things in life is well-known. 
   If (when) he is questioned, Heathridge will protest 
that “this is all a misunderstanding”.  He had a slight 
navigational malfunction which locked him on a 
course for the Demilitarized Zone and he mistook 
the Sakarya for Nausicaan raiders he encountered 
earlier in his trip.  Heathridge will piously intone 
that he would never, ever think of violating 
Federation trade regulations.   
   Should the characters take the time to search the 
Disreputable Damsel, they will discover that the 
ship is carrying a cargo luxury trade goods- Spican 
Flame Gems, Saurian Brandy, Triaxian silk, and other 
baubles.  A Difficulty 1 Reason + Command or 
Security will affirm that these goods are all in 
demand in Cardassian space. Two or more 
successes (or a Gain Information Momentum 
Spend) also reveals that Heathridge- strangely- lacks 
a proper bill of sale, as well as the necessary tax 
stamps and import/export documentation!  
Heathridge is of course, shocked- shocked!- at the 
discrepancy. 
   A Difficulty 1 Reason + Command or Security 
(particularly with Focuses related to interstellar law 
or trade regulations) will disappoint those wishing 
to (finally) throw the book at Heathridge.   Despite 
his attempt to evade the Sakarya and the 
contraband in his cargo hold, the evidence of actual 
smuggling is entirely circumstantial.  Although they 
can hold Heathridge and impound his ship, his 
infractions will- at most- net the smuggler a fine, 
rather than imprisonment.  On the other hand, 
there is the remote hope that (should they release 
him) a Cardassian border patrol might inadvertently 
do the galaxy a favor by vaporizing him... 
   While Heathridge is being detained, the heroes 
might attempt to trick Heathridge into confessing- a 
Difficulty 5 Presence or Reason+ Command test.  
Good roleplaying, in-character set-up, and sound 
reasoning should be well rewarded in any such 
attempt.   
 



Optional Scene- Cutting Him Loose. 
   This scene is optional- intended to invoke a Star 
Trek “flavor”, and to get the players thinking about 
their Mission Directives and how they might- or 
might not- apply to events now unfolding. 
   Letting Heathridge go is also an option, given the 
“minor” nature of his transgressions.  This might be 
considered a violation of the crew's second Mission 
Directive (upholding the law), but also (arguably) 
comes under the heading “Captain's Discretion”.    
   Assuming Heathridge doesn't do anything to draw 
drastic legal wrath in the short-term, letting him go 
will probably be overlooked by the-Powers-That-Be.   
 

An Anomaly 
   Right around the time the heroes come to a 
decision regarding Heathridge and his fate, Sakarya 
enters sensor range of Delta Gamelan system- an 
empty planetary system inside the Demilitarized 
Zone,  The system has only one (barely) habitable 
world- but Sakarya is nonetheless detecting very 
weak RF signals which might be an SOS.   
   A Difficulty 1 Insight + Science or Security 
(assisted by Sakarya's Sensors + Security) reveals a 
small vessel in orbit over the planet.  The ship does 
not respond to hails, and- given the distance- details 
about the vessel are few.  Based on what little the 
sensors can glean at this range, the vessel is small- 
roughly  one hundred meters in length- and has a 
high radiation signature, which might indicate 
damage to her engines.     
   If the characters think to check, a Difficulty 0 
Reason + Conn test affirms that the ship's orbit is 
decaying.  Within the next thirty-six hours (give or 
take) the ship will plunge into Delta Gamelan VI's 
atmosphere.   
 

Conflicting Priorities 
   The heroes' orders (and the adventure's 
Directives) are now in conflict.  The heroes are 
under orders to maintain the peace (which means 
avoiding provoking the Cardassians by such actions 
as entering the Demilitarized Zone).  On the other 
hand, Starfleet regulations state quite emphatically 
that the heroes have a “duty to respond” to distress 
signals and render aid wherever possible. 
   Nor are the Cardassians or Starfleet Command of 
any help.  For reasons unknown, Gul Hanar and his 
patrol are out of contact (and nowhere to be found 
on sensors).  The nearest Cardassian Outpost (or 
Federation starbase) will take twenty-four hours to 
receive a message, and another twenty-four to 

respond (plus however much time they spend 
debating the question).  The heroes must decide for 
themselves where duty lies. 
   Ultimately, the correct decision is enter the 
Demilitarized Zone and investigate the signal.  
Starfleet can always apologize for the intrusion and 
Federation diplomats can attempt to paper-over the 
incursion afterwards, but unless the heroes act, 
anyone aboard the strange vessel is doomed.  
Treaties can be clarified and recompense made, but 
any lives lost will be gone forever. 
   Once the decision is made, an order from the 
Captain sends the heroes into the breach at high 
speed, arriving in the Delta Gamelan system six 
hours later. 

Act Two 
Ghost Ship 
   As Sakarya approaches Delta Gamelan VI, the 
heroes should receive Handout #3: Object Scan and 
Handout #4 Delta Gamelan VI Profile.  Tactical scans 
(Difficulty 1 Insight + Security tests assisted by 
Sakarya's Sensors + Security) reveal that there are 
no other ships or installations in the immediate 
vicinity.  A complication resulting from this roll (or a 
1 point Threat spend by the Gamemaster) should 
indicate a possible vessel (actually just a sensor 
ghost) in high polar orbit.   
   The vessel the heroes have been tracking is parked 
in a decaying orbit just above a fairly intense 
planetary debris ring, and (at this distance) is 
discernible from the ring only because it is 
transmitting a weak subspace signal.  Should the 
heroes inquire, a Difficulty 1 Insight + Science 
(assisted by Sakarya's Sensors + Science) shows that 
the debris ring is composed primarily of cometary 
ice and a small percentage of planetary rock.  Except 
for blocking line-of-sight for sensors and a hazard-
to-navigation, the ring is totally unremarkable. 
   The ship is an ancient relic- a heavily-damaged DY-
500 Series transport last used roughly two centuries 
ago.  Life signs are indeterminate, but faint, slow 
heartbeats can be detected.  Her auxiliary power 
systems are active and life support is (barely) 
functional.   
   As their ship comes alongside the derelict, the 
heroes should receive Handout #5: Hull Markings.  
After centuries in deep space, the ship's name and 
pennant number are barely legible, but the heroes 
may attempt to decipher her markings (via the 
Handout) or make a Difficulty 2 Insight + Command 



(assisted by Sakarya's Computers + Command) test 
to decode her transponder.  Success at either 
method identifies the ship as S.S. Lord Franklin NAR-
8016.   
   A Difficulty 0 Insight + Command or Security test 
allows the heroes to pull the records on the Lord 
Franklin.  The ship was launched late in the 22nd 
century and made slow, mundane interstellar cargo 
runs.  She was in overhaul in 2155 when she was 
stolen from a repair yard and disappeared.   
   Players familiar with The Original Series will, of 
course, be seeing the parallels with TOS: “Space 
Seed”  and jumping to all sorts of unwarranted 
conclusions.  The Gamemaster should do little or 
nothing to dissuade 
their assumptions 
 

Corrective Measures 
   As expected, the ship has sustained heavy damage 
to her engines, but the radiation she's leaking is 
actually “normal” for such a primitive vessel.  Her 
hull is badly pitted and scored by two centuries in 
deep space, and two of her cargo holds have been 
vented to space, but the ship is still (at least, 
technically) space-worthy. 
   Adjusting (stabilizing) the Lord Franklin's decaying 
orbit requires a Difficulty 2 Control + Security Task 
(assisted by the ship’s Structure + Security).  With 
the derelict's orbit corrected, the heroes can beam 
aboard at their leisure. 
 

Optional Scene- Hiding in the Ring 
   Should the heroes wish to conceal their presence, 
they may attempt to hide Sakarya in the planetary 
debris ring (while still maintaining a line-of-sight to 
the Lord Franklin.   
   This requires a Difficulty 1 Insight or Reason + 
Science (Astrogation or Physics) check to identify a 
safe position and then a Difficulty 3 Daring + Conn 
(Flight Control) test (assisted by Sakarya's Engines + 
Conn) to reach it.  A failure on either roll indicates a 
minor collision which does 2: to either the ship's 
shields or her hull- potentially causing Breaches and 
damage which must then be repaired. 
   This tactic may seem wise in the short-term, but if 
(when) Gul Hanar and his people finally do arrive, 
will serve only to inflame their suspicions and 
hostility. 
 

Boarding Party 
   Beaming aboard the Lord Franklin is (all but 
literally) a trip into the past- unlike the sleek, 

utilitarian corridors of a modern starship, Lord 
Franklin's interior is cramped and crowded with 
equipment.  The corridors, compartments, and 
equipment are an archaeologist's or antiquarian's 
delight; but are almost primitive to modern eyes.  In 
keeping with her age, there is a deathly quiet about 
the Lord Franklin's decks- broken only by the 
asthmatic wheeze of the ship's geriatric air 
circulation system. 
   At his pleasure (and that of the players) the 
Gamemaster may improvise scenes and descriptions 
for various parts of the ship (such as the Flight Deck 
(Control Center/Bridge), Wardroom, or other 
locations).   
   Everything the heroes encounter, however, should 
reflect the ship's age (she was old when NX-01 was 
launched) and the fact that her theft/flight was a 
considered action rather than a panicked one.   
   With the exception of the damaged engineering 
section, bow sensor dome, and two of the cargo 
holds, Lord Franklin is neat and orderly.  Equipment 
is properly stowed.  The bunks are neatly made.  
Unnecessary equipment (such as lights) has been 
turned off.  The general sense is that everything was 
prepared before the crew left.   
   The ship's fittings and accouterments belong to 
another age.  Manual valves and switches, 
computer keyboards, seats with seat belts, digital 
and CRT (TV-style) and LCD displays (rather than 
holographic) all mark the Lord Franklin as a refugee 
from another age.    
   Calling up the Lord Franklin's status and assessing 
her condition may be done using her own 
computers- a Difficulty 2 Reason + Engineering test 
to gain access a/o restart the ancient computers.   
   A (second) Difficulty 2 Reason + Engineering 
checks affirm that most of Lord Franklin's systems 
are intact.  What little equipment has failed (outside 
of Main Engineering) appears to have done so due 
to senescence, rather than damage; despite her age 
and history, it appears that Lord Franklin still has 
some life left in her. 
   Accessing the Lord Franklin's computers (and 
accessing records- if any) must be done from the 
Flight Deck and requires a Difficulty 1 Reason + 
Command or Security test, but once opened, can be 
downloaded with ease. 
   A quick examination shows that there are three 
weeks of logs which follow the ship's theft.  Those 
logs were meticulously kept by the ship's own 
captain, confirming his involvement in the theft and 
detailing the ship's stop on the far side of the moon 
to take on cargo and passengers.  That 



accomplished, the ship set out for the remote world 
of Sabine IV. 
  

