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This campaign assumes you are junior officers 
about to be given your first command. But just 
because you’re in Starfleet doesn’t mean you have to 
be squeaky-clean paragons of Federation values. 
Officers these days don’t need to be the best of the 
best; they can be a little rougher around the edges. 

CHARACTER CREATION
Follow these steps to create your first character 

and prepare to begin the campaign.

1. Your Role(s)
The first thing to do is visualize your role on board 

the ship. In previous decades, Starfleet officers were 
defined by their ability to shine within a narrow role; 
e.g., ‘doctor’ or ‘helmsman’. But times are leaner than 
before: these days, an officer might find herself filling 
multiple roles aboard the ship, such as ‘science and 
helmsman’, and that is perfectly acceptable. You 
might also want to coordinate your role with the 
other players. This campaign encourages ‘meta-
gaming’ at character creation. After all, Starfleet has 
put you all together for a good reason!

2. Your Race
Races in Star Trek are diverse, and the individuals 

who make up those races are diverse as well. For 
example, we tend to think of Klingons as noble 
warriors, but we’ve also seen Klingon thieves, 
scientists, politicians, monks, and others. So, there’s 
nothing ‘inherently Klingon’ about being a noble 
warrior; that’s just one possible character among 
many.

With that in mind, this campaign setting resists 
giving most races any special stats. Races like 
Cardassians, Romulans, and Bajorans don’t need to 
be treated any differently on paper than Humans.

So, if you want to create a ‘typical’ Klingon
—combative, arrogant, loyal to the Empire—you 
should build those traits into your character using 
edges, hindrances, skills, and good role-playing. 

3. Your Hindrances
Interesting characters are defined as much by 

their flaws as by their abilities. Pick up to one Major 
hindrance (2 points) and two Minor hindrances (1 
point each). You may choose from all of the 
hindrances available in Savage Worlds and the new 
hindrances provided here. Some hindrances, like 
Bloodthirsty, would require a very creative 
explanation for a Starfleet officer. And f there’s one 
from the Sci Fi Companion that you think fits with your 
character concept, discuss it with the GM. Most, like 
Cyber Resistant, don’t apply to a Star Trek setting.

4. Your Edges
Edges represent your character’s unique abilities, 

and often point toward your special role aboard the 
starship. Think about what actions make you stand 
out. Many races in Star Trek start with a free edge 
(see ‘Races’), and additional edges can be purchased 
for 2 hindrance points each.

5. Your Traits
Skills: Your skills are those special actions you can 

reliably pull off, such as piloting a shuttlecraft or 
rigging a delicate transport. The skills in this 
campaign differ significantly from Savage Worlds, so 
be sure to read the descriptions. You will most likely 
want to take between one and three Knowledge 
skills, as well.

Languages: The universal translator solves most 
problems of communication between species. 
However, there are situations where offering a ‘hello’ 
in the listener’s native language can be a diplomatic 
boon. And, of course, the translator has been known 
to break down from time to time. You may choose a 
number of languages equal to half your Smarts die.

6. Your Equipment
This campaign emphasizes personal gear less 

than most others (and starship gear much more!). 
Any officer aboard a ship has access to at least a 
basic phaser, tricorder, and comm badge. You’ll be 
traveling light to start with, but may acquire 
interesting gear as you explore the cosmos and 
impress your fleet. For now, pick a couple of personal 
belongings that suit your character concept.

characters
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7. Your Derived Stats
As described in Savage Worlds, you should now be 

able to calculate your total Pace, Parry, Toughness, 
and Charisma. Also take a moment to make sure you 
understand your main abilities, and highlight 
important information.

8. Elect Your Captain (Campaign Start)
If you haven’t already, it’s time to elect your 

captain. This person is in charge of the group (and 
must take the Command edge), but that doesn’t 
make her the protagonist. A good captain consults 
her officers, gives them room to act independently, 
and generally helps everyone to shine. (See ‘Roles’ for 
more detail.) 

If your group just isn’t happy with the idea of a 
player character being the captain, you may ask the 
GM to outfit your vessel with an NPC captain instead. 
I personally think there’s more fun and drama to be 
had with a player in command.

FIRST OFFICER: Once you have a captain, that 
player should name his first officer. The first officer 
plays an important role in the culture of the ship (see 
‘Roles’ for more details), and will take over if the 
captain is incapacitated, abducted by Tholians, or 
misses a game session.

