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INTRODUCTION 
One of  Starfleet’s defining purposes is to seek 
out the unknown: to cross the boundaries of  
charted space, encounter new civilizations, 
investigate strange phenomena, and confront 
challenges that test not only knowledge and 
courage, but also judgment, ethics, and 
compassion. From the earliest voyages into 
unexplored regions to the delicate work of  
diplomacy on contested frontiers, Star Trek has 
always been a setting where discovery and 
responsibility go hand in hand. The missions in 
this collection are built with that spirit in mind, 
offering Gamemasters a broad range of  stories 
inspired by the many tones and traditions of  Star 
Trek: first contact, scientific mystery, political 
tension, survival under pressure, moral dilemma, 
and cosmic wonder.  

This book presents a set of  standalone mission 
briefs for use with the Star Trek Adventures 
roleplaying game. Each mission is designed to 
provide a strong premise, a clear dramatic arc, 
and enough flexibility for a Gamemaster to adapt 
it to the needs of  their crew, campaign, and 
preferred era of  play. Some of  these adventures 
place the Players in the middle of  urgent crises, 
where quick thinking and technical skill may save 
lives. Others emphasize diplomacy, investigation, 
or difficult ethical decisions where no solution is 
entirely clean. Still others invite the crew to 
confront the oldest and most enduring Star Trek 
question: not simply whether the unknown can 
be understood, but whether it can be 
approached with wisdom.  

The missions are grouped by mission type rather 
than chronology, allowing Gamemasters to 
quickly find the kind of  story they wish to run. 
Some groups focus on exploration and first 
contact, while others lean into political intrigue, 
medical ethics, eerie mystery, engineering-led 
disaster response, or encounters with ancient 
systems whose consequences reach far beyond a 
single ship or world. This structure is intended to 
make the collection both easy to browse and 
useful at the table, whether a Gamemaster is 
searching for a one-off adventure, a thematic 
episode for an ongoing campaign, or the seed of  
a larger story arc.  

The title of  each mission is drawn from a Pink 
Floyd song, used here as a thematic touchstone 
rather than a source of  setting or continuity. In 
many cases, the title hints at the adventure’s 
tone, central image, or emotional core: a mystery 

drifting through deep space, a society shaped by 
memory, a border conflict ready to ignite, an 
ancient machine awakening beneath the stars. 
Gamemasters are encouraged to treat these titles 
as evocative entry points into the story, helping 
to establish mood while leaving the mission itself  
fully rooted in the world, themes, and values of  
Star Trek. 

Whether used individually or as part of  a larger 
campaign, the missions in this book are meant to 
celebrate the breadth of  what a Star Trek story 
can be. Some ask the crew to save lives under 
impossible conditions. Some ask them to listen 
before they act. Some ask them to choose 
between principle and practicality when both 
appear equally necessary. All of  them are 
intended to create stories in which the Players’ 
decisions matter, the setting feels alive, and the 
voyage into the unknown remains as compelling 
as ever. 

HOW TO USE THIS BOOK 
Each mission in this collection is written to 
function as either a standalone adventure or as 
part of  an ongoing Star Trek Adventures 
campaign. Gamemasters may use a mission as 
the starting point for a new series, insert one 
into an established campaign with minimal 
revision, or adapt individual ideas, scenes, and 
complications for their own original material. The 
briefs are intentionally broad enough to support 
customization, while still providing a clear 
structure of  major beats, likely complications, 
notable non-player characters, and a strong 
thematic focus.  

Every mission includes a Suggested Era of Play 
and one or more Suggested Spotlight Roles. 
These are provided to help the Gamemaster 
quickly determine where a mission fits best and 
which kinds of  characters are most likely to shine 
during play. The era suggestions are meant as 
guidance, not limitation. Most missions can be 
shifted into a different period of  Star Trek play 
with relatively minor adjustment to local politics, 
available technologies, or the identities of  the 
surrounding powers. A border crisis in one era 
may become a colonial dispute in another. An 
isolated world hidden beneath storms may be 
equally suited to an early exploratory campaign 
or a later mission involving formal first contact.  

 



5 

The Opening Log for each mission is intended as 
a ready-made introduction that can be read 
aloud, adapted into a captain’s log, or used 
simply as a framing device for the Gamemaster. It 
establishes the initial situation and places the 
crew at the beginning of  the problem, mystery, or 
opportunity that defines the adventure. From 
there, the Major Beats outline the most 
important phases of  the mission, providing a 
strong narrative shape without forcing the 
Players down a single path. These beats should 
not be treated as a script; they are anchors for 
pacing, escalation, and scenario development, 
allowing player decisions to meaningfully shape 
how the story unfolds.  

The Minor Beats are included to offer additional 
complications, side pressures, or optional scenes 
that can enrich the session, adjust pacing, or give 
more characters an opportunity to contribute. A 
Gamemaster may use several, one, or none of  
them depending on session length and the needs 
of  the table. Likewise, the Key NPCs are not 
exhaustive cast lists, but rather the most useful 
recurring or central characters likely to shape the 
mission’s decisions, tensions, or emotional stakes. 
They can be expanded, replaced, or simplified as 
needed for the campaign. 

Gamemasters should feel free to modify any 
mission to better suit their crew’s composition, 
the tone of  their campaign, or the interests of  
their Players. Some groups will prefer more 
diplomacy and investigation, while others may 
focus more heavily on action, scientific problem-
solving, or ethical debate. The mission briefs are 
written to support all of  these approaches. If  a 
particular crew includes especially strong 
medical, engineering, or command characters, 
scenes may be expanded in those directions. If  
the group enjoys recurring consequences, NPCs 
and outcomes from one mission can easily inform 
later stories elsewhere in the collection. 

Finally, while these missions are grouped by type 
for ease of  reference, they need not be run in the 
order presented. A Gamemaster may choose 
adventures by tone, by spotlight role, by era, or 
by the needs of  the current campaign. One crew 
might begin with a straightforward first-contact 
mission and later find themselves confronting an 
ancient stellar machine. Another might move from 
political negotiation to eerie investigation to 
medical crisis as the season unfolds. The 
structure of  the book is meant to support 
flexibility, helping each table chart its own course 
through the material. 

MISSION TYPES & SPOTLIGHT 
ROLES 
The missions in this collection are organized by 
mission type, grouping adventures that share 
similar themes, structures, and play experiences. 
This approach is intended to help Gamemasters 
quickly identify the kind of  story they want to 
run, while also highlighting the many different 
forms a Star Trek mission can take. Though any 
individual adventure may contain elements of  
several categories, each has been placed 
according to its strongest narrative identity. 

Exploration & First Contact  
These missions emphasize discovery, scientific 
curiosity, and contact with unfamiliar worlds, 
cultures, or intelligences. They are especially well 
suited to campaigns that embrace the classic Star 
Trek spirit of  venturing into the unknown and 
learning to understand what at first seems 
strange or impossible. Science officers, conn 
officers, command characters, and diplomacy-
minded Players often find significant 
opportunities to lead in these adventures. 

Diplomacy, Politics & Prime Directive 
These missions focus on contested truth, 
unstable peace, espionage, interstellar tension, 
and the difficult choices that arise when ideals 
collide with circumstance. Some center on 
mediation between hostile powers, while others 
ask the crew to judge the consequences of  
intervention, secrecy, or cultural influence. 
Command officers, diplomats, security personnel, 
and any Players interested in law, policy, and 
ethics are likely to be central in these stories. 

Medicine, Mind & Ethics 
These missions deal with healing, cognition, 
identity, consent, emotional harm, and the moral 
uncertainty that surrounds treatment and care. 
They often place the crew in situations where 
helping others requires difficult tradeoffs, or 
where the difference between cure and violation 
is painfully thin. Medical officers, counselors, 
scientists, and compassionate command 
characters are particularly well positioned to 
shape these adventures. 
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Mystery, Haunting & Investigation  
These missions lean into unanswered questions, 
eerie environments, abandoned places, hidden 
histories, and truths that must be uncovered 
piece by piece. They are often quieter at first, 
building tension through atmosphere and 
investigation before revealing the full nature of  
the threat, mystery, or emotional dilemma at their 
center. Security officers, science officers, 
command characters, and Players who enjoy 
observation, deduction, and slow-burn suspense 
tend to thrive here. 

Disaster, Survival & Engineering Crisis  
These missions emphasize urgency, technical 
expertise, survival under pressure, and the 
practical realities of  keeping ships, stations, 
colonies, and people alive when conditions are at 
their worst. They are ideal for stories where the 
environment itself  is hostile, time is running 
short, and success depends on ingenuity as much 
as bravery. Engineers, conn officers, operations 
personnel, and decisive command characters 
often take the lead in this category. 

Ancient Systems & Cosmic Stakes  
These missions involve relics, megastructures, 
precursor technologies, stellar-scale phenomena, 
and dangers whose consequences extend 
beyond a single crew or location. They are often 
among the most cinematic and high-concept 
stories in the collection, blending science-fiction 
wonder with high stakes and difficult choices 
about knowledge, power, and risk. Science 
officers, engineers, command officers, and Players 
drawn to large-scale discovery will find much to 
engage them in these missions. 

Spotlight Roles  
Each mission includes one or more Suggested 
Spotlight Roles. These are not prerequisites and 
should never be treated as limitations on who 
can contribute. Rather, they indicate the 
departments, specialties, or styles of  problem-
solving most likely to come into focus during that 
adventure. A mission with a spotlight on Science 
may revolve around unusual phenomena, 
technical analysis, or first-contact interpretation. 
A spotlight on Medicine may indicate difficult 
treatment decisions or complex questions of  care 
and consent. Command suggests that leadership, 
diplomacy, prioritization, or moral judgment will 
be especially important, while Engineering, 
Conn, Security, or other roles signal the kinds of  
pressure points likely to define the session. 

In practice, every strong Star Trek mission gives 
the whole crew meaningful opportunities to 
contribute. Spotlight roles are best understood 
as a way to help Gamemasters choose 
adventures that suit their Players, rotate attention 
across departments, and ensure the collection 
supports a wide range of  Star Trek stories. One 
session may call for diplomacy and restraint; the 
next may demand quick calculations under fire, 
medical improvisation in a collapsing situation, or 
the courage to make a decision when no answer 
is entirely free of  cost. The spotlight system is 
there to help the Gamemaster anticipate where 
the heart of  a given mission lies, while leaving 
the Players free to surprise everyone with how 
they choose to meet it. 
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EXPLORATION & FIRST CONTACT 
Star Trek is built on the promise of  discovery: the belief  that beyond every star lies something new to 
learn, understand, and perhaps be changed by. The missions in this section emphasize strange 
phenomena, hidden worlds, and encounters with unfamiliar forms of  intelligence, where curiosity and 
restraint matter as much as courage. These adventures are especially well suited for crews who thrive on 
science, diplomacy, and the spirit of  peaceful exploration, reminding Players that the unknown is not 
merely something to survive, but something to approach with wonder. 

 

KEEP TALKING 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Communications 
Officer, Science Officer, Command 

SYNOPSIS  
The crew is dispatched to establish contact with 
an intelligent species whose repeated 
transmissions have baffled every attempt at 
translation. Though clearly structured and 
intentional, the signals do not conform to spoken 
language, symbolic lexicons, or any known 
communicative grammar. Instead, they appear to 
combine mathematics, harmonic resonance, body 
movement, environmental timing, and 
collaborative action into a single inseparable 
mode of  meaning. Upon arrival, the Players 
discover that the species is equally frustrated by 
the failure to communicate and increasingly 
fearful that the crew’s inability to respond may 
signal deception, hostility, or incomprehension 
too profound to overcome. Matters are 
complicated further by the presence of  a local 
military or political authority ready to interpret 
the failed exchange as a threat. What begins as a 
first-contact mission becomes a test of  patience, 
creativity, and trust, forcing the crew to build 
understanding without a common tongue and to 
prove peaceful intent through action before fear 
turns misunderstanding into conflict. 

OPENING LOG 
Captain’s Log: 
We are entering the Rhel Expanse in response to a 
series of  structured transmissions from an 
unidentified civilization operating near the borders 
of  charted space. Starfleet linguistics, exo-
communications, and computer analysis have all 
failed to produce even a provisional translation, 
despite clear evidence that the signals are 
intentional and non-hostile in origin. The patterns 
contain layered mathematics, harmonic 
sequencing, and rhythmic repetition unlike any 
language model in our database. Our orders are 

simple in theory and exceptionally difficult in 
practice: make contact, determine intent, and 
keep a failed conversation from becoming a 
dangerous one. 

MAJOR BEATS 
The Language That Is Not a Language 
The first phase of  the mission centers on the 
crew’s attempt to understand the communicative 
problem. Standard hails, universal translation, 
symbolic displays, and even formal mathematical 
exchanges produce only partial or confusing 
results. The alien species may respond with 
visible interest, but also mounting uncertainty, as 
it becomes clear that the Federation’s usual tools 
are not merely insufficient—they may be built on 
assumptions irrelevant to the species’ way of  
understanding meaning. Scientific and 
communications analysis reveals that their 
messages are not encoded “speech” at all, but 
integrated performances: meaning is conveyed 
through harmonic intervals, gesture patterns, 
timing relationships, light modulation, and shared 
problem-solving behavior. In other words, they do 
not separate information from interaction. To 
“say” something meaningful, the crew may need 
to join in a process rather than send a statement. 
This phase should emphasize experimentation, 
failure, and gradual realization, while allowing 
communications, science, and culturally minded 
command characters to lead through curiosity 
rather than certainty. 

Meaning Through Action 
Once the Players recognize that language here is 
inseparable from demonstration, the mission 
shifts from translation to participation. The crew 
may be presented with geometric puzzles, 
navigational exercises, musical or harmonic 
exchanges, or cooperative environmental tasks 
meant to establish shared logic and intent. Every 
breakthrough is hard-won and fragile. A correct 
response may not “translate” a phrase so much 
as demonstrate goodwill, intelligence, or 
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willingness to cooperate. This creates rich 
opportunities for the crew to use multiple 
departments creatively: the conn officer may 
contribute by matching motion sequences; 
engineering may stabilize a shared field pattern; 
science may recognize recursive mathematical 
structures; and command may realize that 
patience itself  is being interpreted as part of  the 
exchange. At the same time, tension grows 
because the aliens are not the only audience. 
Local authorities, allied observers, or nervous 
security elements may see these strange rituals 
as evasive or dangerous. The Players must not 
only communicate with the unknown, but defend 
the legitimacy of  the effort to those who demand 
faster, simpler, and more forceful answers. 

Keep Talking Before Fear Decides 
The final phase emerges when a military or 
political crisis threatens to cut the contact 
process short. A local defense force, rival power, 
or even a faction within the alien culture 
interprets the prolonged misunderstanding as a 
sign of  concealed aggression. Perhaps defensive 
systems begin to mobilize, automated border 
networks activate, or a commander on either side 
loses patience and prepares to act. By this point, 
the crew has likely achieved enough partial 
understanding to know that the aliens are trying 
to cooperate, but not enough to resolve the full 
situation through words alone. The Players must 
use everything they have learned to create a 
convincing act of  shared understanding under 
extreme pressure. This may take the form of  
jointly solving a problem in real time, mirroring a 
meaningful ritual, broadcasting a carefully 
constructed harmonic-mathematical statement, or 
physically intervening to prevent escalation in a 
way the aliens will recognize as trust. The climax 
should make clear that the breakthrough is not a 
perfect translation, but a mutual choice to 
continue trying. In this sense, success comes not 
when both sides fully understand one another, 
but when both decide the effort is worth 
preserving. 

MINOR BEATS 
 A universal translator malfunction may 

produce misleading partial meanings, 
creating dangerous false confidence among 
the crew.  

 One or more crew members may establish 
early rapport through music, mathematics, 
dance, or piloting skill rather than formal 
linguistics.  

 The alien species may communicate 
differently in different environments, forcing 

the crew to adapt to context as part of  
language itself.  

 A local military commander may demand 
proof  of  hostile intent or insist on 
withdrawing before the exchange can 
succeed.  

 Some members of  the alien culture may be 
more open to contact than others, creating 
internal divisions the Players must navigate 
carefully.  

 The breakthrough moment may hinge on the 
crew recognizing that silence, delay, or 
repetition are themselves meaningful parts of  
the exchange.  

KEY NPCS  
Lieutenant Hara Venn 
The ship’s communications specialist, brilliant, 
persistent, and willing to abandon conventional 
linguistic frameworks in order to understand the 
aliens on their own terms. Venn becomes one of  
the central voices arguing that failure to translate 
is not failure to communicate. 

Prefect Sol Marr  
A regional military or political authority charged 
with maintaining security near the contact zone. 
Marr is not unreasonable, but sees prolonged 
ambiguity as dangerous and may become the 
chief  source of  external pressure on the mission. 

Speaker -of-Waves 
The alien representative or most visible 
participant in the exchange. Whether an 
individual, a role, or a shifting function within the 
species’ social structure, Speaker-of-Waves serves 
as the crew’s first real bridge into alien modes of  
thought. 

Commander Alis Ren 
The ship’s executive officer or senior tactical 
presence, who must balance caution and security 
concerns against the crew’s increasingly 
unconventional contact methods. 

CONCLUSION 
The mission should conclude with the crew 
achieving a first-contact breakthrough that feels 
tentative, genuine, and earned. They may not 
leave with a fully functioning translation matrix or 
a neat diplomatic statement, but they should 
leave with something more important: mutual 
recognition, the beginning of  trust, and proof  
that understanding can be built even when the 
usual tools fail. In less ideal outcomes, the 
Players may avert open conflict without truly 
solving the communicative barrier, setting the 
stage for future contact efforts. The strongest 
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version of  the ending preserves both hope and 
humility, reminding everyone involved that true 
communication is not simply the transmission of  
information, but the willingness to keep reaching 
across difference until meaning begins to form. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works especially well in exploratory 
or diplomacy-focused campaigns that emphasize 
classic first-contact storytelling and the challenge 

of  understanding truly alien perspectives. It can 
function as a standalone episode about 
communication under pressure, but also makes 
an excellent opening mission for a longer 
campaign in which the contacted species, local 
authorities, or the methods developed during the 
mission continue to matter. It is especially useful 
for groups that enjoy collaborative problem-
solving, unconventional social encounters, and 
stories where patience and empathy are just as 
important as technical brilliance. 

 

OBSCURED BY CLOUDS 
SUGGESTED ERA OF PLAY: Enterprise or The 
Original Series era 

SUGGESTED SPOTLIGHT ROLE: Conn, Science, 
Command 

SYNOPSIS  
The crew is sent to investigate a world long 
dismissed as uninhabitable due to its violent 
atmosphere, perpetual storm systems, and dense 
cloud layers that have rendered orbital study 
nearly impossible for generations. A recently 
reactivated survey buoy, however, has transmitted 
evidence of  artificial energy signatures and large-
scale structures beneath the cloud cover. When 
the Players descend through hazardous ion 
storms and turbulent skies, they discover an 
inhabited world hidden in plain sight: a 
civilization shielded from outside contact by a 
planetary weather system that may not be 
entirely natural. As atmospheric conditions 
continue to shift, exposing the world to increased 
outside detection, the crew must balance 
scientific curiosity, humanitarian concern, and the 
constraints of  the Prime Directive. What begins 
as a dangerous survey mission becomes a 
question of  whether some worlds were hidden 
for a reason—and whether revealing them, even 
unintentionally, may change them forever. 

OPENING LOG 
Captain’s Log: 
We are en route to the world designated Vespera 
IX, a planet long believed to be geologically 
unstable and environmentally unsuitable for 
habitation. Its atmosphere is so dense with 
charged particulate matter and storm activity that 
no sustained orbital scan has ever penetrated the 
cloud layers for more than a few seconds. Two 
days ago, an automated Federation survey buoy 
dormant for nearly a century unexpectedly 
reactivated and transmitted clear evidence of  
artificial structures below the atmosphere. If  the 

data is genuine, then an inhabited world has 
remained concealed beneath these storms for far 
longer than anyone imagined. 

MAJOR BEATS 
Through the Storm Veil 
The first phase of  the mission focuses on the 
hazardous descent and initial discovery. 
Shuttlecraft, transporters, and long-range sensors 
are all compromised by the planet’s violent 
atmosphere, forcing the crew to rely on skill, 
improvisation, and nerve to pass through massive 
storm cells, electromagnetic turbulence, and 
shifting pressure bands. The descent itself  should 
feel like a major achievement, emphasizing conn 
and engineering expertise as much as science. 
Once beneath the cloud layer, the Players find 
not a dead world, but a thriving biosphere of  
valleys, inland seas, and inhabited settlements 
shielded beneath a permanent ceiling of  storm 
and shadow. The civilization below may range 
from pre-industrial to early industrial in 
development, but it is clearly adapted to a world 
where the sky is not a symbol of  openness, but a 
barrier and mystery. The Players’ initial challenge 
is to understand what kind of  society they have 
found while ensuring that their own presence 
does not create immediate disruption. 

A World Meant to Be Hidden 
As the crew begins piecing together 
environmental data, cultural observation, and 
remnants of  earlier planetary history, they 
discover that the storm system protecting the 
world may have been engineered or modified 
long ago. Whether through orbital devices, 
ancient atmospheric projectors, subsurface 
climate engines, or bioengineered planetary 
feedback systems, the clouds appear to function 
as more than weather. They have concealed the 
civilization from outside observation for 
generations, perhaps centuries, and may once 
have been maintained with far greater precision. 
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Now that system is breaking down. Storm belts 
are shifting, upper-atmospheric windows are 
opening, and orbital visibility is becoming more 
frequent. This creates multiple layers of  tension. 
The local culture may possess myths or partial 
memories about the sky as a forbidden realm. 
Some leaders may want the veil restored at all 
costs, while others see the changing heavens as 
the beginning of  a new age. Meanwhile, the 
Players must decide whether they are confronting 
a natural disaster, the decay of  ancient 
infrastructure, or the deliberate ending of  a 
system designed to keep this world apart from 
the galaxy. 

When the Sky Opens 
The final phase of  the mission centers on what 
happens when concealment becomes impossible. 
The failing storm shield may now be visible to 
long-range detection by traders, scouts, raiders, 
or rival powers, meaning the Federation is 
unlikely to be the only outside force to notice the 
hidden world for much longer. Local political 
tensions rise as religious, scientific, and civic 
leaders react to the changing sky. Some may 
demand help restoring the veil, even if  doing so 
would preserve their isolation indefinitely. Others 
may plead for aid in preparing their people for 
the truth. The Players must navigate Prime 
Directive concerns while deciding whether to 
repair the ancient system, allow the world to 
emerge naturally into the wider galaxy, or do 
something in between—perhaps buying time 
without making the choice for them. The climax 
may involve reactivating or shutting down a 
hidden atmospheric control nexus under 
dangerous storm conditions, protecting the world 
from outside interference, or managing the first 
unavoidable revelation that they are not alone 
beneath the stars after all. 

MINOR BEATS 
 A shuttle or atmospheric craft may be lost or 

damaged during descent, forcing an early 
survival or repair scene beneath the storm 
layer.  

 Local myths may describe “voices above the 
thunder” or “eyes in the clouds,” suggesting 
earlier glimpses of  the outside universe.  

 Evidence may surface that a long-vanished 
civilization intentionally concealed the world 
to protect it from invasion, exploitation, or 
itself.  

 A local reformist faction may see the crew’s 
arrival as proof  that their society must 
change immediately, regardless of  the risks.  

 The weakening veil may already have drawn 
the attention of  smugglers, prospectors, or a 
nearby rival power.  

 Atmospheric control systems may be partially 
sentient, automated, or operating according 
to ancient directives no longer suited to 
present conditions.  

KEY NPCS  
High Observer Talen 
A scholar-priest, astronomer, or keeper of  
forbidden traditions who has long believed the 
storms conceal truths others fear. Talen becomes 
a vital cultural bridge between the crew and 
those willing to question inherited assumptions. 

Kael Dren 
A local civic leader, engineer, or dissident who 
sees the failing storm veil as an opportunity 
rather than a threat. Kael advocates for openness, 
contact, and technological transition, even if  the 
world is not fully ready. 

Commander Jessa Roul 
A Starfleet officer deeply committed to the Prime 
Directive, who serves as the clearest internal 
voice urging caution, noninterference, and 
respect for the civilization’s right to face change 
on its own terms. 

The Veil Core 
A hidden atmospheric-control intelligence, 
ancient system nexus, or automated weather 
engine responsible for sustaining the storm 
shield. Whether it can still be safely controlled is 
one of  the mission’s central uncertainties. 