Optional Scene- Shutting Down the Beacon 
   While the heroes are on Lord Franklin's flight deck, 
they have the option of shutting down her distress 
beacon.  This requires a Difficulty 1 Reason + 
Engineering or Security test.   
   Given the weak signature and fading battery, it 
was unlikely that anyone else would hear it in any 
event.   
   Now that Sakarya is alongside rendering aid, 
shutting down the signal will make little difference 
to the galaxy at large, though the Gamemaster may 
wish to consider its absence as the heroes (later in 
the adventure) attempt to convince Gul Hanar of 
their story. 
 

Survivors 
   The real center of interest, of course, is not the 
ship itself, bit rather the survivors on the third deck-  
nearly two hundred cryogenic chambers, all filled.  
Roughly two-thirds of these chambers were clearly 
part of the ship's original installation.  The 
remaining third, however, were apparently added at 
the last minute, strapped to the deck and wired into 
the ship's systems at a later date. 
   As the heroes investigate, they hear a loud pop, 
see a partially-obscured flash of electric arcing, and 
smell the co-mingled odors of ozone and burning 
circuitry.  As the heroes struggle to identify the 
source, they notice smoke and additional electrical 
arcing inside one of the stasis chambers.   
  Opening the chamber (and rescuing the survivor) 
requires a Difficulty 1 Daring + Engineering or 
Security test.  Medical attention (First Aid) to 
stabilize the survivor requires a Difficulty 2 Reason + 
Medicine test. 
   Taking in the faces hovering over him, the survivor 
croaks out, “Cap...Captain Lockley.” before losing 
consciousness.   
   If the heroes have (previously) reviewed the Lord 
Franklin's logs, they recognize the voice and the 
survivor.  Once Lockley is stabilized, he can be 
beamed to Sakarya for further treatment.   
   Despite the advantages of modern medicine, it 
will take roughly an hour (after being stabilized) 
before the Lockley (or any other survivors) are fit to 
be questioned.   
   Once the first chamber is opened, several panels 
begin beeping.  A Difficulty 1 Insight + Engineering 
test indicates that the cryogenic chambers are 

networked together.  That network is now failing 
and all one-hundred-and-eighty nine remaining 
survivors will need to be awakened within the next 
twelve hours or die as the chambers fail.  
Fortunately, (with two or three exceptions) the 
awakening process will occur normally, removing 
the need for emergency medical intervention.     
   Despite that, the influx of nearly two hundred 
(potentially belligerent and medically troubled) 
patients will tax the Sakarya's medical and security 
teams.  The heroes should make a number of 
Reason + Command or Medicine tests to prepare 
the Sakarya and her medical personnel.  One of the 
ship's large cargo or shuttle bays is the logical place 
to set up triage operations. 
   The three (or four) “problematic” chambers each 
require a Difficulty 1 Daring + Engineering or 
Security test to safely open the chamber and rescue 
the survivor inside.  As before, medical attention 
(First Aid) to stabilize the survivor requires a 
Difficulty 2 Reason + Medicine test.  Once the 
survivor is stabilized, he can be beamed to Sakarya 
for further treatment. 
 

Optional Scene- A Broken Chamber. 
   At the his discretion (and with an accompanying 1 
Threat Spend) the Gamemaster may impose a tragic 
outcome to one of the revival tests (not involving 
Lockley, Kiernan, or Greer).   
   As the heroes finish jury-rigging the chamber's 
activation signal, there is a flash of light and smoke 
from it's pedestal and the chamber door pops open 
a fraction of an inch. 
   With a horrific screech resembling both a scream 
and the tearing of metal, the pressure equalizes, 
washing a nauseating (Difficult 1 Control + 
Command or Medicine to avoid gagging) stench of 
decay over the heroes nearby. 
   As the heroes watch- horror-struck- the body 
seems to writhe as it collapses in on itself and 
decays (within seconds) to dust and clumps of bone 
and hair. 
   At the Gamemaster's discretion, the heroes may 
attempt a Difficulty 1 Reason or Insight + 
Engineering or Science to determine the nature of 
the  malfunction. 
   In reality- and despite the positive readings of the 
panel, the unit failed long centuries back.  The 
victim was irrevocably dead long before the heroes 
ever heard of the Lord Franklin, and breaching the 
seal merely ended the illusion. 



   A particularly nasty Gamemaster- or one who has 
great faith in the roleplaying capacity of his players- 
may choose to impose a temporary “Traumatized” 
trait on any characters who failed their test above.  
The nature of this trait is entirely at the discretion of 
the Gamemaster, but the author's recommendation 
is below. 
 

 “Traumatized” Trait- given the horrific nature 
of    the death they just witnessed, the 
heroes are   now almost unreasonably 
sympathetic     towards the Lord 
Franklin's survivors and    dedicated to their 
welfare.  They suffer a -1    Penalty to all 
Reason tests regarding the    survivors until 
the trait is removed.   
     This trait is removed once the character 
has   the chance to meditate (Vulcans) or consult 
   with a ship's counselor or other trusted 
    authority figure. 
 

Awakened 
   If questioned alone (before Kiernan and Greer are 
revived), Captain Lockley will be only marginally 
cooperative, answering the heroes' questions only 
after he has been reassured to the safety of his 
passengers and crew.    Even then, his answers will 
be vague, evasive, and generally uncooperative. 
   Once all three of the survivor's leaders- Lockley, 
Kiernan, and Greer are awake in Sick Bay, the 
interviews can begin in earnest. 
   During the questioning, it becomes readily 
apparent that all three survivors are both wildly 
curious and deeply defensive- bordering on 
paranoid.   Their questions (in return) are probing- 
particularly about the state of the Earth and the 
identities of the heroes themselves.   
   Once awake and reasonably comfortable, Liam 
Kiernan will default back to the roles of professor 
and theoretician he holds by both nature and 
training. 
   Assured that the heroes are not his enemy, 
Kiernan will explain that the exodus on which he 
and his people were embarked was a matter of 
prudence and safety. 
   The events of the 22nd century were- by any 
measure- chaotic.  In the last five years before 
Kiernan and his people left Earth, the planet saw 
the start of conflict with the Klingons, the attacks by 
the Xindi, and hostile incidents with the Andorians, 
Tellarites, Romulans, and even their (putative) allies, 
the Vulcans.  It was amply clear that Earth's 

entanglement with alien species and politics would 
(inevitably) drag humanity into those alien's 
conflicts and would (ultimately) result in the 
destruction of Earth and the extinction of humanity 
as a species. 
   Recognizing that his movement was too small to 
persuade mankind (and violently imposing their will 
unthinkable), Kiernan and his followers decided to 
form an isolated colony which would survive the 
(inevitable) destruction of Earth.  Their motive was 
not anti-alien hostility or some foolish quest for 
genetic purity, but “simple, rational, self-
preservation”.       
   While Kiernan is amazed that humanity has 
thwarted (at least in the short-term) his predictions 
and formed a stable interstellar society (the 
Federation), his core beliefs are unchanged.  
Unfortunately, his plans must. 
   First and foremost, Kiernan and his people are 
several hundred light years from their intended 
destination- and the Lord Franklin is ill-suited to 
continue the voyage (even after repairs).  Moreover, 
Sabine IV is now home to just over a million mixed-
species Federation citizens, having been colonized 
in 2214. 
   Despite these setbacks (and their miraculous 
rescue), Kiernan is resolute and undaunted.  He and 
his people will simply have to settle elsewhere. 
   If told that the Lord Franklin survivors will be 
transported to a Starbase for processing, Kiernan 
and Greer will both protest vehemently.  While they 
are grateful for the rescue, they are not Federation 
citizens, are not charged with Federation crimes 
(the statute of limitations for Lockley's conspiracy 
having long-since passed), and the heroes cannot 
(lawfully) detain them. 
   A Difficulty 1 Reason + Command or Security test 
will affirm this argument, but leave the heroes in an 
ethical bind. 
   With the history lesson out of the way- and 
perhaps with the main goal of forestalling a 
confrontation- Carolyn Greer will begin asking 
questions (and ask for access to the Lord Franklin's 
computers) with the intent of assessing ship's 
condition, the state of her equipment and the 
supplies aboard, and the nature of the planet 
below.  In this regard, she is (somewhat sheepishly) 
echoed by Captain Lockley, though her interest 
seems more logistical than possessive. 
   Once cleared by Sakarya's medical staff, Lockley 
and his engineers will insist on returning to the Lord 
Franklin to begin necessary repairs.   Greer will ask 
to accompany them so as to physically verify the 



computerized manifests.  Perhaps somewhat oddly, 
neither Greer nor Lockley object to the heroes 
accompanying them to the Lord Franklin, and are 
overtly and deliberately grateful for whatever parts 
or repairs the heroes supply or make. 
   Once revived, fed, warm, and safe, the Lord 
Franklin's other survivors become both friendly and 
insatiably curious about the events of the last two 
hundred years and the state of the galaxy.  For 
perhaps the first time, the sound of children's 
laughter echoes through Sakarya's decks. 
   Assuming time (and pacing) allow, the 
Gamemaster is encouraged to ad lib several 
encounters with the survivors, humanizing them to 
the players and setting the stage for the crisis to 
come. 

Act Three 
   This act should open with Handout #6: Captain's 
Log, Supplemental.  The heroes are now in an 
ethical bind- morally, they cannot abandon the 
survivors to their fate, but neither can they (legally) 
detain them if they wish to leave.  Worse, Sakarya's 
presence in the Demilitarized Zone is a breach of 
treaty.  The longer Sakarya lingers, the more likely 
the Cardassians are to discover the violation.   
 

Optional Scene- Hell's Half-Acre 
   Either alone or in company with a party of Lord 
Franklin's survivors, the heroes beam to the surface 
of Delta Gamelan VI.   First impressions are bad:  the 
surface temperature if 115OF (46OC) and the steady 
breeze feels like the open maw of a blast furnace.   
   Unless precautions are taken to remain 
hydrated(canteens and the like), the heat and (lack 
of) humidity are sufficient to leech the moisture 
directly out of a body (mostly the nose, mouth, and 
sweat glands), causing 1: per hour of physical labor 
or every two hours of rest. 
   The ambient light (including reflected from the 
sandy surface) is bright enough to blind, causing 1: 
per round (an Injury is equivalent to temporary 
blindness).  Again, unless protection is taken, the 
light is sufficient to case 1: per hour sunburn 
damage. 
   The soil at the landing site is predominantly sand 
and grit- unsuitable for growing crops and abrasive 
if wind-borne.  The nearby lake (chosen as a 
potential water-source for a colony site) is has a 
salinity level of 42% (by comparison, the Great Salt 
Lake varies between 5 and 27% salinity and the 

Dead Sea averages 34%).  Drinkable water may be 
distilled from the lake with modern technology or 
considerable effort. 
   Moving about the survey site, the heroes must 
make Difficulty 1 Fitness or Daring+ Security checks 
as the ground is littered with loose shale and ankle-
twisting (or breaking) rocks as far as the eye can 
see.  Larger boulders dot the landscape here and 
there- nearly all of them badly weathered by 
blowing sand. 
   Despite the harsh sterility of the terrain, the 
people from the Lord Franklin are not particularly 
daunted- they see the environment as a challenge 
rather than a death sentence. 
 