9. Name Your Starship (Campaign Start)
The heroes’ ship is the beating heart of every Star 

Trek story. It is their transport to exotic worlds, their 
greatest asset in solving a crisis, and their home. It’s 
what ties the crew together and makes them a team, 
and it’s also a theatre for stories to take place inside 
its engine rooms and crew quarters and corridors.

As a team, the players should decide on the name 
of their ship. Note that this isn’t actually the player 
characters naming the ship; it’s an ‘out-of-character’ 
activity. 

Starfleet ships have the preface USS (United 
Starship). Beyond that, the naming conventions are 
pretty broad. Some options are…

• A person from mythology or history (Crazy Horse, 
Pasteur, Agammemnon)

• A place on Earth (Yukon, Tiananmen, Saragota)
• A Federation value (Enterprise, Defiant, Discovery)
A starship’s name says something about the spirit 

of her crew, so pick one you find inspiring.

CHARACTER ROLES
Captain

Whether or not a captain by rank, this person is in 
command of the starship—and that makes him the 
captain. The captain gets to sit in the big chair, and 
he has the final say. When confronting a problem, a 
good captain asks for his officers’ insights. Captains 
who don’t respect their senior officers will soon find 
themselves in command of an escape pod!

Useful Edges: Command (required!), Starfleet 
Commander, Tactician, Xenodiplomat

Useful Skills: Knowledge (Starship Operations); 
Piloting; Diplomacy; Knowledge (Tactics)

Helmsman
Attack pattern delta! In addition to plotting 

courses between star systems, the helmsman directly 
controls the ship during a battle. Her reflexes, 
instincts, and tactical knowledge make all the 
difference between an impressive battleship and a 
sitting duck.

Useful Edges: Ace, Danger Sense, Sensor Ghost, 
Picard Maneuver

Useful Skills: Knowledge (Starship Operations), 
Piloting, Tracking, Stealth

Engineer
Starfleet engineers have a reputation as miracle 

workers, and it’s well-earned. He's the one the 
captain will call upon when a nearby star is about to 
go nova and the warp engines refuse to start. But 
beyond just fixing the ship, a good engineer is also a 
consummate tinkerer. He can refit the deflector dish 
to emit an anti-proton stream, or rig a tricorder to 
explode on a voice command. In a universe full of 
high-tech machines, you never want to be far from a 
capable engineer.
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Useful Edges: McGyver, Mr. Fix-It, Miracle Worker, 
Reroute Auxiliary Power

Useful Skills: Knowledge (Starship Operations), 
Knowledge (Engineering), Knowledge (Computers, 
Repair

Doctor
As engineers are to the ship, doctors are to the crew. 
A Starfleet doctor does more than heal her patients
—although, of course, that’s a high priority when the 
phasers start firing. She’s also an expert in 
xenobiology, able to scan and identify new life, 
conduct research, and throw together a knock-out 
hypospray at a moment’s notice. A doctor helps 
guide her crew through the perils of alien worlds.

Useful Edges: Healer, Triage, Scholar
Useful Skills: Knowledge (Starship Operations), 

Knowledge (Biology), Healing

Tactical Officer
Starfleet’s mission has always been to ‘seek out new 
life’, but not all of that life is friendly. An expert in 
both ground and space combat, the tactical officer 
protects his crew during battle. Years of study 
provide him fast insight into a conflict's dangers and 
exploitable weaknesses. The Federation values 
peace, and a good tactical officer knows how to apply 
enough force to end a fight as quickly as possible.

Useful Edges: Fire at Will, Hack Sensors, many 
combat edges.

Useful Skills: Knowledge (Starship Operations), 
Knowledge (Tactics), Knowledge (Computers), 
Shooting, other combat skills.

Science Officer
Space is weird. Really weird. Science officers 

provide information and insight into everything from 
sentient nebulae to time vortices to conventional 
starship battles. And they not only possess a versatile 
knowledge of astrophysics, alien cultures, organisms, 
interstellar history, and research methods; they also 
have the creativity needed to fuse all of their 
knwoledge together and come up novel solutions
—often in the midst of a disaster. In space, every 
encounter survived is a victory won by science.

Useful Edges: Scholar, Jack-of-all-Trades, Scientific 
Insight, Analyze Shield Harmonics

Useful Skills: Knowledge (Starship Operations), 
Knowledge (Astronomy), Knowledge (Computers), 
Knowledge (Xenocultures), Notice.

First Officer
Since Starfleet has a shortage of good officers, the 

position of First Officer is combined with another 
station. Nevertheless, the role is an important one. 
Acting as the executor of the captain’s plan, and 
often as her conscience too, this person forms a two-
way bridge between the captain and the crew.

