
�

�
�
�

�

�
�

Star Trek

“IN THIS GOLDEN AGE OF DISCOVERY, NEW HEROES WILL BE 
FORGED AS THEY EXPLORE STRANGE NEW WORLDS,  SEEK 
OUT NEW LIFE, AND NEW CIVILIZATIONS...TO BOLDLY GO 
WHERE NO ONE HAS GONE BEFORE...”

 These are the voyages of a crew bold and daring enough to live up to that 
proclamation.  The Star Trek campaign, powered by the FATE system, occurs in an 
alternate reality, where the mantle of legendary heroes has yet to be donned.
 Mechanically, the game is a derivative of  Strands of Fate©, with elements 
of Dresden Files Roleplaying Game©, Spirit of the Century©, and Starblazer 
Adventures© thrown in for good measure.  The rules set is not required for play, 
however, as the bulk of what is needed for comprehension and play are provided 
with this booklet.  The FATE SRD can also be found online with a simple search.
 Starfleet has emerged from its infancy, strong and proud and eager to ply 
the ether, in search of the unknown.  The cosmos is vast and diverse, filled with 
dangers, discoveries, excitement, and wonders.
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Dice
 The core mechanic to resolution in any FATE-powered game 
are the use of four Fudge dice (abbreviated 4dF).  These dice are 
labeled with “+”, “-”, and blank faces.  In combination, they generate 
results ranging from -4 to +4.
Number Ranges

 Numbers, in Star Trek FATE, are 
used in place of the traditional adjective 
ladder for determination of difficulty 
numbers, ranks, and success and failure.  
While there is no theoretical upper (or lower) 
limit, the typical range of numbers seen in 
FATE extend from -2 (a rather abyssmal 

Difficulty Numbers
Easy   0-1
Challenging  2-4
Difficult   5-6
Really Difficult  7-8
Highly Unlikely  9-10
Nearly Impossible  11+

result) to 12 (truly worthy of legendary heroes).  Most difficulties fall within this 
range, as shown in the sidebar.  A special type of result, called Spin, occurs when 
a roll generates 3 or more result points over the difficulty.  Spin has a variety of 
effects, most commonly adding style and bonuses to the action.
Abilities
 There are 12 Abilities used in FATE-powered Star Trek that serve to define 
general capabilities.  They are further specified using Specialty Aspects.  Abilities 
are organized into three categories:  Physical, Mental, and Social.

Physical
Agility:  Balance, grace, hand-eye coordination, speed.  
Agility covers most forms of physical action.  
Endurance:  Constitution, durability, health.  Helps 
determine physical Stress.
Perception:  Awareness, reaction speed.  Perception 
represents your alertness and how well you relate to 
sensations.  Can be used to make Assessments.

Ability Ranges
-1 Handicapped
0 Impaired
1 Below Average
2 Average
3 Exceptional
4 Near Peak
5 Mortal Peak

Strength:  Muscle power.  Strength measures your ability to hold, lift, pull, and 
push.  Helps determine physical Stress.
Mental
Craft:  Art, demolitions, engineering, mechanics, programming.   This covers  
creation and repair.  Can be used to make some Assessments and Declarations.
Knowledge:  Educated knowledge, general experience, trivia.  This covers what 
the character knows.  Can be used to make Declarations.
Reasoning:  Comprehension, conclusion, deduction.  Can be used to make 
Declarations. 
Willpower:  Drive, force of will, mental fortitude, motivation.  Helps determine 
composure Stress.
Social
Deception:  Cheat, lie, seduction.  In many ways, this is social “stealth” and is 
the opposite of Empathy.
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Empathy:  Compassion, understanding.  Used to make Assessments.
Persuasion:  Intimidation, leadership, presence.  This is the equivalent 
of social “muscle”.  Helps determine composure Stress track.
Resources:  Connections, contacts, relationships, wealth.  This covers 
the breadth of resources.  Can be used to make Declarations.
Aspects

3

 Aspects are the ultimate descriptor.  Aspects can be applied to nearly 
anything in game, from characters to equipment, locations to events. They detail 

Aspect costs a Fate Point, paid by the invoking characte invoking character. 
aaaaaaa 

 Aspects can influence single characters, or can be zone-wide.  Aspects 
are meant to oper operate intuitively; phrasing is meant to imply their reach and 
impact.
 Aspects are applied during character generation, when determining an 
item’s capabilities (whether crafting, purchasing, or finding), at the start of a 
scene, and other appropriate times.  Aspects can also be applied via special 
actions called Assessments and Declarations.
 Both Assessments and Declarations are made via Ability rolls.  An 
Assessment determines hidden, or unknown, Aspects, while Declarations place 
new Aspects.  The kind of Aspect Assessed or Declared will determine which 
Ability is rolled.  In either case, the character successfully Assessing or Declaring 
an Aspect may tag it for the first use, afterwhich the Aspect must be invoked.  The 
difficulty for Assessing or Declaring an Aspect is determined by the GM.