A Decision Made 
   After making some rudimentary repairs and 
surveys (ostensibly with the heroes, help), a 
Difficulty 2 Reason + Science or Security (assisted by 
Sakarya's Sensors + Science) will confirm what the 
heroes already suspect:  Delta Gamelan VI is 
inhospitable.  Without long-term Federation 
support (which the treaty forbids), the survival of a 
colony is- at best- extremely dubious, bordering on 
impossible.    
   Despite this, Greer, Lockley, and Kiernan will ask to 
speak with the Captain (and, presumably) the senior 
staff.  Having consulted with their technical people 
and taken a vote of the survivors, the ship's 
company of the Lord Franklin have decided to settle 
on Delta Gamelan VI.   
   Dissuading Kiernan and Greer is a fool's errand- 
rational and logical arguments are met with 
platitudes about “the human spirit” and the efficacy 
of a “can-do” attitude.  Of course, any help the 
heroes offer will be greatly and enthusiastically 
appreciated, but the survivors are determined to do 
this; on their own, if necessary.  Additionally, any 
Sakarya crew members who wish to join them will 
also be welcome. 
   Warnings about the Cardassians, their reactions to 
an unauthorized colony, and the threat they pose 
will be brushed off as “not our problem” and “once 
they see we are harmless, they'll leave us alone”.  
Warnings that such a settlement is a violation of the 
Armistice with the Cardassians will be waved-off 
with “your way- your treaty- not ours”. 
 



Optional Scene- The Better Part of 
Valor 
   One option not previously discussed is the idea of 
simply pulling up stakes and “getting out of Dodge” 
before the colonists can disembark a/o their 
intrusion into the Demilitarized Zone is discovered.  
This outcome will (inarguably) violate the rights of 
the Lord Franklin survivors, and lead to a hearing- 
and possibly a court-martial- upon return to 
Federation space.   It will also keep the colonists 
alive- an unlikely outcome if they remain on Delta 
Gamelan VI. 
   If the heroes choose to leave immediately, 
proceed directly to Border Chase, below.  
Otherwise, proceed to the next scene, The Return 
of Gul Hanar. 
 

The Return of Gul Hanar 
   At this point, the heroes should be surprised by 
the appearance of Gul Hanar and his squadron in 
orbit over Delta Gamelan VI (Hanar was careful to 
use the Delta Gamelan star to mask his approach.  
The Cardassian vessels are armed and ready to 
fight- and Hanar offers them ONE chance to explain 
themselves before he opens fire. 
   Persuading Hanar not to fight requires an 
Opposed 2 Reason or Presence + Command or 
Security check.  Good roleplaying and solid 
arguments (as always) should affect the Difficulty of 
this check- but if the characters 1) deactivated the 
Lord Franklin's distress beacon, 2) raise their shields, 
a/o 3) concealed Sakarya in the orbital debris field, 
add +1 (for each which occurred) to Hanar's roll. 
   If the heroes succeed in persuading Hanar to hold 
his fire, proceed to Brokering A Deal, below. If not, 
proceed to A Battle Joined. 
 

A Battle-Joined 
   Combat should be resolved normally, with the 
Cardassians getting first strike and possessing the 
advantage of superior numbers.  Hanar is not 
playing, and will fight hard to destroy the Sakarya 
and her crew.  The Lord Franklin is on their list, but 
it is the Federation starship which represents the 
threat (and on which the Cardassians will 
concentrate their efforts). 
   Combat will end when 1) Sakarya is destroyed or 
surrendered, 2) two of the three Cardassian vessels 
are crippled, or 3) Sakarya warps out (as above).  If 
Sakarya flees the battle, proceed to Border Chase, 

below.  If she is (instead) victorious, Hanar will 
grudgingly order his ships to cease fire and move to 
Brokering a Deal, below. 
 

Border Chase 
   As Sakarya warps out of the system (either in The 
Better Part of Valor or The Return of Gul Hanar), the 
two escorting Cardassian vessels will pursue, but are 
unlikely to be within weapons range.  Whether they 
are out of position due to being in transit or 
because they expected Sakarya to stand and fight, 
the Gamemaster must spend 2 Threat for each 
Cardassian vessel in pursuit to bring them into 
LONG weapons range.  And unless Sakarya has 
suffered damage to her warp drive, the Cardassians 
simply don't have the speed to overhaul her. 
   As it becomes clear that the chase is futile, Hanar 
will recall his ships.  The Lord Franklin (and any 
aboard her or on the planet's surface) will be 
captured in short order and the Cardassian 
squadron will return to their home space. 
 

Brokering A Deal 
   With combat ended (or better yet, avoided) Gul 
Hanar and Gaela Melaan will be willing to sit down 
and discuss a solution to their the mutual problem.  
Hanar is- unsurprisingly- blunt and resentful, eager 
to protect Cardassia's rights and prerogatives.  He is 
dressed in standard uniform and (unless disarmed) 
carrying a standard-issue disruptor pistol. 
   Melaan, by contrast, wears a standard-issue 
Cardassian uniform- but without rank or unit 
insignia.  If asked, she will explain that she's a 
“civilian advisor” to the Detapa Council.  A Difficulty 
1 Insight + Command or Security check will easily 
confirm the lie (Difficulty 0 if the observer is a 
telepath). 
Melaan is (especially by Cardassian standards) 
refined, cultured, and open-minded, and will 
happily use Hanar as a stalking horse to get what 
she wants.  Hanar seeks to maintain the status quo 
ante (or at least a balance of power) while Melaan 
seeks advantage.  Humanitarian justifications 
notwithstanding, Melaan sees Sakarya's violation of 
the Demilitarized Zone as an opportunity to 
embarrass the Federation on the galactic stage (and 
win political/tactical concessions) for the Union at 
large. 
   Neither is particularly impressed by- nor 
understanding of- Kiernan's desire (and that of his 
people) to settle on Delta Gamelan VI- nor do they 



particularly care whether the would-be colonists 
live or die as a result. 
   As always, good roleplaying should take 
precedence over dice rolls, but Opposed Presence, 
Reason, or Daring + Command or Security may help 
tilt the field in one direction or the other.   
   The Cardassians will (grudgingly) allow the 
colonists to settle- provided they are granted the 
proper assurances.  Such assurances are not 
without precedent: the Cardassian Union and 
Federation colonies have “swapped” planets on 
either side of the border, and some Federation 
colonies have been allowed to remain in situ after 
having renounced Federation allegiance and 
citizenship. 
 

Resolution 
   Ultimately, the fate of the Delta Gamelan colonists 
and the preservation of the Armistice are the 
purveiw of the Federation and Cardassian 
bureaucracies.  The heroes short-term aim, is to get 
(and keep) the Cardassians talking.     
   Once a “tentative” agreement is hashed out, the 
heroes may off-load the colonists and return to 
Federation space (and a full debrief by exasperated 
Starfleet flag officers and diplomats). 
   Only if the heroes behaved with reckless disregard 
for the lives and rights of Federation citizens 
(including, by default, the Lord Franklin survivors) or 
deliberately or recklessly threatened war should 
they receive a disciplinary hearing or worse... 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Non-Player Characters 
 

Obediah Heathridge (Notable NPC)-  A human ne'er-do-well, Obediah Heathridge (pronounced heth-ridge) is 
a  throwback- a stubborn non-conformist who lives from one payday to the next and squanders whatever 
wealth he  has on his not-inconsiderable appetites for wine, women, and song.  If Heathridge were to 
devote as much  energy to honest work as he does to flaunting the law, he could be a wealthy man. 
 

Attributes  Disciplines   



Control 9 Insight 9  Command 2 Security 2 

Daring 10 Presence 9  Conn 3 Science - 

Fitness 9 Reason 8  Engineering 1 Medicine 1 
 

Focuses:  Phaser 
 

Species and Traits: Human 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Type 1 Phaser; Ranged, 3:, Size 1, Charge, Hidden 1 . 
 
Gul Hanar (Notable NPC)-  A veteran of long-experience and a die-hard Cardassian loyalist, Odim Hanar firmly 
 believes that expansion and conquest are Cardassia's manifest destiny.  Hanar is neither deliberately cruel 
nor  vindictive, but the war has made him callous to all but the worst suffering, and hardened his resolve that 
 Cardassia must take what it needs to survive.  Hanar is pragmatic and cunning- after all, “the ends (i.e., 
the glory  and prosperity of Cardassia) justify the means”.  Hanar won't pick a fight that he (or Cardassia) 
can't win, but  neither will he suffer any slight or insult willingly. 
 

Attributes  Disciplines   
Control 9 Insight 9  Command 3 Security 2 

Daring 7 Presence 11  Conn 2 Science - 

Fitness 8 Reason 10  Engineering 1 Medicine 1 
 

Focuses:  Disruptor Pistol 
 

Species and Traits: Cardassian 
 

Value: 
 For Cardassia!:   Hanar serves the Union faithfully and well, genuinely believing the words of the State 
and   rationalizing atrocities as legitimately needed for Cardassia's survival and security.   
 

Talents: 
 Suspicious by Nature-   When attempting to detect hidden enemies, traps or other forms of danger, the  
  character may re-roll a die. 
 

Combat   Weapons and Attacks: 
 Stress: 10  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Disruptor Pistol; Ranged, 5:, Size 1, Vicious 1. 
 
Gaela Melaan (Notable NPC)-  An Obsidian Order “observer” assigned to the Cardassian 5th Order, Melaan is 
(by  Cardassian standards) refined, cultured, and open-minded.  Melaan is a schemer and political 
manipulator of the  first order, and in reality, Melaan's diplomatic “polish” serves to camouflage her ruthless 
intellect and rapacious  hunger for achievement, advancement, and recognition.  She will seek to exploit 
Sakarya's violation of the  Demilitarized Zone as an opportunity to embarrass the Federation on the 
galactic stage (and win political/tactical  concessions) for the Union at large. 
 

Attributes  Disciplines   
Control 10 Insight 10  Command 2 Security 3 

Daring 8 Presence 8  Conn - Science 1 

Fitness 9 Reason 9  Engineering 2 Medicine 1 
 

Focuses:  Disruptor Pistol, Interrogation, Hacking 
 

Species and Traits: Cardassian 
 

Value: 
 Glory To the Obsidian Order:   Melaan serves the Obsidian Order faithfully and well, always looking 



ways to   advantage and benefit to Cardassia (and to the Order and herself).   While not corruptible in the 
conventional   sense (she won't take bribes and is not easily intimidated), she can be suborned by the 
promise advancing   her cause. 
Talents: 
 The Ends Justify the Means-   Whenever Melaan challenges a Directive, she gains a bonus die – in 
addition to   any other benefits. 
 

Combat   Weapons and Attacks: 
 Stress: 12  Unarmed Strike; Melee 4:, Knockdown, Size 1, Nonlethal 
     Disruptor Pistol; Ranged, 6:, Size 1, Vicious 1. 
 
Glinn Lornac (Notable NPC)-  Executive Officer of the CUV Anarok.  A veteran officer who has served 
alongside Gul  Hanar for years, Lornac differs from his commanding officer primarily because he sees the 
war and all the blood  shed that attended it as a collosal waste.  Despite his misgivings, Lornac remains a 
loyal Cardassian patriot, but  he also wonders if there isn't a better way to meet Cardassia's needs and her 
growing appetites. 
 