PLAYABLE RACES
As mentioned above, most races don't need stats 

to set them apart; they get a free edge just like 
Humans do. Some examples of these "Human-like 
races" include Andorians, Bajorans, Bolians, 
Cardassians,    Romulans, Talaxians, Tellarites, 
and many others.

Below are a few races that are physiologically 
different enough to warrant some stats. (This list is 
not comprehensive. Use the Sci Fi Companion to 
create more races as you see fit!)

Betazoids
Betazoid culture is based in warmth, openness, 

and a keen observation of others. As telepaths, their 
natural gifts are second to none. Betazoids' strong 
telepathic abilities helped their society to survive the 
Dominion’s recent conquest of their world.

• Racial Enemy (The Dominion): Betazed was 
conquered by the Dominion; cities were 
bombed, populations were enslaved. When 
dealing with Vorta, Jem’Hadar, Cardassians, and 
other Dominion races, Betazoids suffer –4 
Charisma.

• Able to take Arcane Background (Telepathy).
• Empathic: Even those with unrefined telepathic 

abilities have a hightened ability to observe and 
interpret others. Free d6 in Diplomacy.

• Gifted Telepaths: Betazoids can become some 
of the most powerful telepaths in the galaxy. +5 
Power Points. Those who don’t take Arcane 
Background (Telepathy) ignore this benefit.

Bynars
The most cybernetically-enhanced race in the 

Federation, Bynars have totally integrated their 
persons and society with computers. Naturally small 
and pale, with large brains surgically augmented to 
think in machine ways, Bynars make for an unusual 
sight as they “speak” to one-another in an 
incomprehensible vocal datastream. But the most 
unusual thing about Bynars is the way they organize 
into pairs who move, speak, and act together as one. 
Each retains their individuality, but it's common for 
non-Bynars to address the pair as a single entity, 
using nicknames like ‘Duo’, ‘One-Zero', or ‘Two’. 
Bynars played an important role in the Dominion War 
as hackers, intelligence analysts, and engineers. They 
have an unparalleled gift with machines.

• Memory Dump: Bynars must jack directly into a 
large mainframe computer for one hour each 
day in order to upload and defragment their 
recent memories. Otherwise, they become 
increasingly scatterbrained and suffer a level of 
Fatigue (can Incapacitate).

• Easily Rattled: Bynars are naturally meek. The 
Spirit attribute takes two points to raise at 
character creation, and requires two level-ups to 
raise after that.

• Work in Pairs: Because each Bynar character is 
actually a pair of coordinating individuals, they 
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gain one extra non-movement action per round 
at no multi-action penalty.

• Augmented Brain: Start with a d6 in Smarts.
• Machine-like Thinking: Start with a d6 in both 

Knowledge (Computers) and Knowledge 
(Engineering)

Ferengi
Ferengi are a short, boisterous, imp-like race who 

are usually driven by profit and business 
opportunities. They’re proud of their keen 
entrepreneurial spirit, and of the fact that they rarely 
resort to physical violence. Traditional Ferengi society 
is deeply conservative, but a recent upheaval has led 
many people to question things like the rights of 
females and the unrelenting pursuit of wealth.

• Small: –1 Toughness. Ferengi generally don’t 
stand above 5’4’’, and are slim-built. 

• Keen Sense (Hearing): +2 to hearing-based 
Notice rolls. Ferengis’ enormous ears are not 
just for show.

• Free Edge.

Jem'hadar
Armored, leathery, with spines ridging their faces, 

the appearance of these hulks speaks to their 
lethality. There are no females: Jem’Hadar are 
hatched in cloning tanks and are combat-ready 
within four days. Used as Dominion ‘shock-troops’ 
across the galaxy, soldiers rarely live for more than a 
few years.

The Dominion’s collapse left tens of thousands of 
Jem’hadar stranded in the Alpha Quadrant. Many 
squads now fend for themselves as pirates or 
mercenaries, fighting over the dwindling stores of 
ketrocel-white left over from the war.

Jem’hadar players are assumed to have been 
taken prisoner by the Federation, rehabilitated, and 
voluntarily transferred to Starfleet. As very recent 
enemies of the Federation, Jem’hadar face opposition 
and stigma everywhere they go.

• Born Soldier: Jem’hadar are designed to be 
efficient killers. May spend a benny to reroll 
damage.

• Low Light Vision: Jem’hadar eyesight has been 

pored over by the finest minds in the Dominion. 
Ignore penalties for bad lighting in all but pitch 
darkness.

