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Ynu are the guardians
he harbin-

Direct before
was a  United
of Planets, you

w officers®

explored,
expanded
rontier. You are
- eet officers, and
wﬁtﬁer braving !

unknown dangers

upheld ar mized the
sfrit of adventure that has
compelled sentient beings
froom a hundred worlds out-

ward into space

INTRODUCTION

But glorious traditions and
noble goals only get you so far, To
reach the stars and to live long and
prosper there takes guts and grit,
skills and savvy. Starflest Academy
tries 1w Tind the best of the best

from every member world (and
from some non-member warlds as
well) to exemplify these qualities
Then, it spends years teaching and
cadets until they exceed

testing
even their own potential; until
they trulv are the finest their
species have to offer. Finally, the
universe eaches its own lessons.
The traditions of Starflest and the
dist |:-| nes of the Academy all
come down o yvou and vour fel-
ow officers on an alien world and
IIII' ':ll'l IS10NS VOrLl ||||'|I‘\I'_

That's when vou prove that you
can wear the unitorm, that yvou have
what it takes. This book BIvVEs you
some edges, but it's up to you to
push bevond them. Take the tools
and the talent of all vour Ao

and boldly po where no one has

pone before,

STAR TREK ROLEPLAYING GAME

HOW TO USE
THIS BOOK

This book expands the possibili-
ties for Starfleet officer characters in
the Star Trek Roleplaying Game. As
far as practical, this book covers the
entire scope of Starflest history from
the Federation’s founding to the
aftermath of the Dominion War;
characters and series from any era
of Star Trek can use these rules. In
SOME CASES, i||."-,|'|"- of starsh oo
cers from other nations {or free cap
tains, smugglers, and pirates) might
even be able to use or .'.-.|-.||-'|. ror
tions of the material in this book
depending on their Narrator's ded
sion, but the hias is always for
Starfleet characlers. Most of  this
material is aimed at |:|.:_-.|,-'-
.||‘.h|.-|l;‘;|| Marrators will no |||-.|||1r_
find some usefu nuggets here and
there. All of the rules given here are

official, except for a few clearly

inclicated .|||Ii|.l||.'.| rules, Fubure
Trek  Roleplaying Game products
from e I|||||'I will use and .|{|_||r|
these systems. However, in the final
analysis, the pame is yours, not
wrs,. Feel iree 10 change, expand,
wdapt, or even reject anything in
this book if it interferes with vour
sEeries’

AN ||.I'|l'|".'III|'III of  yoar

potential and reality



CONTENTS

CHAPTER 1: STANDARD OPeraTiONs Bives the basic officer’s eyve view of Starfleet missions. This includes general

operation notes foe Starfleet starships, and specific strategies and tactics for a wide variety of potential assignments.

This section also provides guidelines for, and summarizes, a new category of

Startleet missions: inte !|||_=.§'I'|l 2 MISsHns.

CHAPTER 2: OFRICER SKILLS AND Trarms expancls and clarifies skill wse
for Starflest officers, in terms of existing skills. It |'I"I':"A.'II.||.'\ concrete
information about key skills for bridge crews, and the way they oper
ate on a starship bridge. It also adds a new skijll group feur primitive
vehicles, and introduces the concept of key traits, the core mechan

ic of Armed Combat dis iplines and Unarmed Combat styles.

CHarTER 3: OFRcer TRaNING PROGRAMS adds further starship officer
land hence Starfleet officer) professional abilities and provides alter-
native mechanisms for promotion to tailor the feel of yvour series as
desired. It also includes some new professional advancement packages

for specitic Crew positions

CHAPTER 4: New SPECIES in Starflieet provides full Fll.'r-,i,'r char
icter information for eight new species from the movies and
television series, all built as the equivalents of the species

presented in the Star Trek RPC Players Cuide, using the

guidelings in the Srar Trek KOG Narrators Cuoide Tfor

NEW SpeC ies creation

CHAPTER 5: Mussion EQuUIPMENT vastly increases the
array of wonderful devices available to Starflest offi
cers, and provides rules and guidelines for assigning
or acquiringl equipment suitable for the mission
The most important plece of Starfleet le h":r:ln:._l\\_
the tricorder, gets a full under the hood examina

i 1 prac tical game lerms.

CHAPTER B: SHIPS OF THE LINE presents ten
fully statted-out Starfleet ship classes ranging
from the Daedalus-class of the 2160s to the
most modern ships of the saher and
sieamrunner-class, including the classes
exemplified by the LL5S5 Enterprise MNCK
1701-8, -C, and -E. The chapter also covers &
the organization that deploys these ships,

and the starbases that support them

Finally, the Starfleet Personnel Jacket
presents the necessary data to play a
Sarfleet officer in an expanded character
sheet with more room tor personal and

career background and |I(-u-lu|:.=||r ni



hat keeps the star-
hips flying? Mot dilithium,
‘or warp nacelles, or even
m:rm;le-mrking engineers,
What w!:ﬂxjﬁh:ps flving
is order and organization.
Starships embody science
and rationality; Starfleet
standard operating proce-
dure aims to do the same.

f
ik j?‘

OPERATIONAL
PRACTICE

Lnce a |||[| leavies Lpace
diock, its cronw showuld :|.-|.||-|>.|H--|
for anything the galaxy can throw
at it, from rogue Klingon madmen
to enormous lconian berserkers
Starflest ships maintain a regular
schedule of operational practic
o ensure readiness: the Creaw will
have responsibilities o this
sChedule both I|.||I'|: ther 1'I:.'J'I
hour on-duty watch and outside
it. lon storms don't take the
ovening O, alleg .|'| Liniess I|I|
B sode recuires i MaArrators can

assume that routine checks hap
Pen nil, even on the Romulan
Maakinl TEAR, most daie Bacs
without incident

UNDER WEIGH

A \l.l'-\-llll" |'|-.-:'.'\.|"|| |:|-|i-- ok
i1l plansts starbacec st ig
under weigh”, a term dating back

to the old water navies of Earth. A
starship under weigh usually tras

els at s ruising speed or slowwe]

on condition Rrocn, the lowest

W
alert status v A Ll Status” box
on page 7). However, even while
not on alert, a competent Starflest
crew is alwavs ready for a sudden
ontact, whether with a danger

ODUsS INFLUCEr Of a new S jenlific

wionder (o -.||.I|Il:.'_ and sl ore
General Order Thinteen mandates
that Starfleet personnel are obli
pated to investigate any unusual

phenomenon where possib|e

While “under waigh,” ships
I'l|||'|'l-\.|ri|\' run on ‘“':;!, range navi

gational sensors and a full arrav of

passive  sensor systems.  (Passive
el Teln lilkea pgravimeters  onls
receive: active sensors like radar
both  transmit  and receivi
|.||'|||'|||!|Il:;!_ on  the mission,  the
|.||:||.1|'| may order a full sensor
sweep lincluding active sensors
every eight hours, On survey ant
scientific missions, the sensors are
usually continuously active on all
wavelengths. This makes the ship
muich eacior to detect | 03 Targest
mMumber (TH) for System Operation
(Sensors) tests), but .|i\|--|l|| ists thi
chance of detecting another ship
at long range normally a TN 15
tastl bay v TR IE anothet chip is
et i‘l'-:|_ the tactical off Cer O
science officer identifies it if possi
hle (usually a Computer Use
iRetrieve) test at TN 10 if the x||||-
s froam a known culture, o TR 5 §f
it is a fellow Startleet vessel), If the
ship is unkiown, or s from

known culture but has  an
unknown intent

-.[|||| contact |-'-'-I:--|-I'- (&g hox

page H) come into JIE.l'\_\..




ALERT STATUS

CONDITION GREEN
The stondard, peacetime status of ofl Storfleet wessels. Crew members perform their regular routine duties; while off-duty
they maoy emgage in personal hobbies, continve reseerch on their own lime, fraternize, utilize the holodeck enjoy the ships
library, or sleep. The mandutory bridge crew on o copital ship on condition green consists of o commund officer, o flight con-
trol officer (or belmsman), o sensor operator (uswally o science officer or operations manager), and (if the Federation is in a
state of emergency) @ weapons or factical officer (who von also serve os navigator or operations monoger on some ships).
Some coptoins maintain o full bridge crew (see “Bridge Crew” and “layout” on page 26) even on condition green.

Even on condition green, navigational deflectors are up, forty percent of the ship’s weapons are on standby status able 1o
power up in two minutes, ond one shuttle remoins ready for lovnch in five minutes. While on condition green, the operations
manager or first officer rons o level 4 dingnostic check of primary ship systems (see Table 7.6 on page 110 of the Stor Trek
RPG Narrotor’s Guide) every eight hours.

YELLOW ALERT

The senior bridge officer (or the wptain or first officer at amy time) con place the ship on yellow alert. A yellow alert signals
the possibility of combat, hazardous flight conditions, or ship system molfunction. On yellow olert, sleeping personnel wake,
dress, and equip themselves. Of-duty personnel stond in quorters for ossignment to their deportments. Senior bridge crew
report for duty. On some ships, or dering wortime, unermed on-duty secwrity personnel arm themselves. All crew members keep
u specdial eye out for anything out of the ordinary, reperting ony strange readings, domege, or occurrences. Ship's weopons arm,
ond the operations manoger clears the decks of low-prierity systems use such as holodecks, scientific experiments or surveys,
oad so forth. The operations manager or first officer runs o level 4 diagrostic check of the entire ship immediately.

RED ALERT

Ouly the coptein or the senior bridge officer con order red alert. ln theory, ships should go to yellow alert first, which should
bring the captain 1o the bridge to decide on red alert status. In practice, crises don’t always wait for turbolifis. On red alert,
all personnel head to battle stations. Security persosmel fan out to transporter rooms and other strategic lowtions through-
out the ship. Medical personnel report to sickbay and ether duty stetions. Engineers check and wait near critical systems. All
shuttle crews report to shuttlebays, ond all shuttles worm wp. Weopons arm ond load; shislds come vp. Active sensors begin
sweeps af all ranges. The computer outomatically ruas o level 4 diognestic check continuously.

INTRUDER ALERT

This operational mode is similar to yellow alert but focuses on an internal breach of sewrity. During an intruder olert, oll
nonessentiol personnel are confined to their quorters or duty stations for the duration of the emergency. Movement through
the ship requires the avtherization of an immediate superior officer and all turbelifts key to authorization codes only. Armed
security teams potrol each deck, with teams stationed af sensitive areas of the ship (e.g., transporter rooms, shuttlebays,
torpedo bays, moin engineering, computer core, armery, and the bridges). The security officer mounts a full internal scon of
the ship, ready to seal bulkheads, flood the decks with anaesthezine, or any other response required.

MEDICAL ALERT

In the event of an outbreak, this operational mode confines all personnel to their current locations, while envirenmental con-
trols isolate life support systems for each deck. This ensures the contogion does not sprecd throughout the starship or focl-
ity. Priority power is routed to sickbay, ond the chief medical officer runs o tull internal scan of the ship to locate ond deal
with any contagion.

ABANDON SHIP

If the commanding officer considers o vessel lost, he may give the order to abandon ship. All shuttle crews ready their eraft and
prepare for immediate departure. If a habitable planet is in range, ship’s power transters to dl working transporters. All person-
nel report to o designoted mustering station in the event of the abandon ship order being given, with the key supplies on their
evawwation roster. Lifeboats are enobled, ond lounched either by the bridge or by their occupants. A microwarp buoy is lounched,
containing o subspace tronsmitter and o copy of the ship’s logs. The operations manager or first officer oversees the evacuation of
the ship while the rest of the bridge crew works to contain the emergency that caused this drastic measure,

STARFLEET OPERATIONS MANUAL
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RPC Narrator’s Guide), and scan the system for other
In Orbit

While in orbit around a planet, the starship should Operation (Sensor) test at TN 10, unless the other ship

ships, especially incoming ships under warp (a System

monitor planetary communications where possible {a is hiding). I the ship is orhiting a Federation, allied, or
System Operation (Communications neutral world, the commanding offic hould respect
maintain sensor scans for ene lischarges or he 4 the: planetary orbital control system | Pt in cases of

life forms (see Table 7.2 on page 102 of the Star Trek emergencyl. If the ship is urhilin:_;; a world without WP

STARFLEET SHIP CONTAET PROTOCOLS

If the contact remuins enidentified:

-+ Shields remain ot stondby mode.

i+ Seasor use is restricted to possive sensors. If the contact is from o completely unknown colture, even navigational
sensors go on standby.