Attributes  Disciplines   
Control 9 Insight 9  Command 2 Security 2 

Daring 8 Presence 8  Conn - Science - 

Fitness 9 Reason 11  Engineering 1 Medicine 1 
 

Focuses:  Disruptor Pistol 
 

Species and Traits: Cardassian 
 

Value: 
 Suspicious and Wary:   Experience has taught Lornac that threats can come from any direction- 
even    putative allies (such as Melaan).  Lornac is generally distrusting of anyone he doesn't know 
well, and in some   cases, of those he does.   
Talents: 
 Constantly Watching-   When you attempt a Task to detect danger or hidden enemies, reduce the 
Difficulty by 1. 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Disruptor Pistol; Ranged, 5:, Size 1, Vicious 1. 
 
Walker Lockley (Notable NPC)-  Captain, S.S. Lord Franklin.  Lockley first assumed command of the Lord 
Franklin  and mastered her through several decades-long “sleeper” voyages to newly established Earth 
colonies.  The  isolation inherent  in these long voyages effectively orphaned Lockley and his crew from 
their families and  friends, and bred a fierce loyalty to one other.  This isolation also left Lockley and his 
crew vulnerable to the  teachings of charismatic orators such as Liam Kiernan.  Frustrated by Vulcan 
condescension and interference  and swayed by Kiernan's apocalyptic rhetoric, Lockley and his crew agreed 
to hijack their own ship; stealing the  Lord Franklin, taking on Kiernan and his followers, and fleeing into deep 
space. 
    Outside of Kiernan's sway, Lockley is tough, pragmatic, and hard-headed- a typical boomer captain.  
Within  Kiernan's sway, Lockley is a loyal follower, a believer, and a man who truly believes he is acting in 
humanity's  best interests. 
    Through a completely innocent and utterly unintentional quirk of fate, Walker Lockley bears a striking 
 resemblance to Chief Engineer Vanderberg (Ken Lynch, TOS:”Devil In The Dark”). 
 

Attributes  Disciplines   
Control 9 Insight 9  Command 3 Security 1 

Daring 9 Presence 10  Conn 2 Science 1 



Fitness 10 Reason 7  Engineering 2 Medicine - 
 

Focuses:  Phaser 
 

Species and Traits: Human 
 

Value: 
 Ship and Crew:   Despite having accepted Kiernan's arguments, Lockley is- by force of habit and 
training-   a shipmaster first and foremost.  Even planning to (ultimately) abandon her, Lockely 
insists that his   ship be run and cared-for properly and he will place the lives of his passengers and 
crew well ahead of   his own.   
 

Talent: 
 I Know My Ship- Whenever Lockley attempts a Task to determine the source of a technical problem with 
the   Lord Franklin, add one bonus d20. 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 2:, Knockdown, Size 1, Nonlethal 
     Phase Pistol; Ranged, 4:, Size 1. 
 
Liam Kiernan (Notable NPC)-   Charismatic, charming, and forceful, Liam Kiernan is also (slightly) mad and is 
 (unforgivably) guilty of believing his own press.  Trained as a sociologist and political analyst, Kiernan 
developed  a number of isolationist theories predicting that humanity's interactions and alliances with aliens 
would  (inevitably) drag humanity into alien conflicts and would (ultimately) result in the destruction of Earth 
and the  extinction of humanity as a species.   
    Unlike more bigoted radicals of the time, Kiernan and his followers wholly rejected bigoted and 
supremacist  arguments (such as the insulting, inflammatory racial/genetic purity arguments of Terra 
Prime), but advocated  extreme isolationist policies “out of simple, rational, self-preservation”.       
    Seeing the launch of the Enterprise NX-01 as an irreversible turning point leading to catastrophic and 
genocidal  war “within fifty years”, Kiernan and his people determined to escape into deep space.  Their 
plan was to found a  hidden colony (on Sabine IV) which would survive the destruction of Earth and her 
known colonies. 
    Preserved for over two centuries by cryogenic suspension, Liam Kiernan is (physically) in his mid-sixties, 
tall,  extremely thin, and subtly imposing.  Kiernan is a scholar by training, but is also charismatic speaker 
and orator,  as well as a true-believer in his isolationist doctrine.  An excellent live-action actor for this 
character would be the  venerable Alan Napier. 
 

Attributes  Disciplines   
Control 9 Insight 8  Command 3 Security 2 

Daring 8 Presence 12  Conn - Science 2 

Fitness 7 Reason 10  Engineering 1 Medicine 1 
 

Focuses:  Sociology, Law, Persuade 
 

Species and Traits: Human 
 

Value: 
 Into A Brighter Future:   Kiernan is a true-believer in his utopian vision, and cannot be dissuaded 
from his   path or beliefs.  He is willing to stake both his own life and the lives of his followers on 
the purity of his   vision.   
 

Talent: 
 Charming Demeanor-   Kiernan is charming, charismatic, and naturally persuasive.  Whenever you 
engage in a   social interaction or social conflict with another character, you may re-roll a single d20 in 
your dice pool. In   addition, if you succeed in that task, you gain 1 bonus Momentum. 
 

Combat   Weapons and Attacks: 
 Stress: 9  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 



     Phase Pistol; Ranged, 5:, Size 1. 
 
Carolyn Greer (Notable NPC)-   Kiernan's long-time research assistant, Greer is another “true-believer” and is 
 occasionally (and secretly) referred to as “apprentice prophet”.  The more pragmatic of the two, Greer is 
the  nuts-and-bolts organizer who organized the secret “evacuation” of Kiernan's followers and arranged for 
the  supplies, equipment, and provisions the colonists would need to survive on an alien world.  Given his 
druthers,  the author would cast Jenette Goldstein in this role. 
 

Attributes  Disciplines   
Control 8 Insight 9  Command 3 Security 2 

Daring 9 Presence 10  Conn - Science 2 

Fitness 9 Reason 9  Engineering 1 Medicine 1 
 

Focuses:  Administration, Logistics, Persuade 
 

Species and Traits: Human 
 

Value: 
 Iron Will, Velvet Glove:   Greer projects a friendly and easy-going manner; though she is no one to 
cross   once she has made up her mind- a velvet glove over a core of steel.  Greer prefers “a light touch” 
wherever   possible, but  won't hesitate to use force-of-will to accomplish her purposes.   
Talent: 
 Expedition Expert-   Prior to participating in an away team mission, the character may prepare by 
conducting a   research Task. If they succeed, Momentum may be spent to allow the character to 
substitute their Science   Discipline in place of any other, during any Task to navigate or transverse 
difficult terrain during the mission.   Each point of Momentum spent from the research Task in this way 
allows for one such substitution. 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Phase Pistol; Ranged, 5:, Size 1. 
 
Cardassian Soldier (Minor NPC)-  A soldier in the Cardassian Fifth Order, under the command of Gul 
Hanar.   
 

Attributes  Disciplines   
Control 10 Insight 8  Command 2 Security 2 

Daring 8 Presence 8  Conn - Science - 

Fitness 9 Reason 7  Engineering 1 Medicine 1 
 

Focuses:  Disruptor Pistol 
 

Species and Traits: Cardassian 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Disruptor Pistol; Ranged, 4:, Size 1, Vicious 1. 
 
Lord Franklin Survivor(Minor NPC)-  A human refugee seeking Kiernan's utopia. 
 

Attributes  Disciplines   
Control 9 Insight 8  Command - Security 2 

Daring 1 Presence 7  Conn - Science 2 

Fitness 9 Reason 8  Engineering 1 Medicine 1 
 

Focuses:  Phaser 
 



Species and Traits: Human 
 

Combat   Weapons and Attacks: 
 Stress: 11  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 
     Phase Pistol; Ranged, 5:, Size 1. 
 

 
Random Colonist Names 

 

Andersen 
Anton 
Blake 
Brooke 
Brown 
Canton 
Carlisle 

Carter 
Cassidy  
Duval 
Fisher 
Flatbush 
Gonzales 
Greene 

Greer 
Jackdaw 
Jackson 
Kiernan 
Kessler 
Laramee 
Lassler 

Marshall 
Mitscher 
Quincy 
Quintana 
Reese 
Reid 
Thorne 

 
 
 
 
 

 



Starships 
 

S.S. Lord Franklin NAR 8016-  The Lord Franklin is an old (ancient) DY-500 Series transport launched 
in/around  2095.  Fitted with (by modern standards) an agonizingly slow warp drive, Lord Franklin originally 
served as a  sublight sleeper ship carrying colonists in cryogenic freeze  Taken in hand for a refit in 2154, the 
Lord Franklin  was stolen (hijacked) in 2155 and vanished into deep space.   
    Stolen by Captain Walker Lockley and a small crew, the Lord Franklin was taken to the farside of the 
moon  where she took on cargo and passengers before heading for deep space.  Lockley and his crew 
originally  intended to settle in the remote Sabine system, but an accident of unknown origin threw ship 
and crew off  course, and they drifted in cryogenic suspension until captured by Delta Gamelan VI's gravity 
well.  The ship's  autopilot managed to put the ship into a orbit- but over time that orbit has deteriorated and 
the Lord Franklin is in  imminent danger. 
 

Attributes  Departments   
Communication

s 
4 Sensors 4  Command 3 Engineering 2 

Computers 4 Structure 6  Conn 2 Science 2 

Engines 4 Weapons 4  Security 3 Medicine 2 
 

Maximum/Emergency Speed: wf 2.5/4 
Ship's Company: 3-5 crew, up to 190 passengers (in stasis). 
Scale:  3 Resistance:  3 Power: 9 Crew Support:  2  Refit: 1 
Combat   Weapons and Attacks: 
 Hull Polarization:  9  Phase Cannons; Close, 8:, Versatile 1. 
       Grappler;  2:. 
 

 
 
 

C.U.V. Anarok-  A Galor Class cruiser, the Anarok's recent refit has made 
her  one of the most advanced vessels in Cardassian service (though still 
 significantly inferior to a Galaxy or Steamrunner-Class starship).  
Assigned  to the Cardassian 5th Order, the Anarok and her sisters are 
tasked with  patrolling the Cardassian borders along the Demilitarized 
Zone. 
 

Attributes  Departments   
Communication

s 
9 Sensors 7  Command 3 Engineering 2 

Computers 8 Structure 8  Conn 2 Science 1 

Engines 9 Weapons 9  Security 2 Medicine 2 
 

Scale:  4 Resistance:  4 Power: 9 Crew Support:  4 Refit: 1 
Combat   Weapons and Attacks: 
 Shields: 11  Disruptor Banks; Medium, 8:, Vicious 1. 
     Phaser Arrays; Medium, 7:, Versatile 1. 
     Tractor Beam; 3:. 
 