• Shroud: Jem’hadar can emit a bio-electric 
cloaking field, providing camouflage and 
disrupting sensor scans. Gain +2 to Stealth rolls 
for sneaking around.

• Dependency (pulaski-white): To ensure their 
loyalty, Jem’hadar physiology relies on a 
substance called ketrocel-white; without it, the 
body shuts down and dies. Recently, a Starfleet 
medical researcher managed to synthesize a 
substitute, nicknamed pulaski-white. Jem’hadar 
prisoners-of-war say that it makes them feel 
sluggish and docile compared to ketrocel; 
nevertheless, it keeps them alive. Each day 
without access to either drug, characters suffer a 
level of Fatigue (can Incapacitate).

• Outsider: Jem’hadar are feared, mistrusted, and 
generally hated by all Alpha Quadrant species. A 
Jem’hadar who joins Starfleet is likewise 
detested by his own people. –2 Charisma.

Joined Trill
Joined Trills are host to a second organism, called 

a symbiont, which contains the memories and 
personalities of all its previous hosts. Individual Trills 
accumulate vast experience in this way, as symbionts 
are passed down and shared through the 
generations.

• Sensitive Area: Like having a second heart or 
brain, Trills must worry about their symbionts 
during combat. –1 Parry.

• Susceptible: The symbiont's delicate biological 
balance is vulnerable to illness.  –2 to all checks 
to resist poison and disease.

• Elan: Joined Trills can call upon their past lives to 
fill in the gaps in their experience. Be sure to 
name-drop your relevant host!

• Free edge.
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Klingons
Although they have a well-earned reputation as an 

empire of ruthless and aristocratic warriors, Klingons 
are in fact as diverse a race as Humans, Cardassians, 
or Andorians. However, their tough physiology sets 
them apart.

• Ferocious: Klingons don't have a fight-or-flight 
response so much as fight-and-fight one. Begin 
with the Berserk edge.

• Thick Cranium: Klingons can be brilliant 
scientists and thinkers, but it takes some extra 
effort to get there. The Smarts attribute requires 
two points to raise at character creation, and 
two level-ups to raise after that.

• Tough as a Targ: Klingons are taller and tougher 
than most humanoids, and possess a redundant 
spine, heart, and lung. Vigor starts at d6.

Maddoxtype Androids
After spending decades studying the Soong-type 

android Data, Starfleet cyberneticist Bruce Maddox 
has created a series of “Maddox-type” androids. 
Though inferior to Dr. Soong’s ingenious work, the M-
types nevertheless represent a major step forward in 
sentient robotics. At the time of their creation, 
androids are programmed to serve Starfleet and to 
do no harm, but they are also expected to grow 
beyond their initial programming and become free-
thinking, self-determined individuals. Android 
characters may be mere weeks to one year old.

• Uncanny Valley: The artificial appearance of 
Maddox-type androids has an unsettling effect 
on other species. –2 Charisma.

• Directive 1: Pacifism (major vow). Maddox-type 
androids are programmed to not harm living 
creatures, even in self-defence. (This can be 
‘bought off’ later with an advancement.)

• Directive 2: Serve Starfleet (major vow). 
Androids begin their lives performing safe and 
structured Starfleet duties, with plenty of time 
for independent study and socialization. Based 
on the android Data’s experience, the Admiralty 
believes that a Starfleet lifestyle is the ideal 
schoolyard for young androids. Of course, 
'drafting' all new androids into the fleet was a 
controversial decision. (Can be ‘bought off’ with 
an advancement.)

• Environmental Weakness: Electricity (minor 
hindrance). Androids suffer +4 additional 
damage from electrical attacks, and have -4 
penalty to resist other electrical attacks.

• Construct: See Sci Fi Companion, page 4.
• Mods: Androids can install 5 slots worth of 

mods. See Sci Fi Companion, page 38. Maddox-
types begin with the ‘android’ mod already 
installed (counts toward the total). Can take the 
Geared Up edge, allowing more Mod Slots. 
Players begin with $5K to buy mods.

Vulcans
Emotionally suppressed, devoted to logic and 

reason, able to perform weird feats of telepathy, 
Vulcans were the first extraterrestrial species 
Humanity ever encountered, and in many ways they 
remain very ‘alien’.

• Immunity: Vulcans' green blood grants them 
immunity to most poisons (they are still 
susceptible to disease).

• Cautious: Vulcans have a reputation for being 
brilliant and severe, but not exactly adventurous.

• Strong: Vulcans are naturally stronger than 
humans. Strength starts at d6. 