L+ Immediately oltemp! communication by opening hailing frequendies; activate odaptive communications 1o detect the
unknown ship’s beacon or guidance frequency and begin universal tronslator search of EM background.

[~ Response should be measured ond equivalent; if the contoct actively scans your ship, you may return the scom vsing
anclogous technology where possible. If the contoct raises shields, you may raise shields. If the contact powers
weapons, you ore encouraged (by Regulation BA) to roise shields.

[ As per General Order Ten, o Starfleet vessel mever lires tirst, except when foced with o known enemy vessel during
warfime.

If the contoct fires on your starship:

=+ If the contoct is from an unknown witure, the captoin’s first responsibility is to the safety of his ship ond crew (per
General Order Five) unless the contoct poses an immediate threat to other Federation citizens |as per General Order Two).

= The safety of both his ship and the Federotion will often depend on breoking the engogement ond retreating to report
the contact and the full on-site assessment to Starfleet Command. Where this is impossible, the captain must use his
best judgement as governed by general Starfleet tactical doctrine.

= If the contact is from o known culture, the coptain may use his best judgement in responding, governed by general
tactical doctrine and wartime status, if any, of the Federation.

STARFLEET TACTICAL DOGTRINE

[> I ship’s shields are capoble of hondling the opponeni’s full primary weapon, the opponent should not be destroyed
unless completely unaveidable.

> Only the commonding officer or first officer con order weopons fire; firing weapons without orders s o
couri-mar Hal cffense.

[ Phasers should be used for pinpoiat attacks to immobilize and disarm where possible.

[> Photon terpedees should be used when phasers are insufficient to end the engagement ropidly and with Hmited loss
of life. All photon torpedoes should be inventoried and secured except whea actually in firing mode.

AWAY TEAM GUIDELINES

These are among the geidelines established for away team conduct in the 2340s. Before thot time, Storfleet officers remain
guided by Starfleet directives. Even in the late 24th century, Starfleet directives can trump these guidelines in emergency or
erisls situations. Landing party or away team officers must think on their feet; this, after all, is why such groups normally
contain ot least some (and sometimes all) of the ship's senior staff.
[ Treat oll encountered beings with respoct and dignity.
[> Maintain complete and accurate tricorder records of oll actions and observations.
[> Remain within eyesight or communicator contoct of cll times, and establish communication protecels with the ship and
with the commanding officer or Mission Ops.
[ Take only essential items of vital scientific or security interest; leave nothing behind if at all possible.
[+ Do everything In your power 1o avoid hostiliies. Never fire first.
[= If hostilities are unovoidable, end the combat as soon and with os little domoge os possible. Avoid lethal domage.
[+ Establish containment and decontamination protocols besed on biological surveys both from the ship and on the planet; do
not transpert potentially infectious ogents to on unsecred oreo of the ship.

GHAPTER ONE
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travel tha Prime Directive may restrict all ship emis
sl 1o those not detectable at that swarld's Tech Level;
ships arbiting a Tech Level 5 ar & world may have to

SESCLINE [or '\.ill'l‘l‘l munning.

On the Planet

While planetside, Starfleet officers remain bound by
Starflest directives and guidelines. Starfleat officers on
other planets should assume that they are under that
planets legal jurisdiction. In some cases, Starfleet
Command has acquiesced to an officer’s execution by
local authorities if convicted of local capital crimes
however Starfleet BN s officers on the scene o ey
|-'-\.|'|'Lr|".||'|:,l1 thiew can within the local law to [IrESETVE el
leww officers’ lives and freedom. Starfleet officers on plan
ets withcut warp travel must remain cognizant of the
Prime Directive, and Starfleet officers in general should

follaw the Away Team Guidelines (see box, page 8)

MISSION
OPERATIONS

Starfiest sends ifs ships on many and varied s
sions and duty tours to every cormer of the known
galaxy, For each mission type (see pages 215-237 of
the Star Trek RPG Plaver s Guide), there are certain reli-
able patterns of operation and standard practices that
Starflest alficers shoild at least bepin with, This can
often rapidly narrow the field down to the real crisis al
not have anything to do with the

hand, which may

ship's ostensible assignmert!
EXPLORATION MISSIONS

Deep-Space Exploration

For these missions, continuous attention to every
detail of the long-range sensors pays off, Deep space
contains dangerous interstellar phenomena, bizarre
radiation fields, and even entirely unknown spacego-
ing civilizations; its worth knowing everything you
F_Il’l\\iljl'\, can before you meet any ol them Kesp an eye
aul for departures from accepted scientific knowledge,
for sensor ghosts parallelirg your course, and for sys-

e malfunctions On vour own "-JII|I

Flanetary Exploration
||'|!'!~r missions Can |||'|.|||'-.!' all |I_'1..-1,'|:- il 1I|.IIII.'|<"|r'\|

sciences, but don't nepled t the ASA officer! On a |:l|.I|'|

et with irtefiigent fite, knowing the ins and outs of their
culture can help avoid gladiatorial combats or danger
ous logic games with all-snowing supercomputers

and if it can't help you avoid them, it can help you win
them. Sensor scans should be especially alert for
Romulans ar other threat races; statistically, a planet js

seldom in only one set of spacelanes,

DerFense MISSIONS

Patrol

ike planetary exploration, patrolling dangerous or
under-policed sectors tends to turn up threat ships, or
Ferengi ur Orion pirates who will report your existence
to rival pations, Consider working with these third
force ships and using them as your own eyes and ears,
Even if they stilf befray you, you may get some useful

intelligence out of their sensor logs.

Threatr Alert

Be wary of being drawn into a compromising posi-
Hew Enemies and rivals of the Federation often attempt
to embarrass starship officers into agaression, high-
handedness, or other violations of standard Federation
practice, While p,|rr|r||r|‘|]_l1 the frontier of a known rival,
always remember thal you are diplomats first and naval

officers second,

Tactical

Review the tactics of yvour likely opposition, and be
ready for anything. Some captains use tactical deploy-
ments to practice drill and space combat skills at a
measured pace; others prefer to move in at top speed
to hopefully get a jump on the crisis before it boils
over. Be ready to look far the force muliiplier option, a
place where a few key personnel can make all the dif
ference by deactivating a planetary daflector shield,
swiching the locals 1o the Federation side, or getting
detailed sensor scans to find the weakness of some

unprecedented threatl,

Canvoy and Escort

freal these missions (ike deep-space explorafions;
have sensors on full and be ready tor anything. Keep
your charges in line and in phaser range; one missing
ship can wreck the whole mission. This is the time for

phaser drill and tactical training.

ET OPERATIONS MANUAL
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GHAPTER ONE

DIPLOMATIC MISSIONS

First Contact

Here, again, the role of the A&A officer or first con-
tact specialist is paramount. Every culture has some-
thing worthwhile to offer the Federation; identify that
thing and encourage it where you can {(assuming the
Prime Directive will let you, that is). Keep in mind that
not all cultures obey the Prime Directive, however;
unscrupulous merchants or enemy soldiers can do

much more damage than you can

Intergalactic Affairs
When involved in intergalactic diplomacy, the key
is 1o maintain sight of yvour own objectives. Do not get

drawn into diplomatic horse-trading

e Q0 IMAOIFSE wel)

personal squabbles; you are constrained by regulations
and Starfleet practice in a way that envoys aren't.
However, when vou are the envovs on the scene, pet
the st deal vou can and acdvance Starflest directives

where possible.
EMERGENCY MISSIONS

Aid and Relicf

There is almost always mare to the crisis than meets
the eye. Keep a sharp lookout for scavengers (such as
mercenaries or merchants) preving on the misery
around vou, and for complications (o the ongoing
emergency, Sometimes the two are connected, Always
remember that nobody's pride is worth the lives of
innocent people—not yours, and not the so-called
experts on the scene. Trust your opinion; that's why

Startleet sends you there

Evacuation

These missions resemble L|||'|||JII'|._I1:| MISSIOnNSs OF
convay missions to the tenth power. Strict rules, per-
sonal neutrality, and focus on the key goal (saving lives)

must be your lodestones during a logistical nightmare

such as this

SCIENTIFIC MISSIONS

EKP'TH""I'-’:"-I\'JI on

Experiments always go wrong; it's the key to the sci-
pntitic method, As with deep-space survey missions,
keep an eve on the sensors, and run diagnostics on
ship systerms whenever possible, Pay attention during
briefings, and try 1o get a familiar handle on the under-
lying scientific theories being tested. Work out which
ship systems vou could adapt to fix the first four things
vou-can think of that might go wrong.
nvestigation

As contrasted with official experimentation mis-
slons, the chances are that you won't hear aboul spe-
cific investigations unless they are assigned to your
branch or they go wrong, Try to get to know the per-
sonality of the lead investigator; be ready to use that
knowledge to replicate, abort, or assist her investiga-
TS, | 1|||" IS |1|"_‘||| :|',1:|I.J|I 1||i"f||. & o I':\.IJI‘I ||||1,'|||I'|‘1| L_-'_\i_‘
the ship’s library computer liberally; at the worst, vou’ll

help close off some dead ends.

INTELLIGENCE MISSIONS

The Federation places primary  responsibility  for
"‘N[:'iln'l-.‘i}.:{'. L8 l'-'UI'IlE"I'I'_'.‘\-||"-‘.|'r'|n'l_l.’;f". and other covert activi
fies in the hands of Starfleet Intelligence. This remains
1 source of some discomfort for Starfleel as a whaole;
starfleet’s primary scientific goal has obwious intelli-
zeence applications, and the meshing of intelligence
and defense responsibilities in the same agency can
occasionally cause interdepartmental friction. Starfleet
understandably prefers to emphasize its open actions
for science and defense—but when the safety of the
Federation requires some cloaking-device-and-dagger
waork, they da their duty as they have always done.

Intelligence missions include:

nfiltrarion

An infiltration mission calls on Starfleet personnel
to covertly (or under false pretenses) enter a dangerous
or interdicted location, perform some action, and exfil-
frate or escape, ideally unnoticed by the opposition,
Captain Kirk's 2268 mission to cross into the Romulan
mleditral Zone, steal a o ||1.||-.in;._1 device, and return with
it is a classic infiltration mission.