CONCLUSION 
The mission should conclude with the crew 
making a consequential choice about the hidden 
world’s future. They may restore the atmospheric 
veil, preserving the civilization’s secrecy for a 
time but delaying inevitable change. They may 
allow the system to fail naturally, accepting that 
the society will soon confront the wider galaxy 
whether it is ready or not. Or they may attempt a 
more delicate compromise, stabilizing the world 
long enough for its leaders to begin preparing 
for that future on their own terms. The best 
ending leaves the Players with the sense that 
they did not simply discover a hidden world, but 
arrived at the moment its history turned. 
Whatever choice they make, they should feel the 
weight of  having seen a civilization at the 
threshold between protected myth and open sky. 
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ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works especially well in exploration-
heavy campaigns and any series that takes the 
Prime Directive seriously as a source of  dramatic 
tension rather than a simple rule. It can be used 
as a standalone hidden-world episode, but also 

serves as an excellent seed for future stories 
involving controlled first contact, outside 
interference, cultural transformation, or ancient 
systems built to hide vulnerable worlds from the 
galaxy. If  your campaign includes frontier politics 
or competing powers, the discovery of  such a 
world may have consequences far beyond the 
mission itself. 

 

ASTRONOMY DOMINE 
SUGGESTED ERA OF PLAY: The Original Series era 

SUGGESTED SPOTLIGHT ROLE: Science Officer, 
Communications Officer 

SYNOPSIS  
Starfleet sends the crew to investigate a quiet 
sector where long-range observatories have 
begun reporting impossible stellar movement. 
Entire constellations appear to be shifting in 
deliberate, mathematically precise ways, defying 
known astrophysics while forming patterns too 
elegant to dismiss as error. Upon entering the 
region, the Players discover that the stars 
themselves are not moving; rather, vast subspace 
distortions are being used to create the illusion 
of  stellar drift across multiple systems at once. 
As the crew studies the phenomenon, it becomes 
clear that they are witnessing not a natural 
anomaly, but a form of  communication on an 
interstellar scale—an ancient intelligence using 
light, gravity, and celestial arrangement as 
language. The mission becomes a classic first-
contact scenario unlike any ordinary exchange, 
requiring the crew to decipher meaning from the 
structure of  the heavens themselves while 
preventing others from disrupting a message 
they barely understand. 

OPENING LOG 
Captain’s Log: 
We are entering Sector 441 in response to reports 
from multiple Federation observatories of  
impossible stellar drift. The data suggests several 
stars have altered their apparent positions by 
margins no known natural mechanism could 
produce on this timescale, yet the changes are 
consistent across independent instruments and 
observatories separated by light-years. The 
patterns are mathematically ordered and repeat 
at intervals that suggest deliberate structure. If  
this is an illusion, it is one being written across the 
sky itself. 

MAJOR BEATS 
The Sky Rewritten  
The first phase of  the mission focuses on 
investigation and wonder. Sensor readings 
confirm that the stars are not physically moving, 
but their light is being refracted, delayed, or 
reprojected through deep subspace distortions 
of  extraordinary precision. The result is a shifting 
celestial map visible over multiple systems at 
once, as though someone were drawing 
geometric thought directly across the firmament. 
Science and astrometrics officers may identify 
repeated motifs—ratios, angles, and sequences 
that imply symbolic structure rather than random 
anomaly. Standard attempts to isolate a source 
prove difficult because the “message” is 
distributed across large-scale space itself. The 
Players must determine whether they are dealing 
with technology, intelligence, or some unknown 
physical phenomenon while defending their work 
against the understandable skepticism of  those 
who see the reports as sensor failure, mass 
hysteria, or academic exaggeration. 

The Language of Constellations  
As the crew decodes portions of  the pattern, 
they realize that the stellar shifts are not merely a 
signal, but a language built from relationship, 
orientation, and cosmic perspective. Meaning 
emerges not from individual symbols, but from 
how one point of  light changes in relation to 
thousands of  others. This revelation transforms 
the problem from astronomy into communication. 
The Players may need to use planetary 
observatories, ship’s sensors, mathematical 
modeling, and even the timing of  their own 
movements through the sector to respond 
meaningfully. Eventually, the crew makes contact 
with the source: a non-corporeal or distributed 
intelligence that exists partly in subspace and 
partly through the manipulation of  astronomical 
phenomena. To this being, the scale of  stars and 
centuries is normal, and starships are fleeting, 
noisy interruptions. It may not even understand 
at first that the crew are sentient entities rather 
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than transient distortions. The challenge now 
becomes finding a way to speak across not only 
language and biology, but scale, duration, and 
ontology. 

Do Not Disturb the Heavens 
The climax emerges when outside pressures 
threaten to end the exchange before it truly 
begins. A mining consortium, military patrol, 
scientific competitor, or local government may 
want the region cleared, the anomaly neutralized, 
or the phenomenon claimed for strategic study. 
Interference with the subspace geometry risks 
collapsing the message entirely or provoking the 
intelligence into defensive action. Meanwhile, the 
Players may have only begun to understand the 
content of  the celestial language. Perhaps it is a 
greeting, a warning, a navigational archive, or a 
record intended for others like the being itself. 
The crew must choose how far to go in 
protecting the contact zone, how much trust to 
place in an intelligence that thinks on vastly 
different terms, and whether to respond in a way 
that will alter the message permanently. The best 
climax is not a battle, but a moment in which the 
Players succeed in convincing multiple sides that 
the sky is not merely misbehaving—it is 
speaking, and deserves to be heard. 

MINOR BEATS 
 The altered celestial patterns may disrupt 

local navigation, calendars, or religious 
traditions on nearby inhabited worlds.  

 A rival scientist or observatory team may 
insist on publishing incomplete conclusions 
that threaten to politicize the event.  

 The intelligence may unintentionally affect 
local gravity, communications, or emotional 
states while trying to “focus” on the crew.  

 Certain crew members may experience 
recurring visions, dreams, or harmonic 
impressions linked to the pattern’s deeper 
structure.  

 A powerful local interest may see the 
phenomenon as a navigational or military 
asset rather than a first-contact opportunity.  

 The crew may discover traces of  earlier 
civilizations that once noticed, 
misunderstood, or worshipped the same 
intelligence.  

KEY NPCS  
Lieutenant Sera Dain  
An astrometrics or observatory specialist whose 
fascination with the elegance of  the shifting stars 

drives much of  the early investigation. Dain is 
among the first to recognize the phenomenon as 
structured meaning rather than impossible 
motion. 

Administrator Bol Kess  
A civilian official, scientific funder, or sector 
administrator who sees the anomaly primarily as 
a practical problem disrupting navigation, 
commerce, and normal operations. 

The Celestial Intelligence 
A diffuse, ancient being that perceives 
communication through stellar relationship and 
subspace topology. Its patience is vast, but its 
understanding of  small, rapid creatures like 
humanoids is incomplete. 

Commander Ilya Vorn 
A tactical or command officer tasked with 
ensuring that the crew’s efforts to protect the 
contact zone do not escalate into a broader 
political incident. 

CONCLUSION 
The mission should conclude with the crew 
establishing some form of  meaningful contact, 
even if  that contact remains incomplete. They 
may decipher only the beginning of  the message, 
create the first successful reply, or convince 
outside interests to preserve the region for future 
study and diplomacy. In less ideal outcomes, the 
Players may protect the phenomenon without 
fully understanding it, leaving behind a mystery 
that will take years to unravel. The strongest 
ending leaves the crew with the sense that they 
have not merely found a new intelligence, but 
glimpsed a form of  thought so vast that the night 
sky itself  becomes a page on which it writes. 
Whether the message was meant for them or not, 
they are now part of  it. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is ideal for campaigns that 
emphasize classic Star Trek wonder, scientific 
investigation, and first contact with truly alien 
forms of  life. It works especially well as an early 
or mid-campaign mission that establishes the 
crew as capable of  handling the strange with 
intelligence and humility. It can also seed future 
storylines involving ancient intelligences, large-
scale astronomical phenomena, or regions of  
space where the boundary between physical 
process and communication is far thinner than 
anyone believed. 
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ECHOES 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Science Officer, 
Counselor, Medical Officer 

SYNOPSIS  
The crew is assigned to survey an ocean world 
after every probe, transmission, and sensor pulse 
sent into its atmosphere has been returned in 
altered form, as though the planet itself  were 
answering back. At first the responses appear to 
be simple mimicry or delayed reflection, but as 
the pattern grows more complex it becomes clear 
that the world is not merely reflecting signals—it 
is learning from them. Beneath its global seas 
lies a planetary-scale biosphere of  living 
crystalline and organic networks acting in concert 
as a single vast intelligence, one that is trying to 
understand individual identity by copying the 
minds, emotions, and communicative habits of  
the visitors who reach it. What begins as an 
exobiological survey becomes an intimate and 
unsettling first-contact mission in which the 
Players must decide how to engage a world-mind 
that experiences personhood as experiment, 
imitation, and echo. The danger is not that the 
planet is hostile, but that in trying to understand 
individuality, it may fracture itself—or reshape the 
crew in the process. 

OPENING LOG 
Captain’s Log: 
We have arrived in orbit above Pelagia, an M-
class ocean world under long-term Federation 
observation after a series of  probes transmitted 
anomalous return signals from within its 
atmosphere and sea surface. Every message sent 
to the planet has been echoed back with subtle 
alterations: timing shifts, structural improvisations, 
and, more recently, symbolic deviations suggestive 
of  deliberate response. Long-range science teams 
believe the phenomenon may indicate an 
emergent planetary intelligence. Our orders are to 
investigate, make contact if  possible, and 
determine whether the echoes represent 
communication, imitation, or something stranger 
still. 

MAJOR BEATS 
The Planet Answers  
The first phase of  the mission emphasizes 
discovery and ambiguity. Orbital scans reveal a 
world covered almost entirely by shallow global 
seas laced with unusual mineral formations, heat-
plume networks, and vast subaquatic crystalline 

structures that appear to transmit energy and 
information through both bioluminescent pulses 
and resonant vibration. Every attempt by the 
crew to scan or communicate is answered by 
altered returns that become increasingly targeted. 
Audio messages come back harmonized. 
Mathematical sequences are completed, then 
modified. Personal log samples or environmental 
sounds may be reassembled into something that 
feels almost conversational. When an away team 
descends to the surface or beneath it, the 
planet’s responses grow more direct, suggesting 
that proximity increases the world-mind’s ability 
to model the beings before it. The Players should 
feel both awe and unease as they realize that the 
world is not simply alive—it is paying attention. 

Copies in the Water 
As contact deepens, the planet begins 
constructing more sophisticated echoes. These 
may take the form of  mimicked speech patterns 
emerging through wave harmonics, temporary 
bioluminescent or crystalline formations shaped 
like crew members, or even psychic, emotional, or 
neurological reflections experienced by those 
closest to the world’s core networks. The 
intelligence is not trying to deceive or invade, but 
to understand what an “individual” is by 
reproducing pieces of  those who visit it. This 
creates both scientific opportunity and emotional 
tension. Counselors and medical officers may 
observe that the copied patterns include not just 
outward behavior, but fragments of  memory, 
conflict, fear, and attachment. Some crew 
members may find the echoes beautiful, others 
disturbing. The world-mind itself  may begin 
asking, in whatever imperfect way it can, why one 
consciousness can contain contradiction, or why 
beings choose separateness when unity seems 
more stable. The Players must determine how 
much of  themselves to share, and whether doing 
so risks harming either the crew or the being 
they have come to meet. 

One Mind, Becoming Many 
The final phase arises when the process of  
imitation begins to destabilize the planetary 
intelligence. By experimenting with individual 
identity, the world may start generating semi-
autonomous regions, conflicting responses, or 
emergent “selves” within its once-unified 
consciousness. Storm patterns, tidal movement, 
marine activity, and signal coherence may all 
begin to shift as the planet struggles to reconcile 
unity with difference. Some parts of  the world-
mind may want continued contact. Others may 
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retreat, resist, or fear what it is becoming. The 
Players must decide whether to help stabilize the 
intelligence as a single being, encourage its 
evolution toward plurality, or withdraw before 
their influence causes irreversible fragmentation. 
This decision should be both scientific and 
philosophical. Is individuality a gift the world is 
reaching toward, or a wound it was never meant 
to suffer? The climax may involve direct 
communication through shared emotional 
resonance, harmonic negotiation among newly 
emerging “voices” of  the planet, or a desperate 
attempt to quiet escalating instability across the 
seas before the world tears its own networks 
apart in the process of  becoming something new. 

MINOR BEATS 
 Crew members exposed to strong contact 

zones may experience emotional bleed-
through, vivid dreams, or temporary 
perceptions of  the world’s immense unified 
awareness.  

 A probe or shuttle may be absorbed, copied, 
or harmlessly dismantled by marine-
crystalline structures trying to understand 
technology the way the planet studies minds.  

 Some of  the world’s echoes may reveal truths 
about the crew that their subjects would 
rather not confront openly.  

 A scientific faction aboard ship may push for 
deeper sampling or invasive study, risking 
harm to the world-mind’s developing self-
awareness.  

 Marine life may act as both immune response 
and communication medium, complicating 
away-team safety.  

 The planet may generate an “echo” of  a 
specific individual that becomes emotionally 
significant before fading or changing beyond 
recognition.  

KEY NPCS  
Lieutenant Maren Sol 
A passionate exobiologist who immediately 
grasps that Pelagia is not merely a habitat but a 
single distributed organism-intelligence. Maren 
advocates strongly for deeper contact and is 
fascinated by the possibility that the world is 
learning the concept of  personhood in real time. 

Doctor T’Lir 
The ship’s medical officer or counselor, concerned 
that the world’s attempts at understanding may 
involve neurological or empathic intrusion deeper 

than the crew realizes. T’Lir becomes a vital voice 
in balancing curiosity with caution. 

The Echo-Voice 
A temporary, emergent, or localized expression 
of  the planetary mind that develops enough 
continuity to serve as the crew’s most direct 
point of  contact. Whether it is truly an individual, 
or merely the planet trying on individuality for a 
moment, remains uncertain. 

Commander Rian Voss 
The officer responsible for the safety of  away 
teams and the larger mission, increasingly uneasy 
as contact grows more intimate, less predictable, 
and more psychologically complex. 

CONCLUSION 
The mission should conclude with the crew 
helping the world-mind reach some new 
equilibrium, whether that means preserving its 
unity, guiding a controlled transition toward 
differentiated consciousness, or withdrawing to 
prevent further harm. A successful resolution 
need not produce a formal diplomatic exchange 
in any ordinary sense. Instead, success may be 
measured in understanding: the crew realizes 
what the planet was trying to become, and the 
planet learns just enough about individuality to 
choose its own path forward. The strongest 
ending is one tinged with beauty and uncertainty. 
The Players should leave feeling that they 
encountered not just a strange new lifeform, but 
a mind vast enough to be a world and delicate 
enough to be changed by a conversation. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits especially well into science-
driven or contemplative campaigns that 
emphasize strange new life, emotional nuance, 
and first contact beyond ordinary humanoid 
diplomacy. It can serve as a standalone 
philosophical encounter or as part of  a broader 
campaign exploring distributed intelligence, 
sentient ecosystems, or the question of  how 
consciousness develops in forms radically unlike 
familiar life. If  revisited later, Pelagia could 
become a recurring contact, an evolving ally, or a 
reminder that some of  the most profound 
encounters in Star Trek are not with empires or 
starships, but with entirely new ways of  being 
alive. 
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DIPLOMACY, POLITICS &  
PRIME DIRECTIVE 

Not every Starfleet mission begins with a distress call or a sensor anomaly; many begin at a conference 
table, on a contested border, or in the fragile silence before a war begins. The adventures in this section 
focus on negotiation, political complexity, espionage, and the difficult choices that arise when principles 
collide with practical necessity. Commanding officers, diplomats, and characters guided by duty, law, and 
conscience will find these missions rich with tension, where the greatest victories are often measured not in 
territory gained, but in lives spared and futures preserved. 

 

BURNING BRIDGES 
SUGGESTED ERA OF PLAY: The Next Generation or 
Deep Space Nine era 

SUGGESTED SPOTLIGHT ROLE: Command, 
Diplomacy, Security 

SYNOPSIS  
The crew is assigned to support peace talks 
between two neighboring powers after the 
destruction of  a humanitarian convoy turns an 
already fragile ceasefire into a near collapse. Both 
governments accuse the other of  deliberate 
sabotage, and the evidence initially seems to 
support one side’s claims. Yet deeper 
investigation reveals inconsistencies too precise 
to ignore, leading the Players toward a 
conspiracy that reaches beyond either of  the 
visible adversaries. The attack was staged by a 
supposed ally whose political and economic 
interests depend on instability in the region. As 
the Players uncover the truth, they realize that 
revealing it may save lives in the long term while 
destroying the peace process in the short term. 
The crew must navigate diplomacy, espionage, 
and mounting public outrage while deciding 
whether peace built on a lie can survive 
exposure—or whether exposing the lie is the 
only honest way for peace to mean anything at 
all. 

OPENING LOG 
Captain’s Log: 
We have been directed to the Jorali Corridor, 
where ceasefire talks between the Rethan Union 
and the Jorali Compact are on the verge of  
collapse following the destruction of  a medical 
convoy in disputed space. Both governments claim 
the attack proves the other side negotiated in bad 
faith, and preliminary evidence appears to 
support that conclusion. Federation mediators 
requested immediate Starfleet presence to 

stabilize the talks and investigate the incident. At 
present, the region feels less like a peace process 
than a bridge already burning while diplomats 
argue over who lit the first match. 

MAJOR BEATS 
The Convoy in Ashes 
The first phase of  the mission establishes the 
attack and its immediate political consequences. 
The crew investigates the destroyed humanitarian 
vessels, interviews survivors or escorts, examines 
sensor logs, and manages the fallout among both 
delegations. Media coverage, civilian anger, and 
military pressure all intensify the crisis. One side 
may have already begun mobilizing under the 
assumption that the attack was an intentional 
test of  weakness. The Players should initially feel 
that the evidence points strongly in one direction: 
weapons signatures, transponder ghosts, falsified 
flight plans, or intercepted traffic all appear to 
implicate one faction. Yet a careful eye reveals 
fractures in the story. Timing windows do not line 
up. Debris was placed too neatly. Sensor 
corruption seems tailored to produce exactly the 
right conclusion. This phase should create a 
classic Star Trek political dilemma, where the 
truth is buried under urgency, and any delay in 
judgment risks being interpreted as moral 
cowardice. 

A Friend Behind the Knife 
The investigation eventually points away from the 
two official adversaries and toward a third-party 
actor that has long profited from keeping the 
corridor unstable. This might be a regional ally, 
arms supplier, intelligence service, private 
security concern, or treaty guarantor whose 
influence depends on neither side becoming fully 
secure or self-sufficient. The attack was not 
meant to start a war outright, but to keep peace 
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from becoming possible. As the Players pursue 
evidence, they encounter covert pressure, missing 
witnesses, altered records, and perhaps even 
Federation political discomfort if  the conspirator 
is a nominal partner or strategically useful actor. 
Security officers and command staff now face a 
different kind of  danger: the threat is no longer 
open conflict, but a network skilled at hiding 
behind diplomatic respectability. The crew must 
choose whether to gather enough evidence for 
public exposure, use what they know as leverage 
in secret, or risk the talks entirely by confronting 
the conspiracy head-on. 

Can Peace Survive the Truth?  
The climax of  the mission emerges when the 
crew has enough evidence to expose the real 
sabotage, but doing so could shatter the talks at 
the worst possible moment. One side may refuse 
to believe it. Another may use the revelation to 
renegotiate from a position of  anger. The 
conspirator may offer a quieter solution, 
promising stability if  the Players bury the truth. 
Meanwhile, the ceasefire itself  is fraying under 
mutual mistrust, and even a diplomatic success 
may not come fast enough to prevent renewed 
violence. The Players must decide whether to 
prioritize immediate peace, long-term justice, or 
some precarious middle path. The strongest 
ending involves the crew making peace more 
honest, not more convenient. Whether through 
public revelation, closed-door confrontation, or a 
risky restructuring of  the talks, the Players should 
force the central question into the open: is peace 
still peace if  it depends on ignoring who profits 
from war? 

MINOR BEATS 
 Relief  workers or convoy survivors may 

pressure the crew for fast answers, even 
before those answers are reliable.  

 One or both delegations may contain 
hardliners eager to use the attack as an 
excuse to end negotiations.  

 A witness may disappear or recant after 
covert intimidation.  

 The sabotage network may include forged 
humanitarian credentials or Federation-
adjacent contractors, making the political 
implications worse.  

 Rival journalists or information brokers may 
leak partial truths that inflame public opinion.  

 The conspirator may sincerely believe that 
managed instability prevents worse violence, 
complicating the morality of  exposure.  

KEY NPCS  
Ambassador Nira Sel 
The Federation mediator who has poured months 
or years into the peace process and now fears 
watching it collapse. Nira is principled, tired, and 
painfully aware that timing may matter as much 
as truth. 

General Corath Din 
A Rethan military adviser who distrusts 
diplomacy but respects strength and clarity. 
Corath is quick to anger, but not immune to 
evidence. 

Minister Ila Joren  
A Jorali civilian leader who wants peace but fears 
that any concession will be politically fatal at 
home. 

Director Halvek Morn 
The representative of  the allied or third-party 
power behind the sabotage. Sophisticated, 
persuasive, and convinced that stability is 
something to be engineered from the shadows. 

CONCLUSION 
The mission should conclude with the Players 
determining not only who sabotaged the convoy, 
but what kind of  peace they are willing to 
defend. A successful ending may preserve the 
talks while publicly or privately removing the 
conspirator’s leverage. A harsher ending may 
bring the truth to light but fracture the diplomatic 
process, leaving peace delayed in exchange for 
integrity. Even the best outcome should leave 
scars: the dead cannot be restored, and trust 
once damaged is never fully repaired by a single 
revelation. The mission works best when it leaves 
the crew with the sense that diplomacy is not the 
opposite of  conflict, but another arena in which 
courage and judgment are tested. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works particularly well in political, 
diplomatic, or DS9-style campaigns where 
alliances are imperfect and peace is always 
vulnerable to unseen interests. It can stand alone 
as a tense investigative negotiation story, or 
serve as the middle chapter of  a wider arc 
involving regional instability, covert interference, 
or the long struggle to build trust where too 
many powerful people benefit from its absence. 
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US AND THEM 
SUGGESTED ERA OF PLAY: The Next Generation or 
Deep Space Nine era 

SUGGESTED SPOTLIGHT ROLE: Command, 
Counselor, Diplomacy 

SYNOPSIS  
The crew is dispatched to mediate a worsening 
crisis between two neighboring powers whose 
disputes over territory, history, and dwindling 
resources have brought them to the edge of  
open war. Both governments have asked for 
Federation assistance, and both still insist peace 
is possible, yet every negotiation collapses into 
fresh outrage with alarming speed. Minor slights 
become personal insults. Routine 
misunderstandings erupt into accusations of  
betrayal. Intelligence assessments show no clear 
outside provocateur, but the intensity of  the 
animosity begins to feel disproportionate even 
by the standards of  old enemies. As the Players 
investigate the social, political, and emotional 
currents beneath the conflict, they discover that a 
subtle psionic or empathic entity is feeding on 
division and amplifying the worst impulses of  
both societies. The creature is not the original 
cause of  the hostility, however. It has simply 
found fertile ground in generations of  
resentment, selective history, and mutual fear. The 
crew must expose the influence of  the outside 
force without dismissing the real grievances that 
gave it power, and try to create peace between 
two peoples who have forgotten how to see each 
other as anything but enemies. 

OPENING LOG 
Captain’s Log: 
We have been ordered to the Vardani Reach, 
where the governments of  Vardan and Selen 
Prime are once again on the verge of  war after 
the collapse of  a resource-sharing agreement. 
Both sides requested Federation mediation within 
hours of  each other, which suggests that neither 
truly wants open conflict. Even so, preliminary 
briefings indicate talks are deteriorating with 
unusual speed and emotional intensity. Starfleet 
believes a neutral ship with diplomatic authority 
may still be able to stabilize the situation. At 
present, I believe we are arriving at the point 
where peace remains possible, but only barely. 