Types of Aspects
Normal:  Costs, or grants, a 
Fate Point to utilize.
Fragile:  Like a normal 
Aspect, but it functions once, 
and is then removed from play.
Persistent:  The Aspect is so 
prominent that it costs no Fate 
Points to invoke (it is always a 
tag).  Likewise, it earns no Fate 
Points on a compel.  These 
Aspects are marked (P).
Sticky:  Like a normal Aspect, 
but functions for several uses 
prior to fading from game play.

Invoking and Compelling 
Aspects

(invoking or compelling character 
selects one)

Invoke  Compel
Replacing reroll Replacing reroll
+2 result  -2 result
for effect  for effect

the conditions and special features that serve to 
make the story more unique and exciting.
 There is no limit to different Aspects; they 
are constrained only by phrasing and imagination.  
Mechanically, however, all Aspects function similarly.  
 In order to utilize an Aspect, it must be 
compelled, invoked, or tagged.  Compelling an 
Aspect highlights the hindering features of the 
Aspect that makes certain actions difficult (or impos-
sible).  Compels earn affected characters a Fate 
Point.  Invoking an Aspect highlights the enhancing 
features of the Aspect, making certain actions more 
likely to succeed, or more successful.  Invoking an 

Tagging an Aspect is a free invoke; it costs no 
Fate Points.
 An invoked or tagged Aspect grants 
one of three possible functions (chosen by the 
invoker).  A compelled Aspect, likewise, has 
one of three possible effects (chosen by the 
compeller).  These two categories mirror one 
another, as shown on the sidebar.
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Fate Points & Use
 Perhaps the greatest resource available to any character in a 
FATE-powered game are Fate Points.  With them, characters can 
actively influence the story, bringing the focus on their capabilities and 
heroics.  They are easily spent invoking Aspects, both personal and 
otherwise.  They are just as easily earned, however, through compels 

on their own Aspects, and those surrounding them.  
 Fate Points are meant to flow in and out of a player’s hand.  They are not 
meant to be hoarded or handed out at a trickle.  When Fate Points are being spent  
it means that exciting characteristics of the enviroment and its inhabitants are 
being used -- this is a good thing.
 The expenditure of Fate Points represents influence over the story.  It 
does not indicate extra effort, although descriptions may include such flair.  
Spending a Fate Point never counts as an “action”; the entire process occurs “off-
camera”.
 You can spend as many Fate Points as you want (and have).  Each Aspect 
can only be invoked one time per exchange, however.
 Fate Points are primarily spent invoking Aspects, whether character, 
specialty, location-oriented, or otherwise.  There are a few cases where Aspects 
may be accessed without the expenditure of Fate Points, most prominently via 
persistent Aspects.
 Fate Points are granted, according to a character’s Refresh rate, at the 
start of each session (unless the GM has other designs).  Additional Fate Points 
are earned through compelling Aspects.  Most often these compels will be against 
their own Aspects, but any Aspect, provided it hinders the compelled character’s 
actions, is viable.
 Fate Points earned via compels will be awarded once the hindrance has 
occurred.  If the hindrance was circumvented, then no Fate Point should be 
awarded.  Likewise, the GM should be forthright about the expenditure of Fate 
Points.  If success is not possible (due to story factors, or otherwise), players 
should be informed of this prior to spending their Fate Points, or have their Fate 
Points refunded if retroactively realized.
 Should a player not wish their character to succumb to a compel, the 
compel may also be “bought off” by spending Fate Points in a counter-bid.  The 
GM is free to raise the stakes by offering a second (and possibly third) Fate Point, 
should the compel be particularly enticing, but the idea should be dropped if the 
player continues to counter-bid with their own Fate Points.
 Story influence is not limited to player characters.  GM-controlled NPCs 
also utilize Fate Points, although they spend from a GM “community” Fate Point 
pool from which all NPCs contribute and draw.  NPCs, upon appearing in a scene, 
contribute a certain amount of Fate Points, which any NPC may draw upon, at the 
GM’s discretion.  NPCs also contribute to the GM Fate Point pool via compels.
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Character Creation
 Creating a FATE-based Star Trek character is a cooperative 
process, involving the entire player group.  While the central concept 
behind the character is the responsibility of the player, the character will 
have several shared experiences with other characters, helping to form 
an interwoven background and facilitate loyalties and teamwork.