Talents: 
 Command Ship-   The ship has command and control systems allowing it to coordinate easily with allies 
during   a crisis. When a character on the ship succeeds at a Direct Task to create an Advantage, they may 
always   be assisted by the ship’s Communications + Command, and they may confer the Advantage to 
allied ships   or away teams 
 
 



S.S. Disreputable Damsel-   Originally built in the Copernicus City Yard on 
Alpha  Centauri, the Disreputable Damsel has (in her various incarnations) 
seen a  number of owners and traveled a great many light years. 
    Records of her various travels are spotty and incomplete, but the 
Damsel is  known to have served (under various names) as a luxury charter 
in the 2250s  and 60s, a courier ship in the 2280s, a private surveyor in 
2305, and an armed  patrol craft for a small planetary government in the 
2330s. 
    Her current paperwork and registration (for what they're worth) 
indicate that the  Damsel was acquired by Obediah Heathridge and 
registered with her current  name in 2361.  The ship was extensively 
refitted and modernized on Rigel VII (an  Orion world). 
 

Attributes  Departments   
Communication

s 
4 Sensors 3  Command 4 Engineering 3 

Computers 3 Structure 4  Conn 2 Science 2 

Engines 5 Weapons -  Security 2 Medicine 2 
 

Maximum/Emergency Speed: wf 6/7 
Scale:  1 Resistance:  1 Power: 3 Crew Support:  0 Refit: 1 
Combat   Weapons and Attacks: 
 Shields: 3  None. 
 

Talents 
   Diplomatic Suites  The ship has numerous high-quality staterooms for hosting VIPs, as well as briefing 
rooms  and other facilities that allow the ship to serve as a neutral ground for diplomatic summits, trade 
negotiations,  and similar functions. When hosting negotiations, members of the crew may be assisted 
by the ship’s  Computers or Structure + Command. 
 

TRAITS    Civilian Starship, Small Craft. 
 



U.S.S. Sakarya NCC-52143 
Steamrunner Class Frigate 

“...Sound once more a daring note of hope and will...” 
 

Attributes  Departments   
Communication

s 
10 Sensors 10  Command 2 Engineering 2 

Computers 9 Structure 9  Conn 3 Science 2 

Engines 11 Weapons 10  Security 4 Medicine 2 

 
Year Launched:    2369 
Dimensions:    356/263/77 meters*, 18 decks. 
Crew:      200  
Atmospheric Capable:  No 
Cruising/Maximum/Emergency Speed:  wf 6/9.2/9.6 
 

Scale:  4 Resistance:  6 Power: 11 Crew Support:  4 
Combat   Weapons and Attacks: 
 Shields: 13  Phaser Arrays; Medium, 8:, Versatile 2, Area or Spread. 
     Photon Torpedoes; Long, 7:, High Yield. 
     Quantum Torpedoes; Long, 8:, Calibration, Vicious 1, High Yield. 
     Tractor Beam; 3:, 
 

Talents: 
 Ablative Armor-   The vessel’s hull plating has an additional ablative layer that disintegrates slowly under  
  extreme temperatures, such as those caused by energy weapons and torpedo blasts, dissipating the 
energy,   and protecting the ship. This plating is replaced periodically. The ship’s Resistance is increased by 
2. 
 Improved Warp Drive-   The ship’s warp drive is more efficient, capitalizing on improved field dynamics, 
better   control of antimatter flow rates, or some other advancement that allows the ship to expend less 
energy when   traveling at warp. Whenever the ship spends power to go to warp, roll 1: for each Power 
spent; for each   Effect rolled, that point of Power is not spent. 
 Modular Laboratories-   The ship has considerable numbers of empty, multi-purpose compartments that 
can   be converted to laboratories as and when required. At the start of an adventure, the crew may 
decide how   the modular laboratories are configured; this configuration counts as an Advantage which 
applies to work   performed within the laboratories. 
 Quantum Torpedoes-   The vessel has been equipped with the latest in ship-to-ship munitions: the 
quantum   torpedoes. The ship has quantum torpedoes in addition to any other form of torpedo it 
carries. 
 
Traits:  Federation Starship. Long-Serving 
 



   The second of the Perimeter Defense Directive ship designs, the Steamrunner class heavy frigate was 
designed with relatively specific mission profiles in mind: perimeter patrol and defense, long-range threat 
response, covert operations, and combat support. The class was also the first in Starfleet to mount mono-
reflective plating.   
   U.S.S. Sakarya is named in honor of the Turkish submarines which commemorated the Battle of Sakarya in 
the Greco-Turkish War (1919–1922) and Turkish War of Independence.  She is also the first starship to bear 
the name. 
 

Sakarya is currently carrying the following small craft: 
 USS Tarsus  NCC-76410  Danube Class Runabout 
 Lake Tuz    NCC-52143-1 Type 12 Shuttlecraft 
 Lake Van   NCC-52143-2 Type 8 shuttlecraft 
 

* Hull dimensions are derived from comparisons done at Ex Astris Scientia. 
 (http://www.ex-astris-scientia.org/articles/akira-size.htm) 
 



Handouts 
 
Handout #1 Captain's Log 
 

Captain's Log, Stardate 48304.9. 
 

    U.S.S. Sakarya on patrol along the Cardassian Demilitarized Zone.  Established in 2370, the DMZ 
provides a  buffer zone between the United Federation of Planets and the Cardassian Union, ending a 
decades-long conflict.   Despite the armistice, tensions remain high on both sides of the DMZ with 
smugglers and pirate attacks  generating suspicion that the Cardassians are not holding up their end of the 
treaty.   
    Operations in this area (under war-time conditions) meant that many routine tasks went either 
incomplete or  were flatly neglected in favor of higher priority missions.   The end result of this is that 
Starfleet's navigational  charts (and tactical picture) of the area are now woefully out of date. 
    Sakarya's mission in this region is two-fold:  1) Uphold the peace.  2) Update Starfleet's understanding 
of  conditions in and around the Demilitarized Zone.  I suspect the latter will be far easier than the former.   
    Ship and company are performing normally.  Sakayra is now on a parallel course with the DMZ border, 
 conducting high-intensity scans and cruising at Warp 5.   
 
 
 
 
 
Handout #2 Cardassian Patrol 
 

Range:     1.83 Light Years 
Number of Contacts:  3 
Identification:   Energy/Structural Analysis matches general configuration Galor-Class Cruisers 
Shield Status:  Down. 
Weapons Status:  Armed. 
 



 
 

Handout #3: Object Scan 

 
 
 
Handout #4: Delta Gamelan VI Profile 
 

Delta Gamelan System- Neutral Space (Cardassian Demilitarized Zone) 
 
Primary:       Type B1III (Extremely bright, Blue-white giant) 
Number of Planets:   11 
Number of Class M Worlds:  1 (Delta Gamelan VI) 
Sapient Species:      None 
Total System Population:  None 



Political Affiliation    N/A 
Government:     N/A 
System Status:    Charted, unexplored. 
System Notes    This system is considered strategically unimportant due to its lack of this 
potential        wealth and despite its proximity to both the Cardassian Union.  The 
system also is        off-limits due to its position in the Cardassian Demilitarized Zone. 
 

Delta Gamelan VI Profile: 
 Number of Satellites:   1 Class D 
 Planetary Gravity:  1.1G 
 Planetary Size: 
  Diameter:   15,000 km 
  Circumference:  94,247  km 
  Percent Land Mass 9% 
  Total Land Area:  2,572,964,385  km2 
 Population:    0 
 Description:      A harsh, dry world, Delta Gamelan VI makes Vulcan look lush and welcoming 
by        comparison.  The planet has little surface water- nearly all of it collected in 
mineral rich       saline lakes hear the planetary poles. 
         The planetary crust is comprised of various igneous and metamorphic rocks with 
an       unusually high iron and silicate content, but a notable lack of oxygen, aluminum, and 
       various other trace elements.   
 Technological Level:  N/A 
 
 
 
Handout #5: Hull Markings 
 
 
 
 

 
 
 
 
Handout #6: Captain's Log Supplemental 
 
Captain's Log, Stardate 48309.1. 
 

    U.S.S. Sakarya on patrol along the Cardassian Demilitarized Zone.  Established in 2370, the DMZ 
provides a  buffer zone between the United Federation of Planets and the Cardassian Union, ending a 
decades-long conflict.   Despite the armistice, tensions remain high on both sides of the DMZ with 
smugglers and pirate attacks  generating suspicion that the Cardassians are not holding up their end of the 
treaty.   



    Operations in this area (under war-time conditions) meant that many routine tasks went either 
incomplete or  were flatly neglected in favor of higher priority missions.   The end result of this is that 
Starfleet's navigational  charts (and tactical picture) of the area are now woefully out of date. 
    Sakarya's mission in this region is two-fold:  1) Uphold the peace.  2) Update Starfleet's understanding 
of  conditions in and around the Demilitarized Zone.  I suspect the latter will be far easier than the former.   
    Ship and company are performing normally.  Sakayra is now on a parallel course with the DMZ border, 
 conducting high-intensity scans and cruising at Warp 5.   



USS Sakarya Senior Staff 
  Position                 Name       Species        Rank 
Commanding Officer     Aydin ab Reis   Human   Captain 
Executive Officer    K'Muur     Caitian  Commander 
Tactical Actions Officer  Prin Ajan “A.J.”   Bajoran  Lt. Commander 
Chief Engineer            Chaudra     Tellarite  Lieutenant 
Chief Science/Ops Officer  T'Var     Vulcan  Lieutenant 
Conn Officer     Thrax     Denobulan Lieutenant, JG 
Chief Medical Officer      Dr. Paul Featherstone  Human    Lieutenant 
 
Captain Aydın ab Reis 
   C.O., U.S.S. Sakarya- a captain of eight years experience, ab Reis is still a young and enterprising officer, 
but is also highly self-disciplined.  He carries himself with both reserve and dignity- not with arrogance at 
his lofty position, but with a keen awareness of the duties and responsibilities he bears.  His code of 
honor can be best described as noblesse oblige- “noble ancestry constrains to honorable behavior; 
privilege entails to responsibility". 
   Captain ab Reis adheres to a strict philosophy of personal austerity and personal honor- he  has chosen 
the hard, disciplined road- and maintains his footing through sheer immovable integrity and iron will.  
Aydin ab Reis does not make close friends easily, but is loyal to such friends unto death.   
   Aydin ab Reis is descended from nobility on his home colony (hence the ab Reis honorific) and grew up 
with rigid standards of honor and conduct.  On the one hand, ab Reis is plain spoken and sometimes 
blunt, preferring the unvarnished truth to diplomatic equivocation.  On the other, he seldom shares his 
mind with others and plays his cards very close to the vest.   He can be very warm and approving when 
he chooses to be- and conversely, does not need words to make his disapproval and disappointment 
plain.  He demands the very best from his officers- and they work hard not to disappoint his trust in 
them. 
   Of all his officers, Captain ab Reis is closest to Commander K'Muur- he knows her and trusts her- and 
knows he can depend upon her more than anyone else aboard. 
   Tall, thin, handsome, and dark, ab Reis moves with quiet, contained power and determination.  He is a 
man to be rekoned with and wastes neither words nor actions.  Captain ab Reis and the Sakarya have 
spent the last three years patrolling the Cardassian Demilitarized Zone, and are experienced in dealing 
with smugglers, pirates, and the like. 
 