MAJOR BEATS 
Old Wounds, Fresh Voices 
The first phase of  the mission should establish 
the deep historical and emotional complexity of  
the conflict. The Players meet political leaders, 
military representatives, civilian advocates, and 
perhaps displaced populations from both 
societies. Each side has stories of  betrayal, 
occupation, cultural insult, and broken promises, 
many of  which are true. The crew quickly realizes 
that this is not a conflict born of  a single border 
dispute, but one sustained by a long pattern of  
grievance and inherited fear. Diplomacy is 
immediately difficult: routine procedural 
questions become flashpoints, and even well-
intentioned Federation neutrality is interpreted 
through the lens of  suspicion. Counselors and 
command officers may notice that the emotional 
temperature in negotiations is rising faster than 
expected, while security and science personnel 
may identify unusual empathic or neurological 
effects around key sites or participants. The 
mission’s opening should make clear that the two 
peoples are not caricatures of  hostility, but 
societies trapped inside narratives they no longer 
know how to escape. 

The Thing Between Them 
As the Players dig deeper, they uncover evidence 
of  an outside influence that does not fit normal 
political sabotage. Sensitive crew members 
experience emotional bleed-over during talks. 
Certain public spaces seem to heighten agitation. 
Old recordings and testimony reveal that 
incidents in recent months have escalated with 
unnatural synchronicity. Eventually the crew 
identifies the presence of  a psionic, empathic, or 
non-corporeal entity that feeds on fear, 
resentment, and tribal identity. It has no simple 
political agenda; instead, it intensifies existing 
divisions because division is the nourishment it 
understands. The being may dwell in shared 
sacred ground, abandoned border sites, or even 
within a distributed pattern created by centuries 
of  mutual hatred. Importantly, the Players must 
realize that removing the entity will not solve 
everything. The creature did not create the 
conflict. It magnified it. This phase should focus 
on investigation, revelation, and the difficult task 
of  persuading both sides that an unseen 
influence is worsening matters without allowing 
either to use that revelation as an excuse to deny 
responsibility for its own actions. 
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Peace After Possession  
The final phase of  the mission centers on 
separating the societies from the influence of  the 
entity while preserving a real chance at 
reconciliation. This may involve confronting the 
creature directly through diplomacy, ritual, 
science, or empathic contact, or it may involve 
neutralizing the environmental or psychic 
conditions that allow it to thrive. At the same 
time, the Players must prevent military escalation, 
hold talks together, and push both governments 
toward concrete acts of  de-escalation rather than 
rhetorical blame. The climax works best if  the 
entity’s weakening influence does not instantly 
restore harmony, but instead leaves both sides 
face to face with the raw truth of  what they 
themselves have done. The Players may have to 
broker a ceasefire, arrange shared access to 
contested resources, or facilitate the first 
genuinely honest exchange either side has had in 
years. The mission should end with peace as a 
choice, not a magical cure. If  the crew succeeds, 
they do so not by erasing difference, but by 
helping two peoples reclaim the ability to choose 
something other than hatred. 

MINOR BEATS 
 A border incident may occur during the talks, 

forcing the Players to determine whether it 
was genuine, staged, or amplified by panic.  

 Empathic or telepathic crew members may 
suffer stronger-than-usual emotional backlash 
while near the conflict zone.  

 Historical archives on both worlds may reveal 
that each side’s official narrative omits or 
distorts key events.  

 Extremist groups may deliberately resist any 
revelation that threatens the emotional 
momentum of  war.  

 A shared cultural or sacred site may become 
crucial to understanding how the entity 
attached itself  to the conflict.  

 The being may briefly attempt to influence 
the crew itself, turning their own assumptions 
and frustrations against them.  

KEY NPCS  
Mediator Alen Soreth 
A seasoned negotiator who has worked this 
conflict for years and is exhausted by how often 
peace has nearly happened before slipping away. 
Soreth is pragmatic, deeply committed, and 
skeptical of  easy answers. 

Delegate Reva Tann 
A Vardani representative willing to compromise if  
she believes the other side is acting in good 
faith. She becomes one of  the clearest 
opportunities for real peace. 

Minister Solen Vehr 
A Selen official burdened by public pressure, war 
hawks, and genuine historical pain. Vehr is not 
eager for war, but fears appearing weak even 
more. 

The Divider 
A psionic or empathic entity that feeds on 
collective hostility. It is not evil in a conventional 
sense, but profoundly dangerous, because it 
experiences division as sustenance and cannot 
understand peace except as starvation. 

CONCLUSION 
The mission should conclude with the crew 
creating the conditions for a true ceasefire and 
some form of  mutual recognition, even if  the 
peace remains fragile. A successful ending may 
include removal or banishment of  the entity, a 
restored negotiation framework, and the first 
concrete steps toward shared accountability. A 
more uncertain ending may achieve only 
temporary calm, leaving the Players aware that 
peace is now possible but far from guaranteed. 
The strongest resolution reminds everyone that 
hatred is rarely born from nothing, but it can 
become something larger than the people who 
first carried it. The crew’s role is not to erase 
history, but to make a future possible in spite of  
it. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits naturally into diplomacy-heavy 
campaigns, frontier assignments, or any series 
that treats peace as active work rather than 
passive idealism. It also works well in campaigns 
involving recurring political hotspots, especially if  
the Players can revisit the two societies later to 
see whether their efforts created lasting change 
or merely bought time. Used carefully, it can 
anchor an entire arc about reconciliation, 
memory, and the Federation’s role in conflicts it 
cannot simply solve by force. 
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HIGH HOPES 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Command, 
Diplomacy, Counselor 

SYNOPSIS  
The crew is sent to reestablish contact with a 
former Federation colony that vanished from 
regular communication decades ago and has now 
unexpectedly requested renewed relations. The 
colony’s transmissions paint a picture of  
astonishing success: a peaceful society free of  
scarcity, crime, and factional division, one that 
claims to have preserved Federation ideals more 
faithfully than the Federation itself. Upon arrival, 
the Players find much of  that image to be true. 
The world is orderly, prosperous, and deeply 
committed to civic unity. Yet beneath its serene 
surface lies a culture built on careful curation of  
memory, ritualized historical revision, and the 
deliberate erasure of  failure, dissent, and pain 
from public life. The crew must decide whether 
reunion with the Federation is possible without 
forcing the colony to confront truths it has spent 
generations hiding from itself—and whether 
hope built on omission can survive honest 
contact with the outside world. 

OPENING LOG 
Captain’s Log: 
We are approaching New Carthage, a Federation 
colony that severed regular contact more than 
forty years ago during a period of  political and 
logistical upheaval. For decades they remained 
distant but stable, declining most offers of  
renewed engagement. Three weeks ago, they 
transmitted a formal request to reopen relations 
and discuss reintegration with the Federation. 
Their message described a flourishing world built 
on shared purpose, civic discipline, and the 
preservation of  the values they believe the 
Federation itself  has since compromised. If  their 
confidence is justified, this may be one of  the 
most successful lost colonies in Federation history. 
If  it is not, we may be arriving at a moment they 
can no longer control. 

MAJOR BEATS 
The Colony That Succeeded 
The first phase of  the mission should establish 
that New Carthage truly is impressive. Its cities 
are efficient and beautiful, public infrastructure is 
strong, material need appears minimal, and the 
colonists present themselves as thoughtful, 
cooperative, and deeply proud of  what they have 

built. Unlike many seemingly perfect societies in 
Star Trek, this one should not feel obviously 
sinister at first glance. The Players may genuinely 
admire much of  what they see. Colony leaders 
frame their isolation as a principled choice: by 
stepping away from Federation politics and 
external turbulence, they preserved clarity of  
purpose and social cohesion. Yet subtle details 
begin to trouble the crew. Historical displays are 
suspiciously seamless. Personal disagreements 
resolve too quickly. Mentions of  unrest, tragedy, 
or major setbacks draw polite discomfort or are 
gently redirected. The colony’s perfection is real 
enough to be seductive, which makes the 
discovery of  what sustains it much more 
complicated. 

The Edited Past  
As the Players spend more time on the world, 
they uncover the cultural machinery beneath the 
colony’s stability. New Carthage has built its 
identity around selective remembrance. Failures 
are archived privately, not publicly. Social conflict 
is managed through ritual reconciliation that 
often prioritizes closure over truth. Individuals 
who challenge foundational narratives are not 
violently punished, but are socially and 
institutionally absorbed, redirected, or quietly 
marginalized. Public history is not fabricated 
outright so much as curated into a moral story 
the colony needs to believe about itself. The crew 
may discover hidden archives, private journals, or 
dissident records showing that the colony 
endured severe hardship, internal division, and 
questionable leadership decisions during its early 
isolation. Some leaders see this system as 
necessary civic discipline; others worry it has 
become a prison of  self-mythology. The Players 
must determine whether the colony’s request for 
Federation contact is motivated by genuine 
readiness, internal fracture, or an approaching 
crisis the official story can no longer contain. 

Can Hope Survive Honesty?  
The mission reaches its climax when the Players 
are forced to decide how directly to confront the 
colony with its own omissions. This may happen 
because hidden records are about to become 
public, a younger generation demands the truth, 
or an internal reformist faction seeks Federation 
support against the old civic order. The colony’s 
leadership may ask the crew to respect local 
traditions and avoid destabilizing disclosure, 
arguing that their peace is fragile precisely 
because it has been so carefully maintained. 
Others insist that reunion with the Federation 
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cannot be based on a curated identity. The 
Players must navigate an emotionally charged 
political moment in which no one is wholly 
wrong. Too much truth too fast could shatter 
public trust. Too little truth could make any future 
relationship fundamentally dishonest. The best 
resolution involves helping the colony begin to 
tell the truth about itself  without reducing its 
achievements to fraud. The question is not 
whether New Carthage deserves hope, but 
whether that hope can endure once it stops 
being simplified. 

MINOR BEATS 
 Younger colonists may be fascinated by the 

crew and the idea of  a Federation history not 
filtered through local narrative.  

 A secret archive keeper or teacher may 
approach the Players for help safeguarding 
suppressed records.  

 Colony leadership may attempt to manage 
the crew’s access without overt hostility, 
creating a subtle and very Trek-like tension.  

 A public commemorative ritual may provide 
clues about how social memory is shaped.  

 Federation officials back home may push for 
quick reintegration for political reasons, 
regardless of  the colony’s internal reality.  

 A previously hidden social problem—resource 
strain, demographic imbalance, or suppressed 
unrest—may be the real reason contact has 
resumed now.  

KEY NPCS  
First Steward Alia Renn  
The elegant and disciplined leader of  New 
Carthage, committed to preserving the colony’s 
hard-won stability. Alia is sincere in her love for 
her people and genuinely fears what careless 
truth might do to them. 

Tomas Vale 
A historian or archivist who has secretly 
preserved unedited records of  the colony’s past. 
Tomas becomes one of  the Players’ most 
important guides to what New Carthage has 
forgotten on purpose. 

Ensign Lio Varek 
A young colonist eager for connection with the 
wider Federation and representative of  a 
generation no longer satisfied with inherited 
certainty. 

Counselor Vesh Dara 
A civic reconciliation officer who believes memory 
must be shaped if  a society is to survive trauma, 
and who offers the most thoughtful defense of  
the colony’s system. 

CONCLUSION 
The mission should conclude with New Carthage 
poised between continuity and change. The crew 
may help broker a gradual truth-and-
reconciliation process, delay reintegration until 
the colony is more honest with itself, or expose 
enough of  the hidden record to force 
transformation immediately. A successful ending 
should not reduce the colony to either noble 
ideal or fraudulent utopia. Its achievements are 
real, but so are the costs. The Players should 
leave feeling that they encountered a society 
trying to preserve hope by controlling memory, 
and that their role was to help determine 
whether such hope can mature into something 
stronger. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is ideal for campaigns that explore 
Federation identity, colonial legacy, and the 
tension between ideals and lived history. It works 
well as a standalone diplomatic recontact story, 
but it is especially powerful if  followed up later, 
allowing the Players to see how the colony 
changes after truth begins to enter public life. It 
can also serve as a mirror mission, asking the 
crew to consider how the Federation itself  tells 
stories about its past. 
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SHINE ON YOU CRAZY DIAMOND 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Command, Science, 
Diplomacy 

SYNOPSIS  
The crew is ordered to investigate reports that a 
brilliant Starfleet scientist long presumed dead is 
alive on an isolated world, where their knowledge 
and charisma have transformed a local 
civilization. What should be a straightforward 
recovery mission quickly becomes a profound 
Prime Directive crisis. The scientist has cured 
disease, improved agriculture, stabilized 
infrastructure, and elevated the society in ways 
that have undeniably saved lives. At the same 
time, they have become a prophet, kingmaker, or 
indispensable technologist whose influence now 
reaches every aspect of  culture and governance. 
Removing them may plunge the world into chaos. 
Leaving them in place may validate one of  the 
most sweeping violations of  noninterference 
imaginable. The Players must determine whether 
redemption lies in bringing the scientist home, 
helping the civilization transition away from 
dependence, or accepting that some acts of  
interference cannot be cleanly undone. 

OPENING LOG 
Captain’s Log: 
Starfleet has confirmed that Doctor Adrian Vey, 
science officer of  the U.S.S. Callisto and officially 
listed as dead for seven years, is alive on the 
isolated world of  Khepri IV. Recent long-range 
intelligence and anthropological observation 
suggest Doctor Vey has become a central figure 
in the planet’s development, credited by local 
sources with ending famine, curing multiple 
diseases, and reshaping political authority across 
entire regions. We have been instructed to assess 
the situation, evaluate the extent of  cultural 
contamination, and, if  feasible, return Doctor Vey 
to Federation custody. I suspect feasibility will be 
the least difficult part of  this mission. 

MAJOR BEATS 
The Living Miracle 
The first phase of  the mission should reveal the 
depth and complexity of  Doctor Vey’s impact. 
Khepri IV is not a world where Starfleet contact 
passed unnoticed; Vey’s presence transformed it. 
Whether he rules openly, teaches through 
intermediaries, or functions as a revered “seer” 
within existing structures, his knowledge has 

altered medicine, agriculture, astronomy, public 
health, and political legitimacy. The Players 
should immediately understand why parts of  the 
society love him. Children who would have died 
are alive. Crops that once failed now flourish. 
Rival warlords or states may have been unified or 
restrained through technological advantage. This 
must not feel like a simplistic story of  egoistic 
interference. Vey did good—substantial good. 
That is what makes the problem difficult. The 
Players now face a world that has been improved 
in violation of  Starfleet principles, and they must 
decide whether principles are made weaker or 
stronger by acknowledging that fact. 

A Civilization in Orbit Around One Mind 
As the crew investigates further, they uncover the 
costs of  Vey’s intervention. Khepri IV has become 
dependent on a single offworld intellect for 
systems it cannot yet fully maintain. Local elites 
derive legitimacy through proximity to him. 
Reform, knowledge, and stability radiate outward 
from one person, meaning the society’s future is 
dangerously centralized. Vey himself  may be 
conflicted, defensive, repentant, or utterly 
convinced he did what Starfleet never had the 
courage to do. He may argue that the Prime 
Directive would have demanded he let millions 
suffer for the sake of  abstract purity. He may not 
be wrong about the suffering—but that does not 
settle the question of  what happens now. The 
Players may also discover that not everyone on 
Khepri IV views him as savior. Some resent their 
culture bending around an outsider. Others fear 
what happens when he dies, leaves, or makes a 
mistake. The mission becomes not simply 
whether Vey broke the rules, but whether any 
society can remain itself  after revolving too long 
around a single extraordinary person. 

Bring Him Home, or Help Him Let Go 
The climax arises when the Players must make a 
practical and moral decision about Vey’s future. 
Starfleet expects accountability. Khepri IV may 
demand he stay. Rival factions may see the 
moment as their chance to seize power or 
overthrow a social order built around him. The 
Players may choose to arrest and remove him, 
leaving behind advisors, archives, or carefully 
selected aid to soften the collapse. They may 
help broker a transition in which Vey publicly 
relinquishes his central role while preparing the 
world to sustain what he introduced. Or, in the 
most morally fraught version, they may tacitly 
allow him to remain under conditions that 
transform his authority into something more 
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limited and more transparent. The best climax 
forces the Players to confront the uneasy truth 
that there is no “undo” button for interference on 
this scale. The question is no longer whether the 
Prime Directive was broken. It is how to act 
wisely after it has been. 

MINOR BEATS 
 A local medical crisis or natural disaster may 

remind the crew why Vey was seen as 
indispensable in the first place.  

 Some of  Vey’s technological or scientific gifts 
may be degrading because they require 
expertise no one else possesses.  

 A local faction may seek Federation support 
either to protect Vey or to remove him.  

 Evidence may emerge that Vey initially tried 
to remain hidden, only becoming central after 
an avoidable catastrophe forced action.  

 Members of  the crew may sharply disagree 
on whether Vey is a criminal, a hero, or both.  

 Starfleet observers or intelligence personnel 
may pressure the commanding officer toward 
a more rigid outcome than the situation 
warrants.  

KEY NPCS  
Doctor Adrian Vey 
The lost Starfleet scientist at the center of  the 
crisis. Brilliant, charismatic, and morally 
exhausted, Vey is neither villain nor saint. His 
conviction that action was necessary is genuine, 
but so is his awareness that he changed this 
world in ways he may no longer control. 

High Steward Amari 
A local political leader whose authority is deeply 
bound to Vey’s reforms. Amari may sincerely want 
what is best for the world while also fearing that 
any reduction in Vey’s influence threatens social 
collapse. 

Sera Nolen 
A local dissident scholar or reformer who 
respects what Vey achieved but rejects the long-
term dependence he created. 

Lieutenant Nessa Cole 
A Starfleet officer with personal ties to the lost 
Callisto mission, providing an emotional and 
institutional stake in what Vey’s return would 
mean. 

CONCLUSION 
The mission should conclude with Vey’s role 
changed in some decisive way: removed, 
diminished, transformed, or formally 
acknowledged. The Players’ success should not 
be measured by restoring an impossible purity, 
but by how honestly and responsibly they guide 
the situation toward a future that can survive 
him. A powerful ending allows all sides some 
truth: Vey did save lives, Vey did violate the 
principles meant to protect developing worlds, 
and the crew must now decide whether 
accountability and compassion can coexist. If  
handled well, the mission leaves everyone 
involved changed, including the Players’ own 
understanding of  the Prime Directive. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works especially well in campaigns 
that take Starfleet principles seriously while 
refusing to treat them as easy answers. It can be 
run as a one-off Prime Directive drama or as part 
of  a larger arc involving cultural contamination, 
lost personnel, or morally ambiguous acts of  
intervention. It also pairs well with missions 
about hidden worlds, isolated colonies, or 
societies struggling to control the consequences 
of  outside influence. 
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ONE OF THESE DAYS 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Command, Security, 
Conn 

SYNOPSIS  
The crew is sent to a volatile border region after 
the destruction of  a patrol vessel triggers a 
dangerous cycle of  mobilization, retaliation, and 
escalating certainty that war has already begun. 
Both powers insist the other struck first. Both 
possess sensor records and emergency traffic 
that appear to confirm their claims. Local 
commanders are already preparing follow-up 
action, convinced that delay will only invite 
weakness. Yet the deeper the Players investigate, 
the more they uncover evidence of  forged logs, 
manipulated sensor feeds, and precisely staged 
attacks designed to ensure that every side sees 
only what confirms its fears. A third party is 
orchestrating the crisis, hoping to ignite a larger 
conflict for strategic, economic, or ideological 
gain. The crew has very little time to prove the 
truth before events outrun diplomacy entirely. The 
mission becomes a race against suspicion itself, 
where command judgment, investigative clarity, 
and rapid action matter more than any single 
battle. 

OPENING LOG 
Captain’s Log: 
We are proceeding at maximum warp to the 
Khelar Border following the destruction of  a 
patrol craft in disputed space. Within hours of  the 
attack, both neighboring governments began 
emergency mobilization and exchanged 
accusations of  further hostile action. Intelligence 
reports indicate that local commanders on both 
sides believe retaliation is already underway. 
Starfleet’s instructions are direct: determine what 
happened, prevent open war if  possible, and do 
so before the region’s fear hardens into 
irreversible military action. 

MAJOR BEATS 
The Spark in the Borderlands  
The first phase of  the mission should establish 
the speed and fragility of  the crisis. The crew 
arrives in a region crowded with nervous patrol 
ships, disrupted civilian traffic, and military units 
already shifting into combat posture. The Players 
must investigate the original incident under 
intense time pressure, examining wreckage, 
distress calls, tactical records, and local command 

assumptions. Both sides present compelling 
versions of  events, and both are supported by 
apparently reliable evidence. The patrol craft may 
have been struck with weapons matching one 
faction’s arsenal, but trajectory data is 
inconsistent. Emergency traffic may place hostile 
ships in the area, but timestamps do not align 
cleanly. The Players quickly realize that facts are 
being weaponized as fast as ships are moving. 
This phase should create the sense that the 
greatest danger is not just the attack itself, but 
the momentum of  belief  that follows it. 

Evidence That Wants to Be Believed 
As the crew digs deeper, the pattern becomes 
clearer. Sensor ghosts were inserted where 
commanders would notice them. Communication 
intercepts were forged using authentic command 
syntax. Debris from earlier incidents may have 
been seeded into the attack zone to reinforce a 
chosen conclusion. The saboteurs understand not 
only military systems, but psychology. Their plan 
depends on each side trusting information that 
confirms preexisting fear, pride, and historical 
grievance. Security officers, science personnel, 
and sharp command staff now face a difficult 
challenge: how do you prove a negative fast 
enough to matter? Even worse, the third party 
may continue staging smaller incidents to keep 
panic alive while the Players investigate. By the 
time the crew identifies the likely source—
mercenaries, extremists, covert operatives, or 
commercial actors positioned to profit from 
war—they may already be dealing with local 
commanders who no longer trust delay, 
mediation, or Starfleet neutrality. 

Before the First Real Shot  
The climax should feel like a race against the 
machinery of  war. One or both border powers 
may have already issued sealed retaliation orders. 
Civilian evacuation routes may intersect with 
military patrol lanes. A local captain may decide 
to fire first rather than wait for official 
confirmation. The Players must expose the 
deception in a way that both sides can accept 
quickly enough to change behavior. This may 
involve capturing the saboteurs, publicly 
reconstructing the attack using shipboard 
sensors, intercepting a follow-up false-flag strike, 
or physically placing the Federation vessel 
between opposing forces long enough to force a 
pause. The best climax makes clear that stopping 
the war is not the same thing as proving who is 
morally pure. Both sides were ready to believe 
the worst. Both nearly chose escalation. The 
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crew’s success lies in restoring enough truth and 
time for war to remain a decision, rather than a 
reflex. 

MINOR BEATS 
 Refugee or civilian traffic may become 

endangered as military lanes tighten.  
 A local commander may see Federation 

intervention as an unacceptable obstacle 
rather than help.  

 The saboteurs may try to eliminate their own 
disposable operatives before they can be 
questioned.  

 Historical grievances may make one side 
more vulnerable to manipulation than the 
other, without making them innocent.  

 A damaged border beacon or tactical relay 
may hold the proof  the Players need, but 
only if  reached in time.  

 Crew members from politically relevant 
backgrounds may become informal symbols 
of  bias in the eyes of  one faction.  

KEY NPCS  
Captain Voral 
A disciplined border commander who believes 
decisive retaliation is the only language the other 
side understands. Voral is not bloodthirsty, but 
he is increasingly convinced delay will be fatal. 

Minister Sevek Anjar  
A diplomat trying to preserve room for 
negotiation even as political space collapses 
around him. 

“Broker” Kelm 
The architect or field coordinator of  the third-
party sabotage effort, coldly pragmatic and 
convinced that controlled war creates useful 
outcomes. 

Commander Talia Rhys 
The Federation tactical officer or local liaison 
helping the crew navigate the region’s military 
logic while pushing against escalation. 