the originating player.  Two Specialty Aspects are guided by a “shared experience” 
with another character in the player group.
Refresh:  This is the number of Fate Points a character receives when the GM 
permits (typically at the start of a session, but situations could vary).
Abilities:  These points are to be spent on the 12 Abilities, with no fewer than 0 
(Starfleet wouldn’t accept members with a severe handicap), and no more than 4 
placed in a single Ability.
Advantage Points:  These points are to be spent on Advantages, granting 
additional edge and function to a character.  No more than 2 points can be spent 
on a single Advantage.  Advantages must either be Expert or Heroic power-level.
 It is possible to reduce starting Refresh to gain additional Advantage 
Points, if desired.  2 Refresh can be traded in for 3 Advantage Points, although no 
character can have a Refresh below 1.
Species
 Every character belongs to a Species, whether Andorian, Human, Tellarite, 
or any of the other plethora of Star Trek races that populate the galaxy.  Selecting a 
Species costs Advantage Points, which must be paid in full.  Some Species are very 
expensive and might warrant the player trading in Refresh for additional Advantage 
Points.
 Each Species provides a Racial Aspect and a Specialty Aspect.  These 
Aspects are in addition to other available Aspects and, if desired, the Racial Aspect 
can be directly tied to the Concept Aspect.  This can grant a greater number of 
available Aspects (effectively freeing up the Aspect intended for concept), but also 
limits the ability to compel or invoke similar Aspects for increased effect.
 Finally, most Species provide preset Advantages that further detail their 
capabilities.  In some very rare cases, the Species may even call for a 13th Ability, 
called Psi, which is an Affinity Ability controlling psionic powers.

5

Character Creation Points
Refresh   7
Abilities    25
Ability Rank Max  4
Advantage Points  9
Max AP in one Advantage 2
Available Advantages  Expert &  
   Heroic

 Characters are made up of Abilities, 
Advantages, and Aspects.  There are 12 
primary Abilities, two categories of Aspects, 
and two power-levels of Advantages.  These 
various characteristics are determined using 
a pool of points or available selections, for 
each portion of a character.  Abilities, Advan-
tages, and most Aspects are entirely up to 
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Andorian (Starfleet member)
Homeworld:  Andor (Class-M moon orbiting the ringed gas giant, 
Procyon VIII, in the Andor system)
Language:  Graalen
Culture and History:  Andorians are a passionate species and hot-
blooded romantics.  Seen by some as aggressive, Andorians hold their 

every case, first contact has resulted in a period of conflict.  They warred with 

Physiology:  Andorians are roughly the same height and build as Humans.  
Skin tones range from light to dark blue and their hair is stark white.  Andorians 
efficiently metabolize nutrients and regulate body heat.  The most distinctive 
Andorian physical trait are their antennae, through which an Andorian receives a 
great deal of environmental information, such as air pressure, sub-sonic sounds, 
and temperature.

Betazoid (Starfleet member)
Homeworld:  Betazed (Class-M temperate planet in the Betazed system)
Language:  Betazoid

Racial Aspect:  ANDORIAN

Specialty Aspect:  ANTENNAE (Perception)
Advantages:  Environmentally Resistant 
(+2 to Endurance rolls to withstand 
habitable, but challenging, environmental 
conditions, such as extreme cold or heat)
Advantage Point Cost:  2

Racial Aspect:  BETAZOID

Specialty Aspect:  PRESENCE (Persuasion)
Advantages:  Affinity Ability - Psi 1 (Source:  
Naturally Telepathic), Mindlink, Read 
Emotions, and Read Thoughts.  Optional 
mental powers include Mind Probe (ranged), 
Mind Wipe, and Possession.  Hybrid 
Betazoids are limited to Read Emotions only.
Advantage Point Cost:  7+ (3 for hybrids)

honor and pride in strong regard.  When an Andorian feels 
they have been wronged, revenge is immediate and 
personal (and often involving a duel, which Andorians 
utilize in much the same way that other species resolve 
disputes via trial).  Likewise, Andorians are considered 
stubborn, once an Andorian has made its mind, swaying 
them can be quite a challenge.  
 Andorian history is filled with conflict, both 
internally and externally.  They are a xenophobic lot; in 

Vulcans for several years.  Likewise, 
Humans were Vulcan lackeys.  Culturally, 
Andorian society is divided into clans 
(called “kethni”, or the singular “keth”).  
Kethni do not rule by geographical border, 
rather by familial association.  Each keth 
provides a chieftan, who represents the 
keth on Andor’s ruling Council.