Commander K'Muur 
   X.O., U.S.S. Sakarya-    K'Muur is is- hands down- one of the brightest individuals aboard the Sakarya 
and gifted with an eidentic memory.  She also has a keen sense of situationial awareness and can keep 
track of a thousand tiny details- an essential talent in operating and managing a starship.  K'Muur's job as 
Executive Officer is to keep the ship and crew operating at peak capacity in order to allow the Captain to 
concentrate on the mission at hand.   
   If she were permitted, K'Muur would be both quiet and introspective- luxuries her duties do not 
normally allow.  In order to keep the crew functioning efficiently, K'Muur must be involved and engaged, 
projecting just the right mix of encouragement, discipline, and scolding to get the job done.  Of all his 
officers, Captain ab Reis is closest to Commander K'Muur- he knows her and trusts her- and K'Muur 
would sooner lose an arm than betray that trust. 
   A gifted Starfleet officer, with a warrior's instinct and a hunter's caution, K'Muur came up through the 
Science department and saw duty aboard the starships King, Lassiter, and Revenge before being posted 
to the Sakarya as Executive Officer. 
 
Lieutenant Commander Prin Ajan 



   Tactical Actions Officer, U.S.S. Sakarya.  The ship's chief weapons officer and head of security, 
Lieutenant Commander Prin grew up on the Bajoran colony world of Cosas III.  Remote and isolated in 
the Gamma Quadrant, Cosas III was settled- without authorization- by a group of Bajoran militants- 
which turned out to be something of a blessing as the colony was beset both by natural predators and 
occasionally by the Jem'Hadar and other Gamma Quadrant predators.       
   Although he saw little fighting of his own, Ajan “A.J.” learned watchful wariness, self-reliance, and a 
deep suspicions of outsiders at his elders' knees.  At age 14, Ajan shipped out with one of the few traders 
who supplied Cosas III- though he turned out to be more pirate and mercenary than merchant.  After 
several trips running the blockades between Cardassian Space, Deep Space Nine, and the Gamma 
Quadrant, their luck finally ran out- Prin and his shipmates were brought down by a Jem'Hadar patrol in 
237X and rescued by  the U.S.S. Copeland.  As Prin's injuries healed, the Copeland's CO saw potential 
in the young man and sponsored him for Starfleet Academy.   
 
Lieutenant Chaudra 
   Chief Engineering Officer, U.S.S. Sakarya.  Short, portly, cheerful, loud, and occasionally obnoxious, Chaudra 
runs her engineroom with clock-work regularity and precision.  Despite being a perfectionist and occasionally 
a driven taskmaster, Chaudra loves puzzles and equipment and despises the unknown with a passion.  While 
Chaudra can be argumentative on a point of engineering process and procedure, she is more prone to loud 
and friendly banter than to serious disagreement.   
 

Lieutenant T'Var 
   Chief Science Officer/Ops Officer, U.S.S. Sakarya.  T'Var is a typical Vulcan- calm, rational, logical, and 
dedicated.  Believing that her scientific career lacked diversity and field experience, the logical course of 
action was clear.  T'Var joined Starfleet and after commissioning shipped out on the Starship Ilan Ramon.  
After her second deep-space tour, Captain ab Reis tapped her to become his Chief of Operations aboard the 
Sakarya.   
   Even absent her Vulcan conditioning, T'Var tends to be quiet and introspective- especially when working to 
solve a scientific puzzle.  According to ship's legend, Thrax timed T'Var and discovered that she did not say a 
word to a single person for 56.4 hours straight.  T'Var herself has no comment, save that “idle banter is 
illogical”. 
   Despite her stoic exterior, T'Var is deeply devoted both to Starfleet and her shipmates.  If pressed, T'Var will, 
of course, deny any emotional connection whatsoever- but she has turned down three transfer offers- 
including a position with the Daystrom Institute. 
 

Lieutenant Junior Grade Thrax 
   Conn Officer, U.S.S. Sakarya.  Thrax is Sakarya's resident “space cadet”.  Young, cheerful, gregarious, and 
enthusiastic, he is governed by an unbridled enthusiasm and curiosity.  As the youngest member of Sakarya's 
bridge crew, he often feels like the center of attention- that everyone is watching- and as a result, takes his 
job very, very seriously.   
   Off duty, Thrax is obsessed with companionship of every variety- insecure in isolation, he seeks to surround 
himself with friends and acquaintances.  He is interested in a wide variety of sports and physical activities, but 
is more dilettante than devotee- he lacks the devotion and discipline needed to truly excel at any given sport.   
 

Doctor Paul Featherstone 
   Chief Medical Officer, U.S.S. Sakarya.  Tall, rail-thin, slightly fussy, and undoubtedly brilliant, Doctor 
Featherstone is, at heart, a researcher.  He much prefers tissue cultures and biological samples to people, and 
much prefers a quiet laboratory all to himself.   
   Featherstone would have gotten his way, too, had he not insulted and humiliated his last C.O. over what was 
(ultimately) a minor difference of opinion.  In a fit of pique, Featherstone reprogrammed the station's 
computers to bombard his superior with irritating and infuriating messages and visuals.  This might have been 
overlooked had the incident not coincided with an inspection by the Chief of Starfleet Medical.   
   Deciding that Featherstone was “unmilitary, unprofessional, and entirely too cosseted, Admiral Blackburn 
assigned the good doctor the first deep-space assignment available- the Starship Sakarya.   



   Featherstone is not a bad man, nor even a bad doctor- merely a pampered prima donna who loves to hear 
his praises spoken (a lot like the Voyager EMH). 

 
 

 



Captain Aydin ab Reis   
Commanding Officer, U.S.S. Sakarya NCC- 52143 
Starfleet Command Officer 
 

Attributes  Disciplines   
Control 8 Insight 9  Command 4 Engineering 2 

Daring 11 Presence 10  Conn 2 Science 2 

Fitness 9 Reason 8  Security 5 Medicine 1 
 

Focuses:  Flight Control, Hand Phasers, Shipborne Weaponry, Small Unit 
Tactics,  Starship Strategy and Tactics, Unarmed Combat. 
Trait:  Human. Humans are adaptable and resilient, and their resolve and 
ambition  often allow them to resist great hardship and triumph despite great adversity. However, humans 
can also be  reckless and stubborn, irrational, and unpredictable. 
 Antalya Nobility.   Captain ab Reis is the son and heir of a powerful family dynasty on his home colony 
Antalya. 
Value: 
 Iron Men, Duranium Ships:   Captain ab Reis adheres to a strict philosophy of personal austerity and 
honor-   he has chosen a hard, disciplined road- and maintains his footing through sheer, immovable 
integrity and   iron will.  Aydin ab Reis does not make close friends easily, but is loyal to such friends 
unto death.     
 Lead By Example:   Captain ab Reis seeks to embody the ideals of Starfleet and the Federation, and in 
so   doing, to inspire his officers and crew to the same standards.  He demands the very best from his 
officers-   and they work hard not to disappoint his trust in them.   
 Noblesse Oblige:   Aydin ab Reis is descended from nobility on his homeworld (hence the ab Reis 
honorific)   and grew up with a keen sense of noblesse oblige- “noble ancestry constrains to honorable 
behavior;    privilege entails to responsibility". 
 Strong Right Arm:   Of all his officers, Captain ab Reis is closest to Commander K'Muur- he knows her 
and   trusts her- and knows he can depend upon her more than anyone else aboard. 
Talents: 
 Applied Force-  Captain ab Reis has mastered the art of best applying his size and strength in a fight. 
When   you make a melee attack, you may use Fitness instead of Daring. In addition, you add 2: to the 
Stress   rating of your unarmed attacks 
 Follow My Lead- Once per scene, when Captain ab Reis succeeds at a Task during combat or 
another    perilous situation, you may spend one Determination. If you do, choose a single ally. 
The next Task that   ally attempts counts as having assistance from you, using your Presence + 
Command.   
 Martial Artist-   There are countless forms and styles of hand-to-hand combat, and the character has 
mastered   several of them. The character’s Unarmed Strike attacks gain the Intense Damage Effect. (ie, 
the cost to   Avoid an Injury increases by one for each Effect rolled). 
 Resolute-  Aydin ab Reis is indomitable, and unwilling to succumb to adversity. You increase your 
maximum   Stress by three. 
 

Combat  Weapons and Attacks: 
 Stress: 17  Unarmed Strike; Melee 8:, Knockdown, Size 1, Intense, Nonlethal 
    Type 2 Phaser; Ranged, 8:, Size 1, Charge.  
 

   At age 42, Aydin ab Reis is a young and enterprising captain with eight years experience in the center seat.  
Ab Reis is highly self-disciplined and carries himself with a keen awareness of his duties and responsibilities.  
Tall, thin, handsome, and dark, ab Reis moves with quiet power and determination.  Captain ab Reis wastes 
neither words nor actions; he is usually plain spoken and sometimes blunt, preferring the unvarnished truth 
to diplomatic equivocation.     



   On the other hand, he seldom shares his mind with others and plays his cards very close to the vest.  He can 
be very warm and approving when he chooses- and conversely, does not need words to make his disapproval 
and disappointment plain.   
   Captain ab Reis and the Sakarya have spent the last three years patrolling the Cardassian Demilitarized 
Zone, and are experienced in dealing with smugglers, pirates, and the like. 
Commander K'Muur   
Executive Officer, U.S.S. Sakarya NCC- 52143 
Starfleet Command (Science) Officer 
 

Attributes  Disciplines   
Control 9 Insight 10  Command 4 Engineering 2 

Daring 10 Presence 8  Conn 1 Science 5 

Fitness 9 Reason 10  Security 3 Medicine 1 
 

Focuses:  Anthropology, Astrophysics, Starfleet Protocols, Unarmed  Combat, Xenobiology, 
Xenolinguistics. 
Trait: Caitian. Caitians are all slightly smaller in both height and weight than  average humanoids – with 
most reaching between 1.5-1.7 meters. They  have retained the retractable claws of their evolutionary 
ancestors along  with a flexible tail. Caitians are carnivorous and prefer uncooked meat. While they evolved 
from predatory  felines, the Caitians are regarded as some of the greatest poets and philosophers within the 
Federation. 
Value: 
 A Hunter's Caution:   When seeking either prey or answers, K'Muur understands that patience and   
  thoroughness are often more important than speed. 
 Beyond The Farthest Star:   K'Muur is thoughtful, careful, and immensely curious.  Though patrol duty  
  alongside the Demilitarized Zone has left her somewhat jaded, K'Muur has never forgotten Starfleet's 
primary   mission- to seek out new life and new civilizations. 
 Hands-On Leadership:   If she were permitted, K'Muur would be both quiet and introspective- luxuries 
her   duties do not normally allow.  In order to keep the crew functioning efficiently, K'Muur must be 
involved and   engaged, projecting just the right mix of encouragement, discipline, and scolding to get 
the job done. 
 Strong Right Arm:   Of all his officers, Captain ab Reis is closest to Commander K'Muur- he knows her 
and   trusts her- and K'Muur would sooner lose an arm than betray that trust. 
Talents: 
 Constantly Watching-   When you attempt a Task to detect danger or hidden enemies, reduce the 
Difficulty by 1. 
 Did the Reading-   You absorb information quickly and know how to put it to good use. When you 
attempt a   task, you may spend 1 Momentum (Immediate) to use Science on that task instead of the 
discipline you   would normally use. In addition, you count as having an applicable focus for that task. 
Each time after the   first in a single scene that you use this ability, the Momentum cost increases by 1: 
this is cumulative.  
 Expedition Expert-   Prior to participating in an away team mission, the character may prepare by 



conducting a   research Task. If they succeed, Momentum may be spent to allow the character to 
substitute their Science   Discipline in place of any other, during any Task to navigate or transverse 
difficult terrain during the mission.   Each point of Momentum spent from the research Task in this way 
allows for one such substitution. 
 Mental Repository-  Having a highly trained (and well-exercised) mind, K'Muur has the ability to recall 
data with   unprecedented clarity and accuracy. So long as she takes the time to focus her mind prior to 
attempting a   Task – which takes 2 Intervals during a Timed Challenge – Ariel may reduce the Difficulty 
of the Task by 1 to   a minimum of 1. In addition, if she succeeds, Ariel also gains a bonus Momentum 
which may only be spent  on the Obtain Information Momentum spend. 
 