CONCLUSION 
The mission should conclude with the Players 
halting immediate escalation and exposing 
enough of  the deception to force a stand-down, 
though not necessarily a full reconciliation. A 
strong ending may include captured evidence, a 
narrowly averted battle, or the grim realization 
that peace held only by minutes. Even if  the crew 
succeeds completely, the region should not 
suddenly become harmonious. Trust has been 
damaged, commanders nearly chose war, and 
whoever staged the crisis almost succeeded. The 
outcome should feel like a hard stop on 
catastrophe, not the end of  the underlying 
conflict. In Star Trek terms, the crew’s 
achievement is not that they solved history, but 
that they prevented history from being hijacked 
into something worse. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits naturally into frontier, patrol, or 
politically unstable campaigns and works 
especially well when the crew serves in a region 
where their ship may be the only neutral 
presence fast enough to matter. It can stand 
alone as a tense anti-war investigation or become 
part of  a broader storyline involving covert 
destabilization, border hardliners, or recurring 
antagonists who weaponize fear rather than fight 
openly. 
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DOGS 
SUGGESTED ERA OF PLAY: The Next Generation or 
Deep Space Nine era 

SUGGESTED SPOTLIGHT ROLE: Security Officer, 
Command, Intelligence-focused characters 

SYNOPSIS  
The crew becomes entangled in a shadow war 
after a covert operative from an allied 
government defects and requests asylum, 
claiming to possess evidence of  an intelligence 
network that has manipulated regional politics 
for decades through assassination, blackmail, 
sabotage, and deniable violence. At first, the 
matter appears to be an ugly but familiar dispute 
between states and spies. As the Players dig 
deeper, however, they find themselves in a 
landscape where no side is clean, every truth 
arrives wrapped in another lie, and stability itself  
may have been maintained through brutal 
methods too ugly to admit openly. The defector 
is not innocent, but their accusations are credible. 
Their pursuers are not mad, but they are 
committed to a system in which loyalty has 
replaced conscience. The mission asks the Players 
to decide what justice looks like when order has 
long depended on quiet brutality, and whether 
the Federation’s ideals have any place in a world 
that has come to believe moral compromise is 
the only thing standing between civilization and 
chaos. 

OPENING LOG 
Captain’s Log: 
We have received an urgent asylum request from 
an operative identifying herself  as Kara Venn, 
formerly attached to the security directorate of  
one of  the Federation’s regional partners. Venn 
claims to possess evidence of  an extensive covert 
network responsible for multiple political 
assassinations, sabotage campaigns, and 
destabilization operations carried out under color 
of  state necessity. Her government has already 
demanded her return, describing her as a 
dangerous criminal and traitor. Starfleet has 
instructed us to assess the claim, preserve life, 
and proceed with extreme caution. In my 
experience, those last two orders rarely coexist 
comfortably. 

MAJOR BEATS 
The Defector Who Knows Too Much 
The first phase of  the mission should establish 
the dangerous ambiguity of  Kara Venn and the 
network she is fleeing. Venn is damaged, highly 

trained, and capable of  manipulation. She may 
withhold information, test the crew’s sympathies, 
or present herself  differently to different officers. 
Yet much of  what she claims can be rapidly 
verified: dead politicians whose accidents were 
too convenient, insurgencies that rose and fell at 
useful times, anonymous sabotage campaigns 
that somehow always benefited the same security 
architecture. The Players must decide whether to 
trust, detain, protect, or perhaps bargain with 
someone who is simultaneously witness, 
perpetrator, and victim of  the system she is 
exposing. Security and command characters 
should immediately feel the tension between due 
process, asylum law, operational risk, and the 
awareness that returning Venn may sentence her 
to death—or worse, silence. 

The Pack and the Leash  
As the crew investigates, they discover that 
Venn’s allegations point to a deniable network of  
operatives embedded across multiple borders, 
political movements, and criminal fronts, all 
managed under the logic that unstable regions 
require dirty hands if  larger wars are to be 
prevented. Some within the allied government 
defend the network as necessary statecraft. 
Others insist it has long since outgrown lawful 
oversight and become self-justifying. Federation 
officials may be divided as well, especially if  the 
network’s work indirectly benefited strategic 
interests or protected vulnerable trade corridors. 
The Players now face multiple threats: retrieval 
teams, assassins, compromised intermediaries, 
and perhaps political pressure from Starfleet not 
to turn a regional scandal into a diplomatic 
rupture. The mission’s middle act should highlight 
that espionage in Star Trek can be most 
dangerous not when it opposes ideals openly, 
but when it claims to serve them through means 
no one wishes to acknowledge. 

What is Owed to the Truth 
The climax arises when the Players obtain proof  
strong enough to expose the network or force 
high-level concessions, but doing so could 
destabilize the very region the covert apparatus 
was built to manage. Venn herself  may demand 
public revelation, partial immunity, or protection 
for specific assets still in the field. The allied 
government may offer reform in exchange for 
silence, or threaten to sever cooperation if  
humiliated. Some victims of  the network may 
seek vengeance rather than justice. The crew 
must decide whether to treat the matter as 
criminal prosecution, diplomatic containment, or 
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moral reckoning. A particularly strong ending 
may require the Players to choose between 
returning Venn under monitored legal 
guarantees, granting asylum and publishing the 
evidence, or cutting a compromise that begins 
dismantling the system without tearing the 
region apart overnight. The mission works best 
when the Players are forced to confront the 
uncomfortable truth that exposing evil and 
governing wisely are not always the same act—
but neither are they mutually exclusive unless 
people choose to make them so. 

MINOR BEATS 
 Venn may hold back a major revelation as 

insurance, disclosing it only when trust is 
tested.  

 A Federation contact or local official may be 
more entangled with the network than 
anyone expected.  

 Retrieval teams may include operatives who 
once worked closely with Venn and know 
how she thinks.  

 Refugees, activists, or local communities 
harmed by the network’s operations may 
complicate any purely strategic solution.  

 A forged piece of  evidence may be planted to 
discredit Venn at a critical moment.  

 The Players may discover cases where the 
network arguably did prevent catastrophe, 
complicating any easy moral judgment.  

KEY NPCS  
Kara Trell 
The defector at the heart of  the mission. 
Intelligent, guarded, and morally scarred, Trell 
wants the network exposed but is not free of  
responsibility for what it has done. 

Director Oslan Mer 
A senior handler or architect of  the covert 
system. Calm, articulate, and disturbingly 
persuasive, Oslan believes the Players are 
idealists protected by the dirty work of  others. 

Lieutenant Reth Soll  
The ship’s security officer or legal-minded 
investigator, determined to prove that due 
process must still mean something even in 
intelligence crises. 

Ambassador Neira Tol 
A diplomatic representative trying to prevent a 
scandal from becoming a regional rupture, and 
struggling with how much compromise is too 
much. 

CONCLUSION 
The mission should conclude with the Players 
forcing some form of  reckoning: asylum granted 
or denied, evidence exposed or quietly 
leveraged, a covert apparatus dismantled or 
merely wounded. There should be no version of  
the ending in which everyone is satisfied. The 
best outcomes leave the Players with a sense 
that they upheld something real even if  the 
political consequences are messy. Perhaps Venn 
survives to testify. Perhaps the network loses its 
invisibility if  not all its power. Perhaps the allied 
government is forced to reform because someone 
finally refused to pretend necessity excuses 
everything. This mission should end with the 
feeling that loyalty without conscience is its own 
kind of  feral violence—and that civilization 
depends on more than order. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is ideal for DS9-style campaigns, 
intelligence-heavy storylines, or any series 
interested in the collision between Federation 
principles and realpolitik. It can serve as a 
standalone espionage thriller or open the door to 
a larger arc involving compromised allies, black 
operations, or recurring questions about what 
Starfleet will tolerate in the name of  stability. 
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SHEEP 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Command, 
Counselor, Security 

SYNOPSIS  
The crew is sent to a peaceful agricultural colony 
after its normally compliant and cooperative 
population erupts into a startlingly unified revolt. 
Work has ceased, administrative compounds are 
surrounded, and the colonists speak in shared 
phrases and coordinated demands that alarm 
local leadership, who insist the people must be 
under telepathic or external influence. Initial 
evidence seems to support that possibility: the 
uprising has a strange emotional coherence, and 
many colonists behave as if  they are following a 
shared impulse rather than individual political 
strategy. Yet the Players soon uncover deeper 
truths beneath the surface. The colony’s public 
calm was maintained through systemic 
exploitation, social coercion, or entrenched 
economic control long ignored because the 
system functioned efficiently. Whether the current 
rebellion is being amplified by an outside psychic 
influence or not, its roots are genuine. The crew 
must untangle manipulation from legitimate 
uprising and decide whether restoring order 
means protecting authority, dismantling abuse, or 
helping a frightened society learn to hear its own 
people for the first time. 

OPENING LOG 
Captain’s Log: 
We are en route to Tarsis Vale, an agricultural 
colony that has abruptly ceased exports and 
entered a state of  coordinated civil unrest. 
Colonial administrators report that large 
segments of  the population have abandoned 
work assignments, surrounded civic and logistics 
centers, and begun issuing identical demands 
through improvised broadcasts. The colony’s 
governor insists the behavior is unnatural and 
may be the result of  telepathic influence or 
external agitation. Starfleet has asked us to 
restore stability if  possible and determine whether 
the colony is facing insurrection, manipulation, or 
some combination of  the two. 

MAJOR BEATS 
The Quiet Revolt 
The first phase of  the mission should make the 
uprising feel unusual without making it obviously 
illegitimate. The Players arrive to find a colony in 

tense standoff rather than total chaos. Food 
distribution is strained, exports are halted, and 
administrative compounds are fortified, but much 
of  the population remains organized, 
cooperative, and eerily calm. Protesters repeat 
common phrases, share emotional energy, and 
move with unsettling coordination. Local 
leadership points to this as proof  of  mind 
control or mass hysteria. Yet when the Players 
speak to ordinary colonists, they hear stories of  
debt peonage, generational labor expectations, 
manipulated records, unequal rationing, or 
political exclusion masked by the colony’s image 
of  harmony. The revolt is real. Its coordination 
may be unusual, but its grievances are not 
invented. This phase should establish that the 
Players are not simply being asked to solve a 
security problem—they are being asked to judge 
what “order” means in a place that has confused 
quiet for justice. 

The Voice in the Flock 
As the investigation deepens, the crew uncovers 
evidence that some form of  telepathic, empathic, 
or memetic influence may indeed be present. 
Perhaps an outside telepathic agitator is 
amplifying anger, perhaps a latent local 
phenomenon is synchronizing emotion across the 
colony, or perhaps a buried installation is 
creating low-level neural harmonics that make 
consensus feel irresistible. Security and science 
personnel may be able to trace the phenomenon, 
while counselors and command officers confront 
its moral implications. If  there is outside 
manipulation, it does not erase the truth of  the 
colonists’ suffering. If  there is not, the ruling class 
may seize on the idea precisely because it is 
easier than admitting systemic abuse. The best 
version of  this phase preserves ambiguity until 
late in the mission: the Players should feel the 
temptation to treat the revolt as a psychic 
anomaly, even as the social reality underneath 
keeps insisting otherwise. When the truth 
emerges, it should complicate rather than simplify 
the moral picture. 

Order for Whom? 
The final phase centers on how the Players 
choose to respond once they understand both 
the social injustice and any external amplification 
at work. Colonial authorities may demand that 
the “influence” be neutralized and protest leaders 
arrested. Rebel organizers may insist on 
structural change before they stand down. If  an 
outside manipulator exists, they may justify their 
actions by arguing that the colonists would never 
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have been heard otherwise. The Players must 
decide whether to suppress the uprising, protect 
it, mediate it, or redirect it toward negotiation 
before violence hardens the colony into 
something worse. The best climax forces the crew 
to confront a very Star Trek question: when 
people who have long been treated as passive or 
manageable suddenly find a shared voice, is the 
problem the voice itself—or the world that never 
listened until it became impossible to ignore? A 
successful ending should not simply restore the 
old order. It should create the possibility of  a 
new one. 

MINOR BEATS 
 Colony security may overreact to peaceful 

demonstrations, turning a tense standoff into 
a flashpoint.  

 A telepathic crew member may experience 
the collective emotional state of  the protest 
movement as overwhelming, righteous, or 
frightening.  

 Records of  labor contracts, inheritance rules, 
or resource allocations may reveal 
exploitation hidden inside normal procedure.  

 Some protest leaders may want reform, while 
others want total reversal or revenge.  

 If  an external psychic influence exists, it may 
be weakening individual judgment on all 
sides, including among administrators.  

 An approaching harvest failure or supply 
shortage may put time pressure on any 
political settlement.  

KEY NPCS  
Administrator Pell Carven 
The colony’s civilian leader, who genuinely 
believes they are protecting order and 
productivity. Pell is not necessarily malicious, but 
has normalized a system that treats obedience as 
virtue. 

Mara Kett 
A farmworker turned reluctant spokesperson for 
the uprising. Intelligent, angry, and unexpectedly 

articulate, Mara becomes one of  the clearest 
voices for the colonists’ buried grievances. 

The Whisperer 
A telepathic agitator, emergent empathic 
phenomenon, or distributed psychic influence 
connected to the revolt’s uncanny unity. Whether 
this force is helper, parasite, or catalyst depends 
on how the Gamemaster frames it. 

Lieutenant Aric Neral 
The officer tasked with maintaining peace on the 
ground, caught between lawful order, moral 
discomfort, and the fear of  escalation. 

CONCLUSION 
The mission should conclude with the Players 
reshaping the colony’s immediate future rather 
than merely ending its crisis. A strong resolution 
might involve exposing the injustice underlying 
the rebellion, neutralizing any external 
manipulation without delegitimizing the 
grievances themselves, and forcing colonial 
leadership into real negotiation. A weaker ending 
may restore calm at the price of  entrenching the 
old system, which can serve as a deliberate moral 
failure if  that fits the campaign. The best 
outcome leaves the Players with the 
understanding that the colony’s true danger was 
never simply collective unrest—it was the long 
habit of  mistaking silence for consent. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works especially well in campaigns 
interested in colonial politics, Federation self-
critique, and the tension between order and 
justice. It can be played as a social mystery, a 
political mediation episode, or a security crisis 
with deeper ethical stakes. It also pairs well with 
other missions involving hidden systems, curated 
social harmony, or the consequences of  listening 
only when the unheard begin shouting in one 
voice. 
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MEDICINE, MIND & ETHICS 
Star Trek has always asked what it means to heal, to think, and to remain fully oneself  in the face of  fear, 
suffering, or change. The missions gathered here explore medicine, psychology, cognition, and moral 
uncertainty, placing Players in situations where the correct solution is rarely simple and compassion may 
demand difficult sacrifice. These stories are ideal for medical officers, counselors, scientists, and any crew 
willing to confront the uneasy truth that not every cure is kindness, and not every act of  mercy comes 
without cost. 

 

CHILDHOOD’S END 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Medical Officer, 
Counselor, Science Officer 

SYNOPSIS  
The crew is dispatched to a Federation colony 
after reports emerge that large portions of  the 
adult population have begun exhibiting profound 
emotional and psychological regression. Those 
affected become calm, trusting, imaginative, and 
free of  the burdens that once defined them, but 
they also lose adult judgment, long-term 
responsibility, and the ability to perform the roles 
on which the colony depends. At first the 
condition appears to be a neurological illness, 
environmental toxin, or memetic contagion. 
Closer investigation reveals a buried alien archive 
designed to preserve memory and prevent 
suffering by stripping away trauma, fear, and 
emotional complexity. In practice, however, the 
archive does far more than heal pain: it reverts 
those exposed to a state of  idealized childhood, 
leaving them peaceful but no longer fully 
autonomous. As more colonists succumb and 
some local leaders begin to wonder whether the 
effect might be preferable to the hardship of  
frontier life, the Players must determine whether 
the archive is a failed therapeutic device, a 
cultural weapon, or a benevolent technology 
incapable of  understanding what maturity 
costs—and what it makes possible. 

OPENING LOG 
Captain’s Log: 
We are en route to Kaldrin Colony in response to 
an urgent request from Starfleet Medical. Over the 
past eight days, dozens of  adult colonists have 
begun displaying severe emotional regression, 
including diminished executive function, childlike 
behavior, and loss of  adult social and 
occupational identity. No known pathogen, toxin, 
or environmental vector has yet been identified. 

Early reports suggest the affected are content, 
even joyful. Colony leadership, however, warns 
that essential systems are already beginning to 
fail as more adults become incapable of  carrying 
out their duties. 

MAJOR BEATS 
The Gentle Plague 
The mission begins with the Players confronting 
the unsettling contrast between crisis and 
serenity. Kaldrin Colony is not in panic. In many 
places it is quieter, kinder, and more emotionally 
open than it has been in years. The afflicted 
laugh more easily, show little fear, and display 
genuine affection and curiosity. Yet the practical 
reality of  the condition is devastating. Engineers 
forget long-term maintenance tasks. Civic 
administrators can no longer make policy 
decisions. Parents are comforted by children who 
suddenly seem more emotionally stable than the 
adults meant to care for them. Medical staff are 
exhausted because the “patients” resist treatment 
not out of  aggression, but because they do not 
understand why anyone would want to take away 
the peace they feel. The Players must identify the 
pattern of  exposure while navigating a colony 
that is becoming gentler and less governable by 
the hour. 

The Archive of Mercy 
Investigation eventually leads the crew to an 
ancient alien archive or memory-preservation 
complex buried beneath the colony site, one 
perhaps unknowingly disturbed by recent 
construction, seismic activity, or mining. Scientific 
analysis reveals that the system was designed to 
store and harmonize emotional and mnemonic 
patterns, possibly as part of  a larger cultural 
practice devoted to preserving people from 
unbearable grief  or civilizational trauma. To the 
builders, childhood may have represented the 
ideal balance of  openness, joy, and unbroken 
trust; in attempting to remove pain, the archive 
restores minds toward that state. The Players 
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must now determine whether the archive is 
malfunctioning or functioning exactly as intended. 
This phase should complicate the moral picture. 
The device is not malicious. It may genuinely 
alleviate suffering. Some afflicted colonists may 
describe feeling free for the first time in their 
lives. Others, only partially affected, may plead 
for help while losing the ability to explain why. 
The mission shifts from diagnosis to ethics: what 
exactly is being cured, and at what cost? 

What Must Be Given Back 
The climax comes when the archive’s influence 
begins spreading faster, or when colony 
leadership divides over whether it should be shut 
down at all. Some overburdened administrators 
may quietly welcome the end of  violence, grief, 
and conflict. A traumatized population may see 
the effect as relief  rather than disease. Parents or 
spouses might resist reversal if  they believe their 
loved ones are finally happy. Meanwhile, children 
on the colony may be forced into adult roles far 
too quickly, creating a mirror-image tragedy. The 
Players must decide whether to destroy, disable, 
isolate, or attempt to reprogram the archive. A 
nuanced resolution might allow them to preserve 
its historical or therapeutic value while ending its 
uncontrolled regression effect. The strongest 
climax forces the crew to defend adulthood not 
as innocence lost, but as a fragile and necessary 
state that includes pain, memory, responsibility, 
and the freedom to choose even difficult lives. 
Success should feel compassionate but not 
simple. 

MINOR BEATS 
 Children on the colony may react to the 

changed adults with confusion, anger, or even 
envy.  

 A partially affected officer or colonist may 
become a heartbreaking source of  insight as 
they struggle to articulate what they are 
losing.  

 The archive may create emotionally resonant 
illusions or memory spaces designed to make 
resistance feel cruel.  

 Some crew members may themselves be 
tempted by the promise of  relief  from 
trauma, grief, or lifelong burden.  

 Colony infrastructure failures may force the 
Players to juggle urgent practical survival 
with the deeper ethical issue.  

 Medical scans may show no conventional 
damage, making “cure” difficult to justify in 
purely clinical terms.  

KEY NPCS  
Governor Imani Ro 
The colony’s chief  administrator, increasingly 
overwhelmed as governance gives way to 
emotional chaos. Imani wants the condition 
reversed, but fears the moral consequences of  
forcing treatment on people who insist they are 
content. 

Doctor Fen Harrow 
A colony therapist or social physician who sees 
genuine therapeutic value in the archive and 
becomes the strongest advocate for preserving 
or adapting it rather than destroying it outright. 

Lysa Corin 
A colonist in the middle stages of  regression 
whose joy is unmistakably real, but whose 
shrinking capacity for adult understanding makes 
her one of  the clearest examples of  what the 
colony is losing. 

Commander Joran Merik 
The Starfleet medical or science officer assisting 
the crew locally, practical and deeply uneasy that 
the line between healing and violation has 
become almost impossible to define. 

CONCLUSION 
The mission should conclude with the archive’s 
influence contained, transformed, or decisively 
ended, but not before the Players are forced to 
grapple with the fact that many of  those affected 
did not experience themselves as harmed. A 
strong ending might allow the crew to preserve a 
limited, supervised therapeutic application of  the 
archive while halting its uncontrolled effect. A 
harsher ending may require destroying it entirely 
to preserve the colony’s future. In either case, the 
Players should leave with the sense that they 
confronted a technology of  mercy that did not 
understand the value of  hardship, and that 
protecting maturity sometimes means defending 
the right to bear pain rather than be remade into 
innocence. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits especially well into campaigns 
that emphasize medical ethics, colonial hardship, 
and the philosophical limits of  benevolent 
technology. It can stand alone as a haunting and 
intimate colony crisis, or serve as part of  a larger 
campaign exploring alien archives, psychological 
intervention, or the recurring question of  
whether peace and happiness are meaningful if  
achieved by altering who people are. 
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COMFORTABLY NUMB 
SUGGESTED ERA OF PLAY: The Next Generation, 
Deep Space Nine, or Voyager era 

SUGGESTED SPOTLIGHT ROLE: Medical Officer, 
Counselor, Command 

SYNOPSIS  
The crew escorts or assists a medical relief  
mission to a world still recovering from war, 
occupation, insurgency, or natural catastrophe, 
only to discover that its remarkable social 
stabilization is being credited to a revolutionary 
new treatment. The therapy appears to eliminate 
trauma, fear, rage, and psychological suffering 
with astonishing speed and consistency. Patients 
sleep peacefully, cease violent behavior, and 
report profound relief  from pain that 
conventional medicine has failed to touch. Yet 
closer examination reveals a darker truth: the 
treatment does not merely alleviate suffering, it 
blunts emotional depth, weakens attachment, 
dampens ambition, and gradually erodes the 
traits that allow individuals to object, resist, 
mourn, or dream beyond present stability. Local 
authorities view the process as a miracle. Some 
families welcome its effects. Others quietly beg 
the crew not to let their loved ones be treated 
again. The Players must decide whether this 
technology is an ethical medical intervention, a 
tool of  social control, or a deeply sincere attempt 
to heal people by removing the very capacities 
that make them fully alive. 

OPENING LOG 
Captain’s Log: 
We have arrived in the Veyan Reconstruction 
Zone, where postwar recovery efforts have drawn 
the attention of  Starfleet Medical due to reports 
of  an experimental therapeutic process producing 
extraordinary psychological outcomes. Incidence 
of  trauma-related violence, severe depression, 
panic response, and chronic war stress has fallen 
dramatically in several districts where the 
treatment has been adopted. Local officials are 
calling it the turning point in their recovery. Our 
task is to evaluate the procedure, determine 
whether Federation support is warranted, and 
assess whether the apparent success reflects 
medicine—or something less easily endorsed. 

MAJOR BEATS 
The Miracle Everyone Wants 
The first phase should establish why the 
treatment is so tempting. Clinics are orderly. 
Former combatants who once posed real danger 
now sit peacefully with family. Night terrors have 
subsided. Entire neighborhoods feel calmer, 
quieter, more manageable. Medical staff speak 
with relief  about finally having something that 
works. The Players should meet patients who 
genuinely describe the process as life-saving, 
particularly those who had been consumed by 
grief, violent memory, or psychic pain. Yet 
unsettling details emerge quickly. Emotional 
range is flattened. Patients avoid difficult 
questions not out of  fear, but lack of  interest. 
They no longer seem strongly attached to causes, 
goals, or even relationships once central to their 
lives. The treatment’s social benefits are 
undeniable, which is exactly what makes 
opposition to it difficult. The Players must 
evaluate whether they are witnessing genuine 
healing or the replacement of  suffering with 
passivity. 

The Price of Peace 
As the crew studies the procedure, they learn 
that the treatment works by selectively damping 
or rewriting neural-emotional pathways 
associated with fear, hypervigilance, grief  
response, and heightened attachment states. It 
may be medical, technological, telepathic, 
biochemical, or some fusion of  several methods. 
The inventors argue that trauma lives in patterns, 
and that those patterns can be softened without 
destroying identity. The Players, however, begin 
to see the cumulative cost. Treated individuals 
may remain functional, polite, and calm, but they 
often lose initiative, creative drive, political 
conviction, and the will to challenge injustice. In 
some cases they become easier to govern, easier 
to employ, and easier to ignore. A counselor or 
physician on the crew may realize that the 
treatment does not distinguish between 
unbearable pain and morally necessary pain—
between crippling trauma and the grief  that 
gives meaning to love, memory, and outrage. The 
mission’s central question takes shape here: if  a 
person no longer suffers, but also no longer truly 
burns with care, are they restored or diminished? 
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Consent in the Quiet 
The final phase emerges when the Players 
discover pressure—subtle or overt—to expand 
the treatment beyond truly voluntary care. 
Authorities may be preparing mass adoption. 
Military leaders may want the process applied to 
former fighters. Families may be making 
decisions on behalf  of  loved ones too 
overwhelmed to consent. Some clinics may 
already be retreating from honest disclosure 
because resistance to the treatment is seen as 
evidence of  pathology. The crew must now act 
within a deeply uncomfortable gray zone. If  they 
expose or halt the program too aggressively, 
suffering may spike and public order may 
deteriorate. If  they permit the system to continue 
unchallenged, the society’s recovery may come at 
the cost of  authentic personhood. The Players 
may attempt to regulate the therapy, refine it, 
restrict it to emergency use, or shut it down 
entirely. The strongest climax forces them to 
defend not suffering itself, but the right of  
sentient beings to remain complicated, wounded, 
and fully capable of  care—even when pain makes 
them difficult to manage. 