Performing an infiltration mission requires a solid
plan—and inspired improvisation when it falls apart.
Like diplomatic missions (with which they have some
SUrprising commonalitics), LL'q'}:lil'l',‘__ mission Hu..;l'i in
mind and not becoming distracted by personalities are
the key to limiting complications in an infiltration mis-
sion. Cten, infiltration missions are classic foree mul-
fiplier situations where a single landing party does

more good than a whole starship crew. Since you don’t

STAR TREK ROLEPLAYING GAME



alwavs |‘|.!'H access T WORUF \1.||-.||r' ‘-I.ll'-\.l'|I|:- this Is a

s |,|:':|r'|:||[i-"|:._[ thought

ASsgssmani

By contrast, an assessment mission is one in which
Starfleet Intelligence suspects something is up but
doesn’l Know w here to BL, or l.'.||.|r_ (] |||- when Wi ;,!_l'l
there. Assessment missions generally start with an
anomaly a vanished agent, a rumor of sabotage, a
political shakeup—that requires expert analysis by
Startleet PErs nnel on the gy ere, Sometimes as5ess-
ment personnel can be inserted under the cover of
another mission, such as a scientific or diplomatic mis
sion. Captain Pic arcls broad orders 1o investigate the
disappearance of Ambassador Spock on Romulus in
2368 epitomize the assessment op

Where infiltration missions resemble diplomatic
missions, assessment missions resemble scientific mis
sioms, The key is data, ang checking it for anomalous
patterns, Always have two backup plans for getting out
of whatever trouble vou stir L bhe ready to react on the
fly. After all, Starfleet Intelligence wouldn't send yvou to

check things out if the situation was normal

Counterinre |||-_?C ncae

A counterintelligence mission is one that thwarts an
intelligence {(or militaryt mission by a foreign power o
internal radical group. Starflest officers usually stumble
into these missions while pursuing other goals, although
often an assessment mission becomes a counterintelli-
gence op halfway through. Caplain Picard's discovery of
the Vulcan Isolationist Movement's .|r||'|1'|r:|‘.4,'|] activation
of the Stone of Gol in 2370 triggered a paradigmatic

counterintelligence mission,

THE STARFLEET INTELLIGENGE SERIES

Naorrators may want to run o series censisting entire-
ly or almost entirely of intelligence missions, olong o
Mission: Impessible rype potiern. This wn create o few
wrinkles with an all-Starfleet officer Crew, however.
Storfleet Intelligence does not have its own dedicated
starships, although it does wtilize o few wndercover

civilian ships, such s free traders or mercenary ves-
sels, os assers.

However, many Starfleet officers have o dual role as
5| agents, espedolly the shadowy members of the
deep-secret Section 31. If the Crew’s commanding offi-
cer Is on 51 osset, they might find themselves colnc-
dentally assigned to o number of key threat sectors, in
which o surprising number of other mission types turn
out to be counterintelligence or assessment ops. This
tan create @ tense, exciting, fost-paced series; if the
Horrator ond players agree, it can olse eaplore issves
of loyalty, betrayel, ond trust in-a more choracter-driv-
en seriol formot.

For a mixed-profession series, you might consider
odding ene spy character to the Starfleet officer Crew
us o kind of lisison officer who accompanies them on
missions of all kinds in the interests of building effec-
tive teomwork. Adding o special forces officer can add
o little elite muscle. Storfleet engineers ond science
officers are already experts ol borrowing or sabotag-
ing foreign technology; tactical and aperations officers
dso have wselul intelligence skills. Command officers
can be helpful os fove men, who handle the sociol engi-
neering needed to get past suspiciows bureowcrats or
beoutiful alien vixens. Rogue or merchont craw of an SI
dvilian asset, diplomats who (like Ambassador Spack)
serve an intelligence purpose, and even mystics, smug-
glers, or mercenaries could be added to on intelligence
series with little trouble.

Counterintelligence missions require initiative; i
Starileet Command knew about the situation, they
would already have sent someone else to deal with it
In specd and complexity, they resemble emergency
missions, but in solution they often times become tac-
tical missions. With counterintelligence missions, deci
sive and correct use of lorce is often vour L1|1|} option;
better to stap the plot early than wait too long and dis-

cover that you no longer can,
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GHAPTER ONE

S TARFLEET

UNIFORMS
Starfleet's first uniforms, created
the

|'\F'l|lilr.'lr|-!h'l

before Federation for Earth's

space service, bepan

tradition of the

Cn

with the practical

astronaut’s |i,||'|'||!‘1|_|||_ carly

spacecraft, a jumpsuit and sealed
helmet would serve to keep crew
men alive if air loss threatened the
ship; this design conservatism car
riecl over well past the era when sin
gle micrapunctures could evacuate a
ship's air supply

With

Federation

the founding of

Starfleet duty  uniforms

changed to a different tunic and

trousers model, although technicians
stayed in the comfortable Jumpsuits.

For a non-military organization
Starflest uniforms have shown gener-
al continuity, although individual
officers and ships have adapted var
ous fatipues, undress uniforms, and

other styvles for maximum comfort

and efficiency on given missions

Uniforms in

With the introduction of cheap,

Transirion

reliable  replication  technology,

Starflect unitorms went through a

period of repeated re-design begin-

ning in 2266, This uniform iwhich,

unlike other Starfleet uniforms

bhefore  or  since differentiated

betwesn male and female crowmcn)
was comfortable and efficient, and
prived very popular with Starfleet
personnel. In 2370, Starfleet regular-

ized the Enterprise Larrowhead"

insignia as stancard throughout the
fleot

and redesigned wniforms on

TS e Starflest

the Ent and at
Command to indicate the new status
of the ship. The pastel blue-and-gray
tunics worn on the Lot rprise during
Captain Kirk's second five-year mis-
sion never caught on elsewhere in
Starflest Command

the fleet, so

redesigned the uniform again in
2275, returning to the 2266 model,
changing the color scheme slightly
and adding a crimson jacket for all

1"|r.II'|| hes of "'\-E.|.'||4'| sl

Technical Uniform Fleld and Duty Uniform
All Branches All Branches
c. 2lI3-216l €. 213-2i6l

Duty Uniform
Male Command Branch
c. 2I62-2265

Dress Uniform
Male Command Branch
c. 2le2-2275
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Duty Unitorm Female Sclence
Branch
c. die2-2265

Duty Uniform Female
Engineering Branch
c. 2266-2270

Technician's Jumpsuil Unisex
Engineering Branch
c. 2le2-2270

Casual Uniform Male
Command Branch
c. 2245-2270

STARFLEET OPERATIONS MANUAL

Field Jacket Male
Science Branch
c. cleg-2265

Duty Uniform
Male Science Branch
c. 2266-2270
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Medical Officer's Duty Uniform Duty Uniform Science

All Branches Branch
c. 2275-235| c. 2275-235I
.
——
| —
- —
ER -
i_
[ — -
[ — -
e
el Field Jacket Duty Uniform Fidd Jacket

All Branches All Branches All Branches
c 2280-2320 c. 22B0-2320 c. 22B0-2320
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Field Operations Uniform
c. 2280-235I

Duty Uniform
Command Branch
c 2366-2368

Duty Uniform
Sclence Branch
c 235I-2365

Admiral's Uniform
c. 2369-2372

STARFLEET OPERATIONS MANUAL

Duty Uniform
Operations Branch
€. 2366-2368

Duty Uniform
Operations Branch
c. 2368-2372
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Dress Uniform
Command Branch
c. 2369-

Admiral’s Uniform
Command Branch
c. 2373-

Dress Uniform
Command Branch
c. 2369-

Duty Uniform
Command Branch
c. 2373~

STAR TREX ROLEPLAYING GAME
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This uniform lasted through the
end of the Klingon cold war and
into the new era of cooperation
and exploration in the early 24th
century. Only after the flegt reor-
ganization by Admiral Taneko in
2350 (see page 76) did the uni
forms change again. (The “field
operation" uniform, a fatigue uni
form for ground-based personne
until  the

remained the same

Dominion War.) Duty uniforms
returned to the three branch col-
ors, reversing engineering and
security (now called operations
with command, and the Ht'IH‘f-Il

jumpsuit’ look from Starfleet’s

earliest days rewrned as well
Slight design variations again crept
in between ships, issue years, fab-
rication  plants, and among
Starfleet's highly independent and

individual officers

Wartime Uniforms

The Dominicn War, and its
economies in design and materials
forced the wniforrmn changes ol
2373. All uniforms, regardless of
branch or service, used a black
and-grey  owversuit with a branch-
color light shirt visible only at the
throat. During the struggle against
the Dominion, Starfleet officers

had more important things to

worry  about than tweaklng wni
form aesthetics, and even with the
Cardassians and Founders defeat.
ed, Starfleet resources will proba-
bly go to other, more critical areas
Individual Starileet wificers and
|'u~|'-cnr|nr-| will likely return to let
ting their personal taste influence
their uniform choices as they
rebuild and return to peaceful sci-

entific anmyd exploratsry duties.

PROCEDURES

Three different disciplinary pro
cedures apply to offenses by
Starfleer personnel. The more seri

ous the offense, the more forbid-

ding and formal the disciplinary
procedure.

Command Discipline

Any non-senior officer can be
directly disciplined by his com-
mander. Department heads may
use command discipline with their
subordinates. Most command dis-
cipiine takes The form of a repr-
mand, a verbal dressing-down dur-
ing which the offender stands at
attention. Reprimands remove 2
points of Benown from an officer,
since they appear in his record,
Maore serious reprimands include
confinement to quarters (for 24 or
result in

rank, A
demotion subtracts the character's

48 hours), and some

demotion, the loss of

former Promotion value from his
Renown, along with the base 2
point loss for any  reprimand,
Extremely serious offenses can
result in brig time, but outside
states of such

EIMErgency, sl

cases require a board of inguiry.

Board of Inqulry

A board of inquiry is a panel of
ranking officers (usually the ship or
base's command staffi who sit in
judgement of serious, but non
criminal ofienses. They may acouit
the defendant, or subject him to
any sanction which does not
deprive him of his liberty, includ-
ing a dishonorable discharge from
Starfleet, In addition to thew sanc-
tions, they may issue a non-bind-
ing recommendation  that  the
defendant's commanding officer
sentence him to a brief stay in the
brig. Convicted defendants lose
half their Renown (iminimum of 2
pointal along with any other san
tions or game effects,

Any charge against a senior
commanding, or flag officer is
referred to a board of inguiry. If the

board determines that the charge is

unworthy of consideration, or lacks

STARFLEET OPERATIONS MANUAL

sutficient evidence, it dismisses the

case without hearing witnesses.
This happens more often than not.
If the board decides that the offense
is criminal in nature, it refers the

case to a court martial.

Court Martial

Court martials are formal trials,
with Starfleet judges ia minimum
of three of captain's rank or high-
er), prosecutors, and defense attar-
neys. Rigorous standards of evi-
dence apply. The defendant is pre
sumed innocent until proven guilty
and afforded due process of law.
Guilty verdicts can result in any-
thing from demotion to dishonor-
able discharge to penal colony
time to death ifor violating General
Order Seven only). Court martials
of senior officers are exceedingly
rare; the first court martial of a
serving captain occurred in 2267,
when Caplain James T. Kirk was
tried  for

causing the death of

Lieutenant Commander Ben
Finney, Courts martial do not affect
Renown, but they do alter its
nature — a caplain once renowned
for spirit and bravery will be
”'f“l'-'-'flf.'il for treason or murder

after his court
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between life and death for
entire planets. Every
Starfleet officer uses her
‘ sklls 1o the utmost, getting

= -'.l'

=SKhILLS
REVISITED

This chapter gives more specil
i wses, additional '\-.I:"':'}l'llk""‘-\.lH.'i ial-
ties, and fuller calibration for
some of the core skills from the
Star Trek RPG Mayer? Guide, as
well as some key traits tied to skill
levels that can add new capabili
ties for those who master the

required disciplines.

ADMINISTRATION
Command officers, and
department heads in all branches,
use Administration t© manage
their responsibilities and to oper-
ate within the larger bureaucracy
of Startleet. The larger the effect or
influence of the test, the more dif
ficult it is to manage without
deadlock,
inetficiency.
SimrLE (TN 5): Administering

misunderstanding, or

||'h.- crew of a small '-l‘llF' or & I‘-|'\5|-|”
team (under 20 indivicuals).
Rounine (TN 10): Administering
the crew of a medium ship, or a
|i|-p.|:l||1-:'||'| on & larger '-|I'!:l (20
Y00 incividuals).