• Able to take Arcane Background (Telepathy).

NEW HINDRANCES
In addition to those listed in Savage Worlds, here 

are some Star Trek-specific hindrances.

Dependant (major)
You have an elderly mother, civilian husband, 

baby daughter, or some other dependant traveling 
with you. Your character is obliged to look after this 
person, and your enemies may threaten or endanger 
them. If your dependant is killed, your character is 
stricken with grief for a time, and your next advance 
must be spent ‘buying off’ this hindrance.

Hothead (minor)
Klingons, Tellarites, and certain Bajoran colonels 

all have something in common with you: you love a 
good argument, and it’s easy to set you off. In 
addition to the roleplaying element, you also suffer -2 
to resist Taunts.

Lower Decks (major)
Whether young, new to the fleet, or recently 

demoted for bad behaviour, you are, and will remain, 
of a lower rank than the rest of your group. You must 
defer to your seniors, and other officers can ‘pull 
rank’ on you if they choose. You cannot be the ship’s 
captain, although you may take command in extreme 
circumstances.

Redshirt (major)
Let’s be honest: you're not going to make it. All 
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damage against you is doubled.

Unbalanced Telepath (minor/major)
Not everyone handles their telepathic gifts 

gracefully. Whether it's because of a cognitive illness, 
an emotional imbalance, a simple lack of training, or 
something else, you have difficulty filtering out the 
thoughts of others and controlling your own 
powerful abilities.

At the beginning of every session, draw a card. On 
a face card or higher, your "condition" is acting up. As 
a minor hindrance, this means you suffer –1 to all 
trait tests for the session. As a major hindrance, you 
also affect your friends and allies. Those around you 
must roll Spirit at –1 or suffer the same fate, as your 
disarrayed thoughts put them all on edge.

Obviously, this hindrance can only be taken by 
characters with Arcane Background (Telepathy).

What Cover? (minor)
Your character doesn’t think to get behind cover 

when the phasers start firing. Each level of cover 
counts as the one below it.

NEW EDGES
Here are a few Star Trek edges, mostly offering 

new abilities during starship battles.

Analyze Shield Harmonics
Requirements: Novice. Knowledge (Astronomy) 

d6; Knowledge (Starship Operations) d6.
Your understanding of electromagnetism lets you 

find weak spots that others don't even know to look 
for. You may scan an opponent’s shield frequency 
mid-battle by making a Knowledge (Astronomy) roll. 
With a success, your vessel’s energy weapons gain +4 
AP against that vessel. This lasts until an officer 
aboard the target ship realigns their shields with a 
Knowledge (Starship Operations) check, at –2 if you 
got a raise.

Improved Analyze Shield Harmonics
Requirements: Seasoned; Analyze Shield 

Harmonics
As above, but AP is increased to +8. If you gain a 

raise on the Knowledge (Astronomy) roll, your crew 

may also beam through the target’s shields.

Cardassian Memory Training
Requirements: Novice; Smarts d6
It's a misconception that Cardassians naturally 

have a photographic memory; in fact, it results from 
a school system that used classified techniques to  
discipline its students' minds. Since the government's 
collapse, these techniques have become public.

Once per session, you may "remember" 
everything that could reasonably be known about an 
NPC, including gossip, prior chance encounters, and 
classified records you have access to. This may allow 
you to befriend or pressure the person more easily.

Evasive Maneuvers
Requirements: Seasoned; Piloting d8
The enemy ship is firing everything she’s got, but 

nothing seems to land as you loop, scissor, and roll 
out of the way. As long as you are piloting the ship, 
enemies subtract 1 from their Shooting rolls to hit 
(also applies to torpedo locks). Additionally, if you 
choose to flee combat, the length of the Chase is 
reduced by one round (typically from 3 to 2, but it’s 
the GM’s discretion).

Improved Evasive Maneuvers
Requirements: Veteran; Evasive Maneuvers
As above, but attackers subtract 2 from their 

attack rolls, and when you flee combat the length of 
the Chase is reduced by 2 rounds.

Fire at Will
Requirements: Novice; Shooting d6; Knowledge 

(Starship Operations) d6
Subtlety and precision are all well and good, but 

sometimes what you need is to lock and fire as many 
photon torpedoes as you possibly can in less than 
ten seconds. You may fire one weapon system per 
round without incurring a multi-action penalty.