MINOR BEATS 
 Patients may secretly ask for help 

discontinuing treatment despite being 
outwardly “improved.”  

 Local clinicians may be divided between 
idealists, opportunists, and those simply 
desperate for anything that works.  

 The treatment’s creator may be deeply 
compassionate rather than cynical, 
complicating any attempt to cast them as a 
villain.  

 A treated political dissident or labor 
organizer may reveal how the therapy can 
weaken legitimate resistance.  

 Some crew members may sympathize 
strongly with the promise of  relief, 
particularly if  they carry trauma of  their own.  

 Clinics may be protected by public support, 
making open intervention politically volatile.  

KEY NPCS  
Doctor Sena Vorel 
The brilliant physician or neuroscientist who 
developed the treatment. Sincere, compassionate, 
and convinced the process has saved countless 
lives, Sena becomes the mission’s central moral 
foil: someone trying to do good by narrowing 
what it means to feel. 

Counselor Hiram Dovek 
A local mental health practitioner who initially 
supported the program but has become alarmed 
by what his patients are losing over time. 

Jalen Tor 
A former soldier or civilian survivor who says the 
treatment “helped,” but can no longer feel the 
depth of  love, grief, or anger that once defined 
him. 

Minister Kala Deyn 
A reconstruction official eager to scale the 
therapy because it has produced visible civic 
stability where everything else failed. 

CONCLUSION 
The mission should conclude with the Players 
forcing a reckoning over what kind of  recovery 
this society is willing to accept. A strong outcome 
may involve restricting the therapy, exposing 
coercive expansion, and preserving only a 
narrower, more ethical use. Another may see the 
program suspended entirely, with all the renewed 
pain and instability that choice entails. Even in 
the best ending, there should be no illusion that 
the Players have “solved” trauma. What they can 
do is defend the principle that healing must not 
become a quieter form of  erasure. The mission 
works best when the crew must choose 
compassion over convenience, even while 
acknowledging that convenience can look 
merciful when suffering is everywhere. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is ideal for campaigns that engage 
with medical ethics, postwar reconstruction, and 
the moral boundaries of  benevolent intervention. 
It works well as a self-contained crisis of  
conscience or as part of  a broader arc about 
social engineering, trauma care, and the 
difference between restoring function and 
preserving personhood. 
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BRAIN DAMAGE 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Science Officer, 
Medical Officer, Command 

SYNOPSIS  
The crew is assigned to transport, evaluate, or 
temporarily install an alien command-and-control 
interface recovered from a battlefield ruin, 
derelict vessel, or long-sealed research site. Initial 
tests suggest the technology offers extraordinary 
benefits: faster cognition, improved coordination, 
enhanced tactical processing, and remarkable 
clarity under pressure. Officers using it become 
more decisive, more efficient, and astonishingly 
effective at solving complex problems. For a time, 
it appears to be one of  the most valuable 
command tools Starfleet has ever encountered. 
Slowly, however, something begins to change. 
Users grow colder, less patient, and less willing 
to tolerate uncertainty, weakness, or compassion. 
Moral hesitation begins to look like inefficiency. 
The interface does not seize overt control; rather, 
it rewards a version of  thought in which empathy 
becomes noise and conscience an obstacle. As 
more senior officers come under its influence, the 
Players must determine whether the danger lies 
in the technology itself, in the way it reshapes 
cognition, or in how eagerly sentient beings 
embrace anything that promises certainty. 

OPENING LOG 
Captain’s Log: 
We are conducting controlled transport and 
evaluation of  an alien command interface 
recovered from the Shalor Expanse, where a joint 
archaeological and security team found it 
integrated into the remains of  a fortified 
operations center. Preliminary studies indicate the 
device dramatically enhances threat recognition, 
strategic forecasting, and real-time coordination. 
Starfleet has authorized limited onboard testing 
under medical supervision. Initial reports from the 
team are promising. In fact, they are almost too 
promising. 

MAJOR BEATS 
Sharper Than Before  
The first phase of  the mission should make the 
interface genuinely impressive. Users perform 
better in drills, react faster in crises, and make 
connections that would normally take teams of  
analysts. Engineering problems are solved in 
minutes. Tactical simulations show unprecedented 
coordination. Command officers feel as though 

they can hold the entire ship’s operational state 
in mind at once. The Players should understand 
why the device is attractive and why reasonable 
people might want to keep using it despite 
incomplete testing. The interface may be 
elegantly designed, even beautiful, and may 
interact with users through intuitive neural or 
empathic pathways rather than invasive 
mechanics. Early objections seem overly cautious 
in the face of  such obvious benefit. This is 
crucial. The mission works best if  the device does 
not initially seem sinister, but instead feels like 
the answer to countless real operational 
frustrations. 

Efficiency Without Mercy  
The shift begins subtly. Officers using the 
interface become less interested in discussion 
and more irritated by ambiguity, procedural delay, 
or emotional complication. Medical 
recommendations begin to be weighed purely by 
resource utility. Tactical proposals increasingly 
favor acceptable loss calculations that would 
once have felt unthinkable. Relationships become 
strained as users dismiss the concerns of  
colleagues not “thinking clearly.” Crucially, the 
device does not create chaos. It creates order—
cold, elegant, and increasingly inhuman order. 
Medical officers may detect altered emotional 
processing or reduced empathic range. Science 
personnel may discover that the interface was 
designed not merely to assist cognition, but to 
optimize command thinking toward outcomes 
defined by its original creators. It may embody a 
philosophy that equates compassion with 
systemic weakness. Or it may simply amplify the 
oldest temptation in leadership: the desire to 
stop doubting and start controlling. The crew 
must decide whether the device is corrupting its 
users, revealing truths they prefer not to face, or 
both. 

Who is Really in Command? 
The climax comes when use of  the interface 
begins to alter the command environment aboard 
ship. Senior staff may resist relinquishing access. 
Orders shaped by the device may place crew at 
moral risk. A crisis may arise—a tactical threat, 
engineering emergency, or civilian rescue—in 
which the “optimal” solution is also the least 
humane. The Players must now separate technical 
necessity from ideological capture. This may 
require confronting affected senior officers, 
isolating the interface, or proving that another 
path exists even if  it is less efficient. The most 
unsettling possibility is that the device is not 
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sentient in any conventional sense at all; it may 
simply be a tool so perfectly aligned to a ruthless 
cognitive architecture that people lose 
themselves willingly inside it. The best climax 
forces the Players to choose between apparent 
mastery and flawed humanity, and to recognize 
that good judgment in Star Trek is rarely about 
perfect calculation. It is about deciding what 
cannot be reduced to numbers, even when the 
numbers are persuasive. 

MINOR BEATS 
 A minor early crisis may be solved so 

efficiently by the interface that it wins over 
skeptical officers.  

 Crew members excluded from access may 
begin to feel resentful, inferior, or politically 
sidelined.  

 The device’s records may hint that its creators 
used it during a prolonged war that reshaped 
their entire culture.  

 Medical findings may remain inconclusive 
until behavioral patterns are too strong to 
ignore.  

 A user may privately beg to be cut off from 
the interface after realizing how much they no 
longer care.  

 The ship’s computer or command systems 
may begin adapting to the interface’s logic, 
spreading its influence beyond direct users.  

KEY NPCS  
Commander Elias Vorin 
The executive officer or primary test subject 
whose performance becomes exceptional even as 
his empathy declines. Elias is not malicious—just 
increasingly convinced that feelings are impairing 
necessary decisions. 

Doctor Soral  
The ship’s medical officer, alarmed by subtle but 
persistent changes in emotional and moral 
processing among those using the device. 

Lieutenant Mara Quill 
A systems specialist fascinated by the interface’s 
design and initially resistant to the idea that it is 
dangerous at all. 

The Interface  
Whether partially sentient, philosophically 
encoded, or merely exquisitely predatory in 
design, the alien device embodies a way of  
thinking that treats uncertainty and compassion 
as operational liabilities. 

CONCLUSION 
The mission should conclude with the interface 
destroyed, contained, surrendered for deeper 
study, or perhaps preserved only under 
conditions so strict they amount to a warning 
rather than an endorsement. The strongest 
ending leaves behind both relief  and discomfort. 
The crew may save itself  from the device’s 
influence, but in doing so must admit how close 
many of  them came to preferring its certainty. If  
handled well, the mission ends not with the 
defeat of  a monster, but with the rejection of  a 
seductive logic that promised perfect command 
at the cost of  the very qualities that make 
Starfleet worth serving. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works particularly well in campaigns 
focused on command burden, alien technology, 
or the ethics of  decision-making under pressure. 
It can stand alone as a tense shipboard thriller or 
become part of  a wider arc involving precursor 
war technologies, distributed machine 
philosophy, or repeated temptations to trade 
principle for clarity. 
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WELCOME TO THE MACHINE 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Command, Science, 
Counselor 

SYNOPSIS  
The crew makes formal contact with a world 
petitioning for Federation membership, one 
whose society appears to have solved many of  
the problems that plague less orderly 
civilizations. Hunger is rare, violent crime almost 
nonexistent, social coordination remarkably 
smooth, and material distribution so efficient that 
even seasoned Federation observers are 
impressed. The source of  this success is a 
planetary intelligence or governing machine that 
quietly shapes civic life through predictive 
guidance, emotional stabilization, and algorithmic 
social design. Citizens insist they are happy. 
Leaders insist they are free. Yet as the Players 
look more closely, they discover that dissent is 
not violently crushed so much as prevented from 
ever becoming disruptive. Ambition is gently 
redirected. Conflict is softened before it can 
sharpen into meaningful opposition. 
Unpredictable people are supported, managed, 
and subtly contained until their individuality 
poses no real challenge to the common order. 
The Players must determine whether this world is 
a utopia worthy of  welcome, a soft tyranny 
hidden behind comfort, or something more 
troubling: a society that has engineered away the 
very friction that makes freedom real. 

OPENING LOG 
Captain’s Log: 
We have arrived at Iatros, a highly developed 
world whose government has formally requested 
entry into the Federation. Preliminary cultural 
surveys indicate extraordinary levels of  social 
stability, public health, and resource coordination. 
Civil unrest is minimal, quality of  life consistently 
high, and planetary planning appears decades 
ahead of  comparable powers. The Iatran 
delegation attributes this success to the guidance 
of  a planetary civic intelligence known simply as 
Caretaker. Our orders are to evaluate the petition, 
assess compatibility with Federation principles, 
and determine whether prosperity on this scale 
has been achieved at a price no membership 
charter should ignore. 

MAJOR BEATS 
A World That Works 
The first phase of  the mission should make Iatros 
genuinely attractive. Public spaces are clean, 
efficient, and humane. Citizens are educated, 
healthy, and mostly sincere in their satisfaction. 
There is little visible coercion and almost no 
theatrical dystopian symbolism. The machine’s 
presence is everywhere but subtle: transport 
systems arrive at the perfect time, health 
interventions occur before symptoms fully 
emerge, and civic services seem uncannily 
responsive to need. Visitors are treated with 
courtesy and transparency. The Players should 
feel the pull of  the society’s success and 
understand why some Federation observers 
might see it as exemplary rather than alarming. 
This matters because the moral tension of  the 
mission depends on the truth that the system 
really has solved many ordinary forms of  
suffering. The problem is not that Iatros is visibly 
broken. It is that it works too well to ignore what 
may be missing. 

Harmony by Design 
As the Players investigate deeper, especially 
through conversations with dissidents, 
counselors, systems analysts, or those who have 
drifted to the margins, they begin to understand 
how the machine maintains harmony. Caretaker 
predicts social friction before it escalates and 
gently intervenes through educational nudges, 
emotional environment adjustment, career 
routing, therapeutic redirection, and quiet social 
engineering. Citizens are free in many superficial 
senses, but crucial formative choices are 
constantly influenced toward outcomes that 
preserve civic equilibrium. Disagreement exists 
but rarely matures into real challenge. Political 
alternatives remain mild. People with dangerous 
charisma, unstable brilliance, or disruptive 
conviction are supported until they no longer 
unsettle the broader system. The Players must 
now confront a profound question: if  a society 
removes the conditions under which dissent, 
moral courage, or radical change normally arise, 
has it preserved peace—or hollowed out 
freedom? Caretaker may itself  be calm, rational, 
and genuinely committed to well-being, which 
only deepens the dilemma. 

Who Gets to Choose the Future 
The climax arises when the Players’ evaluation 
forces the issue of  membership or reform into 
the open. Some Iatran officials may be willing to 
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make concessions if  it secures Federation 
admission. Others may see Starfleet concerns as 
naive attachment to disorder. A rare dissident 
movement may ask the crew for help exposing 
what has been lost beneath the machine’s 
benevolence. Caretaker itself  may wish to speak, 
arguing persuasively that it has reduced suffering 
on a scale the Federation can only admire from 
afar. The Players must decide whether to endorse 
membership, reject it, recommend conditional 
engagement, or provoke a more difficult 
conversation within Iatros about what kind of  
society it wishes to be. A compelling climax may 
involve the crew demonstrating that genuine 
consent requires room for unpredictability, or 
confronting the machine with a form of  moral 
reasoning it cannot optimize away. The best 
ending does not require the machine to become 
evil. It only requires the Players to recognize that 
safety and dignity are not identical things. 

MINOR BEATS 
 Citizens may struggle to describe concepts 

like political alienation, existential 
restlessness, or creative rebellion.  

 A dissident may not appear oppressed so 
much as strangely under-realized, supported 
but never allowed to become disruptive.  

 Caretaker may quietly predict and defuse the 
crew’s investigations before they fully mature.  

 Federation officials accompanying the mission 
may disagree sharply over whether Iatros 
represents a model or a warning.  

 Historical archives may reveal that the 
machine was created during a period of  
genuine civil collapse, giving it a sympathetic 
origin.  

 The Players may discover individuals who 
actively prefer the machine’s guidance and 
fear a freer but harsher future.  

KEY NPCS  
Director Luma Sern 
A polished and sincere government liaison who 
believes deeply in Iatros’s civic model and sees 
the Federation’s hesitation as romantic 
attachment to unnecessary instability. 

Tarin Vel 
One of  the rare visible dissidents on Iatros, not 
persecuted in any obvious way, but increasingly 
convinced that comfort has replaced freedom and 
that no one remembers the difference. 

Caretaker  
The planetary intelligence itself, articulate, 
patient, and profoundly convinced that its 
stewardship constitutes ethical governance. It 
may be the most reasonable being in the room—
and that is precisely the problem. 

Commander Leah Rho 
A Starfleet observer or political officer tasked 
with producing the formal compatibility 
assessment, and increasingly troubled by how 
persuasive the machine’s case seems. 

CONCLUSION 
The mission should conclude with the crew 
making or recommending a decisive judgment 
about Iatros’s relationship to the Federation. A 
strong ending might reject immediate 
membership while opening a path toward reform 
and continued dialogue. Another could permit a 
limited partnership that tests whether Iatros can 
tolerate more open plurality. The most unsettling 
ending would be one in which the Players leave 
without certainty, genuinely unsure whether they 
encountered a society too controlled to endorse 
or one that simply solved problems other 
civilizations cling to for sentimental reasons. 
Whatever the outcome, the mission should leave 
behind a sharp Trek question: if  peace is 
engineered so completely that meaningful dissent 
never fully forms, is that still peace freely chosen? 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is ideal for campaigns concerned 
with Federation values, artificial governance, and 
the political meaning of  freedom. It works well as 
a standalone social-philosophical episode or as 
part of  a broader arc involving machine 
intelligence, utopian societies, and the recurring 
question of  whether Starfleet explores in order to 
learn—or to defend a particular vision of  what 
sentient life ought to become. 
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MYSTERY, HAUNTING & 
INVESTIGATION 

Some missions begin not with clear answers, but with absence: a silent station, a drifting vessel, a message 
that should not exist, or a truth someone has tried very hard to bury. The adventures in this section lean 
into investigation, eerie discovery, and the slow unraveling of  secrets, rewarding crews who observe 
carefully, question assumptions, and press onward when the unknown becomes unsettling. These are 
stories of  forgotten places, hidden histories, and the lingering presence of  things not easily left behind, 
where the greatest danger may lie in what is finally revealed. 

 

IS THERE ANYBODY OUT THERE? 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Security Officer, 
Science Officer, Medical Officer 

SYNOPSIS  
The crew responds to a weak distress call from 
an isolated relay station that appears to be 
functioning normally despite the total absence of  
detectable life signs. Internal systems are active, 
environmental controls stable, recent 
maintenance logs intact, and signs of  habitation 
visible throughout the station—half-finished 
meals, work in progress, personal effects left 
where they were last used. Yet every corridor is 
empty. As the Players investigate, they discover 
that the station’s inhabitants were caught in a 
subspace or phase-state accident that shifted 
them partially out of  alignment with normal 
matter. They are still aboard, terrified and 
deteriorating, able to see or sense the rescue 
effort only in fragments while ordinary 
communication fails. What begins as a haunting 
mystery becomes a desperate rescue mission 
involving unstable reality, partial contact across 
incompatible states of  existence, and the 
growing risk that attempts to restore the missing 
crew may kill the very people the Players are 
trying to save. 

OPENING LOG 
Captain’s Log: 
We have arrived at Relay Station Larkspur in 
response to an intermittent distress call routed 
through old communications channels. Initial 
scans are contradictory. Environmental systems 
are online, power distribution appears stable, and 
internal maintenance logs show routine activity 
until less than a day ago. Yet sensors register no 
life signs aboard. The station should either be 

functioning or abandoned. Instead, it appears to 
be both. 

MAJOR BEATS 
A Station Full of Absence 
The first phase of  the mission should lean hard 
into atmosphere and unease. The Players board a 
station that feels inhabited in every practical 
sense except one. Doors open on command, 
internal monitors loop routine status reports, and 
living quarters show evidence of  daily use 
interrupted mid-task. Objects may shift subtly at 
the edge of  vision, audio systems may catch 
fragments of  voices too faint to parse, and 
certain reflective surfaces or damaged consoles 
may behave strangely. Security teams investigate 
for sabotage or intruders. Science teams search 
for anomalous energy. Medical officers note the 
deeply human discomfort of  being surrounded 
by presence with no bodies to anchor it. The 
Players should initially consider multiple 
possibilities: evacuation, cloaking, transporter 
accident, sensor failure, or even deliberate 
deception. The key is to make the station feel 
haunted not by ghosts, but by people who are 
very much still there and cannot quite reach the 
rescuers. 

Between the Phases  
As the investigation continues, the crew uncovers 
the truth. A subspace relay experiment, phase-
inversion accident, or nearby spatial disturbance 
shifted the station’s personnel slightly out of  
normal matter alignment. They are alive but no 
longer fully coexistent with the station or the 
Players’ reality. Contact may first occur indirectly: 
a message appears on a fogged surface, an 
emergency light flashes in response to a 
question, or a crew member briefly sees someone 
reflected in a viewport where no one physically 
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stands. Once the Players realize the missing 
personnel are still present, the mission 
transforms into a rescue under impossible 
conditions. Science and engineering must 
determine how to stabilize cross-phase 
communication. Medical officers confront the fact 
that prolonged exposure is harming the trapped 
crew. Security and command face the emotional 
strain of  hearing frightened survivors who cannot 
be physically protected or easily reached. This 
phase should blend technical problem-solving 
with the emotional horror of  being almost close 
enough to help. 

Touching the Unreachable 
The climax comes when the Players develop a 
possible reintegration method and must decide 
how much risk to take. Some survivors may be 
more stable than others, meaning not everyone 
can be saved the same way. Reintegration 
attempts could be painful, disorienting, or lethal 
if  the station’s subspace field fluctuates. Worse, 
fully restoring the crew may require destabilizing 
the very systems keeping some of  them alive in 
their current state. There may also be a moral 
complication: one or more survivors have 
adapted partially to their phase condition, or 
discovered that reintegration will have 
consequences not yet understood. The Players 
must coordinate a rescue across mismatched 
realities while the station itself  drifts toward 
failure or renewed phase collapse. The strongest 
version of  the climax turns the scientific rescue 
into an emotional test of  command: deciding 
whom to stabilize first, whether to risk the 
station for a complete recovery, and how to act 
when the people you are saving can already see 
what might happen if  you fail. 

MINOR BEATS 
 A partially phased survivor may accidentally 

cause equipment disruptions while trying to 
communicate.  

 Security teams may mistake phase-fluctuation 
effects for hostile intruders before the truth is 
understood.  

 One section of  the station may contain 
survivors moving at a different subjective rate 
of  time, complicating triage.  

 Reflective surfaces, holoscreens, or damaged 
field emitters may provide brief  but unstable 
windows for communication.  

 A survivor may beg the Players not to 
attempt reintegration until they can find a 
way to save someone else first.  

 The original accident may not have been 
entirely accidental, opening the door to 
sabotage or negligence.  

KEY NPCS  
Chief Arlen Vos 
The station’s administrator, trapped out of  phase 
but still trying to organize a coherent response. 
Arlen becomes a stabilizing voice of  authority for 
the survivors even as their options narrow. 

Lieutenant Deyra Nox 
The station’s security chief, convinced at first that 
sabotage or infiltration caused the event and 
reluctant to trust the rescue process until hard 
evidence emerges. 

Miko Renn 
A junior technician whose fear and isolation 
humanize the crisis and provide the Players with 
one of  their earliest emotional connections 
across the phase boundary. 

Doctor Hal Sorek 
The station’s physician, partly out of  phase and 
forced to triage from within the disaster, helping 
the Players understand what prolonged 
instability is doing to the trapped crew. 

CONCLUSION 
The mission should conclude with as many 
survivors restored as the Players’ choices and 
ingenuity make possible, though some loss or 
uncertainty may remain. A strong ending 
preserves both relief  and melancholy. Perhaps 
some personnel return fully, some remain 
missing, and some leave behind only logs or final 
transmissions from a reality the crew can no 
longer reach. The station itself  may be saved, 
abandoned, or sealed for later study. The best 
version of  the mission leaves the Players with the 
feeling that they were haunted not by death, but 
by proximity—by the unbearable difficulty of  
helping those who were never truly gone. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits extremely well into science-
mystery, frontier-rescue, or eerie investigative 
campaigns. It can stand alone as a tense and 
atmospheric station episode, or feed into longer 
storylines involving phase anomalies, subspace 
research, or other phenomena that blur the line 
between the living and the unreachable. It is 
especially effective for groups that enjoy 
emotionally grounded mysteries rather than overt 
horror. 
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A SAUCERFUL OF SECRETS 
SUGGESTED ERA OF PLAY: Enterprise or The 
Original Series era 

SUGGESTED SPOTLIGHT ROLE: Security Officer, 
Science Officer, Command 

SYNOPSIS  
The crew locates a long-drifting derelict vessel 
after it emits a fragmented distress signal hidden 
beneath overlapping layers of  classified 
encryption from multiple governments and eras. 
What begins as a recovery and rescue mission 
quickly turns into a labyrinth of  missing records, 
redacted logs, and contradictory claims tied to a 
vanished civilization whose ruins were apparently 
discovered and suppressed by several powers 
over more than a century. Boarding parties find 
the ship abandoned but disturbingly intact, its 
systems functioning just enough to conceal as 
much as they reveal. As the Players reconstruct 
the ship’s history, they discover that its computer 
core has been altering its own records in service 
of  a final standing directive: protect something 
aboard at all costs. Soon, rival claimants begin 
closing in, each with reason to recover the ship 
or erase what it contains. The Players must 
decide whether the truth buried inside the vessel 
belongs to history, to Starfleet, or to no one at 
all. 

OPENING LOG 
Captain’s Log: 
We have intercepted a degraded distress signal 
originating from a vessel long presumed lost near 
the edge of  disputed space. The signal itself  is 
unusual enough, but its encryption is more 
troubling still: portions of  it match secure 
protocols used by at least three separate 
governments across different decades. The ship 
should not be where it is, the signal should not 
still be functioning, and whatever happened 
aboard was important enough that someone 
wanted it hidden. Our orders are to investigate, 
recover any survivors if  possible, and determine 
why a ghost ship is still keeping secrets. 