CHaLLENGING (TN 15k
Administering a capital .|1i||.'|.::.:
'\-\.."||I_ or starbase (301-5,000

fnchivictials s,

STAR TREK ROLEPLAYING GAME

Dirricult (TN 20): Administering
a fleet or major Startleet office
(5,001-20,000 individuals)
VirTuaLly Improssiste (TN 25k
Administering  Starfleet or any
interplanetary  or  planetary
bureaucracy. Almost all such
tasks become edtended tosts,
almost by default

MoDiFiIERS

Efficient Starfleet ¢ omputer syslems

ADDITIONAL

make administering a starship o
starbase easier. Adm nistration skill
tests dealing with a starship or star
hase take =1 to the TM for every
class level of the operations system
(sap Star Trek RPG Narratar’s Guide
page 1381 of that ship or base; for
example, a Starfleet captain using a
Class <4 operations system o run
her ship makes her Administration
tests for shipboard matters at —4 to
M. Administration skill tests gain
the same bonuses from the
Promotion edge as social skill tests,

AFFINITIES: Gains a =1 affini
tv bonus from Law skills with the
same of similar specialties:  For
example, Administretion (Starship)
gains the bonus from Law
(Starfleet] when used on Starfleet
vesga|g, o Jperations managers also
administrate shipboard issues as a
matter of course: Administration
gairts & +1 afftnity bonus  from

System Operation (Mission Ops).



BUReAUCRATIC PRESSURE: Often, members of a
bureaucracy exert pressure through the system to
achieve their ends—a more glamorous assignment, a
coveted fleet promotion, the right to divert from a mis
sion for a sudden emergency, the exposure of a con-
spiracy or the defeat of a dangerous scheme. Such
pressure is often opposed by the current holder of the
assignment, rival for promotion, some narrow-minded
under-secretary, and so forth, who applies his own
pressure to resist your aims. This can be resolved as an
opposed Administration test against yvour opponent.
For tests against nothing but the inertia of an estab-
lished bureaucracy, use the TNs abowve based on the
size of the impact you are trying to achieve: if you are
trying to divert one medium ship, the TN for such a tes
is 10; if you are trying to change Starfleet policy for all
ships, the TN is 25,

ARMED COMBAT

You may pick one of the fairly broad individual
sKills in this skill group given on page (o9 of the Star
Trek RPC Plavers Guide (Simple, Traditional Klingon
Weapons, etc.) or a skill representing a specific school
of armed combat. Many specific school skills allow
access to “key traits,” which are special traits keved to
specific skill levels as a prerequisive. Some key traits
require the prior selection of other key traits. Unless
specifically noted, you may not use two key traits for
the same attack test. Key traits cost two advancement
picks each, just like regular traits.

Each specific school grants basic familiarity with at
least one broad class of weapon; a character with
Fencing sword, from a

Scottish claymore to a Klingon mekfeth. However,

Can |'N{'k' U and wse any

anly the specialty weapon or weapons of the school
imarked with an asteriskl can be wused with its key
traits. Thus, a character with three skill levels of Anbo-
fvtsu would write Anbo-jyvtsu (Stafl) +3 on his character
sheel, and would gain the specialty bonus using a staff,
He would have the same effective skill rank with any

club as a character with Simple Armed Combat +3.

Anbo-jytsu

The blind Centauran gymnast Kathar Eltrin invented
this specialized school of staff-fighting in 2168, It
remains more popular on Alpha Centauri as a portorm
ance art rather than a martial art, but Centaurans in
Starfleet have returned it to its efficient roots. Anbo-
jvtsu stresses kinesthetics, balance, and keen senses.
Wearons: *Staff, club, lirpa, mace, stunrod

JrTsu Sense

You channel the input of your senses more fully into
your strikes, and act fluidly upon the many subtle cues
of sound and motion you receives,

PrereQuUISITE: Anbo-jytsy +2

EFFECTS: Your Anbo-fyvisu skill gains a +1 affinity

honus from your Observe (Listen) skill. This key trait

may be used with other Anbo-jyvitsy tests,

UrGraDE: You may substitute your Observe (Listen)
skill level for vour Quickness reaction level in tests o
determine initiative or surprise.

Aneo Dur

The most common move in Anbo-jytsu, a sweeping
blow brought between the attacker's legs for maximum
interference with movement.

PREREQUISITE: Anbo-fvisy +4

EFFECTS: A successiul staff blow does damage as nor-
mal, then throws your attacker to the ground. He suf-
fers all penalties for being prone until he uses one
action to get up

Urcrape: In addition to the above, a successiul staff
blow numbs your opponent’s leg; he may not add his
Agility bonus, if any, to any combat test until healed

PranHA JvTSU

You hear your opponent’s moves anc subcon-
sciously translate the audible signal into reflexive mus-
Cle acton

PREREQUISITE: [yIsu Sense, Anbo-fyisy +6

EFFECTs: You mav substitute your Observe (Listen)
skill level for vour Agility bonus in determining vour
Defense rating.

Anao CHOHR

By listening to your opponent’s breathing, yvou can
find his most vulnerable spot for a debilitating blow.

PREREQUISITE: Jyisu Sense, +8

ErrecTs: Double yvour damage from a successful

stafl bloww

Chaka Hramdal

The bloody, direct art of fighting with the massive
Andorian dagger, the chaka (see box), has over 800 dif-
ferent HLlhr‘-t:.-lt"ﬁ. Maost Andorian duels are resalved by
chaka hramdal caontests: thanks to this art's emphasis on
deadly strikes, duels to first blood often turn out to be
duels to the death, Wearons: *Chaka, d'k tahg, knife.

GHAKA

SPECIFICATIONS: 35 cm long, 75 cm from side to side,
1.8 kg

DESCRIPTION: The “Andorian fighting dogger” {meore of
o shortsward by wolght and size) resemblos three
Earth bowie knives joined in on wpside-down “T" or on
oversized Klingon d'k fahg. One blede projects for-

ward from the fist, with two more protruding from the
ends of the haft on either side. Chokani come im many
different versions; some hove longer central blades,
bashet-hilts on the hafis, or spikier side blades.
PARRY MODIFIER: +1
DAMAGE: 1d6+4
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CHAPTER TWO

Jenac

This is a rapid, deep thrust with the foraard blade
intended to end the combat in a hurry

PrEREGQUISITE: Chaka Hramdal +2

EfFecTs: A successful jenac thrust does +1 o +6
damage, but lowers vour Defense by the same amount
for the next round

ASHRAND

The “eyeblink counter strike” uses your opponent’s
own strike as the springboard for a sudden jenac strike

PrerequisiTE: Chaka Hramdal +4, fenac

EFFeCYs; After successfully parrying an opponent’s
sirike, you may immediately make a jenac strike of
yvour own at a +1 bonus to skill. This will cost 1 action
from vour next round.

UrGrans: This strike now costs no actions.

KELTRATH

This is a direct, stabbing blow downward with one
of the chaka side blades. Difficult to execute, it is even
more difficult to block.

PrerEQuUISITE: (Chaka Hramdal +4

Errecys: By taking a penalty between -1 and -3 to
your attack skill test, you can force your aopponent to
take a =2 to —6 penalty, respectively, to his attempt to
block, parry, or dodge the keltrath attack. For example,
if vou take a -2 attack test penalty, your opponent must
take a —4 penalty to his dodge attermnpt.

UrGrang: A successful keftrath attack does +2 damage

SHESTAAL

This “sunrise slash” is intended to cut your foe with
all three blades of the chaka in a sweep.

Prerequisite: Chaka Hramdal +6

EFFECTS: After a successful attack test, roll again fox
the second blade. If successiul, make a third attack test
for the final blade. A successiul dodpe ends the shestaal,
bt ot d SUCC r_"\-.\-..r||| parry an l.IF'Ii_'I'.II'I!"fI[ can parry the
first blade and be hit by the next two, If the third blade
hits, it only does half damage. Using the shestaal takes
only one action, regardless of how many blows hit.

UrGRape: Three upgrades are possible; in order
Upgrade 1: A successful dodge no longer ends the
shestaal attack; Upgrade 2; the third blade does full
damage if it hits; Upgrade 3: You may strike maore than
one opponent with a single shestaal attack.

SHes KoLnAT

A brutal move practiced primarily by members of
Keth P'trell, the Andorian medical clan, it is considered
a “mercy strike” in traditionalist Andorian circles.

PrerequisiTe: Chaka Hramdal +8, Medicine +3 or
First Aid +5. A specialty in Andorian medicine or
Andorian anatomy lowers the needed skill levels o
Medicine +1 or First Aid +3

EFFecTs: A successful attack does half damage, but
severs your opponent’s arm (or other striker) tendon,
rendering the limb useless (unable 1o hald a weapon,

much less strike with one} until healed.

Fencing

A martial art that emerged in Earth’s European con-
tinent during the 15th century, fencing encompassed
many different styles of swords and swordplay. After
1800 primarily a sport complete with masks, safety
uniforms, and blunt weapons, the Klingon crises of the
mid-2 3rd century caused a renewed vogue for serous
combat fencing among Starflest officers.  Weapons:
*sword, mek feth, (Some Marrators may wish to create
individual sword specialties and  statistics; combat
fencing weapons include the rapier, epee, and saber.)

LunGe

Stepping forward, you thrust the point of vour
WEeapRon into your I.I!'l|}l"l|'li."”-1

PrReEREQLISITE: Fencing +2

EFFECTS: You may lunge from between 1 and 3
meters away. A successful lunge does +3 damage; you
can neither dodge nor parry as your next action,

Urcrape: The “flyving lunge” or “ballestra” allows you
ta acd a +71 affinity bonus to lunges from Athletics (Jump).

FeiNT

A teint, or faked attack, ideally tools your opponent
into defending against a nonexistent blow, thus open
ing him up to your real attack

PreREQUISITE: Fencing +4d

EFFecTs: Roll 1d6 and subtract your opponent’s
Perception modifier. Subtract the result from  your
opponent's Defense during your next attack test. A
feint, like a real attack, takes 1 combat action

Urcrape: Your feint result has a minimum of 1; even
if your apponent’s Perception modifier is +6 or higher.
for each further upgrade, your minimum feint result
increases by 1, You may upgrade Feint up to three times.

Corps-A-CoRPS

By binding your opponent’s blade, you keep your
opponent in close (point-blank) combat range yet
unable to use his weapon

PrereguisiTe: Fencing +4

ErrecTs: A successful corps-a-corps attack penalizes
your opponent’s parry test Of any) by the amount of
your Agility bonus. For example, if Louis (+3 Agility

moditier) succeeds in a corps-a-corps against Kang,
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Kang's attempt to parry that corps-a-corps is at =3, (If
Kang attempled to dodge, he would have no penalty.)
An unsuccessful parry lor no defensive FEspHanse what-
soever] binds yvour opponent’s blade. Once bound,
your opponent can only free his weapon by succeed-
ing in a Strength attribute test (which takes 1 action)
opposed by your initial corps-a-corps attack test result
You may free his (and hence your) weapon at any time.

UrGraDE: You may disarm your opponent by defeat-
ing him in an opposed Strength attribute test. Every
failed attempt by your opponent to free his weapon
adds a +1 bonus to your test result to disarm,

RiPOSTE

You turn your parry into an opening to strike at your
opponent

PREREQUISITE: Fencing +6

ErFecTs: After successfully parrying your opponent’s
blow, your next attack gains a +2 bonus to your
Fencing skill test; also, if vou do not already have the
initiative, vou gain it for the next round

UPGRADE: YOUr riposte bonus INCreases o +4.

SENTIMENT DE FeR

You leave your blade constantly in contact with
YOLUF O rl::_uu,-:&!"h weapon, in order to “feel” his moves
and intentions ahead of time.