Culture and History:  Betazoids are 
gregarious, peaceful, and naturally 
telepathic.  Their society is matriarchal 
and made up of numerous Great 
Houses.  
 Betazoids have a love of nature, 
often reflected in their architecture which 
is renowned for being seamlessly 
integrated with their surroundings.
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 Betazoid culture revolves around their natural telepathy, so their 
cities often seem eerily quiet to nontelepaths. Their art often consists of 
imbedded telepathic visions, and much of their technology is geared to 
respond to telepathic probes.  Due to their acute empathy, Betazoids 
have developed a Code of Sentience.  
 While lengthy in presentation, it essen-

7

       

shades.  A Betazoid’s pupils and irises, however, are a deep, solid black.

Caitian (Starfleet member)
Homeworld:  Cait (Class-M jungle planet in the Regulus system)
Language:  Lyra
         

comprehension and simultaneous exploration, they met Ferengi and Orions, but 
were most impressed with the Federation and became members in 2234.

slender.  Caitians have acute hearing and golden, night vision-capable eyes.

Racial Aspect:  CAITIAN

Specialty Aspect:  NIGHT VISION (Peception)
Advantages:  Enhanced Hearing (Passive) - 
grants ENHANCED HEARING (P) Specialty Aspect
Advantage Point Cost:  4

It is entirely possible to take the 
CODE OF SENTIENCE as a Psi-
linked Specialty Aspect or  
Character Aspect.  Doing so 
could provide a steady supply 
of Fate Points.

tially equates to two provisions.  First, all sentient life is 
considered sacred, even the lives of enemies.  Betazoids 
inflict harm only in dire need.  Second, a Betazoid will 
never use their telepathy on another without permission 
(or to aid in an emergency).  A Betazoid that violates this 

Code not only faces legal 
ramifications, but is shunned by their fellow 
telepaths.
Physiology:  Betazoids are similar to Humans in 
appearance and build.  Skin tones range from pink 
to olive and hair colors tend toward the darker 

Culture and History:  Caitians are proud felinoids 
whose intelligence and cooperative nature made them a 
natural fit for Starfleet.   Caitians have a love of beauty and 
focus on personal loyalty.
 Caitian technological accomplishments came 
about through repelled invasion rather than natural devel-
opment.  During their late industrial era, Cait was invaded 
by the Kodom, whom the Caitians were able to defeat. The 
science behind the warp-capable vessels the Caitians 
captured were understood only after generations of 
research and experimentation.  During their evolving 

Physiology:  Caitians are bipedal 
felines with tails and manes.  They are 
covered in thick fur, with coloration 
ranging from tan to black.  They are 
roughly as tall as Humans, but are more 
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Human (Starfleet member)
Homeworld:  Earth (Class-M planet in the Sol system)
Language:  Federation Standard
Culture and History:  Humans have a tumultuous history.  Stretches 
of peace are riddled with periods of war.  They are an adventurous 

species prone to curiosity.  
    

race.  These “Eugenics Wars” and First Contact served as turning points in 
Human history, paving the way for the formation of Starfleet and their role in the 
larger galaxy.
Physiology:  Humans stand about 1.5 to 2 meters tall, with skin pigmentation 
ranging from dark brown to light pink.  Hair and eye coloration has a similar 
range.

Klingon (Non-Starfleet)

officials have acheived their position through assassination.   
 Klingons are totalitarian, placing the good of their Empire above all other 
matters.  They are an expansive culture, whose superior notions frequently involve 
enslaving subjugated species.
    

Klingons are incredibly durable, a condition known as “brak’lul” in their language, 
that encompasses their redundant organs and hardy existence.

Orion (Non-Starfleet)
Homeworld:  Rigel VII (Class-M planet in the Rigel system)
Language:  Kolari
Culture and History:  Orions are one of the most ancient species in the galaxy.

Racial Aspect:  HUMAN

Specialty Aspect:  RESOURCEFULNESS (Craft)
Advantages:  None
Advantage Point Cost:  1

Racial Aspect:  KLINGON

Specialty Aspect:  BRAK’LUL (P) (Endurance)
Advantages:  Persistent Aspect - Brak’lul, 
Strong (+2 Strength rolls involving applica-
tions of might), Tough (2 additional physical 
Stress boxes)
Advantage Point Cost:  5

 Prior to First Contact with Vulcans in 
2063, Humans were recovering from a devas-
tating world war that obliterated most histori-
cal documents and nearly exterminated their 

Homeworld:  Qo’noS (Class-M planet in the 
K’thar system)
Language:  Klingon
Culture and History:  Klingons are a militaristic, 
aggressive species eager to prove themselves as 
warriors.  Klingons are belligerent, coloring their 
relations in all areas of life; more than several 

Physiology:  Klingons are taller and stockier 
than the average Human.  Their skin and eye 
coloration tends toward dark brown, while 
their hair is typically black (or white for 
elders).  Bony ridges, distinct to each Klingon, 
runs along their forehead and brow and, 
occasionally, down the bridge of their nose.  
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Orion history stretches back hundreds of thousands 
of years, when they were “seeded” on their home-
world by an unknown alien intelligence.  There have 
been multiple Orion Empires stretching across the 
galaxy throughout their time among the stars.  These  

 

easily leads to madness.  Of course, Orion females utilize this to their advantage.