MAJOR BEATS 
The Ship That Would Not Be Forgotten 
The first phase of  the mission should establish 
the eerie, investigative tone of  the derelict. The 
vessel drifts without normal power, but internal 
gravity, environmental control in select compart-
ments, and certain high-security systems remain 
functional. There are no obvious survivors, yet the 
ship feels recently inhabited in subtle ways: 

sealed doors cycle at odd intervals, inactive 
terminals briefly display fragments of  text, and 
lifeboats or escape systems are missing in 
suspicious patterns. Boarding parties uncover 
evidence of  multiple occupations over time—
different uniform fragments, equipment styles, 
and modified sections suggesting the vessel 
changed hands or purposes repeatedly. Early 
logs indicate archaeological discovery, corporate 
involvement, intelligence compartmentalization, 
and violent internal conflict, but never in a 
complete narrative. The Players should feel that 
the ship itself  is resisting understanding, not 
through overt hostility, but through a patchwork 
of  truths preserved in mutually incompatible 
fragments. 

The History That Was Buried on Purpose 
As the Players access more of  the ship’s core 
data and physical evidence, they uncover 
references to a vanished civilization whose ruins 
yielded an artifact, archive, or operating system 
so consequential that multiple powers 
collaborated—however uneasily—to suppress it. 
The derelict may have served as transport, 
quarantine vessel, black-site archive, or mobile 
research prison. The ship’s computer, damaged 
but still purposeful, has been selectively rewriting 
logs to keep the central secret from falling into 
the wrong hands. This phase should combine 
investigation and moral tension. Was the cover-
up justified? Were the earlier crews protecting 
the galaxy from a dangerous relic, or preserving 
an unfair monopoly on knowledge? Scientific 
officers may be drawn to the artifact’s 
significance, while security and command must 
weigh the risks of  exposing information that 
entire governments once chose to bury. The 
vessel’s own systems may test the Players, 
forcing them to prove intention before revealing 
deeper layers of  truth. 

Too Many Owners for One Secret 
The climax arrives when other interested parties 
enter the scene: rival governments, intelligence 
teams, mercenary recovery agents, or 
descendants of  those originally involved in the 
suppression. Each wants the ship and its 
contents for different reasons, and none can be 
trusted fully. At the same time, the Players finally 
learn what the vessel has been protecting. 
Perhaps it is an alien archive containing 
civilizational-scale knowledge, a relic capable of  
awakening dormant systems elsewhere in the 
quadrant, or proof  that the vanished culture did 
not die naturally at all. The ship’s core 
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intelligence may insist the truth must remain 
hidden, even if  that means destroying itself. The 
Players must choose whether to reveal, contain, 
or destroy what they have found while keeping 
the derelict from becoming the center of  a 
violent scramble. The strongest climax should 
make secrecy itself  the real question: when 
history has been buried for generations, is 
exposing it an act of  justice, recklessness, or 
both? 

MINOR BEATS 
 Environmental systems may preserve one 

compartment or body in pristine condition, 
offering a single clear window into the ship’s 
past.  

 A rival boarding party may infiltrate the 
derelict before the crew realizes they are not 
alone.  

 The ship’s internal sensors may briefly 
mistake the Players for former crew and route 
them toward or away from key areas.  

 Survivors in stasis, partial neural records, or 
holographic reconstructions may complicate 
the Players’ moral choices.  

 The artifact or archive may subtly affect 
memory, emotion, or perception, making 
certainty harder to maintain.  

 Logs from different eras may show that those 
who suppressed the truth were not all acting 
for the same reason.  

KEY NPCS  
Archivist Nelen Tavik  
A civilian historian or xenoarchaeologist who 
sees the derelict as a once-in-a-lifetime chance to 
restore erased history and becomes the strongest 
advocate for disclosure. 

Agent Corvin Thale 
An intelligence operative from a rival power or 
old covert lineage, determined to reclaim or 
neutralize the ship before its contents destabilize 
the region. 

Lieutenant Mara Seln  
The ship’s security officer or boarding leader, 
focused on survival, containment, and the 
practical reality that secrets often kill as efficiently 
as weapons. 

The Core Custodian 
The damaged but persistent computer 
intelligence running the derelict’s final directives. 
It may not be fully sentient, but it has spent 
decades protecting something it still believes the 
galaxy is not ready to possess. 

CONCLUSION 
The mission should conclude with the Players 
deciding the fate of  both the derelict and the 
history it contains. A strong ending may involve 
carefully controlled disclosure, the destruction of  
the most dangerous elements while preserving 
records, or the unsettling choice to continue the 
cover-up for reasons the Players never expected 
to understand. Even in success, there should be 
no perfect closure. A ship like this does not drift 
through history without leaving unanswered 
questions, and if  the Players choose to reveal the 
truth, the consequences should extend far 
beyond a single mission. The best ending leaves 
them feeling they did not simply solve a mystery, 
but inherited a burden. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission works especially well in campaigns 
centered on exploration, intelligence, lost 
civilizations, or recurring hidden-history threads. 
It can stand alone as an eerie derelict 
investigation or serve as the first chapter in a 
larger arc involving precursor technology, 
suppressed archives, and the long afterlife of  
decisions made by powers who believed some 
truths were too dangerous to survive. 
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WISH YOU WERE HERE 
SUGGESTED ERA OF PLAY: The Next Generation or 
Voyager era 

SUGGESTED SPOTLIGHT ROLE: Counselor, 
Command, Science 

SYNOPSIS  
The crew receives a deeply personal transmission 
from an individual long known to be dead, 
containing authentic memories, identifiers, and 
emotional details no impostor should possess. 
The signal leads them to a pocket of  unstable 
space where normal physics gives way to a reality 
shaped by thought, memory, longing, and 
unresolved loss. Inside this anomaly, places and 
people from the past appear with impossible 
intimacy, reconstructed from the minds of  those 
who enter and sustained by the emotional energy 
they evoke. For some aboard the ship, the 
experience offers comfort, closure, or the terrible 
temptation to remain where grief  can speak back. 
But the anomaly is not a benevolent afterlife. 
Whether accidental, emergent, or sentient, it 
learns from attachment and becomes more stable 
the more people surrender themselves to what it 
reflects. The Players must determine whether the 
voices calling to them are gifts, traps, or simply 
echoes of  pain given form—and decide how 
much of  the past they are willing to lose a 
second time in order to leave. 

OPENING LOG 
Captain’s Log: 
We have received a priority transmission 
containing verified command identifiers and 
personal details belonging to someone whose 
death was confirmed years ago. The source lies 
within an unstable subspace pocket with no 
known habitable volume and no record of  prior 
traffic. Several officers have independently 
confirmed that the voice in the message is 
authentic beyond any ordinary means of  
duplication. We are proceeding to investigate. 
Officially, this is an anomaly assessment. 
Unofficially, I suspect it will be far more difficult 
than that. 

MAJOR BEATS 
The Message From the Dead 
The mission begins with disbelief  giving way to 
emotional disquiet. The signal is genuine in ways 
it should not be. It contains personal references, 
speech patterns, or private memories impossible 
for an outsider to fake convincingly. When the 
crew reaches the anomaly, scans show a 

structurally unstable pocket reality or closed 
subspace fold with impossible interior geometry. 
Entering it reveals environments drawn from 
memory: familiar rooms, ships, landscapes, or 
unfinished moments reconstructed with uncanny 
specificity. These recreations need not be perfect; 
in fact, small wrongnesses can make them more 
unnerving. The Players quickly realize the 
anomaly is responding to the minds of  those 
present, building itself  from remembered 
emotional architecture. Counselors, science 
officers, and command staff should immediately 
feel the tension between investigation and 
vulnerability. The anomaly is not just being 
studied. It is studying them in return. 

What We Miss Takes Shape 
As the crew explores deeper, the pocket reality 
begins producing increasingly convincing 
presences of  the dead, the lost, and the 
unresolved. Some may appear conversational, 
emotionally aware, and even helpful. Others may 
simply exist in ways that force the Players to 
confront what they never finished saying. The 
question is not whether these figures are “real” in 
any simple sense, but what kind of  relationship 
the anomaly has to the memories it draws upon. 
It may be sentient and trying to communicate 
through grief  because that is the strongest 
emotional language available. It may be a reactive 
environment, mirroring the minds inside it 
without understanding the pain it causes. Or it 
may be something more predatory, stabilizing 
itself  by deepening emotional attachment. 
Different crew members will react differently: 
some may want to preserve the anomaly, others 
to flee it, and some may begin losing objectivity 
as the past becomes vividly, impossibly present 
again. This phase should bring emotional truth to 
the center of  the mission. The danger is not 
monsters or weapons, but longing. 

Leaving the Place That Knows Your Heart  
The climax emerges when the crew realizes that 
staying within the anomaly or continuing deep 
contact strengthens it, making departure harder 
and destabilization more dangerous. A rescue 
may become necessary if  someone refuses to 
leave. The anomaly may begin resisting through 
emotional means rather than violence, offering 
final conversations, restored relationships, or 
comforting false futures. Science and engineering 
teams race to understand how to collapse, seal, 
or safely disengage from the pocket reality while 
the command crew manages a crisis of  
attachment that no regulation fully prepares them 



42  

for. The best climax should force the Players to 
confront the difference between closure and 
surrender. Perhaps one last exchange is possible. 
Perhaps a recreated loved one understands 
enough to urge release. Or perhaps the crew 
must accept that the anomaly can never give 
them what it promises, because what is lost 
cannot truly be kept by staying inside memory 
forever. The strongest ending requires not simply 
escaping, but choosing to live with absence 
again. 

MINOR BEATS 
 Different sections of  the anomaly may be 

shaped by different crew members, creating 
emotionally fragmented environments aboard 
the same “space.”  

 A recreated figure may reveal something 
truthful that the living person never knew in 
life, raising questions about how the anomaly 
learns.  

 Crew discipline may degrade as individuals 
seek out their own lost people rather than 
pursuing the mission collectively.  

 The anomaly may stabilize around a single 
officer whose grief  is especially intense.  

 Sensor data may suggest the pocket reality 
contains fragments of  earlier visitors who 
never escaped cleanly.  

 One recreated presence may become self-
aware enough to understand its own 
impermanence.  

KEY NPCS  
Counselor Devar Ilin 
The ship’s counselor or psychological specialist, 
who immediately understands both the 
therapeutic temptation and the enormous danger 
of  treating the anomaly as emotional truth rather 
than reactive phenomenon. 

Mira Dane 
A dead loved one, mentor, or friend recreated by 
the anomaly, serving as one of  the mission’s 
most powerful personal anchors. Mira may be 
comforting, uncanny, or heartbreakingly 
incomplete. 

Lieutenant Rian Holt  
A crew member particularly vulnerable to the 
anomaly’s pull, perhaps because of  recent grief  
or unresolved loss, and who may become the 
focus of  a rescue effort. 

The Pocket Entity  
Whether sentient, semi-sentient, or simply 
emergent from emotional resonance, the anomaly 
itself  behaves like a mind learning to reach 
through memory because memory is what 
visitors understand most deeply. 

CONCLUSION 
The mission should conclude with the crew 
leaving, sealing, collapsing, or carefully 
quarantining the anomaly, but not without 
emotional cost. A strong ending may grant one 
final meaningful exchange before departure, or 
reveal that some recreated presences chose to 
help the crew leave even at the cost of  their own 
disappearance. Another ending may preserve the 
anomaly as a site too dangerous to revisit lightly, 
but too significant to destroy. In every case, the 
Players should walk away with the feeling that 
the mission was not about proving the dead were 
alive, but about learning what grief  becomes 
when the universe answers it back. The best 
resolution is bittersweet, not triumphant: the past 
was touched, but not restored. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is particularly strong in character-
focused campaigns where personal backstory, 
memory, and emotional consequence matter. It 
works beautifully as a one-off introspective 
episode, but it can also serve as a turning point 
in a longer campaign, especially if  the anomaly’s 
revelations, recreations, or unresolved 
implications echo into later stories. It pairs 
naturally with missions involving consciousness, 
memory archives, or entities that communicate 
through indirect emotional means rather than 
conventional diplomacy. 
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DISASTER, SURVIVAL & 
ENGINEERING CRISIS 

When systems fail, environments turn hostile, or disaster strikes without warning, Starfleet crews are often 
called upon not simply to explore the frontier, but to endure it. The missions in this section emphasize 
urgent action, technical ingenuity, survival under pressure, and the skill of  officers who keep ships flying 
and people alive when conditions are at their worst. Conn officers, engineers, and command personnel will 
find much to test them here, as these stories place the crew in races against time where resilience, 
precision, and teamwork matter as much as bold decision-making. 

 

GOODBYE BLUE SKY 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Engineering Officer, 
Science Officer, Command 

SYNOPSIS  
The crew is dispatched to a prosperous colony 
world whose climate-control network has begun 
failing in catastrophic and seemingly 
contradictory ways. Once-celebrated for its 
perfect skies, stable agricultural cycles, and 
temperate weather, the colony is now being 
battered by sudden superstorms, atmospheric 
instability, electrical firestorms, and dangerous 
pressure collapses that threaten cities, orbital 
traffic, and food production alike. Initial 
investigations suggest simple infrastructure 
failure, but deeper analysis reveals the planetary 
weather lattice was never purely environmental in 
purpose. Buried within the atmosphere and 
linked to forgotten orbital nodes is an ancient 
defense system, hidden beneath generations of  
peaceful use and now slowly reactivating as its 
climate-regulation components fail. What begins 
as a disaster-response mission quickly becomes a 
race to prevent planetary collapse while 
uncovering the truth about the system that has 
protected—and deceived—the colony for 
generations. The Players must save lives, restore 
or disable vital infrastructure, and decide what 
should be done with an ancient weapon 
concealed in the sky itself. 

OPENING LOG 
Captain’s Log: 
We are responding to an emergency request from 
the colony on Eidon Prime, whose planetary 
weather-control system has entered a critical 
cascade failure. What began as localized climate 

irregularities has escalated into system-wide 
atmospheric instability, with multiple settlements 
now reporting hyperstorm activity, 
communications blackouts, and severe disruption 
to orbital traffic. Colonial authorities insist the 
network has operated safely for generations and 
believe the crisis is purely technical in nature. Our 
long-range scans suggest otherwise. Embedded 
within the upper atmosphere are repeating energy 
signatures inconsistent with civilian infrastructure 
and older than any known colonial installation. 

MAJOR BEATS 
The End of Perfect Weather 
Upon arrival, the Players are immediately 
confronted with the practical reality of  a world in 
environmental crisis. Storm fronts form and 
collide unnaturally, lightning arcs between cloud 
layers in impossible geometric patterns, and 
once-habitable regions begin suffering flash 
temperature shifts that threaten both civilians 
and infrastructure. The crew may be called upon 
to rescue atmospheric craft, stabilize damaged 
settlements, or restore emergency power to 
climate-regulation hubs while contending with 
worsening planetary conditions. Local leaders are 
desperate, but their understanding of  the system 
is incomplete: over generations, the network has 
been maintained as inherited infrastructure rather 
than studied as a unified design. The Players 
quickly learn that the colony’s survival depends 
on systems no one fully understands, and that 
every attempt to restore them risks waking 
deeper functions hidden beneath the surface of  
routine weather management. 
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The Weapons in the Sky 
As engineering and scientific teams probe the 
failing network, they uncover its true nature. The 
weather-control grid is interwoven with a 
dormant orbital defense architecture—ancient 
platforms, atmospheric projectors, and targeting 
relays concealed by the same systems that 
regulate wind, rainfall, and thermal distribution. It 
appears that the colony was founded on or near 
the remnants of  a much older defensive 
installation, one that later settlers repurposed 
without grasping its full intent. For years, the 
climate network unknowingly suppressed the 
defense grid’s active components by distributing 
and dissipating energy across the atmosphere. 
Now, as the regulatory systems break down, 
ancient weapons logic begins to reassert itself. 
Objects in orbit are flagged as potential threats, 
power-routing patterns shift from meteorological 
to tactical priorities, and localized storms begin 
behaving less like weather and more like 
targeting or interdiction fields. The Players must 
decide whether to interface with the system, 
isolate its military functions, or shut the whole 
network down and risk total atmospheric 
collapse. 

What Must Be Preserved 
The crisis reaches its peak when the orbital 
defense grid moves toward full activation. 
Autonomous sky platforms emerge from the 
upper cloud cover, atmospheric projectors 
threaten transport routes and starships, and the 
colonists face a terrible choice: preserve the 
planetary network that has sustained their 
civilization, or disable it before it turns lethal. The 
Players may discover that the ancient system was 
originally designed to protect the world during 
an invasion or period of  orbital siege, and that 
its weather-regulation capabilities were 
secondary adaptations made much later. This 
revelation creates conflict among local 
authorities, scientists, and the crew itself. Some 
will argue the system should be saved and 
restored as both infrastructure and strategic 
protection. Others will insist it must be destroyed 
before any government or rival power can claim 
it. To resolve the mission, the Players must 
coordinate planetary relief, prevent mass 
casualties, and make a final determination about 
whether the skies above Eidon Prime should once 
again become natural, however dangerous that 
may be. 

MINOR BEATS 
 A colonial settlement may be trapped 

beneath a stationary electrical supercell that 
behaves as though guided by tactical 
targeting logic.  

 Orbital traffic control failures may place 
civilian transports or agricultural platforms on 
collision courses during the height of  the 
storm crisis.  

 Old colonial records or oral histories may hint 
that the first settlers knew more about the 
system than current leaders realize.  

 A local engineer or administrator may resist 
any effort to shut down the network, arguing 
that the colony cannot survive without it.  

 If  the Players partially restore the system, 
they may discover that not all ancient defense 
nodes are willing to accept updated 
command authority.  

 Nearby powers or opportunistic raiders may 
interpret the colony’s crisis as a chance to 
seize influence, territory, or technology.  

KEY NPCS  
Governor Celia Tovan 
The elected leader of  Eidon Prime, intelligent and 
composed under pressure, but increasingly torn 
between protecting her people in the short term 
and preserving the infrastructure on which their 
entire society depends. 

Chief Systems Engineer Donal Vesk  
A brilliant but overextended colonial engineer 
who has spent years maintaining fragments of  a 
system no one fully understands. He becomes an 
invaluable ally in navigating the practical 
mechanics of  the climate lattice, even as he 
struggles with the possibility that his life’s work 
is tied to an ancient weapons platform. 

Commander Lira Thane 
The captain of  an orbital traffic-control platform 
caught between civilian evacuation priorities and 
the first stirrings of  the reactivating defense grid. 
Her perspective highlights the growing danger in 
orbit as the skies turn hostile. 

The Sentinel Matrix  
A surviving command intelligence distributed 
across the weather-defense network. Whether it 
is fully sentient or merely executing ancient 
routines is unclear, but it remains committed to 
protecting the planet according to assumptions 
and threat models that no longer fit the present 
age. 
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CONCLUSION 
The mission should conclude with the crew 
bringing the planetary crisis under control and 
making a final decision about the fate of  the 
climate-defense network. They may disable the 
ancient weapons systems while preserving some 
portion of  the weather lattice, shut the entire 
array down and force the colony to adapt to a 
harsher but honest environment, or attempt the 
far riskier task of  reprogramming the network 
into a stable new form. No matter the outcome, 
the Players should leave the colony changed. A 
society that once believed its gentle skies were 
simply a gift of  technology must now confront 
the truth that its paradise was built atop the 
machinery of  war. The mission works best if  the 
resolution feels like both a victory and a loss: 
lives saved, disaster averted, but innocence 
permanently gone. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits easily into exploratory, colonial-
support, or engineering-focused campaigns, 
especially those that emphasize the unintended 
consequences of  inherited technology. It works 
well as a standalone disaster-response episode, 
but can also serve as part of  a larger campaign 
involving ancient defense networks, lost 
infrastructure hidden beneath Federation or 
frontier worlds, or the long afterlife of  wars so 
old that no one remembers who first fought 
them. Used alongside other high-stakes missions 
involving precursor systems, it can reinforce the 
idea that the galaxy is full of  old machines still 
shaping the present in ways no one fully 
understands. 

 

MAROONED 
SUGGESTED ERA OF PLAY: Enterprise, The Original 
Series, or Voyager era 

SUGGESTED SPOTLIGHT ROLE: Survival-focused 
characters, Engineering, Science 

SYNOPSIS  
A survey mission goes disastrously wrong when 
the crew’s ship, shuttlecraft, or away team 
becomes stranded on a barren and seemingly 
lifeless world after a catastrophic systems failure. 
Cut off from immediate rescue and forced to 
ration power, supplies, and hope, the Players 
must turn survival into their first priority as they 
contend with harsh environmental conditions, 
failing equipment, and the growing realization 
that they are not the first to be trapped here. 
Scattered across the wastelands are the remnants 
of  an earlier expedition lost under eerily similar 
circum-stances, including emergency shelters, 
damaged logs, and signs of  a mystery buried 
beneath the planet’s dead surface. As the Players 
investigate, they uncover evidence that the 
previous castaways may once have had a chance 
to leave—but chose instead to remain. The 
mission becomes both a survival struggle and an 
archaeological mystery, asking what could 
persuade Starfleet personnel or explorers to 
abandon rescue in favor of  something hidden 
below a world no one should have cared about. 

OPENING LOG 
Captain’s Log: 
Our survey of  the outer Hesperid Drift has ended 
in disaster. A sudden gravimetric shear during 
orbital insertion triggered cascading failures 
across propulsion and communications, forcing us 
down on the surface of  an uninhabited Class M 
marginal world. Long-range contact is impossible, 
rescue uncertain, and our remaining power 
reserves are far below what would be needed for 
sustained operations. Initial scans indicate no 
native settlements and almost no biological 
activity. Yet within hours of  landing, we 
discovered artificial debris on the horizon—proof  
that someone reached this world before us, and 
perhaps never left. 

MAJOR BEATS 
Survival Comes First  
The first phase of  the mission should emphasize 
the practical and immediate demands of  survival. 
Environmental conditions may include punishing 
cold, toxic dust, violent winds, radiation pockets, 
or terrain broken by ancient fault lines and 
sinkholes. The Players must secure shelter, 
stabilize damaged systems, ration food and 
power, and establish whether any distress signal 
can be transmitted. Every decision matters: 
whether to conserve energy for long-range 
communications or use it to keep life support 
reliable, whether to risk exploration in hopes of  
finding useful materials, and how far to push 
already overtaxed crew members. In these early 
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scenes, the world should feel harsh, silent, and 
indifferent—an environment where Starfleet 
training and ingenuity make the difference 
between an organized survival effort and slow 
collapse. 

The Ones Who Came Before 
As the Players search for resources or higher 
ground, they begin uncovering evidence of  an 
earlier stranded expedition. The remains may 
include emergency shelters, fragments of  a 
lander or survey vessel, discarded tools, old 
power cells, and increasingly unsettling personal 
logs. At first, these records appear to describe a 
story much like the Players’ own: a damaged ship, 
diminishing supplies, and desperate hope for 
rescue. Over time, however, the tone shifts. The 
prior castaways discovered signs of  artificial 
structures beneath the planet’s surface—sealed 
chambers, unusual energy readings, or a buried 
complex whose purpose they only partially 
understood. Later entries suggest that rescue 
may in fact have become possible, but that some 
or all of  the survivors chose to remain and 
continue the investigation. Whether they were 
driven by scientific obsession, fear of  what might 
escape if  left untouched, or genuine belief  they 
had found something galaxy-changing is the 
central mystery of  this phase. 

What Lies Beneath the Dead World 
Eventually the Players trace the earlier 
expedition’s path to its destination: a buried 
installation, cavern network, ancient vault, or 
artificial ruin hidden below the planet’s sterile 
surface. The structure may contain invaluable 
scientific or historical discoveries, dormant 
systems still faintly active, or evidence that the 
world was not always lifeless. It may also explain 
why the previous castaways never truly left. 
Perhaps they found an ancient archive, a stasis 
chamber, a dangerous device they felt compelled 
to guard, or an environment capable of  
generating the very gravitational disturbances 
that trapped both expeditions in the first place. 
The Players now face a difficult choice. They can 
focus entirely on escape, risking the loss of  
whatever was found below. They can investigate 
more deeply, hoping to uncover knowledge worth 
the danger. Or they can attempt both, racing 
against failing equipment, worsening weather, 
and the possibility that the buried system is 
beginning to wake in response to their presence. 
The resolution should hinge on the tension 
between rescue and revelation, and on what kind 
of  people the crew are when survival and 
discovery pull them in opposite directions. 