FREREQLISITE: Fencing +8

Ereects: Following a successiul attack or parry, you
have a +2 test result bonus to all further attacks or par-
ries against that opponent with this weapon, including
the use of other key traits, This lasts until the end of the
combat, until you retreat or dodge, or antil e success-
fully dodpges vour attack

UPGRADRE: Your _hr||'|l_|‘- from sentiment de fer ncreas-

es 1o +4,

ATHLETICS
In addition ta Climb, lump, Ride, and Swim, there
are two other specialties of the Athletics skill that may

come in handy.

E=scape Artise
This specialty covers pulling or wriggling loose

from ropes, vines, large manacles, etc. Picking an
archaic lock, such as those on 20th-century police
handcuffs, is a Sleight of Hand (Lockpicking) skill test.
This ',lyl_'g_l.uil!. 5 based on .'\'h'ili1'!.. rather than .'i|r{'-I'IH”'I.
unless the MNarrator rules that a brute force “pulling
apart” is the only way to loosen a given set of bonds.
Make Athletics (Escape Artist) skill tests against a TN
dependent on the material.

SismPLE (TN 5): Vines or ather loose, welt strands.

Routine (TN 10): Belts, curain sashes, or other ad

hoc bonds,

CHalLENGING (TN 15): Ropes, tentacles

Diericunr (TN 200: Thick

manacles.

cables or chains; large

shrunken

VirTuaty  Impossisle (TN 25): Wire,

rawhide, formed plastic “cuffs.”

ApoimionaL MobiFiers: Covertly attempting an
Athletics iEscape Artist) skill test while being watchesd
by puards adds at least +5, and possibly the guard's
Perception modifier as well, to the TN

AFFINITIES: Escape Artist attempts against large,
whole-body bonds gain a +1 affinity bonus from
Cymnastics, Aftempts to untie only wrists or hands
gain a 41 affinity bonus from Sleight of Hand.

AcCTiON TiMe: Variable minutes to hours, averaging
around THx5 minutes.

ExTenNDED TEST Yes, at the Narator’s discretion

Throw

his specialty of Athletics covers throwing for accu-
racy, speed, and distance. You may substitute Athletics
{Throw) for Archaic Ranged Weapons tests to throw
large or easily-thrown weapons such as spears and
boomerangs., Specialized throwing weapons such as
daggers, tomahawks, kligats, and so forth still require
Archaic Ranged Weapons, although that skill will take
a +1 affinity bonus from Athletics (Throw). Athletics
(Throw) tests also govern throwing items such as over-
loading phasers, photon grenades |see page 73), or
flasks of explosive. The Athletics (Throw) test TR s usu-
ally set by the range. Thrown weapons will have estab-
lished range increments; the distances given here ane
for a roughly streamlined non-weapon object about
the size and mass of a foothall, The Narrator may vary
these numbers depending on the object o be thrown

SimpeLe (TN 5): Point blank. Within 10 meters,

RouTing (TN 10): Short range. Within 30 meters.

CHatLenGING (TM 153): Medium range. Within &0

meters.

Dwepicuny (THN 20): Long range. Within 100 meters

VirTually Imrossisie (TN 25): Extended range. Ower

100 meters.

Range increments increase by +1 for every +1 to
the thrower's Str modifier. Throwing a weapon at a per

son, however, remains a test against the target's

Defense, modified by range as normal.
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GHAPTER TWO

A TIONAL

Maooielers: Pinpoint tangeting (hit

ting a target less than one-tenth the size of the range to

will add at least +5 to TH, For example

larget tossing
a plasma bottle 60 meters 1o strike a 6-meter wide evil
computer is a normal, Challenging (TN 15} test. If the
computer is only 3 meters wide, the TN becomes 20; i
the computer is only 1 meter wide, the TN becomes
25. i you are throwing an item to be caught, you may
treat the Athletics (Throw! as a combined test with the
catcher'’s Athletics (Jump} s<ill. Catching a thrown item
not intended for you is an Athletics (Jump) test.
AFFINITIES: Athletics (Throw) tests take a +2 affin
ity bonus (double the normal bonus) from applicable

Sport sped ialties such as Baseball, Cricket, and so forth

ENGINEERING
This clarifies and spells out the meanings of the
test maodifiers on page 101 of the Star Trek RPG
Players Guide for Engineering (and Repair) physical
skill tests. "Adequately equipped” (+0 TN means the
tools and equipment onboard a star ship The docking
ports of any starbase, or the civilian orbital facilities
around a world with the same Tech Level as the star
shig, are “yvel) Mf.'.'.lf.lp{'.l.l' 1=5 TN Only H]l)..lu-:.la.\e k-
type full bavs (such as those in service hub space sta
tians), and Starfleet arbital or space facilities count as
“equipped with advanceca/precision lools™ =10 TN)
for the purposes

of making |I|'.:i|1l'1'||rl;.', or Repair)

tests on a Starfleet vessel. The Tech Level of the equip
ment available also affects the TH of the task; "l-l.J|H'r:
or taols”™ (-5 TH) is |_|"-1"Irt'r.’|”\. one TL ahead: the Uiy
alent of a 23rd-century engineer using 24th-century
taols to repair his ship. (More than one TL abead usu
ally causes too many problems with basic conceptual
familiarty to gain any x=1|x-II1|~I_L',i~_ and a system too
advanced mav actually make things harder again.)
Toals one TL more primitive than the engineer is used
tor (or than the starship needs) count as “inferior tools’
(+5 TN} 2 TLs more primitive becomes “makeshift
tools” (=10 TH). An officer attéempting to transtorm a
TL 8 tricorder into a temporal viewing device using
1930s (TL 5) technology might as well be “totally
unequipped” (+15 TN, or using stone knives and

bearskins

INQUIRE
Ofven,  tmvestigatars  meed o follow @ sspeced
pirate, smuggler, ar spy from place to place or even
from planet to planet without actually being abile to
physically shadow him with the Stealth (Shadow) spe-
cialty. This is where the Traill specialty of Inquire comes
in. Inguire (Trail} allows you to follow a subject’s trail
from place to place by picking up rumors, checking
spaceports or orbital logs, and so forth. You can make
Inquire (Trail) an opposed test against the subject's
Streetwise, Specific World, or Impersonate skill depend

g o which tactic he is wsing ta evade you. (Tratlfng a

stibject across an unimhabited world or through a
wilderness area is an Ooserve (Track) test.) The Narrator
may wish to focus on a given element of the trail, reguir-
ing other Inquire, Investigate, or Spot tests rather than
subsuming everything into a single Inquire (Trail) test.
Altemnately, you can use the Ths below:

SwarLe (TM 5): Trailing an obvious or oblivious target

such as an absent-minded astrophysicist or a
Klingon on Ferenginar,

Routinge (TN 10): Trailing a low-ranking criminal or
a government official such as a diplomat,
CHapencing (TW 150 Trailing an obscure individ-
ual, or a military or Starfleet officer aware of follow-
Brs,

DiFFicuer (TN 200: Trailing a dangesous wanted
criminal or smuggler,

VIRTUALLY IMPOSSIBLE (TN 25): Trailing a secret agent
or Spy
AopmonaL. MobpiFiers: In general, trailing a
H.J!'i""l I between |:l|.1|'|i""- adds +5 TH [per |r[.||u-[_ Also,
the size of the subject: lead will affect tha difficulty; a
weeds lead is +5 TN, a month’s lead is +10 TN, and a
vear's lagd is +15 TN,

AFFINITIES: Inquire {Trail) tests can get a +1 affini
ty from the Investigate (Deduce) skil, and from
Streetwise and Specific World skills where relevant.

Acrion Time: Making an Inguire (Trail) test usual
Iv takes at least a day

ExTeNDED TEST: Yes

MEDICINE

Although Medicine is an academic skill, it {like First
Aid) is also affected by the equipment modifiers on on
page 1071 of the Star Trek RPG |I'|I.|'_|.I!'|' s Guide. Field
medicine with a complete medikit available is "ade-
quately equipped” (+0 TN). Surgery in a starship sick-
bay s “well equipped” (=5 TN}, and surgery in a major
haosgital ship, medical starbase, or research hospital on
a techpically advanced planet is the equivalent of
10 TH). Medical Tech

Level also affects skill tests: “superior toals™ (-5 TN) is

“advanced or precision tools”

generally one TL ahead: the equivalent of a 23rd-cen-
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tury doctor using 24th-century instruments 1o diag-
nose, treat, or operate on a patient. (More than one Tl
ahead usually causes too many problems with basic
conceptual familiarity to gain any advantage and a
system too advanced may actually make things harder
again.l Medical technology one TL more primitive than
the doctor is used to counts as “inferior tools” (+5 TN);
2-3 TLs more primitive becomes “makeshift tools”
+10 TN 4 or more TLs behind and the medical instru-
ments are valueless, leaving the surgeon “totally

unequipped” 1+15 TN).

PHYSICAL SCIENCE
Physical Science (Mathematics) is the key disci-
pline of cryptography, the field of making and break-
ing codes. This differs from encrypting or decrypting
computer records specifically, which is a Computer
Use ||'_|'|-'§.'r".-'|1't|f'l|'|| test. Most l.“”"r'\‘r“i'd COMmMMmuniCa-
tions in Starfleet pass through the computer system,
where extremely secure programs do the actual
ENCIVPNnE of deciypling efore passing the clear text
on o the communications officer. Using these pro-
grams can be a System Operation (Communications),
Computer LUse (Encryption), or Physical Science
[Mathematics| test. However, many Priority One mes
sages must be decoded by the communications officer
or command staff without using the ship’s dedicated
computer system, for additional security, Other times,
existing Starfleet computer protocols are useless, such
as when decrypting Romulan coded messages, or
(=Rl l..l:llll_!.: covert radio transmissions on a primitive
planet. For such tasks, use a difficulty based on the
code’s sophistication and mathematical complexity,
as follows:
SwvprLe (TN 5): Standard substitution ciphers iMorse
codel, well-known “book codes.” These codes gen
erally appear at Tech Level| 2
Routine (TN 10): Complex substitution ciphers,
detailed telegraphic and book codes. These codes
generally appear at Tech Level 3
CHaLLEnGING (T 15): Computationally-created
codes, such as the 20th-century Enigma and Ultra
codes; basic one-time pad svstems. These codes
generally appear by Tech Level 5.
Dirficunt (TR 20): Complex
adwanced one-time pad systerms: These codes genor
Level 6;

Federation, Klingon, and Ferengi traffic appears in

multivariable codes,

ally appear by Tech maost  standard
these codes

VirTuALLy Impossigle (TN 25): Massively multilayer
codes, linguistic-bank-driven one-time pad systems
These codes appear by Tech Level 8. Military trans-
missions, Starfleet defense signals, and most
Romulan and Cardassian traffic, use these codes
Apomonal MooiFieRS: The longer the text sent

in a single code, the easier it is to break. A single mes-

sage might add +3 to +5 to the TMN; reams of |ogisti-

cal data would lower the TN by up to -6. If the
decoder knows the subject matter (if, for instance, it
refers to specific ships or star names known to the
decoder), this also lowers the TN by -1 for every
solidly known reference.

AFFINITIES: Skill in the original language of the
clear text (Romulan language skill for a Komulan code,
for example) and Computer Use (Encryption) both add
+1 affinities to Physical Science (Mathematics) rolls to
decode a message

AcTion Time: Variable hours for a single message;
TL 5 or higher codes may require weeks or months
with equivalent-level computers to break. However,
computers from a higher TL than the code can usually
them in minutes with a

brreak Computer Llse

[Encryption) test at —= 5 TN per TL level difference.

ExTenDeEDn TEST Yies

RancgeDp COMBAT

Energy Weapons

The following key traits are ticd to the Energy
Weapons skill in the Ranged Combat skill group. At the
MNarrator's discretion, all of them can apply to the
Projectile Weapons skill in that skill group as well;
however, they must be taken separately. In other
words, a security officer with the Gel the D 1 L'l":,- trait
for her Energy Weapons skill would have to pick it
again if she wanted to be able to use her antique 45
caliber pistol to Get the Drop on an alien low-life.