Romulan (Non-Starfleet)

Remus during a time of great upheaval.  The event has led to a rivalry with 
Vulcans that has lasted for centuries.
 The Romulan Star Empire is a galactic super-power, whose shadowy 
influence is felt amongst the stars.  Romulans are self-serving, however, and 

Racial Aspect:  ORION

Specialty Aspect:  SEDUCTIVE (Deception) - females; 
MERCANTILE (Persuasion) - males
Advantages:  Radiation Resistant (+2 Endurance 
rolls against the effects of UV radiation); females 
also have Pheromones (+2 Deception rolls to 
seduce and manipulate)
Advantage Point Cost:  4 for females, 2 for males

have always, eventually, fallen, as the Orions are self-centered 
and hedonistic. Orion culture is one of deception, with the 
women held in apparent slavery by the males.  This, however

is a ruse.  The women are in charge, but maintain an 
air of servitude to foster compassion and misdirection.  
The Orions, currently, are known for piracy, slavery, and 
operating the galactic black market.
Physiology:  Orion females average Human height 
and build, and tend to be incredibly attractive.  Orion 
males approximate Klingons in stature, being taller 
and bulkier than the average Human.  Their skin is 
green, although shade may vary from light to dark.  
Females have dark green hair and matching eyes, while 
males are typically bald.  Orions of both sexes are 

resilient to UV wavelengths of 
radiation.
 Female Orions exude a 
potent pheromone that strongly 
affects males of most species.  
These pheromones induce potent 
feelings of attraction that enable 
suggestion and manipulation and 

Homeworld:  Originally Vulcan; currently Romu-
lus and Remus (Class-M planets in the Romulus 
system)
Language:  Rihannsu
Culture and History:  Romulans are a secre-
tive and xenophobic society dwelling beyond the 
Neutral Zone.  They originated on Vulcan, with 
their cousin species, but migrated to Romulus and 
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their actions, diplomacy, explora-
tion, and acts of war, are geared 
simply for the betterment of their  
Star Empire.
Physiology:  Romulans have the 
same general build as Humans.  

They have sharply slanted eyebrows and pointed ears.  Their skin coloration 
ranges from pink to brown.  Eye and hair coloration tends towards brown or black.  
Shaved heads are a current cultural trend, but styles vary.  Romulans wear elabo-
rate facial and head tattoos that depict personality and lineage. 

Trill (Joined) (Starfleet Member)
Homeworld:  Trill (Class-M planet in the Trill system)
Language:  Trill
   

fact.  It is a private element of Trill society, one which few outside of the Federation 
are aware.  A symbiont brings all experiences from previous hosts to its current 
host, granting a diverse skillset and knowledge base.  There are only about 1,000 
symbionts amongst the Trill population, so host selection is rigorous and trying; 
only the best gain the opportunity to host a symbiont.  

 
equated to paired computers, are capable of hosting symbiont organisms while 
still maintaining their own personality.

Vulcan (Starfleet Member)
Homeworld:  Vulcan (Class-M planet in the Vulcan system)
Language:  Vulcan
Culture and History: Vulcans are a logical and stoic species with a galactic 

Racial Aspect:  ROMULAN

Specialty Aspect:  DUPLICITOUS (Deception)
Advantages:  Keen Hearing (+1 Perception 
rolls involving hearing), Strong (+2 Strength 
rolls involving applications of might)
Advantage Point Cost:  5

Racial Aspect:  TRILL

Specialty Aspect:  SYMBIONT (Knowledge)
Advantages:  Previous Hosts (Spend 1 Fate 
Point and receive a +2 bonues to any Mental 
Ability roll)
Advantage Point Cost:  3

Culture and History:  Trill are steeped in art and 
history.  Like Humans, Trill support a wide-range of 
personalities and outlooks, but they are generally peaceful, 
open to new ideas, and helpful.  Due to their unusual 
symbiont relationship, joined Trill have enabled their 
species to maintain exacting historical records.  Likewise, 
famous joined Trill artists have been able to continue 
mastering their craft and producing their works for genera-
tions.
 Trill symbionts are not a publically known fact, 
although they do not go to great extents to conceal the 