Combat  Weapons and Attacks: 
 Stress: 17  Unarmed Strike; Melee 8:, Knockdown, Size 1, Intense, Nonlethal 
    Type 2 Phaser; Ranged, 8:, Size 1, Charge.  
 

   K'Muur is is- hands down- one of the brightest individuals aboard the Sakarya and gifted with an eidentic 
memory.  She also has a keen sense of situationial awareness and can keep track of a thousand tiny details- an 
essential talent in operating and managing a starship.  K'Muur's job as Executive Officer is to keep the ship 
and crew operating at peak capacity in order to allow the Captain to concentrate on the mission at hand.   
   A gifted Starfleet officer, with a warrior's instinct and a hunter's caution, K'Muur came up through the 
Science department and saw duty aboard the starships King, Lassiter, and Revenge before being posted to the 
Sakarya as Executive Officer.  



 

Lt. Commander Prin Ajan “A.J.” 
Tactical Actions Officer, U.S.S. Sakarya NCC- 52143 
Starfleet Security Officer 
 

Attributes  Disciplines   
Control 9 Insight 10  Command 4 Engineering 2 

Daring 10 Presence 8  Conn 1 Science 2 

Fitness 10 Reason 9  Security 5 Medicine 2 
 

Focuses:  First Aid, Hand Phasers, Small Unit Tactics, Starship Weaponry,  Survival, Unarmed Combat. 
Trait: Bajoran. For obvious reasons, Bajorans tend to be hostile towards  Cardassians, and resentful of 
those who are dismissive of, or turned a blind eye to, the suffering of the Bajoran  people. While not all 
Bajorans are spiritual or religious to the same degree, most have a cultural understanding  of the Prophets’ 
place in Bajoran society. 
Value: 
 Iron Will, Velvet Glove:   Prin projects a friendly and easy-going manner; though he is no one to cross 
on   matters of security- a velvet glove over a core of steel.  He prefers “a light touch” wherever possible, 
but   won't hesitate to use force to accomplish his purposes.   
 Observer:   Prin tends to watch everyone and everything carefully.  He prefers to wait and watch- and 
watch   some more.  Prin know that people will reveal their true thoughts and intentions more often in 
subtle ways   than with their words. 
 Practical Adherent:   Although by no means a religious scholar, Prin is a quietly religious man who seeks 
to   harmonize the will of the Prophets with his Starfleet duties.  He is practical and pragmatic and will kill 
swiftly   and efficiently if his duties require it.   
 Suspicious and Wary:   Because his job involves evaluating and reacting to threats, Prin is generally   
  suspicious and stand-offish of anyone he doesn't know well, and in some cases, of those he does.   
Talents: 
 Constantly Watching-   When you attempt a Task to detect danger or hidden enemies, reduce the 
Difficulty by   1. 
 Crisis Management-  Small squad tactics can mean the difference between life and death in a 
dangerous,    hostile situation, and the character excels at coordinating action in battle. The character 
may make use of   the Direct Task (Star Trek Adventures Core Rulebook p. 173). If they already have 
access to the Direct Task,   they may do so twice per scene instead of once.  
 No Hesitation-   You know that responding quickly to dangerous situations can be vital, so you are 
always the   first to act. At the start of any round in an action scene, you may add 1 to Threat to take the 
first turn,    regardless of who would otherwise have acted first. 
 Resolute-  Hard service and hard choices have tempered and toughened Prin, teaching him 
endurance and   resistance to adversity. You increase your maximum  Stress by three. 
 

Combat  Weapons and Attacks: 
 Stress: 18  Unarmed Strike; Melee 6:, Knockdown, Size 1, Intense, Nonlethal 
    Type 2 Phaser; Ranged, 8:, Size 1, Charge.  
 

   The ship's chief weapons officer and head of security, Lieutenant Commander Prin grew up on the Bajoran 
colony world of Cosas III.  Remote and isolated, Cosas III was settled- without authorization- by a group of 



 

Bajoran militants- which turned out to be something of a blessing as the colony was beset both by natural 
predators and Cardassian soldiers.   
   Although he saw little fighting of his own, Ajan “A.J.” learned watchful wariness, self-reliance, and a deep 
suspicions of outsiders at his elders' knees.  At age 14, Ajan shipped out with one of the few traders who 
supplied Cosas III- though the “trader” turned out to be more pirate and mercenary than merchant.  After 
several trips running the blockades between Cardassian Space, Deep Space Nine, and the Gamma Quadrant, 
their luck finally ran out- Prin and his shipmates were brought down by a Cardassian patrol in 2362 and the 
survivors rescued by the U.S.S. Copeland.  As Prin's injuries healed, the Copeland's CO saw potential in the 
young man and sponsored him for Starfleet Academy.   
   Graduating from Starfleet Academy, Prin served along a number of frontiers, making hard choices, some 
sacrifices, and earning rapid promotion.  Prin is both proud of his accomplishments and his origins- though is 
more than a little reticent to discuss his past.  



 

Lt. Chaudra (jav Mirin) 
Chief Engineer, U.S.S. Sakarya NCC- 52143 
Starfleet Engineering Officer 
 

Attributes  Disciplines   
Control 11 Insight 10  Command 2 Engineering 5 

Daring 8 Presence 7  Conn 1 Science 4 

Fitness 10 Reason 10  Security 3 Medicine 1 
 

Focuses:  EPS Power Systems, Hand Phasers, Impulse Engines, Starship 
 Deflectors/Shields, Transporters/Replicators, Warp Drive. 
Trait: Tellarite.   Tellarites have a keen sense of smell and a high tolerance for 
many  common drugs, toxins, and inebriants (Tellarites don’t get drunk, just feisty). They also have excellent 
eyesight,  and more acute perception of distance, depth, and dimension than humans. 
Value: 
 Figure It Out:  Chaudra loves puzzles and (simple) mysteries and is driven to uncover facts and truth.  
She   despises the unknown with a passion- one of her favorite mantras is “What you don't understand can 
kill   you.” 
 Like Clockwork:   Chaudra is a born-engineer who loves mechanical puzzles and games.  She runs her  
  engineroom with clock-work regularity and precision, but also loves to tinker, tweak, and adjust any  
  machine that isn't quite “right”- whether or not that equipment “belongs” to her. 
 Moderately Argumentative:   While Chaudra can be argumentative on a point of engineering process 
and    procedure, she is more prone to loud and friendly banter than to serious disagreement.  Off duty, 
Chaudra   enjoys complex games such as kal-toh and has developed a fondness for a variety of ethanol 
products.  She   fancies herself quite the connoisier, though always in moderation.   
 Where She Belongs:   Chaudra is, at heart, a craftsman, an artist, a perfectionist, and (occasionally) a 
driven   taskmaster.  She has no ambition to be anywhere but the engineroom of a starship. 
Talents: 
 Sturdy- Chaudra has a blend of physical resilience and mental fortitude such that you’re difficult to 
subdue.   You reduce the cost to resist being knocked prone by the Knockdown damage effect by 
one, to a    minimum of 0, and gain +1 Resistance against Non-lethal attacks.  
 I Know My Ship- Whenever Chaudra attempts a Task to determine the source of a technical problem 
with her   home starship, add one bonus d20. 
 I’m Giving It All She’s Got!-   Whenever someone attempts a task with a Power requirement aboard 
your ship   while you are aboard, roll 1:; on an effect, reduce that Power requirement by 1, to a 
minimum of 0. In    addition, when you succeed at the Power Management task, you restore Power 
equal to your Engineering   score, rather than only 1; you may increase this amount by spending 
Momentum as normal. 
 Jury-Rig-  Whenever Chaudra attempts an Engineering Task to perform repairs, you may reduce the 
Difficulty   by 2, to a minimum of 0. If you do this, however, then the repairs are only temporary and will 
last only a   single scene, plus one additional scene per Momentum spent (Repeatable) before they fail 
again.  Jury-   rigged repairs can only be applied once. 
 

Combat  Weapons and Attacks: 
 Stress: 13  Unarmed Strike; Melee 4:, Knockdown, Size 1, Intense, Nonlethal 
    Type 2 Phaser; Ranged, 6:, Size 1, Charge.  
 

   Short, portly, cheerful, loud, and occasionally obnoxious, Chaudra runs her engineroom with clock-
work regularity and precision.  Despite being a perfectionist and occasionally a driven taskmaster, 
Chaudra loves puzzles and equipment and despises the unknown with a passion.  While Chaudra can be 
argumentative on a point of engineering process and procedure, she is more prone to loud and friendly 
banter than to serious disagreement.   