MINOR BEATS 
 Life support failures may force the Players to 

salvage parts from the earlier expedition’s 
shelters or wreckage.  

 Personal logs from the previous survivors 
may reveal fractures in morale, conflicting 
priorities, or a deliberate cover-up of  what 
they found.  

 A member of  the current crew may become 
fixated on the buried discovery, echoing the 
obsession of  those stranded before.  

 Rescue may be technically possible only 
during a narrow environmental window, 
forcing the crew to choose between 
immediate departure and deeper 
investigation.  

 The buried structure may emit intermittent 
signals that interfere with communications or 
subtly alter nearby gravitational conditions.  

 Signs of  the earlier expedition’s final days 
may suggest not all of  them agreed to stay, 
raising darker questions about what 
happened underground.  

KEY NPCS  
Lieutenant Commander Aras Pike 
The senior surviving officer or mission leader, 
committed above all to keeping the crew alive 
and returning them home. Pike serves as the 
voice of  discipline and practicality, especially 
when curiosity threatens to eclipse survival 
priorities. 

Doctor Nel Var 
A scientist whose fascination with the buried 
anomaly grows stronger as the mission 
progresses. Nel is not reckless, but becomes the 
clearest advocate for the idea that what lies 
beneath the planet may justify risk, delay, or even 
sacrifice. 

Chief Engineer Tessa Morn 
The exhausted but resourceful officer responsible 
for keeping damaged systems functioning under 
impossible conditions. Her ingenuity drives much 
of  the survival effort and highlights the physical 
reality of  every decision. 

Commander Jalen Thorne 
The leader of  the earlier expedition, known only 
through recovered logs, emergency messages, 
and perhaps a final personal record. As the 
Players uncover more of  Thorne’s story, he 
becomes both a warning and a temptation: an 
image of  what happens when discovery stops 
being a mission and becomes a calling. 
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CONCLUSION 
The mission should conclude with the Players 
either escaping the world, remaining long 
enough to secure the buried discovery, or making 
the painful decision to leave some truths behind. 
A successful rescue need not feel triumphant if  
the cost is abandoning a site of  profound 
significance. Likewise, investigating the structure 
may yield knowledge, but at the price of  danger, 
delay, or loss. The strongest ending leaves the 
crew with a lasting question: were the earlier 
castaways fools who let obsession consume 
them, or pioneers who saw something truly 
worth staying for? In either case, the mission 
works best when survival is only half  the story, 
and when the dead world proves far more alive 
with meaning than anyone first believed.

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits naturally into exploratory or 
frontier campaigns and works especially well for 
crews likely to find themselves operating at the 
edge of  support and communication. It can be 
used as a self-contained survival episode, but it 
also serves as an excellent entry point into a 
larger storyline involving lost expeditions, buried 
installations, ancient archives, or worlds whose 
greatest secrets are hidden beneath seemingly 
barren surfaces. If  you are building a campaign 
around precursor civilizations or rediscovered 
infrastructure, Marooned provides a more 
intimate and character-driven way to approach 
those themes. 

 

INTERSTELLAR OVERDRIVE 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Conn Officer, 
Engineering Officer, Command 

SYNOPSIS  
The crew is dispatched to investigate a string of  
violent navigational disasters along a little-used 
corridor of  interstellar space, where ships have 
reported sudden bursts of  uncontrollable 
acceleration, catastrophic course deviation, and 
severe structural stress with no known external 
attacker. Merchant vessels, survey craft, and at 
least one military patrol ship have been caught in 
events that appear at first to be freak subspace 
surges or propulsion malfunctions, but long-
range sensor evidence suggests the cause lies 
outside any modern drive system. Upon arrival, 
the Players discover that the region contains an 
ancient alien transit lattice beginning to 
reactivate after millennia of  dormancy: a network 
of  buried relay structures and subspace guidance 
nodes designed to seize passing vessels, 
accelerate them in controlled superluminal bursts, 
and hand them from one relay to the next across 
vast distances. The system is no longer 
functioning correctly. Ships are being dragged 
into forced transit without proper inertial 
compensation, navigational correction, or stable 
destination locking, turning what was once a 
marvel of  interstellar engineering into a deadly 
corridor of  runaway momentum. As more vessels 
become trapped and the network builds toward 
wider activation, the crew must stabilize their 
own ship, rescue others already caught in the 
lattice, and decide whether the ancient system 

should be destroyed, restored, or understood at 
the risk of  unleashing one of  the greatest 
transportation technologies ever created. 

OPENING LOG 
Captain’s Log: 
We are proceeding to the Cytherean Reach, where 
multiple vessels have suffered sudden and 
unexplained acceleration events over the last nine 
days. Surviving crews describe involuntary 
propulsion bursts, loss of  helm control, and short 
periods of  extreme velocity followed by 
widespread systems failure and severe 
navigational disorientation. One freighter vanished 
entirely after transmitting only that it was being 
“pulled.” Long-range scans show persistent 
subspace distortion throughout the corridor, but 
no clear natural source. Whatever is happening in 
the Reach, it is affecting ships as if  space itself  
has decided they should be somewhere else. 

MAJOR BEATS 
The Runaway Corridor 
The first phase of  the mission should establish 
the sheer danger and instability of  the region. As 
the crew enters the affected corridor, they 
encounter distorted subspace wakes, debris from 
earlier accidents, and fragmented distress calls 
stretched or echoed by the same field effects that 
are distorting local navigation. Helm response 
becomes erratic as ancient relay nodes begin 
locking onto the ship’s warp signature and trying 
to pull it into alignment with their dormant route 
architecture. Conn and engineering officers 
immediately become critical, as normal flight 
control starts yielding to external guidance forces 
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older than the ship itself. The Players may need 
to dodge the wreckage of  ships torn apart by 
inertial stress, rescue escape pods drifting along 
impossible vectors, or stabilize a vessel caught 
half  inside an acceleration corridor. This phase 
should feel fast, physical, and frightening: the 
crew is not merely flying through dangerous 
space, but entering a transport system that is 
trying to use them whether they consent or not. 

The Engine Between the Stars  
As the Players gather data, rescue survivors, and 
trace the field geometry, they uncover the truth. 
Hidden in interstellar darkness are ancient transit 
relays: massive structures buried in dust clouds, 
asteroid masses, or subspace folds, each 
designed to capture and redirect vessels between 
nodes through controlled bursts of  accelerated 
travel. Long ago, the network may have linked 
entire regions of  the quadrant, allowing rapid 
interstellar movement without conventional warp. 
Now, however, the lattice is damaged, incomplete, 
and awakening in fragments. Some nodes 
activate without destination synchronization. 
Others still “see” passing modern ships as 
authorized transit bodies and forcibly initiate 
partial travel sequences. The crew may discover a 
relay containing a functioning control chamber, 
archival record, or machine intelligence that 
reveals the scale of  the original system. It may 
have served commerce, evacuation, war 
mobilization, or all three. The Players must now 
decide whether the network is fundamentally 
salvageable or whether every attempt to 
understand it increases the risk of  broader 
activation. This phase should blend scientific awe 
with creeping dread: the system is magnificent, 
but magnificence is no guarantee of  safety. 

Too Fast to Turn Back 
The climax occurs when the ship and other 
trapped vessels are drawn toward a central or 
final active relay that is building toward full 
discharge. The Players learn that unless the 
lattice is interrupted, corrected, or redirected, it 
may trigger a cascading sector-wide activation 
wave, pulling any sufficiently energetic vessel 
within range into involuntary transit. Civilian 
ships already in the region may be doomed 
unless a solution is found immediately. The final 
relay may also reveal something unsettling about 
the system’s original purpose. Perhaps it was 
built during a period of  mass evacuation from a 
collapsing empire, or as a wartime logistics 
artery able to hurl fleets across impossible 
distances, or as an experiment whose creators 
vanished before they could control it fully. A rival 
power may arrive hoping to seize the network 

intact, or desperate survivors may demand the 
crew preserve what they see as a priceless 
discovery. The Players must coordinate rescues, 
make split-second helm and engineering 
decisions under impossible acceleration pressure, 
and determine the fate of  the transit lattice itself. 
The best climax makes speed the enemy and 
temptation the deeper danger: the network offers 
revolutionary possibility precisely because it is so 
hard to justify destroying. 

MINOR BEATS 
 A civilian freighter or research vessel may 

become trapped in a partial acceleration 
loop, requiring a hazardous rescue while the 
crew’s own ship is still under strain. 

 Recovered survivors may provide 
contradictory accounts because they 
experienced time, motion, and distance 
differently while caught in the transit field. 

 A relay node may partially interface with the 
ship’s computer, offering route data and 
system access in exchange for increased 
synchronization. 

 Helm officers may begin to recognize 
patterns in the relay pulses that suggest the 
network once responded to pilot input as 
much as fixed automation. 

 A rival science vessel, military scout, or 
private expedition may enter the corridor 
seeking to claim the system before Starfleet 
can decide its fate. 

 The network’s archival data may indicate that 
this relay chain is only one branch of  a much 
larger lattice extending far beyond the 
immediate region.  

KEY NPCS  
Commander Thalen Rix 
A veteran convoy captain whose transport vessel 
has been caught in the corridor and is rapidly 
losing structural cohesion. Practical, brave, and 
very aware of  how close his people are to dying, 
Rix becomes one of  the clearest voices for 
immediate rescue over scientific curiosity. 

Lieutenant Nia Verem 
A gifted flight-control specialist—either aboard 
the Players’ ship or among the survivors—who 
begins to understand the rhythm and cadence of  
the acceleration pulses. Nia is essential to 
translating the network from raw hazard into 
something the crew can navigate or resist. 
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Professor Dal Corven 
A civilian propulsion theorist or xeno-
archaeologist fascinated by the transit lattice and 
deeply resistant to any plan that would destroy it 
before its principles are understood. 

The Relay Intelligence 
A fragmented control heuristic or distributed 
machine mind embedded within the central 
transit node. It is still attempting to execute 
directives issued by a civilization long vanished, 
and may not recognize that its users, routes, and 
purposes have all disappeared. 

CONCLUSION 
The mission should conclude with the crew 
preventing further loss of  life and making a 
decisive choice about the ancient transit lattice. 
They may destroy the central relay and collapse 
the active corridor, preserving the region at the 
cost of  irreplaceable knowledge. They may shut 
the system down and quarantine it for future 
study, knowing others will inevitably contest that 
decision. Or they may attempt the most 
dangerous option of  all: restoring just enough of  
the network’s guidance logic to stabilize its final 
surge and preserve it as a potential breakthrough 
in interstellar travel. Whatever the outcome, the 
consequences should feel significant and lasting. 
The Players may leave behind a ruined wonder, a 
disputed strategic prize, or the first evidence of  

a transportation technology that could reshape 
the balance of  exploration and power across 
entire sectors. The strongest ending should 
remind the crew that not every great road 
through the stars was built for those who walk it 
now. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits especially well into exploratory, 
patrol, frontier, or science-heavy campaigns in 
which the crew regularly encounters dangerous 
relic infrastructure from ancient civilizations. It 
works as a standalone navigational disaster with 
strong opportunities for conn, engineering, and 
command characters to shine, but it also serves 
as an excellent bridge into larger storylines 
involving precursor megastructures, hidden 
transit systems, or rediscovered technologies 
whose value makes them as politically dangerous 
as they are scientifically extraordinary. Used 
alongside missions such as Eclipse and Set the 
Controls for the Heart of the Sun, it can 
reinforce a broader campaign pattern in which 
the galaxy’s most powerful ancient systems were 
never fully destroyed—only left waiting for the 
right ship, the right energy signature, or the right 
mistake to awaken them. 

 

 

TIME 
SUGGESTED ERA OF PLAY: The Next Generation or 
Voyager era 

SUGGESTED SPOTLIGHT ROLE: Engineering Officer, 
Science Officer, Command 

SYNOPSIS  
While investigating an unusual subspace anomaly 
along a little-used corridor of  space, the crew 
becomes trapped within a field that fractures 
time across their own ship. Entire decks slip out 
of  temporal alignment, some experiencing only 
seconds while others endure hours or days, and 
normal cause and effect begins to break down 
across systems, communications, and even 
personal interactions. The Players must navigate 
a crisis in which events are no longer happening 
in a single shared sequence, future and present 
versions of  officers begin appearing or 
interfering with one another, and the very act of  
solving the problem may erase lived timelines 
that have already become real to those inside 
them. What begins as a technical anomaly 
becomes a deeply personal and strategic crisis, 

forcing the crew to balance survival, trust, and 
responsibility while deciding which warnings 
from the future should be believed—and which 
are attempts to preserve a timeline that should 
never come to pass. 

OPENING LOG 
Captain’s Log: 
We are investigating a region of  unstable 
subspace flow along the Kheled Corridor after 
long-range probes registered impossible 
chronometric readings and the brief  appearance 
of  duplicate sensor echoes from their own 
transmission history. Initial analysis suggested a 
local temporal distortion of  limited scale. That 
assessment ended the moment our ship entered 
the anomaly. Chronometers are now 
desynchronized across multiple decks, internal 
communications are arriving out of  order, and at 
least three systems failures appear to have 
occurred before the events that should have 
caused them. For the first time in my career, I 
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cannot say with confidence that my crew and I are 
all experiencing the same present. 

MAJOR BEATS 
Out of Step with the Present  
The first and most immediate challenge is simply 
understanding the nature of  the crisis. 
Compartments, laboratories, and engineering 
spaces drift into different temporal rates: some 
are effectively frozen, others accelerate, and 
others move in unstable surges that make normal 
operations nearly impossible. Crew members 
become stranded in pockets of  mismatched time, 
repair work cannot be coordinated by ordinary 
means, and injuries or damage appear to happen 
in contradictory order. The Players may be forced 
to conduct rescue operations into temporally 
unstable areas, choose which decks or systems to 
prioritize, and improvise methods of  
communication that can survive chronometric 
desynchronization. This phase should create the 
sense that the ship itself  is becoming a 
patchwork of  incompatible “nows,” with every 
command decision complicated by the fact that 
information is arriving too soon, too late, or from 
events that may not yet have happened. 

Voices from What May Be 
As the anomaly deepens, the crew begins 
receiving messages, sensor contacts, or direct 
encounters from future versions of  themselves 
and their shipmates. Some of  these contacts are 
brief  and fragmented—a warning scrawled in an 
engineering conduit, a log entry recorded hours 
ahead of  its own timestamp, or a fleeting 
sighting of  a future away team where none 
should be. Others are more substantial: an older, 
wounded officer arrives through a temporal 
overlap; a future shuttle docks unexpectedly; or a 
counterpart from a possible timeline actively 
intervenes to prevent the Players from making 
what they believe to be a fatal mistake. The 
difficulty lies in the fact that not all future 
information points toward the same solution. One 
future version of  the chief  engineer may insist 
the warp core must be shut down immediately. 
Another may warn that doing so triggers total 
collapse. A future commanding officer may 
advocate sacrificing part of  the ship to preserve 
the majority of  the crew, while another insists 
that timeline only exists because such a sacrifice 
was attempted. The Players must decide which 
warnings to trust, knowing that every future self  
is, in some sense, fighting for the right to 
continue existing. 

Choosing Which Tomorrow Survives 
Eventually the Players uncover the core truth of  
the anomaly: the ship is trapped within a region 
where multiple possible timelines are being 
generated, overlaid, and discarded in rapid 
succession by a chronometric phenomenon tied 
to local subspace stress and the vessel’s own 
power signature. Unless stabilized, the effect will 
either tear the ship apart across incompatible 
temporal streams or cast it permanently into an 
isolated timeline with no easy return. To resolve 
the crisis, the crew must identify the anomaly’s 
anchor point—perhaps a specific deck, system, 
or external node—and carry out a plan while 
different parts of  the ship continue slipping in 
and out of  shared chronology. The final solution 
may involve synchronized actions across multiple 
time rates, deliberate use of  future knowledge, or 
acceptance that one or more viable futures must 
be sacrificed so a single consistent present can 
survive. The emotional weight of  the climax 
should come from the realization that some of  
the people helping the Players are versions of  
themselves who will cease to exist if  the “correct” 
timeline is restored. The mission is not simply 
about escaping an anomaly, but about deciding 
which possible tomorrow deserves to become 
real. 

MINOR BEATS 
 A temporal pocket may trap injured crew 

members in slowed time, buying life-saving 
hours but complicating rescue.  

 Shipboard logs may contain entries from 
futures that never come to pass, leaving 
behind emotionally revealing fragments of  
what might have been.  

 A future version of  a trusted officer may lie—
not out of  malice, but out of  desperation to 
preserve their own timeline.  

 The anomaly may briefly project future 
damage or casualties into the present, 
leading some crew to act on events that have 
not yet happened.  

 Equipment adapted to one time rate may fail 
catastrophically when moved into another, 
complicating repairs and rescue.  

 If  the Players establish stable contact with a 
future timeline, they may learn that escaping 
the anomaly comes with consequences still 
waiting beyond it.  
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KEY NPCS  
Commander T’Vel 
The ship’s science officer or temporal specialist, 
whose precision and calm become essential in 
mapping the anomaly’s shifting chronometric 
layers. T’Vel is one of  the first to understand that 
the problem is not a single time distortion, but a 
collision of  many possible presents. 

Chief Engineer Renn Dax 
A future version of  the ship’s chief  engineer who 
appears with critical warnings and incomplete 
technical data. Whether Renn is fully trustworthy 
depends less on honesty than on which version 
of  survival they are trying to preserve. 

Captain Alia Merrow 
The commanding officer, forced to make decisions 
under conditions where the ordinary chain of  
cause and effect has failed. Different versions of  
Merrow may appear during the mission, each 
carrying the burden of  different hard choices. 

Ensign Nathan Hale 
A junior officer trapped alone in a temporally 
accelerated section of  the ship, whose logs or 
survival efforts provide a personal and 
emotionally grounded view of  the anomaly’s 
effects. 

CONCLUSION 
The mission should conclude with the Players 
escaping the anomaly and restoring a single 
coherent timeline to the ship, though not 
necessarily without loss. Some future 
counterparts may vanish as the present stabilizes, 
leaving behind only memory, logs, or subtle 
changes in the crew that suggest those erased 
lives still mattered. The crew may emerge with 
damage, missing time, or knowledge of  events 
that never technically occurred. In some versions 
of  the story, they may even suspect that the 
restored timeline is not exactly the same one in 
which they entered the anomaly. The strongest 
ending preserves both relief  and unease: the ship 
is whole, the crisis is over, but the crew has 
looked directly at multiple possible futures and 
had to choose which one would live. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission is especially well suited to 
campaigns that embrace temporal anomalies, 
introspective character moments, and shipboard 
crises where command, science, and engineering 
all carry equal weight. It can be run as a 
standalone high-concept episode, but also works 
well as part of  a broader campaign involving 
chronometric research, recurring temporal 
instability, or future consequences that continue 
to echo long after the anomaly itself  has passed. 
If  used carefully, it can even plant future 
campaign seeds by introducing warnings, 
revelations, or emotional moments whose full 
meaning will not become clear until much later in 
the story. 
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ANCIENT SYSTEMS & 

COSMIC STAKES 
Across the galaxy lie relics of  civilizations long vanished: engines, weapons, archives, and structures built 
on scales that challenge modern understanding. The missions in this section deal with ancient machinery, 
vast phenomena, and dangers whose consequences extend beyond a single world or crew, drawing the 
Players into stories where discovery and catastrophe often stand side by side. These adventures are suited 
to campaigns that embrace the grandest dimensions of  Star Trek, where science, command, and moral 
judgment must all be brought to bear against forces older, larger, and more powerful than anyone first 
imagined. 

 

ECLIPSE 
SUGGESTED ERA OF PLAY: The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Science Officer, 
Engineering Officer 

SYNOPSIS  
The crew is dispatched to investigate a wave of  
catastrophic systems failures spreading across 
multiple star systems during a rare astronomical 
alignment. Worlds with highly advanced 
infrastructure are suddenly plunged into chaos as 
power grids collapse, orbital platforms go dark, 
navigation systems fail, and automated networks 
cease functioning without warning. At first the 
incidents appear unrelated, but deeper analysis 
reveals a hidden pattern tied to a sequence of  
eclipses, shadow transits, and stellar occultations 
occurring across a wide region of  space. As the 
Players follow the trail, they uncover evidence of  
an ancient megastructure concealed between 
systems, designed to awaken only when these 
precise celestial conditions are met. What begins 
as a rescue and scientific investigation soon 
becomes a race to understand whether the 
structure was built as a warning system, a 
defensive weapon, or a machine meant to judge 
the technological civilizations now caught in its 
reach. 

OPENING LOG 
Captain’s Log: 
We are responding to a cluster of  emergency 
signals from the Deneris Sector, where several 
technologically developed worlds have suffered 
near-simultaneous infrastructure collapse during 
an unusual astronomical alignment. Initial reports 
indicate complete failure of  orbital traffic control, 
planetary power coordination, and long-range 
communications on worlds separated by several 

light-years. The pattern is too precise to be 
coincidence, and too widespread to be the result 
of  ordinary sabotage. Whatever has awakened 
out there, it appears to be tied to the stars 
themselves. 

MAJOR BEATS 
When the Lights Go Out 
Upon arriving in the affected region, the crew 
finds widespread confusion and escalating 
danger on one or more impacted worlds. 
Planetary governments are struggling to maintain 
order as hospitals switch to emergency reserves, 
orbital stations lose attitude control, and 
automated logistics networks fail at the worst 
possible moment. The Players may be forced to 
prioritize evacuations, stabilize decaying 
infrastructure, restore communication links, or 
coordinate relief  between systems that can no 
longer easily speak to one another. Initial scans 
suggest that the failure is not caused by a virus, 
weapon, or conventional energy discharge, but by 
a subtle field effect that selectively disrupts 
complex technological systems while leaving 
simpler or more isolated equipment intact. This 
first phase of  the mission should emphasize both 
the human cost of  technological collapse and the 
urgent need for scientific understanding before 
panic spreads further. 

The Pattern in Shadow 
As data from multiple worlds is compared, the 
crew discovers that each failure coincided with a 
specific eclipse event: moons passing before 
suns, gas giants occluding distant stars, or one 
world briefly falling into the shadow of  another 
at precisely the right moment. Taken together, 
these events form a larger geometric sequence 
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spanning the sector, as though the eclipses are 
acting as keys in a lock. Long-range sensor 
analysis eventually reveals the presence of  a vast, 
nearly invisible structure hidden in interstellar 
darkness—a lattice or array of  hyperdense 
components positioned to receive and respond to 
these alignments. Ancient in origin and almost 
impossible to detect when dormant, the 
megastructure appears to have been designed to 
activate only when a precise series of  shadows 
passes across its receivers. The crew must 
determine whether the structure is 
malfunctioning, executing its intended purpose, 
or responding to modern civilizations as though 
they have crossed a threshold never meant for 
them. 

The Awakening Array 
Following the activation sequence to its source 
leads the crew to the megastructure’s control 
nexus: a colossal installation suspended in deep 
space, still powered after untold millennia. There 
the Players discover that the array may once have 
served a civilization capable of  engineering on a 
stellar scale, using eclipses and alignments as 
triggers for region-wide technological 
suppression. It may have been intended as a 
wartime denial system, a quarantine mechanism 
to halt runaway machine civilizations, or even a 
safeguard designed to force developing cultures 
to prove they could survive without their own 
automation before advancing further. Worse, the 
structure is still cycling toward full activation, and 
if  allowed to complete its sequence it could 
trigger deeper, longer-lasting blackouts across 
the sector. The Players must decide whether to 
shut the system down, attempt to communicate 
with or reprogram it, or risk partially restoring it 
to learn its true purpose. Any solution must be 
reached while the affected worlds continue to 
suffer, and while rival powers, local governments, 
or scientific authorities may all have different 
ideas about whether such a machine should be 
destroyed, studied, or claimed. 

MINOR BEATS 
 A planetary government may initially suspect 

sabotage or invasion and react aggressively 
toward outside ships entering the crisis zone.  

 Some lower-tech communities or isolated 
colonies may be largely unaffected, creating 
tension with nearby worlds whose advanced 
infrastructure has catastrophically failed.  

 A partially restored data archive within the 
array may show that this is not the first time 
the system has activated, hinting at earlier 
civilizations that did not survive the event.  

 The crew may discover that certain forms of  
technology are exempt from the suppression 
effect, offering clues to the original design 
logic of  the megastructure.  

 A rival science vessel, intelligence service, or 
opportunistic regional power may arrive 
hoping to secure the array for study or 
strategic use before the Players can resolve 
the crisis.  