Physiology:  Trill are approximately the 
same size and build as Humans.  Trill 
possess spots that run along the sides of 
their bodies, from head to toe.  These 
spots are as distinctive to individual Trill 
as fingerprints.  Trill brains, often 
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presence.  Violence and warfare filled Vulcan history until a philosopher 
named Surak brought about the Time of Awakening that evolved 
Vulcans into the logically-minded species they are today.  While generally 
benevolent and one of the Federation’s founding members, peaceful 
relations with their galactic neighbors have been neither automatic nor 

 

towards the darker shades, while their skin toward the lighter.  They possess 
sharply angled eyebrows and pointed ears.  Vulcan’s have copper-based blood.  
Male Vulcans have sensitive hearing, while females have an enhanced sense of 
smell.
Character & Specialty Aspects
 Aspects, for characters, come in two forms:  Character and Specialty.  
Character Aspects are broad and define the general nature of the character.  
Specialty Aspects are narrow, defining specific skill, talent, and weakness groups.  
The two can, occassionally, be interchangeable.
 Mechanically, the two operate identically; spend a Fate Point to gain a 
bonus pertaining to their realm of influence, or gain a Fate Point on a reasonable 
compulsion.  It is their “realms” that mark the difference.
 During the initial stages of character creation, each character is 
assigned 5 Character Aspects and 3 Specialty Aspects.  As noted under Species 
(page 5), a character’s Racial Aspect (a Character Aspect) and Specialty Aspect 

Racial Aspect:  VULCAN

Specialty Aspect:  LOGICAL (Reasoning)
Advantages:  Sensitive Hearing (or Smell for females) 
(grants +1 Perception rolls involving applications of that 
sense), Strong (+2 Strength rolls involving applications of 
might), Suppressed Emotions ( +1 Willpower rolls involving 
applications of emotional manipulation).  Optionally, Affinity 
Ability - Psi 1 (Source:  Natural Telepath), Mind Meld 
(combined Mindlink and Mind Probe powers with Mindlink 
limited to one target and touch range).
Advantage Point Cost:  5 (9 for those with Mind Meld)

easily attained.  Similarly, not every Vulcan embraced 
Surak’s teachings, leading to several branches.  Most 
notably amongst them are Romulans.
 Vulcans, being one of the first of the current 
cultures to perfect warp technology, have a long-
standing interest in exploration.  They were the first 
species to officially contact Andoria, Earth, and 
several other key homeworlds.  Therefore, Vulcans are 
often involved in Starfleet’s exploratory branch.
 Due to the immense mental effort put forth 
by Vulcans to suppress and control their emotions, 

many have developed 
psionic capabilities.  While 
“natural”, training and 
experience is required to 
harness and master these 
techniques.
Physiology: Vulcans share 
the same approximate 
height and build as 
Humans.  Their hair tends 
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are in addition to other Aspects.  Since the Racial Aspect can be 
combined with a character’s Concept Aspect, this has the potential of 
essentially granting an extra Aspect.
 To aid in determining these Aspects, a small checklist of 
required and suggested Character Aspects is provided in the sidebar.

during this experience, although it is recommended.  From the shared experience, 
both players will then determine a Specialty Aspect pertaining to the event, either 
as a whole, or from their character’s perspective.  
 The “shared experience” stage is performed twice.  Once completed, 
every character will have a total of twelve Aspects, six Character and six Specialty, 
including the two “bonus” from their species.

Required Character Aspects

Required Character Aspects

 Specialty Aspects represent 
skills and talents and can, likewise run 
the gamut.  While Specialty Aspects 
could be listed as specific possibilities, 
such as PHASER PISTOL, it is a better idea 
to make them encapsulating listings, 
such as MARKSMAN.  Both imply ranged 
capability, but the latter allows greater 
versatility in application.  Of course, if 
the concept of the character implies 
such limitations, then Speciality Aspects 
should be similarly focused.
 Specialty Aspects are linked to a 
specific Ability.  At the argument of the 
player or decree of the GM, the linked 
Ability may be changed on a specific case 
-by-case basis.  Otherwise, however, the 
Specialty Aspect is tied to that Ability by 
default.  Thus, MARKSMAN would apply to 
Agility, while TONGUE-TIED would link to 
Persuasion.
 Once Character and Specialty 
Aspects are selected, it is time to deter-
mine the character’s “shared experi-
ences”.  During this stage of character 
creation, players will swap characters 
with one another (pairing will be 
randomly determined).  The two players 
will then get together and come up with 
an event both have experienced.  The 
characters need not have actually met 

Concept Aspect:

Racial Aspect:

Starfleet Aspect:

Ambition Aspect:

Background Aspect:

Conviction Aspect:

Disadvantage Aspect:

The central concept 
of the character. 
This can include 
the character’s 
Racial and/or 
Starfleet Aspects.
The character’s 
species in Aspect 
form. This can be 
included in the 
Concept, but is not 
required (there are 
benefits to either). 
The character’s 
acceptance into, 
and branch of 
operation within, 
Starfleet. This can 
be included in the 
Concept, but is not 
required (there are 
benefits to either).