 

 
 



 

Lt. T'Var (Loaner Character)-  Starfleet Science Officer 
 

Attributes  Disciplines   
Control 10 Insight 10  Command 1 Engineering 3 

Daring 7 Presence 8  Conn 1 Science 5 

Fitness 9 Reason 12  Security 3 Medicine 3 
 

Focuses:  Archaeology, Astrophysics, Ecology, Exobiology, First Aid,  Geology 
 

Trait: Vulcan.   Vulcans are naturally resistant to extreme heat and dehydration,  extremely strong, and have 
keen auditory and olfactory senses. They are  also telepathic, though this takes training to properly manifest, 
and they  learn mental discipline and emotional control from childhood. However, this control takes regular 
meditation to  maintain, and their controlled nature and desire for privacy can distance them from others, 
and make  interactions awkward. 
Values: 
 Infinite Diversity In Infinite Combinations: T'Var adheres to Surak's axiom that it is our differences 
which are   worth celebrating.   
 Idle Banter Is Illogical:   T'Var is extraordinarily quiet and introspective- keeping her thoughts to herself.  
   Outside of her professional responsibilities, T'Var is notoriously close-mouthed, remaining silent 
unless she   has a logical reason to break that silence.   
 Preparation Is The Key To Success:  The universe is chaotic and entropic- and will prove deadly unless 
one   is very, very careful.  Preparation protects the wise and the wary from the unknown which might 
otherwise   bite.   
 There Is Beauty All Around:  One of the reasons for her notorious silences is that T'Var is a closet- 
  aesthete, taking considerable joy in the beauty of the universe around her.  T'Var is a keen 
enthusiast of   art and artwork, both natural and artificial. 
Talents: 
 Did the Reading-  T'Var has a knack for absorbing information quickly and knows how to put it to good 
use.   When you attempt a task, you may spend 1 Momentum (Immediate) to use Science on that task 
instead of   the discipline you would normally use. In addition, you count as having an applicable focus 
for that task   Each time after the first in a single scene that you use this ability, the Momentum cost 
increases by 1: this   is cumulative. 
 Mind Meld-  T'Var has undergone training in telepathic techniques that allow the melding of minds 
through    physical contact. This will always require a Task with a Difficulty of at least 1, which can 
be opposed by an   unwilling participant. If successful, you link minds with the participant, sharing 
thoughts and memories;    Momentum may be spent to gain more information, or perform deeper 
telepathic exchanges. This link goes   both ways, is a tiring and potentially hazardous process. 
Complications can result in pain, disorientation, or   lingering emotional or behavioral difficulties. 
 Nerve Pinch- T'Var has learned to use a Vulcan form of neuropressure to swiftly and non lethally 
incapacitate   assailants. The nerve pinch counts as a melee weapon with 1: Intense, Size 1H, and the 
Nonlethal quality.   You may use Science or Medicine instead of Security when attempting a nerve pinch 
Attack, and may    increase damage according to the Discipline used. 



 

 Walking Encyclopedia-  Once per session, when T'Var attempts a Task, you may spend 2 Momentum  
   (Immediate) in order to gain an additional Focus for the remainder of the session, due to your 
breadth of   knowledge. However, any Task using that Focus increases in Complication range by 1, as you 
are not a true   expert on that subject. 
 

Combat  Weapons and Attacks: 
 Stress: 12  Unarmed Strike; Melee 4:, Knockdown, Size 1, Nonlethal 
   Type 2 Phaser; Ranged, 6:, Size 1, Charge. 
 

   T'Var is a typical Vulcan- calm, rational, logical, and dedicated.  Even absent her Vulcan conditioning, T'Var 
tends to be quiet and introspective- especially when working to solve a scientific puzzle.  According to ship's 
legend, Thrax once timed T'Var and discovered that she did not say a word to a single person for 56.4 hours 
straight, no mean feat given the size and intimacy of the shipboard community.  T'Var herself has no 
comment, save that “idle banter is illogical”. 
   T'Var spent ten years as a researcher with the Vulcan Science Academy.  Believing that her scientific career 
lacked diversity and field experience, the logical course of action was clear.  T'Var joined Starfleet and after 
commissioning, shipped out on the U.S.S. Ilan Ramon.  After her second deep-space tour, Captain ab Reis 
tapped her to become his Chief of  Operations aboard the Sakarya.   
   Despite her stoic exterior, T'Var is deeply devoted both to Starfleet and her shipmates.  If pressed, T'Var will, 
of course, deny any emotional connection whatsoever- but she has turned down three transfer offers- 
including a position with the Daystrom Institute. 
. 



 

LTJG Thrax (Loaner Character)-   
Starfleet Flight Control Officer 
 

Attributes  Disciplines   
Control 10 Insight 9  Command 4 Engineering 2 

Daring 10 Presence 7  Conn 4 Science 1 

Fitness 10 Reason 10  Security 4 Medicine 1 
 

Focuses:  Astrogation, Hand Phasers, Ship-borne Weaponry, Small Craft, 
 Starship Strategy and Tactics, Unarmed Combat.   
 

Trait:  Denobulan.  Denobulans have a robust immune system, but a 
vulnerability to  various forms of radiation poisoning. They are naturally adept climbers, scuttling up sheer 
walls like some  forms of terrestrial lizard.  Denobulans do not need to sleep, but must hibernate for several 
days each year,  becoming disoriented if kept awake during this period. 
Values:  
 By The Seat of My Pants:   The quintessential “hot-shot pilot”, lives for the thrill of adventure and the  
   adrenaline rush of pushing the boundaries.  Despite the urge to ride the ragged edge, however, 
Thrax is not   reckless.  Where he pilots his ship, his mind has already gone, weighing the odds, the risks, 
and the    rewards.   
 The Joys of the Fairer Sex:   Thrax is obsessed with companionship of every variety- insecure in 
isolation, he   seeks to surround himself with friends and acquaintances.  That said, he has a particular 
fascination with   female company (though not necessarily physical intimacy). 
 Life is a Grand Adventure:  Thrax is Sakarya's resident “space cadet”- eager for adventure without 
really    appreciating all of the dangers which attend it.   
 A Friend In Need:  Thrax is fiercely loyal to his friends- and constitutionally incapable of leaving a friend 
in    danger.)   
Talents: 
 Bold (Conn)-  Whenever Thrax attempts a Task with the Conn Discipline, and you buy one or more d20s 
by   adding to Threat, you may re-roll your dice pool. 
 Plan Of Action- When an ally succeeds at a Task that was made possible or had reduced Difficulty 
because   of an Advantage Thrax created (and if that Advantage represented a plan or strategy), they 
generate two    bonus Momentum. Bonus Momentum cannot be saved into the group pool. 
 Push the Limits- When Thrax attempts a Conn Task that has increased in Difficulty due to environmental  
  conditions or damage to the engines, reduce the Difficulty by one, to a minimum of one. 
 Untapped Potential-  Thrax is youthful and (comparatively) inexperienced, but talented and with a 
bright    future in Starfleet. Whenever the character succeeds at a Task for which they bought one or 
more additional   dice with either Momentum or Threat, they may roll 1:. The character receives bonus 
Momentum equal to   the roll of the :, and adds one point to Threat if an Effect is rolled. 
 

Combat  Weapons and Attacks: 
 Stress: 14  Unarmed Strike; Melee 5:, Knockdown, Size 1, Nonlethal 
   Type 2 Phaser; Ranged, 7:, Size 1, Charge. 
 

   Lieutenant Junior Grade Thrax is a Starfleet officer on his first deep-space posting.  His previous assignment 
was a customs enforcment patrol out of Deep Space Five.  Before joining Starfleet, Thrax spent his youth 
bumming around on his family's tramp freighter, learning the ins and outs of the Alpha Quadrant and getting 
a lot of hands-on experience in a variety of ships, vehicles, and small craft. 
   As the youngest member of Sakarya's bridge crew, Thrax often feels like the center of attention- that 
everyone is watching- and overcompensates by taking his responsibilities very, very seriously.   
   Off duty, however, Thrax is young, cheerful, gregarious, and enthusiastic- governed by an unbridled 
enthusiasm and curiosity.  He is interested in a wide variety of sports and physical activities, but is more 
dilettante than devotee- he lacks the devotion and  discipline needed to truly excel at any given sport.   



 

 



 

Dr. (Lt.) Paul Featherstone (Loaner Character)-   
Starfleet Medical Officer 
 

Attributes  Disciplines   
Control 10 Insight 10  Command 2 Engineering 2 

Daring 8 Presence 9  Conn 2 Science 4 

Fitness 7 Reason 12  Security 1 Medicine 5 
 

Focuses:  Chemistry, Computer Programming, First Aid, Infectious 
Diseases,  Surgery, Xenobiology.   
 

Trait:  Human. Humans are adaptable and resilient, and their resolve and 
 ambition often allow them to resist great hardship and triumph despite great adversity. However, 
humans can  also be reckless and stubborn, irrational, and unpredictable. 
Values:  
 By Virtue of the Greater Intellect:   Featherstone is proud (bordering on arrogant) and has spent most 
of his   life in various laboratories and clinics where his quirks and peccadilloes were tolerated by those 
in charge.    He is used to having his own way, setting his own priorities, and making his own rules- an 
indulgence ill-  suited to life either on the frontier or aboard a starship.    
 Call It Like I See It:   Featherstone has little patience for fools (whether or not they outrank him) or   
  interruptions, and isn't hesitant to express his true opinions.  By the same token, he's also going to be 
   brutally candid with his patients about what ails them. 
 One Track Obsession:   Featherstone is brilliant- a gifted and prolific researcher- but he has poor people 
   skills and can be stubborn, rude, petulant, childish, and even insubordinate.  He is almost 
critically     underweight because research is more enthralling than eating. 
 Primum non nocere “First, do no harm”:  Dr. Featherstone is acutely aware that the powers to heal, to  
  create, and destroy are the most elemental and the most sacred- and takes care not to abuse them.  
Now if   he would only apply that nostrum to his words... 
Talents: 
 Dauntless- Whenever Featherstone attempts a Task to resist being intimidated or threatened, you may 
add a   bonus d20 to your dice pool. 
 Doctor's Orders-  When you attempt a Task to coordinate others, or to coerce someone into taking or 
refraining   from a specific course of action, you may use your Medicine Discipline instead of Command. 
 Field Medicine-  When attempting a Medicine Task, you may ignore any increase in Difficulty for 
working    without the proper tools or equipment.  
 Practice Makes Perfect-   Once per scene, after the character has succeeded on a Medicine Task relating 
to   the treatment of a patient, reduce the Difficulty of the next Medicine Task relating to that patient by 
1. 
 Requires Medicine 3+, Requires Reason 8+ 
 

Combat  Weapons and Attacks: 
 Stress: 8  Unarmed Strike; Melee 3:, Knockdown, Size 1, Nonlethal 

   Type 2 Phaser; Ranged, 4:, Size 1, Charge. 
 

   Tall, rail-thin, slightly fussy, and undoubtedly brilliant, Doctor Featherstone is, at heart, a researcher.  
He much prefers tissue cultures and biological samples to people, and much prefers a quiet laboratory all 
to himself.   
   Featherstone would have gotten his way, too, had he not insulted and humiliated his last C.O. over 
what was (ultimately) a minor difference of opinion.  In a fit of pique, Featherstone reprogrammed the 
station's computers to bombard his superior with irritating and infuriating messages and visuals.  This 
might have been overlooked had the incident not coincided with an inspection by the Chief of Starfleet 
Medical.   



 

   Deciding that Featherstone was “unmilitary, unprofessional, and entirely too cosseted”, Admiral 
Blackburn assigned the good doctor the first deep-space assignment available- the Starship Sakarya.   
   Featherstone is leery of Captain ab Reis and Lieutenant Prin (his career lies in the Captain's hands while 
Lieutenant Prin might... hurt him).  Conversely, Featherstone has a love/hate  relationship with 
Commander K'Muur- she is unquestionably brilliant and beautiful, but she's also continually interrupting 
his research to make sure sick bay is run correctly (and not merely left in the hands of his nurses and 
other doctors).  Featherstone deeply respects T'Var's intellectual discipline (and research background)- 
but most of the remaining officers and crew are tolerated, at best. 
   Featherstone is not a bad man, nor even a bad doctor- merely a pampered prima donna who loves to 
hear his praises spoken (a lot like the Voyager EMH).   
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