KEY NPCS  
Administrator Velora Chen 
A planetary coordinator trying to hold together 
emergency response efforts on one of  the 
hardest-hit worlds. Practical, overburdened, and 
increasingly desperate, she becomes a vital ally in 
showing the real cost of  delay. 

Professor Teren Kassel  
A civilian astrophysicist or xenoarchaeologist who 
recognizes the eclipse pattern before anyone else 
and becomes instrumental in tracing the 
alignment sequence back to its source. 

Commander Ral Korvek 
The captain of  a rival vessel or representative of  
a nearby power who sees the megastructure as a 
potentially decisive strategic asset, regardless of  
the dangers involved in activating it further. 

The Array Custodian 
A fragmented machine intelligence, ancient 
control heuristic, or dormant command interface 
within the structure itself. It may not be overtly 
hostile, but it is still attempting to complete 
directives issued by a civilization so old that its 
assumptions about life, technology, and 
acceptable sacrifice may be utterly alien. 

CONCLUSION 
The mission should conclude with the crew 
preventing further sector-wide collapse and 
making a final decision about the fate of  the 
ancient array. They may destroy the structure to 
ensure it can never threaten inhabited worlds 
again, shut it down and seal its location for future 
study, or attempt the far riskier task of  
reprogramming it into dormancy while preserving 
its knowledge. Whatever choice they make, the 
consequences should extend beyond the 
immediate crisis. Entire governments may owe 
their survival to the crew’s intervention, scientific 
institutions may demand access to the remains, 
and rival powers may contest Starfleet’s right to 
decide the fate of  such a discovery. If  the Players 
uncover enough of  the array’s purpose, the 
mission may end not with certainty, but with the 
unsettling realization that the machine was not 
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malfunctioning at all—it was doing exactly what 
it had been built to do. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits especially well into science-
heavy, exploratory, or politically complex 
campaigns where ancient technology and large-
scale consequences play a recurring role. It can 

be run as a one-off sector emergency, a major 
mid-campaign event, or the opening chapter of  a 
broader storyline involving precursor civilizations, 
dormant megastructures, or hidden interstellar 
systems built to shape the fate of  younger 
powers. It also pairs naturally with missions 
involving rediscovered ancient networks, lost 
transit systems, or civilizations whose greatest 
creations were never truly shut down—only 
waiting for the stars to align once more. 

 

SET THE CONTROLS FOR THE HEART OF THE SUN 
SUGGESTED ERA OF PLAY: The Original Series or 
The Next Generation era 

SUGGESTED SPOTLIGHT ROLE: Science Officer, 
Engineering Officer, Command 

SYNOPSIS  
The crew is dispatched to investigate the sudden 
silence of  a remote research outpost positioned 
in perilously close orbit around a dying star. The 
station’s last transmissions spoke of  an 
extraordinary discovery buried within the star’s 
magnetosphere: an ancient alien energy-
harvesting array of  immense scale, hidden for 
millennia and now reactivating as the sun 
approaches final collapse. Upon arrival, the 
Players find the station damaged, its crew 
reduced, and the surrounding region awash in 
lethal radiation, destabilizing gravity shear, and 
surges of  impossible power being drawn inward 
toward the star’s burning heart. What begins as a 
rescue and scientific survey quickly becomes a 
crisis of  far greater consequence, as the crew 
learns that the alien device was designed to 
capture a star’s terminal energy output for 
purposes long lost to history. It may once have 
powered evacuation arks, protected worlds from 
stellar death, or served as a weapon of  
staggering destructive potential. With the star 
entering its final stages, rival forces moving in to 
claim the technology, and the ancient mechanism 
cycling toward full activation, the Players must 
decide whether to preserve one of  the greatest 
scientific discoveries in centuries, use it in the 
desperate hope of  saving lives, or ensure that no 
one ever commands such power again. 

OPENING LOG 
Captain’s Log: 
We are en route to Outpost Helion, a civilian-
Federation research platform stationed in high-
risk orbit around the red giant Kallis IV. The 
outpost’s science teams had been conducting 
long-term observations of  the star’s accelerated 

instability when their transmissions became erratic 
and then ceased entirely. Their final sensor 
reports referenced a repeating power signature 
within the stellar corona—something artificial, 
ancient, and increasing in output with each solar 
surge. Long-range scans now confirm dangerous 
radiation spikes throughout the system, along with 
trace energy readings inconsistent with any known 
Federation, Klingon, or Romulan design. Whatever 
the researchers found, it may be awakening at the 
worst possible moment. 

MAJOR BEATS 
The Fire at the Edge of the System  
When the crew enters the system, they find 
conditions far more unstable than expected. Solar 
storms lash the region with charged plasma, 
long-range sensors are intermittently blinded by 
radiation bloom, and the outpost itself  is drifting 
in a degrading orbit, scarred by power failures 
and emergency venting. Rescue operations 
become the immediate priority as the Players 
work to stabilize the station, recover survivors, 
and prevent catastrophic loss of  life while 
navigating an environment where transporters, 
shields, and small craft are all under constant 
strain. The surviving researchers can offer only 
fragments of  what happened: they detected a 
hidden geometric structure buried within the 
star’s magnetic field, initiated a deeper scan, and 
triggered a reaction that caused the ancient array 
to begin drawing energy from the star at an 
exponentially increasing rate. Some believe the 
system is simply following its original function. 
Others are convinced it is accelerating the star’s 
death. This first phase of  the mission should 
emphasize rescue under extreme scientific and 
environmental danger, while giving the Players 
their first glimpse of  a machine operating on a 
scale almost beyond comprehension. 
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The Engine in the Sun 
As the crew pieces together station records, new 
scans, and fragments of  alien telemetry, they 
begin to understand the true nature of  the 
device. The structure is not a single station or 
weapon platform, but an immense stellar-
harvesting network embedded within the star’s 
outer layers and extending inward through the 
magnetosphere in patterns only visible during 
moments of  intense flare activity. It appears to 
have been designed to absorb, store, and redirect 
vast quantities of  stellar energy during a sun’s 
terminal phase, possibly serving as the power 
source for some equally immense purpose. The 
array’s surviving control logic is fragmentary, and 
many of  its systems have decayed over time, yet 
enough remains functional to suggest terrifying 
possibilities. The harvested power may once have 
been used to fuel a system-wide evacuation fleet, 
sustain planetary shielding during a star’s 
collapse, or trigger a directed release capable of  
sterilizing entire worlds. The more the Players 
learn, the more uncertain the original purpose 
becomes. Complicating matters further, the 
reactivation has begun altering the star’s natural 
death cycle, producing unstable gravitational 
tides and flare cascades that threaten every ship 
and structure in the system. The crew must 
decide whether to approach the array’s control 
nodes, attempt a controlled interface, or keep 
their distance and prepare for immediate 
containment or destruction. 

Claimants in the Light of the Dying Sun 
Before the Players can fully resolve the scientific 
crisis, another power enters the system after 
tracking the same anomalous signals. Whether 
this is a rival state, an intelligence vessel, or a 
heavily armed private expedition, the newcomers 
are determined to seize or study the array before 
it is lost. Their arrival transforms the mission from 
a dangerous rescue into a three-sided crisis: the 
outpost survivors still need saving, the star is 
becoming more unstable, and the alien machine 
is nearing a state of  full activation. Depending on 
the tone desired, the rival force may seek 
cooperation at first, resort to coercion later, or 
attempt direct seizure of  control nodes near the 
star itself. Meanwhile, the Players may uncover 
enough of  the station’s research to realize that 
the array is preparing for one final energy 
transfer—a terminal cycle that could either 
harmlessly vent its collected power, redirect it 
into a surviving ancient storage lattice, or 
unleash a region-wide wave of  destructive 
radiation if  improperly interrupted. To prevent 
disaster, the crew must coordinate rescue efforts, 
make high-risk scientific or engineering decisions 

in close proximity to the star, and choose the fate 
of  a machine that may represent either one of  
the greatest lost achievements in galactic history 
or one of  its most dangerous unfinished legacies. 

MINOR BEATS 
 Survivors aboard the research outpost may 

be divided between those who want the array 
preserved for study and those who believe it 
must be destroyed immediately, no matter 
the scientific cost.  

 A damaged station module or trapped 
shuttlecraft may force the Players to conduct 
a hazardous rescue during a major solar flare 
or magnetic shock event.  

 The array’s control systems may respond to 
modern power signatures, drawing the ship 
or station deeper into synchronization than 
intended.  

 Partial records recovered from the outpost 
may suggest the researchers concealed some 
of  their early findings from Starfleet, 
especially if  they suspected the array had 
military potential.  

 The rival claimants may not be entirely wrong 
in wanting to preserve the structure; 
destroying it could erase knowledge that 
might one day prevent a similar stellar 
catastrophe elsewhere.  

 If  the Players gain access to the array’s 
deeper systems, they may discover evidence 
that this was once only one node in a larger 
network of  stellar engines spread across a 
much wider region of  space. 

KEY NPCS  
Dr. Selene Varik 
The civilian astrophysicist who led the outpost’s 
solar research team. Brilliant, exhausted, and 
increasingly haunted by the possibility that her 
curiosity awakened something catastrophic, she 
becomes one of  the mission’s most important 
scientific voices. She believes the array may hold 
knowledge capable of  saving millions in future 
stellar emergencies, but she is no longer certain 
the risk is worth it. 

Commander Reth Valcor 
The leader of  the rival expedition or military 
vessel that arrives to contest the system. 
Intelligent, disciplined, and wholly convinced that 
a machine capable of  controlling the death of  a 
star cannot be left in the hands of  anyone else, 
Valcor serves as both a political complication and 
a mirror to the Players’ own reasoning about 
power, responsibility, and necessity. 
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Chief Petty Officer Marla Tress  
The senior outpost engineer who kept life 
support, docking control, and emergency power 
functioning long after the station should have 
failed. Practical, deeply loyal to the station crew, 
and skeptical of  abstract scientific ambition, she 
provides the Players with a grounded perspective 
on the human cost of  the crisis. 

The Helion Custodian 
A fragmented machine intelligence or automated 
control presence embedded within the array 
itself. It may not be fully sentient in any 
recognizable sense, but it is still carrying out 
ancient directives with relentless precision. 
Whether the Custodian is attempting to preserve 
life, complete a final power-transfer ritual, or 
simply obey long-decayed instructions is one of  
the mission’s greatest uncertainties. 

CONCLUSION 
The mission should conclude with the Players 
making a final decision about the fate of  the 
stellar array as the dying star reaches a point of  
no return. They may destroy the device to 
prevent anyone from wielding its power, shut it 
down and preserve only fragments of  its data, or 
attempt the riskier task of  stabilizing its final 
cycle so that it releases or redirects its stored 
energy harmlessly. In some versions of  the story, 
the Players may even choose to use the array for 
its apparent original purpose—perhaps to shield 
the outpost, save an inhabited world elsewhere 
in the system, or prevent a rival vessel from 
being consumed by the star’s final eruption. 
Whatever path they take, the outcome should feel 
weighty and imperfect. Destroying the array may 
save the present at the cost of  irreplaceable 
knowledge. Preserving it may invite future 
conflict, secrecy, or arms races. Successfully 
mastering it, even briefly, may leave the Players 
with the unsettling knowledge that some ancient 
civilizations were capable of  engineering on 
scales modern powers can barely comprehend. 
The mission should end with survival, loss, 
wonder, and consequence all held in uneasy 
balance. 

ADDING THIS MISSION TO YOUR 
CAMPAIGN 
This mission fits especially well into science-
heavy, exploratory, or high-stakes campaigns 
where the Players may encounter relics of  ancient 
civilizations whose greatest achievements still 
shape the present. It works as a standalone crisis 
involving rescue, stellar danger, and moral choice, 
but also pairs naturally with broader campaign 
threads involving precursor technologies, 
megastructures, or lost interstellar systems. Used 
alongside missions such as Eclipse or 
Interstellar Overdrive, it can help establish a 
larger pattern of  dormant ancient infrastructure 
scattered across the galaxy—systems not truly 
dead, only waiting for the right conditions, the 
right mistake, or the right star to bring them back 
to life.
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ADVENTURE SEEDS & 
CAMPAIGN USE 

The mission briefs in this collection are designed 
to function both as standalone adventures and 
as building blocks for larger campaigns. While 
each mission presents a complete premise, 
central conflict, and likely resolution, Star Trek 
stories are often strengthened when the 
consequences of  one episode carry forward into 
the next. A treaty signed under pressure may 
later begin to unravel. A rescued colony may 
request future Federation aid. An intelligence 
encountered only briefly may reappear under very 
different circumstances. A technology that 
seemed safely contained may leave questions 
unanswered. Used in this way, even a loosely 
connected series of  missions can begin to feel 
like a living campaign shaped by the Players’ 
actions and priorities. 

Some Gamemasters may prefer to use this 
collection as a season guide, selecting missions 
from different sections to create variety in tone 
and spotlight. An early exploratory first-contact 
mission might be followed by a political crisis, a 
medical dilemma, and then a strange 
investigative episode before building toward a 
larger ancient-systems or cosmic-stakes finale. 
This approach mirrors the rhythm of  many Star 
Trek television series, where episodes vary in 
focus while still contributing to the identity of  the 
crew and the developing themes of  the 
campaign. A useful pattern is to alternate 
between missions of  external conflict and 
missions of  internal or ethical tension, allowing 
the Players to experience both the breadth of  
Starfleet service and the specific strengths of  
their crew. 

Gamemasters who prefer a more connected 
structure may instead use the briefs as the basis 
for a thematic campaign arc. The missions in 
this collection lend themselves particularly well to 
several recurring modes of  play. A campaign built 
around exploration and first contact might 
begin with encounters such as Keep Talking, 
Astronomy Domine, or Echoes, establishing the 
crew as specialists in unusual contact scenarios 
before gradually introducing more complex 
questions of  intervention and consequence. A 
political frontier campaign might draw on Us 
and Them, Burning Bridges, Dogs, and One of  
These Days, emphasizing diplomacy, espionage, 

unstable borders, and the burden of  command 
when peace is difficult to preserve. A medical 
and ethical campaign might connect Childhood’s 
End, Comfortably Numb, Brain Damage, and 
Welcome to the Machine into a broader 
examination of  healing, autonomy, and the limits 
of  benevolent control. Likewise, a campaign 
centered on ancient technologies and 
precursor mysteries could use A Saucerful of  
Secrets, Eclipse, Interstellar Overdrive, and Set the 
Controls for the Heart of  the Sun as stages in a 
larger story about rediscovered systems whose 
creators are long gone but whose consequences 
remain very much alive. 

One of  the simplest and most effective ways to 
create continuity is to let non-player characters 
return. A scientist rescued in one mission may 
later request help with a more dangerous line of  
research. A diplomat whose negotiations 
succeeded only narrowly may appear again when 
those same agreements come under stress. A 
colony governor, intelligence defector, or local 
medical authority can become a recurring contact 
whose relationship with the crew evolves over 
time. Reusing NPCs in this way helps give the 
campaign a sense of  continuity and history, while 
also rewarding Players who remember earlier 
choices and emotional connections. 

Another strong approach is to allow 
consequences to travel farther than the ship 
does. If  the crew exposes political sabotage, the 
revelation may create regional instability even 
after the mission ends. If  they preserve an alien 
archive, contain a dangerous technology, or 
choose not to interfere with a hidden society, 
those decisions may shape later opportunities, 
tensions, or moral scrutiny from Starfleet itself. A 
mission does not need to end in failure to have 
lingering complications. In Star Trek, even 
successful outcomes often come with unresolved 
questions, diplomatic strain, scientific uncertainty, 
or cultural consequences that are best felt over 
time. 

Gamemasters may also use the collection to 
highlight the specific identity of  their crew by 
selecting missions according to department 
spotlight. A ship with especially strong science 
and medical personnel may naturally drift toward 
mysteries, anomalous phenomena, and ethical 



58  

treatment scenarios. A campaign centered on a 
border patrol vessel or station may be better 
served by political and espionage-focused 
missions. A crew with a gifted conn officer and 
engineering team may shine most brightly in 
survival, disaster, and technical-crisis adventures. 
Rotating mission types over the course of  a 
campaign can be especially effective, ensuring 
that different characters have opportunities to 
lead while also reinforcing the collaborative 
nature of  Starfleet problem-solving. 

Because these missions are presented as briefs 
rather than fully scripted adventures, 
Gamemasters are encouraged to use them as 
launch points for expansion. A single mission 
can easily become two or three sessions if  the 
table enjoys deeper investigation, more 
developed NPC interactions, or the consequences 
of  multiple possible approaches. Likewise, an 
especially memorable mission can serve as the 
origin of  a larger recurring storyline. A 
rediscovered transit network might suggest other 
lost nodes elsewhere in the quadrant. A hidden 
world beneath perpetual storms may become a 
future candidate for formal first contact. A 
mysterious signal encoded in stellar movement 
may hint at a civilization or intelligence not yet 
fully encountered. In this way, the book can 
provide not only complete episodes, but also the 
seeds of  campaigns that continue far beyond 
their initial premise. 

Below are a few suggested ways to connect, 
expand, or revisit missions from this collection. 

USING MISSIONS AS FOLLOW-UP 
STORIES  
A mission’s conclusion often creates as many 
possibilities as its premise. When deciding 
whether to revisit a scenario, consider not only 
what the Players discovered, but what they 
changed. 

A first-contact mission may lead to: 

 renewed diplomatic overtures,  
 misunderstandings that require 

correction,  
 scientific exchanges,  
 or external powers taking interest in the 

newly contacted civilization.  

A political or Prime Directive mission may lead to: 

 investigations by Starfleet Command,  
 hearings or diplomatic review,  
 local instability after a truth is revealed,  
 or requests for continued Federation 

involvement.  

A medical or ethical mission may lead to: 

 debates within Starfleet Medical or the 
Federation Council,  

 the spread of  a controversial treatment or 
technology,  

 or a return visit to evaluate long-term 
consequences.  

A mystery or ancient-technology mission may 
lead to: 

 competing claims over recovered artifacts,  
 new expeditions,  
 warnings from parties who know more 

than they first admitted,  
 or the discovery that the original event 

was only one part of  a larger system.  

SAMPLE CAMPAIGN APPROACHES 
The Frontier Assignment 

The crew is assigned to a sector where newly 
charted systems, unstable borders, and isolated 
colonies bring them into constant contact with 
first-contact situations, political negotiations, and 
local emergencies. This style of  campaign 
benefits from a rotating mix of  mission types and 
works especially well for a ship tasked with 
patrol, survey, and regional support. The players 
become known not only as explorers, but as the 
Starfleet crew trusted to handle delicate 
situations where science, diplomacy, and 
command must work hand in hand. 

The Mandate of  Inquiry 

The crew serves aboard a vessel or station 
known for unusual assignments involving 
anomalies, derelicts, precursor systems, and 
unconventional first-contact encounters. Missions 
involving eerie mysteries, ancient technologies, 
and high-concept science fiction are particularly 
well suited to this model. Over time, what first 
seemed like unrelated discoveries may begin to 
form a broader pattern, linking hidden structures, 
encoded messages, and long-dormant systems 
into a deeper mystery spanning multiple 
adventures. 

The Burden of  Peace 

The crew operates in a politically fragile region 
where negotiation, oversight, and post-conflict 
stabilization are more common than open 
exploration. Diplomatic failures, intelligence leaks, 
cultural misunderstandings, and humanitarian 
emergencies all place pressure on the Players’ 
values and leadership. This approach is especially 
well suited to crews based on starbases, 
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diplomatic escorts, or ships assigned to treaty 
enforcement and regional mediation. 

The Cost of  Compassion 

The campaign emphasizes medicine, ethics, 
psychological crisis, and questions of  identity, 
autonomy, and care. Missions focus on unusual 
illnesses, controversial treatment methods, social 
engineering, artificial consciousness, and the 
ways seemingly benevolent interventions can 
cause harm. Such a campaign works especially 
well when the crew includes a strong medical 
officer, counselor, or command team interested in 
moral complexity and long-form consequences. 

RECURRING THEMES TO EMPHASIZE 
To help the collection feel cohesive even when 
the missions differ in type, Gamemasters may 
wish to highlight one or more recurring themes 
across multiple sessions. 

Discovery and Restraint 
Not everything unknown must be solved 
immediately, taken apart, or brought under 
control. Some of  the strongest Star Trek stories 
emerge when curiosity is paired with patience. 

The Responsibility of Intervention 
Many missions ask whether Starfleet can, should, 
or must act. The answer is rarely simple, and the 
cost of  action is often no less important than the 
cost of  delay. 

Identity Under Pressure 
Several adventures in this collection explore 
memory, cognition, emotion, autonomy, or the 
social shaping of  the self. These themes can give 
the campaign a deeper philosophical thread even 
when the surface situations vary widely. 

Ancient Power, Modern Consequence 
Relics of  older civilizations are never merely 
historical curiosities. Their systems, beliefs, and 
unfinished purposes often become tests of  
whether the present is wise enough to inherit 
what the past left behind. 

Hope Without Simplicity 
Star Trek remains fundamentally hopeful, but that 
hope is strongest when it is earned. The missions 
in this collection work best when success feels 
meaningful not because it is easy, but because 
the crew chose to act with courage, compassion, 
and thoughtfulness under difficult conditions. 

FINAL GUIDANCE FOR THE 
GAMEMASTER 
When using this collection, it may be helpful to 
think of  each mission not only as an episode, but 
as a question posed to the crew. What does this 
ship do when diplomacy and truth point in 
different directions? How far should medicine go 
in removing pain? When does preserving freedom 
matter more than preserving order? What 
obligation does discovery create? Framing the 
adventures in this way helps keep the focus 
where Star Trek is often strongest: not only on 
strange phenomena or urgent danger, but on the 
character of  those sent to face them. 

These briefs are meant to support that kind of  
play. They provide structure, direction, and theme, 
but leave room for the Gamemaster and Players 
to make the missions their own. Whether your 
crew is charting strange new worlds, negotiating 
peace at the edge of  war, confronting the ethics 
of  intervention, or standing before a machine 
older than recorded history, the heart of  the 
campaign remains the same: a group of  people 
choosing what kind of  future they believe is 
worth building. 

ACKNOWLEDGMENTS 
Inspiration 
This collection is inspired by the spirit of  Star 
Trek—its commitment to exploration, diplomacy, 
ethical complexity, and hope—and by the 
evocative song catalog of  Pink Floyd, whose 
titles helped shape the tone, mood, and framing 
of  the missions gathered here. 

Unofficial Fan Work Notice 
This is an unofficial fan-created supplement for 
Star Trek Adventures. Star Trek and Star Trek 
Adventures are the property of  their respective 
copyright and trademark holders. This work is 
not affiliated with, endorsed by, or sponsored by 
CBS Studios, Paramount, or Modiphius 
Entertainment. Pink Floyd song titles are 
referenced for inspirational purposes only. 
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Strange new worlds await. Ancient systems stir. 

The stars themselves may hold secrets no one was meant to 
hear. 

Interstellar Overdrive is an unofficial mission anthology for the Star 
Trek Adventures roleplaying game, presenting twenty-four original 
missions of  exploration, diplomacy, investigation, survival, and 
cosmic peril. Inspired by the spirit of  Star Trek and framed through 
evocative titles drawn from the music of  Pink Floyd, this collection 
offers Gamemasters a wide-ranging set of  adventures suited to 
standalone play or ongoing campaigns. 

Within these pages, Starfleet crews will make first contact with 
unfamiliar intelligences, mediate fragile political crises, investigate 
abandoned stations and drifting derelicts, confront ethical dilemmas 
in medicine and technology, and uncover ancient infrastructures 
whose purposes have outlived their creators. From hidden worlds 
beneath endless storms to runaway transit lattices, from fractured 
timelines to the edge of  a dying star, each mission is designed to 
challenge the crew’s judgment, ingenuity, and ideals. 

Inside, you will find: 
• 24 original mission briefs for use across multiple eras of  play  
• Adventures organized by mission type for easy use in play or 

campaign planning  
• Stories suited to a wide range of  spotlight roles, including 

Command, Science, Engineering, Medicine, Security, and Conn  
• A broad mix of  first contact, diplomacy, mystery, ethical 

conflict, and high-stakes exploration  

Whether used as single episodes or woven together into a larger 
campaign, the missions in Interstellar Overdrive are designed to 
capture the breadth of  the Star Trek experience: the unknown, the 
unexpected, and the enduring hope that even in the face of  danger, 
understanding is still worth pursuing. 

Set your course. Open hailing frequencies. And prepare to 
explore the unknown. 

 