The goals and 
motivations of the 
character.
The background of 
the character; 
where and how 
they grew up, etc.
The character’s 
beliefs, theological 
or otherwise.
The character’s 
primary weakness 
or foil.
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Advantages
 Similar to Aspects, Advantages help define a character, improv-
ing upon their Abilties, although in a more constant manner.  They often 
mark the difference between “average folk” and heroes.  Advantages 
come in two “levels”:  Expert and Heroic. 

Expert Advantages
Ace Pilot:  +2 bonus on rolls to pilot an aerial or space vehicle.
Acrobatic:  +2 on rolls to survive falls and move through difficult terrain.
Alertness:  +2 to detect and avoid ambushes.
Con Artist:  Substitute Deception for Empathy when attempting to Assess.
Deadly Grace:  Substitute Agility for Strength when fighting in close combat.
Direction Sense:  +2 to any navigation roll to avoid getting lost.
Doctorate:  Pick a scientific field; +2 on all relevant Knowledge rolls or +1 on all 
Declarations pertaining to that field.
Engineer:  Pick an engineering field; +2 on all relevant Craft rolls or +1 on all 
Assessments pertaining to that field.
Eye for Crime:  +2 Perception rolls to notice criminal actions.
Fearless:  +2 Willpower to resist fear-oriented effects.
First Impression:  +2 bonus on the first Persuasion roll made to impress.
Fleet of Foot:  +2 bonus to run rolls.
Grace Under Fire:  +2 initiative for physical conflicts.
Hard Style:  Unarmed attacks gain Weapon Rating 1.
Hunter:  +2 bonus to set ambushes and traps in the wild.
Hide in Plain Sight:  +2 bonus on rolls to hide in a stationary position.
Linguist:  +1 bonus to comprehend languages.

Advantage Capabilities
Expert (1 AP each)

1)  +1 bonus to certain 
actions regardless of 
Ability, or specific, but 
broad, application of an 
Ability.
2)  +2 bonus on specific 
use of an Ability.
3)  Substitute one Ability 
for another in specific 
circumstances.
4)  Special function that 
is minor and does not 
require an Aspect.

Heroic (2 AP each)
1)  +2 bonus to a broad 
use of an Ability.
2)  +3 bonus to a specific 
use of an Ability.
3) Make a Specialty 
Aspect persistent.
4) Gain 2 additional 
Stress boxes to one 
track.
5)  Gain a special benefit 
after generating Spin.
6)  Special function with 
moderate effect and 
does not require an 
Aspect.
7)  Spend a Fate Point 
for even greater 
bonuses.

 Characters acquire 
Advantages during character 
creation via Advantage Points.  A 
character’s species has an Advan-
tage Point cost that is deducted 
from their total prior to purchas-
ing additional Advantages.  
Expert Advantages have a cost of 
1 Advantage Point, while Heroic 
cost 2.  Additionally, during 
character creation, no Advantage 
can cost more than 2 Advantage 
Points.
 What follows is a 
sampling of Advantages.  Feel 
free to come up with more 
personalized Advantages.



�

�
�
�

�

�
�

Star Trek

14

Long Shot:  Personal ranged attacks increase their range by +1 zone.
Master of Disguise:  +2 bonus on Deception rolls pertaining to 
disguise.
Precise Memory:  +2 bonus on rolls to recall information.
Quick Draw:  Draw weaponry without a supplemental action penalty.
Research Minded:  +2 bonus on rolls to research and Assess subjects.