CoverING FIRe

Covering fine is a pattern of sweapons fire intended
to l'-l'.'("F] enemies oul of a given area, or o prevent ene-
mies from emerging from cover,

PrereQUISITE: Energy Weapons +3

EfFecTs: You define an empty cone (a doorway, the
open air above an enemy position, the clear space
between you, etc.) with a 30 degree arc and fire into
it repeatedly, against a TN of 10 plus or minus any
range or other applicable modifiers. Empty space gets
no “cover” modifier, of course, even il vou are using

L'U\'f'l'll'lH fire o I‘.’J!l"‘-"‘t'l‘l[ dan l'ril‘ﬂ"t}' I.Il T I1=.;1x-'|r|.g COWET,
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For each 10 degrees of arc covered, you must fire
once every round and expend the needed charges; a
10-degree cone of Light Stun covering fire expends 3

charges per round, for example, while a 60-degree
cone of Heavy Stun covering fire expends 18 charges
per round. If you succeed in your Energy Weapons
test to establish the covering fire cone, any enemy
entering that cone (including partially leaving cover to
fire) will be hit by one shot, and sustain damage as
normal. You may maint@in covering fire without mak-
ing further combat tests as long as you have sufficient
charges left in yvour weapon. Opponents can dodge
covering fire at —5 to their Quickness test (=10 if the
covering fire test was an extraordinary success),

UrcrapE: For each level of upgrade, you may
expand the degree of arc of a Covering Fire cone by 15
more degrees, to a mazimum of 90

DousLe Fire

The trigger mechanisms of phasers and other eper-
gy weapons generally require firm pressure to activate;
skilled phaser users, however, have learned how 1o
“double tap” the trigger to fire two shots in the time one
would normally take, at the cost of some accuracy.

PREREQUISITE; Energy Weapons +5

EFFECTS: You can usz2 a single Energy Weapons test
to fire two shots in one combat action with any
weapon in which you have a specialty. You make that
test at +3 T, and both shots must be fired at the same
target. Double fire can only be used with the standard
beam setting

UrGrADE: You may use double fire on two largets
within 3 meters of each other,

GeT THE DRoP

Starfleet officers are trained in nonviolent conflict
resalution. Often, the easiest way to get an enemy talk-
ing, however, is to hold a phaser on him.

PRERECUUISITE: Enernzy Weapons +3 or Quick Draw.

ErFecTs: You draw and level your weapon at vour
opponent taking 1 action, unless you possess the
Quick Draw edge), and without firing make an imme-
diate Energy Weapon combat test (a free action) as i
vl were shoeting him, If your test succeeds, you have
the crop on your targel, who will likely realize the sit-
uation, and hapefully react reasonably. You keep the
drap on him until you either fire fue real, make anoth-
er attack, dodpe, or otherwise divert your attention,
(Walking a few paces, pulling out a communicator,
etc. are allowable actions while keeping the drop on
someone. | If you keep the drop on a target for 1 round,
you can then fire at him at any time as a free action,
using the resuli of vour Energy Weapon test. It YU arne
distracted briefly ia loud noise, a flashing light), your
opponent may attempt to dodge out of the drop, but
muist subtract your Perception modifier from his dodge

test resull.
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Snap SHOT

A snap shot s a sudden shot from behind cove:
without exposing yoursell to epemy fire. Only veterans
of leng training or combat can easily summaon the fluid
prace, quick reflexes, and calm needed for even par.
tially accurate snap shooting,

PREREQUISITE: Energy Weapons +4

ErrecTs: You may fire from behind total cover with-
out exposing yoursell long enough for an enemy to fire
at you, This is a normal Energy Weapon test at +5 TN,
and takes only 1 combat action. You cannot combine
aiming with a snap shot. Making a snap shot into cov
ering fire is at +8 THN.

T hit an enemy who is using snap shots, you musl
spend 1 round aiming at where the snap shooter is
likely to pop up. Unlike normal aiming, this aim peri
od does not lower the TN of the shot. Then, you must
defeat the snap shooter in an opposed Quickness reac-
tion test to successfully target and fire at him, other
wise, Yo waste a shot into his cover,

UrGrape: Snap shots are now made at +3 TR, and
snap shots into covering fire are at +5 TN,

Heavy Weapons

This skill in the Ranged Combat skill group covers
the use of artillery from photon mortars to computer-
cantralled phaser howitzers, Most Starfleet heawvy
weapons deployed onto planets have conventional
shipboard-style control screens, allowing them to be
fired with a System Operation (Weapons) or (Tactical)
skill test with at most a +5 TN modifier for unfamil-
iarity; Starfleet has many more tactical officers than
artifferists on any given shp. However, specific
Heavy Weapons skills have proven useful from brush-
fire combats against MNausicaan pirates to the
Dominion War, and some weapons officers cross.
train in them against just such eventualities, SampLs
Seeciatties: Photon Mortar, Phaser Cannon, Ballistic
missile Launcher.

SPACE SCIENCE

Space Science (Astrogation} is the specialty that
covers plotting a course through interstellar space,
This differs from System Operation (Flight Control),
which involves steering the ?\Itil_]_, laking evasive
action, and so forth, although flight control officers
can use automated systems in the conn (or helm) to
plot a course if need be (at difficulty levels +5 TN
higher than using Space Science [(Astrogation)),
Thanks to Starfleet’s excellent system of star charts,
inertial navigation beacons and buoys, chronometris
relays and subspace radio transmitters, using the flight
control station for astrogation is fairly simple,
However, there’s aoften no substitute for doing it your-
self, The difficulty depends on the availability and
type of “landmarks” in detection range:



SimpLE (TN 5): Full array of Starfleet markers and
buoys; “normal space.” Laying in almost any course

inside Federation space requires only a simple test.
Roumine (TN 10): Bright stars in known space (Rigel,
Archanis, Canopus) detectable. This is the general
situation in the rimward halves of the Alpha and
Beta Quadrants, although the far edges of both
might be considered “unmapped” as below.
CHALLENGING (TN 15): An unmapped stretch of
space; within an obscuring nebula, dark-matter
region, or plasma field, (This is separate from any
actual sensor degradation; see Ship Hazards on
pages 230-233 of the 5Star Trek RPG MNarrator’s

Cuide

Dirrtcuty (TN 20): Tholian interphase, folded sub-

space, wormhole space

ViRTuALLY ImpossisLe (TN 23): Outside the Galaxy,

chaotic space, fluidic space, in another dimension

entirely,

This is the difficulty to find your current location; to
plot a course between points, you use the more difficult
end of the journey as the TN, Plotting a course from
Earth to the Tholian interphase is a TN 20 task; so is
plotting a course from the Tholian interphase to Earth,

AFFINITIES: Systerm Operation (Flight Control) and
Space Science (Stellar Cartography) provide a +1 affin-
ity bonus to Space Science (Astrogation) tests.

Acmion TiMe: Variable minutes

ExTeNDeD TesTS: Yes

SURVIVAL
This skill includes land or water navigation such as
orienteering, compass-and-map course plotting, and
navigating by the stars. The difficulty of a Survival test for
navigation depends on the amount of distance 1o cover:
SiMPLE (TN 5): 10 kilometers or less
Rounineg (TN 100: 11-100 kilometers
CHALLENGING (TN 15): 101-1,000 kilometers,
Dirpicur (TN 200: 1,000-10,000 Kilometers.
VIRTUALLY ImPossieee (TN 25): Planetary circumnavi-
gations; 10,0071 kilometers or more.
AppDiTionaL MopDiFiers: Basic,

corders add +5 to Survival skill tests for navigation; tri-

standard-issue tri-

corders pre-programmed with a complete planetary
database for the world on which you are navigating
add + 10 1o Sunvival skill, A comipass and sextant count
as “adequate” tools (+0 TN); Survival skill includes
means of manufacturing or jury-rigaing these tools.
Weather and visibility may afiect navigation tests.

AFFINITY. Space Science (Astrogation or Stellar
Canography) grants a +1 affinity to Survival tests to
navigate by the stars,

ACTION TiMme: Ideally, vou correct course every
night; shooting the stars takes wvariable minutes
depending on weather and light conditions.

EXTENDED TEST: Yes

SysSTEM OPERATION

This skill is perhaps the single most important skill
for any Starflest officer. With it, every system on a star
ship is open to vou; without it, you might as well be fly-
ing an :]|d._~;t1_,,-'1f_= atomic DY-100 sleeper ship. The many
specialties of the System Operation skill allow officers
to perform a lot of different tasks.

Many System Operations specialties overlap each
athers’ functions. Determining which specialty is the
precisely correct one for a given task is up to your
Marrator. However, given the reality bath of redundant
systems design and rigorous cross-training, the differ-
ence between System Operation (Tactical) and System
Operation (Weapons) should not be too great, espe-
cially since the presence or absence of any given spe-
cialty is only a matter of +2 to a skill to begin with,
Closely allied specialties such as Mission Ops and
Operations Manager, Deflector iwhich covers both the
tactical and navigational deflectors) and Shields (which
only covers the tactical deflector), Tactical and
Weapons, Environmental Control and Life Support,
and so forth should all be considered to grant affinities
or to be performed at +1 rather than no bonus, For
example, running an internal security scan is a System
Operation (Security) test, but a tactical officer with
System Operation (Tactical) should be able to take a +1
to skill.

System Operation (Communications)

This specialty allows friangulation of incoming
messages to determine the distance and direction of
the sender; the difficulty depends on the clarity and
strength of the message.

SIMPLE (TN 5): Pulsar or navigational beacon,

ROounNgE (TMW 10): Standard clear communication,

"mayday” signal

CHALLENGING (TN 15): Coded or scrambled trans-

mission,

Do (TN 20): Tight-beam or burst transmission.

VIRTUALLY IMPOSSIBLE (TN 25): r"l-l'l|'|'l.!||'|l transmission

bounced off redirecting ohbject.

This test is also possible with System Operation
(Sensors) at +5 TN, using the electromagnetic sensors
to detect the incoming signal. Picking a given signal
ot of hthw}- background nolse will add o the TN, a
world's worth of communications interference adds +3
to the TM: clusters, ion storms, and nebulae affect i
angulation tests as they do other Sensors tests (see Ship
Hazards in the Star Trek RPC Narrators Guide, on
pages 230-233),

System Operation (Flight Centrol}

This specialty (or, in the 23
Operation (Helm)) is used to pilot all small modern
wehicles tram shuttlecraft to ground-cars, (For premaod-

century, System
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BRIDGE CREW AND LAYOUT  © momcwras ="

BRIDGE CREW AND LAYQUT
For & sense of which bridge statians correspond o which System Operation lests (and thes which Crew members), the lollowing dia-
gram indicates the standard setup on the Galaxy-class explorer. This can alse be assumed o be the general patiern on any mid-24th

century ship design, where needed. After tie intraduction of ODN control panels in the early 24th century, any ship panel can be recon-
figured 1o serve as any other ship panel, with a System Operation test al TN 5. System architecture on 23rd-century starships is less
flexible, but surprigingly redundanl. Accessing a difierent sysiem through a dedicated interface (running engingering fram the science
station, for example) gives 8 + 5 TN modiier tn the System Operation fest. Bath lests gain 8 -+ 1 afinity bonws from Computer Use.




A |

[ ENGINEERING

I CAPTRIN'S DHAIR
Containg simplified Ops (mission ops and operations manager) and Conn controls in the aPm Pests ( -+ 5 TN to System Operalion to use those
specialies from the caplain’s chair).