Hack Sensors
Requirements: Seasoned; Knowledge 

(Computers) d8
A crafty officer may attempt to hack opponents’ 

sensors and upload false readings. To do so, roll 
Knowledge (Computers) opposed by whomever is 
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manning the opponent's sensors. With a success, the 
opponent's sensors (including targeting) suffer a –1 
penalty as you fill their readout with ‘white noise’. The 
victim can fix the hack with a Repair roll, at –2 if you 
scored a raise.

Improved Hack Sensors
Requirements: Veteran; Hack Sensors
As above, but you may also create a false image of 

another ship, up to one Size larger than your own (a 
sudden reinforcement, a mutual enemy, even a 
mirror image of your own vessel). The phantom is 
dispersed when the computer hack is fixed.

Miracle Worker
Requirements: Seasoned; Knowledge 

(Engineering) d8; Repair d8
You can jury-rig damaged systems during combat, 

using a Repair roll at double the ship's current wound 
penalties (e.g., –4 for two wounds). For each success 
and raise, you repair one wound or critical hit of your 
choice. Once combat is over, all wounds are re-
applied as your improvised fixes collapse. Note that 
this cannot destroy the ship; ignore all wounds after 
your ship's maximum (usually 3).

Picard Maneuver
Requirements: Seasoned; Ace; Knowledge 

(Tactics) d6
A clever (and daring) pilot may ‘pump’ the warp 

engines for a split-second in order to confuse her 
foes by seeming to appear in two places at once.

Roll Piloting, opposed by the enemy commander's 
Smarts. With a success, the enemy vessel receives 1 
fewer initiative cards on the next round. With a raise, 
the enemy commander is also Shaken. With a failure, 
your ship flounders in space, receiving 1 fewer 
initiative cards on the next round.

Reroute Auxiliary Power
Requirements: Veteran; Knowledge (Starship 

Operations) d8; Knowledge (Engineering) d8
When rerouting power, you trade energy “at cost” 

rather than at one-half. For example, draining 8 
Shields can energize the Targeting Computers by +2, 
instead of +1. In other words, a Half-Step is traded 
for a Half-Step, and a Full-Step is traded for a Full-
Step. (See ‘Reroute Power’ in Setting Rules for more 
information.)

Scientific Insight
Requirements: Scholar applied to any two purely 

scientific disciplines (e.g., Computers, Astronomy, 
Biology, but not Jazz or Tactics).

You can spend a bennie to ask the GM for special 
insight into the current problem or situation. This can 
be the answer to a yes-no question, or some simple 
facts—GM's discretion—but it should be relevant and 
useful information. You should come up with some 
scientific basis for your new burst of insight.

Sensor Ghost
Requirements: Novice; Smarts d6; Stealth d8; 

Tracking d8
Believing caution is the better part of valor, you 

make the most of stellar bodies, cloaking devices, 

and your enemies’ sensor blind spots to keep your 
vessel hidden until the moment you choose to strike. 
You gain +2 to your Stealth, Tracking, and Notice 
scans which relate to detecting enemy ships or traps. 
The bonuses only apply to rolls made while operating 
a starship.

Starfleet Commander
Requirements: Seasoned; Smarts d8; Knowledge 

(Starship Operations) d8; Diplomacy or Intimidation 
d8; Command; must be sole captain of the vessel

Your training, experience, and instincts have paid 
off: under your command, your ship is a well-
functioning machine that proudly goes where no one 
has gone before. Crews who serve you add +2 to 
their Knowledge (Starship Operations), Knowledge 
(Engineering), Piloting, Tracking, and Stealth rolls 
while aboardship. Does not apply to the ship’s AI.

Strategema Master
Requirements: Seasoned; Knowledge (Tactics) d8
The Zackdorn game of strategema can be 

mastered only by those with a split-second ability to 
assess a tactical situation and eke out every 
advantage. You gain +2 to all Gambling checks, as 
well as to Knowledge (Tactics) checks when leading 
one side during a Mass Battle.

Transporter Chief
Requirements: Veteran; Knowledge (Starship 

Operations) d10; Knowledge (Astronomy) d6; 
Knowledge (Computers) d6.

What piece of technology is more subtle and more 
versatile than the transporter? Performing complex 
tasks with the transporter is normally penalized, e.g...

• Boarding an enemy ship during combat: –2
• Beaming "site-to-site": –2
• Storing someone long-term in the computer: –4
• Beaming the knife out of an enemy's hand: –4
• Duplicating a person: –6
• Opening a door to the Mirror Universe: –6
With this edge, you are a proven transporter 

expert. You ignore up to 4 penalties when performing 
complex transporter actions.

Triage
Requirements: Seasoned; Healing d8; Knowledge 

(Biology) d8
Allows a doctor to heal characters during combat. 