Scary:  +2 bonus on Persuasion rolls to intimidate.
Soft Style:  +1 bonus on Agility rolls to defends against close combat attacks.
Surgeon:  +2 bonus to administer medical aid.
Striking Looks:  +2 bonus on Persuasion rolls against those that looks matter.
Survivalist:  +2 bonus on rolls to find food, water, and shelter in the wild.
Takes One to Know One:  Substitute Deception for Empathy when attempting 
to determine if a subject is lying.
Warp Theorist:  +2 bonus on Craft rolls when working on a warp engine.
Weapon Specialist:  Select a specific weapon; +1 bonus on all attack rolls.  
Heroic Advantages
Acrobatic Exploit:  Move into an adjacent zone as a free action if your attack 
roll generates Spin.
Assassin Strike:  Spend a Fate Point against an ambushed target and add +3 
bonus to your first attack roll.
Counter Attack:  Make an attack as a free action if your close combat defense 
roll generates Spin.
Crippling Blow:  Spend a Fate Point to increase the weapon rating of any close 
combat attack by +3 on your next attack.
Dual Wield:  When armed with two weapons of similar combat style (close or 
ranged), gain the DUAL WIELD (P) Specialty Aspect to reflect combined attacks.
Inspiring Leadership:  Once during a scene, spend a Fate Point and gain a 
number of Fate Points equal to your Persuasion that must be granted to allies 
following your commands or words of encouragement.  These must be spent in 
the same scene and cannot be traded or used for other purposes.
Iron Will:  Add 2 boxes to your composure Stress track.
Miracle Worker:  Spend a Fate Point to gain a +3 bonus on your next Craft roll.
Nerve Pinch:  Spend a Fate Point and your next unarmed attack is a Stun attack. 
Razor Tongue:  Spend a Fate Point to gain a +3 bonus on next Persuasion roll.
Tough:  Add 2 boxes to your physical Stress track.
Weapon Expertise:  Select a weapon category; +1 bonus on all attack rolls with 
weapons within that category.  
Stress Tracks
 Conflicts, whether physical, mental, or social, often inflict trauma.  To 
help track these effects, characters (and vehicles) are given Stress tracks.  These 
tracks are made up of a number of boxes, determined by abilities.  As the charac-
ter suffers damage, boxes are marked off or “absorbed” with consequences.  The 
number of boxes marked off is equal to the amount of damage taken (minus any 
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consequences); an attack inflicting 4 Stress would mark off 4 boxes.
 Stress track damage is “cleared” at the end of a conflict.  When 
resolved, or otherwise ended, all marked Stress boxes are erased. 

Consequences

 a certain amount of Stress when the controlling player elects to suffer it.  Conse-
quences are Aspects that can be tagged by the inflicting character (or their allies, 
should they opt to “pass it off”) once, and then invoked as any other Aspect.  
Severe (P) and Extreme (P) consequences are persistent, as indicated.  A charac-
ter is considered “taken out” when they suffer three consequences of any tier.
 Consequences recover according to their severity.  When the required 
time has elapsed, a character may make an appropriate recovery roll.  The Ability 
rolled depends on the type of trauma.  Endurance is rolled for physical conse-
quences, and either Willpower or Persuasion for composure consequences, 
depending upon the nature of the consequence.  Aid can be provided by others, 
applying Aspects that can be used to assist recovery.  
Character Advancement
 Character growth is part of adventuring and exploring.  Character 
advancement occurs in two ways:  organic experience and merit expenditure.
 Organic experience occurs when the character attempts something and 
either fails or succeeds in a grand fashion.  Whenever an action is attempted and 
the dice come up a +4 or -4 (and the roll is kept, not replaced by an Aspect reroll), 
the character gains an organic experience point for that Ability (place a check 
mark next to that Ability).  Once five marks have been made, that Ability gains a 
new Specialty Aspect, or the character may save up for ten marks and increase 
the Ability by one.  Both of these options can only occur once per Ability.

Stress Tracks
Physical:  Endurance + Strength + Other Modifiers
Composure:  Willpower + Persuasion + Other Modifiers

Stress Absorption and Consequence Recovery
Mild:  Absorbs 2 Stress.  Recovers at the end 
of the scene.
Moderate:  Absorbs 4 Stress.  Recovers when 
1 day has elapsed; Difficulty 2.
Severe (P):  Absorbs 6 Stress.  Recovers when 
1 week has elapsed; Difficulty 4.
Extreme (P):  Absorbs 8 Stress.  Recovers 
when 1 month has elapsed; Difficulty 6.

 Wounds, scalding embarass-
ments, and emotional scars are more 
debilitating than simple Stress boxes.  
These “wounds” are called a conse-
quence.  Each character has four tiers 
of consequence:  Mild, Moderate, 
Severe (P), and Extreme (P).
 Each consequence absorbs 

 Merits are earned via game play 
and are awarded by the GM at milestone 
moments in the game.  They are saved up 
to purchase new Aspects, increase Abilities, 
acquire new Advantages, and so on.

 Merit Costs
Abilities (one at 5):  2 per increase
Aspects (8 max each):  Character 2, 
Specialty 1
Advantages:  Expert 1, Heroic 2
Refresh Rate:  3 per increase