B: EXECUTIVE OFFICERS
On maxy ships, te first officer and te science officer, or the first officer and te shig’s counselor, occupy these hwo seats. The panels below
fhem are fully configurable, but usually taly hold Hheary-computer interiaces.

b: GONN

The main station for navigation (setting e course) and Might control (steering the $hip); Space Science (Asirogation) and System Dperation
(Fight Control) lesis are usually made here.

i: ino
W, |IJ u

m&rumwﬂﬂﬂ“ﬂm.%“[wﬁmlwlﬂm
Operation (Mission Ops) are both defaull applications of this staion. From this station, an engineer can ransfer power (see page 99 of the
Star Trek RPG Narrator's } or a1 operations manage® can do so &l + 5 TN wilh a System Operation (Operations Manager) o
(Mission Ops) test. Ships that combine operafions manager and science officer usually dual-purpase this Station as the basic science station.
Dperations managess usually serve as communications officers on 241k century ships; Systems Dperason (Communications) lests can be
made ol this station in defaull mode, ino.

" Ths stalion contin simpiied panes alang he oute iges e whep siphoard hnctions, but the cener panes Support Sytem Operaton
tests for the Tactical, Deflecior, Weapons, and Security specialties. Some hridges maintain 2 separaie Sscurity pane! in the it section, and
gl Cammanicalons St here,

f: SCIENGE | AND I
The twa stations al aft starboard trom the tactical station nermally hold the main science displays. All Space Science and System Operation
(Sensors) tests can be made from these stations, and they narmally support the most sophisticated computer intertace on the ship, as they
il pight over the main bridge node for the ODN system. Computer Use tests made il hese Stations are ot -+ 1 to siill,

t MISSION P8
Located almost diectly ol of the maia lactical staien, Mission Ops serves as a coordination station for specific mission requirements. Usual

configurations suppor! System Operation lests for Operations Manager, Communications, and Sensors in addition to the Mission Ops special
ly. Tests to control any ather station from the Mission Ops bosrd are only made &l + 3 to TN rather than + 5, and da not require recon-

i: ENVIRONMENT
This stwlion is seddom manned except on multispecies ships or ships with very speciic lite suppor! or intenal environment nesds. if the ship
mhmmMﬂhhﬂ;IHMEMWIMMIM

I ENGINEERING
This siation serves as 2 "mirear” station 1o the chief engineer's post in the enginesring section of the ship. Engineers based here can per-
fsrm any System Engineering test at no penalties, and most Propulsion Engineering st including transferring powe
(both on page 99 of he Star Trek RPG Marralor's Guide). Repairs must usually take place in engineering, however; individual ships some-
imes require an engineer (sccasionally even the chief engineer) 1o man Ihe engineering slation on the bridge during -
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ern vehicles, see the Operate Vehicle skill group, on
page 32 below.) ODN controls are fully standardized
throughout the Federation, and any culture with indus-
trial replicators finds itself similarly standardizing its
own control systems, for efficiency’s sake. Difficulty
depends on the complexity of the vehicle.

SimpLe (THN 5): Rail-mounted vehicle,

Rouminge (TN 10): Hovercrafl, gravear, or waler vehicle,

CHALLENGING [TM 15): Submersible, groundcar, air

craft, or shuttlecraft,

Dirprcutt (TN 20): High-performance fighter craft.

VIRTUALLY IMPOSSIBLE (TN ZI5): Experimental, com

puter-trimmed, multi-vector craft,

ADDimoNal MobDIFIERS: See the writeup under
Operate Vehicle, page 32 below. Bad, unfamiliar, or
balky design can also affect difficulty. As a general rule
of thumb, add another +3 o the TN for every “extra”
maneuver hesides traveling in a straight line: speeding
up and pulling into a loop would be +6 to the TN, for
example, Without such maneuverings, tests are only
necessary when starting the vehicle; landing an air
vehicle also requires a test.

ActioNn Time: Full-round while wehicle is in
mation, unkess computer autopilot system (present on
mast modern vehicles) is engaged

ExTeNDED TEST: Mot usually

MoDiFieRS: Starship systems can be cantrolled by
voice, and voice-controlled systems can be operated
subvocally by trained personnel. Subvocal operation of
ships’ systems s at +2 TN with earplece transceivers or
other subvocal equipment; +5 TN using only the con

trol parels divectional pickups.

UNARMED COMBAT

Within this skill group, vou may pick skills repre-
senting individual styles of combat, Most of these styles
allow access to key traits, similar to those for Armed
Combat schools (see page 19). Some key traits require
the prior selection of other key traits. Unless specifi-
cally noted, yvou may not use two key traits for the same
attack test. Key traits cost two advancement picks each,
just like regular traits.

It is important to remember that without use of a
key trait, no attack made with a given unarmed combat
style has a different rules effect; a karate chop and a
right cross both do 1d3 points plus the attackers Str
modifier of damage, although they look very different.

Aldkijursu

The combat form of the sport art aikido, aikijutsu
(like aikido) was invented in the 19208 by Morihei
Uyeshiba in the country of Japan on Earth. Its empha
sis on balance, calm, and the redirection of opponents’
force has made it popular with many Starfleet officers,
especially Betazoids, Centaurans, and Grazerites.

Mikyo

The “wrist tum” lets you parry your enemy’s strike
by pivating on his wrist, moving him completely out of
line to attack you.

PREREQUISITE: Aikijutsu +3

EFFecTs: After a successful block test against a
punch, you may add half your margin of success
{rounded up) o your Defense against that

enemy's next attack.

same

Urcrape: You may add the other half of vour mar-
gin of success to your next attack against that same
enEmy,

YOonNKYD

The “wrist pin® lets you immobilize an enemy's
wrist and, if need be, break it.

PrEREQUISITE: Aikijutsu +4, Mikyo

ErFecTs: After a successful block test against a
punch, you may immaobilize yvour enemy’s limb as in a
grapple (box, below). His attempt to free himself is at

I to the test result, as are all his other attacks.

UrcraDE: You may use an opponent’s attempts to
freer himself from the wrist pin to cause him damage; if
you choose, he takes hali his escape roll in damage

(rounded down) from a broken wrist, For example, if

Lieutenant Barad has wrist-pinned Gul Ekar, and Gul

GRAPPLE

This atteck action con be attempted by ony choracter
in close combat; it is an action, not o key trait or skill.
Carry out the Uncrmed Combat attack as normal; if sue-
cesshul, you hove grobbed your opponent. To move or
atteck, he must first defeat you in an opposed Strength
attribute test; although this is a free action, it con enly
be attempted once per round. Once grappled, you may
then attempt to slam your opponent inte something;
this requires 1 action and success ol an epposed Agility
test. If successfol, your opponent tokes 1d3 domage
{plus ony odditionol domage from being slommed into
spikes or glowing coals, etc.). To move or attack other-
wise, you must first let your oppoment go. Grapple
attacks con be dodged or parried.
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Ekar rolls a 9 (a 7 on 2d6 and Ekar's +2 Str modifier) on

his opposed Strength test to escape the pin, Lieutenan
Barad can choose to cause 4 points of damage (half of
9 rounded down) to Gul Ekar regardless of whether
Gul Ekar escapes of nol. [And remember, Gul Ekar's
final Strength test result is a 6, since his attempts to free
himself are at =3 to the test result.

Al OTosHI

The “reverse hip throw” essentially rolls your oppo
nent past you and onto the ground, using his attack as
momentum and your hip as the fulcrum.

PREREQUISITE: Aikijulsu +5

ErFecTs: After a successiul dodge or block, you can
immediately attempt a grapple (box, page 28) againsl
that opponent as a fréee action If successful, vou can
throw him 1o the ground, doing 1d6+1 points of dam
age (1d6+3 on a superior success and 1db+5 on an
extraordinary success) and leaving him supine.

Urcrape: Your prapple atempt for an aiki otoshi
throw is at +3 to skill.

Mlaaa

A concept translated as the “combat interval,’
knowledge of maai |.-;i'.l."| yvou precise judgement of an
enemv's location .g|1;| hence, his |:ll'|IF'I'|II.I| r'-:rl' h.=|'r'||

PREREQUISITE: Ajkijutsu +8

EFfFecTs: You may add yvour Perception modifier to
your Delense when dodging.

Urcrapi: You may add double yvour Perception

modifier o your Defense when dodging,

Boxing

The “sweet science” of pugilism goes back to
ancient Roman times on Earth, but only attainecd for
malized status in the middle of the 19th century. It
combines footwork and tactical movement with pun
i\.|'|||||_l‘ {jljllL}IE'H 1ty the head and baody, Earth |'|n|1\|||_;_'| has
many similzrities with Andorian kharakom and Klingon
gElgrA (or “smash-fist”™). Boxng is based on Strength,
not Agility.

Cross

A punch across your opponent’s body; it interferes
with his aim il cdone !Irl'lp!‘rln' and forces him out of
pasition,

PrREREQUISITE: Boxing +2

ErrecTs: A successful punch dewes 41 damage and
adds +1 to vour next block attempt against this opponent

Urcrape: A successful punch does +2 damage and
adds +2 to your next block attempt against this opponent

JaB

A shart, fast punch intended to set an opponent up
tesr a i |||r'|n'._4'1 Bl

PrEREQUISITE: Boxing +3

EFFecTs: A successiul punch does half damage, but
yvou may add +3 to Boxing skill on your next attack
against this opponent.

Urcrane: You may make hwo jabs (making two

Boxing tests) in only 1 combat action. If both hit, they
add a cumulative +6 to Boxing skill on your next attack.

Hook

An arcing punch ideally made from outside the
opponent’s peripheral vision,

PrirequisiTE: Boxing +4

Errects: A hook attempt made after a successful
dodge test is at +3 to skill. Any successful hook adds
+2 to damage.

Urcrape: Add +1 to both bonuses above. You may
select this upgrade twice.

UrrercuU

A powerful, savage punch into the jaw or body of
an opponent

PREREQLISITE: HOoxing +5

ErrecTs: A successful uppercut does +2 damage and
forces an opponent to make a Stamina reaction test
against Light Stun (TH € see Table A4 on page 251
of the Star Trek RPC Players Guidel or be stunned for
a number of rounds equal to yvour Strength modifier +1.

i,_l'P!.R.-\I:II::. A S r'1,"‘\.|'|,|| |,|[:|F_||"rl: ut cdoes +3 |!._1|‘|‘|.'|;t_-|'1'
and forces a test against Medium Stun (TN 12); a fur
ther upgrade increases the damage bonus to 44 and
the stun difficulty to Heavy Stun (TN 15).

Grawling

A luose style of lighting evolved fronm decades of bar-
room brawls in space stations across the quadrant, it was
an unofficial form of martial art in Starfleet through the
early 24th century. Easier to practice without holographic
sparring rooms or specialized wainers, the rough-and

tumble Starfleet of the 22nd and 23rd centuries depend

cd on it. Brawling is based on Strength, not Agility,
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GHAPTER TWO

RounDHOUuseE PUNCH

¥ou swing vour entire body into a big slow, devas

tating punch.

PREREQUISITE: Brawling +2

ErFecTs: A roundbouse punch, if successful, does
double damage. Howsaver, you lose the initiative for
this round and the next round (if you have i1, and
oppenents are at +2 1o skill in block or dodge tests
against the roundhouse punch.

UrcrapE: Following a successful roundhouse
punch, your opponent suffers a skill test penalty one
Wound Level lower than his actual Wound Level for
the next 1d2 rounds; a Dazed opponent gets pvnallzwi
as if he were Injured, et

HammeRr BrLow

You lace your finpers together to form one large
“fist” and use it to smash or strike your opponent
Amazingly, vour fingers remain unbroken,

PREREQUISITE: Brawlng +3

ErFecTs: A successful hammer blow adds a +2
bonus to damage

Urcrape: Each upgrade adds a further +1 to dam
age; you may upgrade this trait three times

FuriNG TackLe

You leap anto vour opponent, bearing him down to
the ground with a rescunding crash

FRERECQUISITE: Brawling +4, Agility 5+

ErFecTs: The flyving tackle is the equivalent of a
chamge (see Star Trek RPC Player’s Guide page 248)
but may be made from 2 to 5 meters away
Additionally, the TN for vour enemy to resist being
knocked to the ground is your Strength +4

Urckave: The flying tackle dowes not lowwes yown
Defense, and only takes 1 combat action

HartcHeET CHoOP

You strike your opponent from behind in the neck
area with the edge of vour flattened palm.