Wound penalties are doubled; e.g., a penalty of –4 to 
heal a character with 2 wounds.

After combat is over, Wild Cards suffer 1 level of 
Fatigue per wound healed (cannot Incapacitate; 
requires 4 hours of sleep to recover 1 Fatigue level).

Vulcan Nerve Pinch
Requirements: Novice; Fighting d8; Knowledge 

(Biology) d6
Make a touch attack called shot to your 

opponent’s vitals (cannot be a wild attack). Roll 
unarmed damage, but don’t apply it: instead, the 
victim must roll Vigor equal to the damage or 
immediately fall unconscious for 2d6 rounds. Does 
not affect energy beings, androids, Borg drones, or 
other creatures with a highly alien nervous system.
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Xenodiplomat
Requirements: Novice; Knowledge (Xenocultures) 

d6; Diplomacy d6
You may ignore up to 4 penalty points to your 

Charisma when acting as the main point of contact to 
an alien species.

SKILLS
Unavailable Skills (replaced by…)

• Boating (Piloting)
• Riding (Athletics)
• Driving (Piloting)
• Survival (Smarts or appropriate Knowledge skill)
• Lockpicking (Knowledge (Computers))
• Climbing (Athletics)
• Swimming (Athletics)
• Persuasion (split into Bluff & Diplomacy)

Available Skills
Athletics (Strength)

Climbing, swimming, riding, and general fitness. 
Any references to the replaced skills should be rolled 
with Athletics instead.

Bluff (Spirit)
This covers your ability to convince someone of a 

falsehood. Modified by Charisma, and usually rolled 
against the target’s Notice.

Diplomacy (Spirit)
This affects what others think of you, and how far 

they’re willing to help you. Works exactly as 
‘Persuasion’ in Savage Worlds. Modified by Charisma.

Fighting (Agility)
Hand-to-hand and with melee weapons, such as a 

bat’leth, kar'takin, and Ferengi energy whip.

Gambling (Smarts)
Your skill at dabo, poker, tonga, dom-jot, darts, tri-

d chess, strategema, kotra, fizzbin, etc.

Healing (Smarts)
Using a medical kit, sickbay, or simple splints & 

bandages, you can restore injured people to health. 
Does not cover actions like inventing a vaccine, or 
analyzing a corrosive fungus to discover that it was 
genetically engineered by the Cardassians; that 
would be Knowledge (Biology).

Intimidation (Spirit)
This represents your ability to personally 

intimidate people, and also to use intimidating tactics 
during a starship battle: if commanding a vessel, you 
may initiate a Test of Wills against the opposing 
commander. (Be sure to describe your maneuver!)

Investigate (Smarts)
Finding new connections between data by 

consulting libraries, computer databases, etc. Not 
used to ask the computer some easy-to-find fact, 
which does not require a check. Also not used for 
‘asking around town’, which is covered by Streetwise.

Notice (Smarts)
The keenness of your character’s physical senses, 

and also your ability to use sensors to detect subtle 
patterns or very distant readings. Although sensors 
can be operated using many skills, Notice should be 
rolled if you're trying to detect, for example, a moving 
ship at a great distance.

Piloting (Agility)
Piloting can represent your character’s skill at 

directly handling a starship. Or, it can reflect your skill 
at commanding a subordinate helmsman; e.g., 
barking “Evasive pattern alpha!” from the captain’s 
chair.

Repair (Smarts)
This is used to fix broken things and make them 

go. It is not used to recalibrate the deflector dish or 
push the warp engines to their limit; that would be 
Knowledge (Engineering).

Each repair attempt takes 1d4 hours, and repairs 
one wound or critical hit per success and raise.

As with the Healing skill, each character can only 
attempt to heal a starship once; any remaining 
wounds and critical hits are beyond their current 
abilities (or they don't have the right parts).

Shooting (Agility)
Includes all personal phaser-type weapons, as 

well as all starship weapons.

Stealth (Agility)
Sneaking around, picking pockets, etc. Also covers 

hiding your starship from other vessels’ sensors 
using a cloaking device, space debris, the magnetic 
pole of a moon, etc.

Streetwise (Smarts)
Your ability to visit shady bars to learn things 

through the grapevine, and to contact elusive people. 
Also covers tuning in to the gossip onboard your own 
ship.

Taunt (Smarts)
This represents your ability to personally taunt 

people, and also to use taunting tactics during a 
starship battle: if commanding a vessel, you may 
initiate a Test of Wills against the opposing 
commander. (Be sure to describe your maneuver!)