PREREQUISITE: Brawlng +6

Errects: You do damage as nonmal, and force your
opponent to make a Stamina reaction test against Light
Stun (TN 9; see Table A.14 on page 251 of the Star Trek

RPC, Plaver’s Cuide) or be stunned for a number of

rourds equal to yvour Strength modifier +1.

Urcrape: Successive upgrades force tests agains
Medium and Heavy Stun (as described in Table A.14
on page 251 of the Star Trek RPC Flayer s Guide),

Fuing SMASH

You leap into your opponent, str king him with your
legs or hips and knocking him to the ground

PrerequisiTe: Brawling +8, Agility 54

ErrecTs: A successful flying smash does 1dé plus your
Strength modifier damage and knocks your opponent ta
the ground. You also fall to the ground wunless you suc-
ceed at a Gymnastics (Turmble) test @gainst TR 12,

Urcrape: Your flying smash does 2d3 +5tr modifier

damage.

Ponn-iflla

The Vulcan warrior-poet Ladok created this “eye ol
the storm” style in the 1600s. Its central tenet is resis!-
ance and moderztion; the goal of a ponn-iffa master s
to “transiorm a fight into a poem, and a poem into a
meditation.” Offensive moves in ponn-ifla should be
“mere flickers,” Ponr-iffa s the most popular Vulcan
martial art, and modern schools barrow some moves
from other Yulcan arts.

KROIKA

This “stop bleck” is the central technique of ponn-
ifla. You deflect an opponent’s fist downward and put
him off balance.

PrEREQUISITE: Ponn-ifla +2

ErrecTs: Make a block test as normal. You may sub-
tract your Agility modifier from the damage even if
yvour block test fails. If your block test succeeds, you
gain the initiative next round, and vour opponent is at

¥t skill on his nest attack

UrGRADE: Your opponent is at =5 to skill on his next
attack after your successful block,

TaroON

This technigue uses your opponent’s attack to cre-
ate an opening for the nerve pinch,

PREREQUISITE: Moner-iffa +4, Nerve Pinch alzility

ErrecTs: Following a successful block test, vou may
choose to take the damage from your opponent’s attack
amyway. If =0, you may make an immediate nerve
pinch attack {see page 49 of the Star Trek RPC Plaver’s
Cufdel as a free action and at the standard =5 nerve
pinch skill test penalty,

UrcrapE: As above, but yvou may make an immedi-
ate nerve pinch attack with no skill test penalty

PoONN-K'SIN

This leg sweep is borrowed from the “harder”
Vulcan martial ant of kareel-iffa, bul has been maodified
|'|n|5,I fali :-.'rn-.'.lnl.r macetere over the Years into its F1r4;=l,¢-|-|t r'n:1rr11.

PREREQUISITE: Ponn-ifla +6

ErFecTs: A successful attack does 1d3+5tr modifier
damage, and allows an jmmediate takedown attempt
as a free action; your opponent must make a

Quickness reaction test (TH = your Agility +2) or fall
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prone to the ground. A ponn-k’sin test may only be
attempted on a moving opponent.
Urcrape: The takedown is automatic

ond upgrade, you may use your leg on yvour opponent’s

With a sec-

limb or spine to immaobilize him on the ground as with
a grapple (box, page 218).

MNARILK

Many narilk techniques exist, but they all depend
on joint locks and counterpressure,

PREREQUISITE: Punn-ifla +8

EFFECTS: After a successful block rest against any
unarmed attack, vou may immobilize yvour enemy’s
limb as in a grapple ibox, page 28). You may make one
mmediate attack on him as a free action, at a +3 bonus
to skill.

Urcrape: You may do 1dée+5tr modifier damage
and break your opponent's limb by succeeding in an
opposed Strength attribute test against him the next
round after grappling him. This is a free action, but can

only be attempted once per round.

Srarflegt Self-Defense

This is the official martial art taught in unarmed
combat class at Starfleet Academy. based loosely on old
Earth karate and jujitsu with additional mowves from
other spocies’ striking arts. Many cadets learn it, bt
wind up adapting its moves to their own favored martial
art or into old-school spacer brawling. It is undeniably
effective, but the generic nature of an art drawn from
tens of worlds means that other, more glamorous, styles
remain popular on starships across the Federation,

POINT STRIKE

This carefullv-calibrated blow aims at vulnerable
spots for maximum effect. Starfleet teac hes hand, foot,
elbow, knee, thumb, and palm point strikes.

Prerecuisite: Starfleet Self-Defonse +2

ErFecTs: This strike can only be made after an aim
action. It is made at +2 to skill (rather than the normal
+1 from an aim action), and does 4+5tr modifier dam
age (with a further +2 on a superior success and +4 on
an extraordinary success)

Urcrane: The strike is made at a further +1 to skill.
This upgrade can be taken three times,

THROW

This is the basic Earth judo throw, slightly modified.

PrerecinsiTe: Starfleet Self-Defense +3

EreecTs: With a successful attack test, you may
throw your enemy to the ground, doing normal
unarmed combat damage.

Upcrape: You gain a +2 bonus to skill if performing
this test immediately after a successful block or dodge
against the same opponent,

DisarmM

Starfleet seli-defense attaches great importance to

successfully disarming an opponent, and calibrates

many blows and holds to that end,

PRERECQUISITE: Starfleet Seli-Defense +5

EFFECTS: Adter vou succeed in any attack test (punch,
kick, grapple, throw, etc.) against an armed opponent,
he must make a Strength attribute test (TN = your
Starflet Self-Defense result) or drop his weapon.

UrGrADE: The TN of your opponent’s Strength attrib-
ute test is increased by +2. You may take this upgrade
three times.

CHoke Howo

Even if you're not a Yulcan, you may still want a
way to silently reduce enemies to unconsciousness.

PREREQUISITE: Starlleet Seli-Defense +6

ErrecTs: Immediately after a successful grapple
attack {box, page 28), your opponent must make a
Stamina reaction test (TR = vour Strength) o go uncon
scious. He must succeed in this test before attempting
to break the grapple. At the beginning of each round
that he stays grappled, the TN incresses by 3, and he
must repeat the Stamina test. This lasts until you break
the hold, he breaks the grapple, or he goss uncon
scious. While holding your opponent, yvou can perform
no other actions except speaking. If you make a choke
hold attack from any angle other than from behind,
your initial grapple test is at +5 to TN

UrcraDE: Each round, the TN increases by 3 + WIOILIF

Strength modifier
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NeEW SKILL GROUP

The following skill group is a new addition to the
skills list in the Star Trek RPG Plavers Guide. At the
Marrator’s discretion, characters who grew up on either
lower-tech worlds (below Tech Level 7Y or on worlds
with a strong tradition of primitive or archaic vehicle
use may take skills from this group during the Personal
Development phase

OreraTeE VeHICLE (INT)

Physical: Trained

While |'.|'||I-.|H'IJ. on alien worlds, it is not always
&l wsible to k:'r'fl vour own shuttlecraft handy, or to
depend on your ship to beam you from place to place
Quite often, you need to hitch a ride op—aor occasion-
ally unofficially borrow—a o al vehicle to break up

that Romulan spy ring or bring the vaccine to the
remote island on time. Skills within this group repre-
sent your ability to operate, pilot, and use the instru-
menis {if any) of a vehicle that does not make use of
standard Starfleet technology, Other vehicles fall uncer

other skill areas, For 23rd- and 24th.century vehicles,

see System Operation (Flight Control), above. Non

| vehiches (glid

5, kayaks, bicycles

powered, individ

fall under the Athletics skill as the appropriate special-
ty (Gliding, Kayaking, Bicyclingl. Only the Envoy and
Explorer may take Operate Vehicle skills as profession
al =kills at character creation

OrPeRATE VEHICLE SKILL!

ARCHAIL AIRCRAFT: You can pilot motorized aircraf
of any sorf up to the atomic turbine-powered aircraft of
Tech Level & (roughly mid-21st century on Earth)
Oificers with the Flight Control Officer professional
ithility Atmospheric Craft may use this skill untrained at

no penalty; each upgrade grants +2 skill levels in this

Planes,

skill.  Sample

Specialties:
Ornithopters, Dirigibles, Fighter  Jets, et Airliners,

Propeller

Rocket-Planes, Helicopters.

ARCHAIC MOTORCRAFT: You can drive or pilot motor
ized planetary-surface craft of any sort up o the
nuclear submarnnes and fuel-cell hovertanks of Tech
Level 6. This skill covers both powered groundcraft and
powered watercraft, Sample Specialties: Facing
Groundcars, Steam Locomotives, Paddleboats, Tanks,
Hydrofoils, Motorcycles,

Sancrart: You can pilot any craft driven by wind up
to the solar-sail ships or computer-trimmed vachts of
Tech Level 6. Sample Specialties: Lateen Craft, Multi
Masted Sailing Ships, Catamarans, Balloons, lceboats,
Vulcan Sandsails

TEAMSTER: You can drive any animal-drawn vehicle
Sample Specialties: Berengarian Dragon-flyer, Chariot,
Horse-drawn Carriage, Oxcart, Zaldan Sealslec.

OrHer Sxis: Incredibly complex vehicles, modern
vehicles without modern control systems, and other
special cases bhecome individual skills under The
Operate Vehicle skill group.

Test: To take off or land in an aircraft, make an
Archaic Aircraft test, With all other vehicles, a single
test is needed to get where you are trying to go, assum-
ing the vehicles range and speed permit i, For partic
ularly long or hazardous voyages (such as a lengthy
sailing trip, or a global circumnavigation in a propeller
craft), the Narrator may require an extended test
instead. Vehicle chases can be handled as a series of
(II?I:II I\ﬂ"li esls

The base difficulty of an Operate Vehicle test
depends on the complexity of the vehicle involved,
Very complex vehicles, such as 20th-century Earth jet-
liners or Berengarian dragon-flyers, require high levels

of skill for competent handling



SimpLe (TN 51 Computer-assisted 21st-century Earth

groundcars; well-trained horse and cart; ballooning

in the direction of the wind

Rounine (TN 10): Dirigibles; steam locomotives: sin-

:,.{li‘-nl.l"\-:{"lil sailing ships; late 20th-century Earth

groundcars; most powered watercraft; most vehicles

drawn by well-trained animals

CHALLENGING (TN 15): Hydroto ls; propeller aircraft;

early 20th-century Earth groundcars; chariots; muli-

masted sailing ships; flight vests,

Dirricuet (TN 20): Helic oplers; solar-sail spacecraf;

computer-assisted 2 1st-century  Earth  jet aircraft;

rocket boots

Virruarty Isprossigle (TN 25): 20th-century Earth jet

aircraft; Berengarian dragon-flyers; Vulcan sandsails

Apoimona. MoDiFlERS: Be sure to take into
account the physical test TN modifiers for unfamiliar
tools. As a rule of thumb, a vehicle 2-3 TLs away from
vour home era (or yvour specialty, whichever is closer)
adds «5 TN, one 4 or more TLs away adds +10
Pushing” your vehicle's capacity also adds difficulty:
a light canvas propeller plane will be harder to push
into a high-speed Immelmann turn than a titanium-

alloy fighter jet. Many vehicles suffer environmental
degradation in rain, high wind, storms, etc.: the phys