Throwing (Agility)
This represents your accuracy when throwing 

objects, such as photon grenades.

Tracking (Smarts)
This skill shows your skill at tracking people across 

alien landscapes, and also at using the ship’s sensors 
to track another starship across deep space. 
Nebulae, ion storms, and stellar activity may cause 
penalties to the roll as rain and darkness do on foot.

Useful Knowledges
All of the below Knowledge skills have an 'active' 

application. For example, Knowledge (Biology) 
doesn’t just mean you can recite the zoological 
differences between a targ and a dalmatian; it also 
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means you can diagnose diseases, create knock-out 
drugs, and rewrite a person’s DNA.

You may come up with other Knowledge skills for 
your character, and that’s great. Just be sure to think 
of a way to make their knowledge active and 
impactful, so that you don't waste precious points on 
a trivial skill.

Take one to three knowledges that fit your 
character concept. If you're not sure what to take, 
recommendations are given under each skill.

Knowledge (Starship Operations)
Your knowledge of a ship’s procedures and 

functions, and your ability to perform complex 
starship tasks, like setting up a voice-activated 
forcefield defense, rerouting power during a battle,  
or performing a site-to-site transport.

Useful for: All officers.

Knowledge (Astronomy)
Your knowledge of spatial phenomena and 

astrophysics. Could be used to determine that a 
certain radiation burst is suggestive of a cloaked ship, 
or that a nearby nebula will block communications.

Useful for: Science Officer, Tactical Officer.

Knowledge (Biology)
Your knowledge of humanoid and non-humanoid 

organisms. Allows you to analyse biological 
phenomena, diagnose unusual illnesses, and also 
synthesize vaccines and poisons.

Useful for: Doctor, Science Officer.

Knowledge (Computers)
Your knowledge of computer theory, systems, and 

languages. Could be used to identify the source of an 
invasive program, hack an enemy’s comm system, or 
encrypt commands or messages. To do the latter, roll 
the skill to ‘lock’ the action, and an opponent must 
beat that roll to ‘unlock’ it later on.

Useful for: Engineer, Science, or Tactical Officer.

Knowledge (Engineering)
Your knowledge of ships’ schematics, engines, 

sensors, and other working parts. Could be used to 
analyze a piece of alien technology, guess the 
Toughness of an enemy ship, or alter the main 
deflector dish to do something new.

Useful for: Engineering Officer, Science Officer.

Knowledge (Tactics)
Your knowledge of weapons, soldiers, deployment 

strategies, and defense systems. Can be used to 
direct one side’s actions during a Mass Battle, modify 
the settings of a phaser rifle, or guess how many 
torpedoes a Ha’feh-class Warbird is carrying.

Useful for: Tactical Officer, Captain, Helmsman.

Knowledge (Xenocultures)
Your understanding of alien psychology, history, 

politics, and culture. Could be used to piece together 
an ancient language, initiate first contact with an 
alien race, or guess an enemy's next tactical move.

Useful for: Captain, Science Officer

POWERS
The only Arcane Backgrounds available to players 

are Telepathy and Weird Science.

Telepathy
There are many telepathic races in Star Trek, such 

as Vulcans and Betazoids. Players of those races may 
take the Arcane Background (Telepathy) edge, which 
works exactly as Arcane Background (Psionics) in 
Savage Worlds, except that telepaths' available 
powers are limited to...

Blind, confusion, disguise, fear, invisibility, puppet, 
mind reading, slow, slumber, and speak language.

The spellcasting skill is Telepathy (Smarts).

Weird Science
Star Trek is a universe filled with brilliant tinkerers. 

There have been stories about people building 
androids (summon sentinel), building pocket-sized 
tractor beams (telekinesis), using gadgets to ‘phase’ 
out of normal spacetime (intangibility), and so on.

A character who wants to be a brilliant tinkerer 
should take the Arcane Background (Weird Science) 
edge. Make sure to read and understand the Weird 
Science entry in the Powers section of Savage Worlds
—it is the most complicated Arcane Background, and 
takes some getting used to.

All powers are available to weird scientists, as long 
as you can rationalize the power with some solid 
technobabble. However, Weird Science powers 
should not be redundant with Telepathy. If you want 
to read thoughts and control people’s minds, 
consider making a telepathic character instead.

Finally, your devices should not be redundant with 
normal Star Trek technology. Come up with 
something we don’t normally see, such as a modified 
transporter that reconfigures a person’s molecules 
into a different life form (shape change), or a personal 
anti-gravity belt (fly).
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