
star trek
episode 9:  alms for oblivion

 "What was once known becomes unknown.  And, in this golden age of 
discovery, new heroes are forged as they explore strange new worlds, seek new 
life, and new civilizations, to boldly go where no man has gone before."
2269.87:  Tellun System, Genesis Expanse, Captain’s Log

[RoleplayThe Tellun System proved to be remarkable in that what was once a 
system of eight planets, two of which boasted life, there is now a system of five 
terrestrial planets, each boasting a rapidly evolving ecosystem.  Samples have 
been gathered and catalogued, Starfleet informed, and slowly we are rebuilding.
 We are moving on towards the binary star system, 39 Leonis.  No worlds 
existed here, previously, so it will be interesting to witness what the Genesis 
Expanse has in store.
[Roleplaying.]
 En route to 39 Leonis, sensors detect a Klingon Bird of Prey traveling at 
WF 8, 3 LY distant.  Captain Tigan, curious about what has the Klingons moving 
at such a rapid speed, sets course to follow and pushes it to WF 9 to cut the 
distance.  Eight hours later, still 2 LY ahead, the Bird of Prey drops from warp at 
an unknown world.  Long range sensors pick up powerful temporal eddies 
emanating from the world.  This concerns Tigan, so she pushes the vessel to WF 
10, enabling them to emerge in system about 3 hours behind the Klingon arrival.
 Now closer, the temporal energies radiating from the planet have a 
physical presence, like turbulance in the air.  Antares rocks and gently bounces 
along the temporal turbulance.  The Bird of Prey is in orbit around the planet, but 
none of the twenty four crew members are on board.  Instead, sensors detect 
twenty four Klingons planetside, mostly obscured by temporal radiation, and in 
close proximity to the source of the temporal ripples.  The massive amount of 
energy makes sensor readings incredibly unreliable.
 The notion of Klingons messing around with anything that leaks tempo-
ral energy makes Captain Tigan nervous.  When they are messing around with 
something that pulses with temporal energy, she finds it downright frightening.  
She orders an Away Team (all department heads and 4 security officers) to the 
planet to investigate and, in all likelihood, stop the Klingons.
 The Away Team arrives on an ancient world, seemingly untouched by the 
Genesis Event.  The terrain is a gray, ash-like silt that stretches on in a sea of 
dunes as far as the eye can see.  Broken, Greecian-like columns jut from the gray 
silt like bones from a bleaching carcass.  They are the only visible remnants of this 
ancient civilization.  Tricorder readings put the construction over one billion years 
old and pinpoint the temporal pulses just over some nearby dunes. 
 The Away Team crests the dunes to see a squat, metallic box-like struc-
ture, brutish and stout, some 35 meters to a side.  It’s as if someone dropped a 
building-size strongbox on the planet.  A single door faces a small path that winds 
between tumbled columns.  An automated disruptor turret is stationed next to 
the door, and a red banner hangs opposite, depicting the Klingon herald.
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Chapter Two: The Guardian
[Roleplaying and action.  Scene Aspects:  KLINGON BUNKER, TIME RIPPLES]
 The Klingon bunker is a very recent, prefab construction, likely placed 
here within the past two weeks.  It is guarded by seven Klingon warriors and a 
single automated turret (that has to be activated manually, as the time ripples 
play havoc with the turret’s sensors; Skill 4, WR +6, Stress 10, Armor 3).  In order 
to gain entrance, the Away Team will have to bypass the four exterior Klingon 
guards, the automated turret, and the six guards within.
 During the conflict, a tangible, but subtle pulse of energy that feels more 
like a nudge than a jolt, washes over the Away Team.  Once they have a moment, 
or should anyone attempt to contact Antares during the fight, they will discover 
their commsignal is not being received.  There is no static, there is simply no 
reception.  Mirene can still detect the mental presence of hundreds of beings in 
orbit, but they have a marauding, dangerous, pirate-like mindset and, with just a 
minor bit of digging, she discovers their vessel is called the Condor.  Something 
drastic has occured.
 Further into the bunker, past a small barracks, mess hall, and armory, 
the group comes out on a walkway that overlooks a sprawling, open room.  
Machinery and computers dominate the walkway, but the floor, which is the same 
gray, silt substance as outside, is dominated by a large, semi-circular stone 
archway.  Cables and wires trail from the archway to sensors and computer 
stations on the room’s floor.
 Scans show that the archway is crafted of material both mineral and 
biological in composition and has an unregisterable age, even predating the 
billion-year old columns outside.  These same scans also register that the 
archway is the source of the temporal pulses.
 Hacking into the Klingon computer systems reveals several key facts:
 1)  They discovered this site about two months ago, but managed to 
establish this bunker only ten days previous.
 2)  Dr. K’uval, the scientist in charge of research at this station, was 
convinced that the archway was some sort of time travel device and was capable 
of communication.
 3)  By order of the Empire, Dr. K’uval was told to find a way to use the 
device as a weapon against the Federation and K’uval had submitted a plan that 
was delivered in person.
 4)  Dr. K’uval returned to the site hours ago (aboard the Bird of Prey) 
and immediately began implementation of their plan.
 5)  A recording then shows a sensor-wielding Dr. K’uval leading a team 
of sixteen Klingon warriors through the stone archway and they vanish.
 Investigation of the archway indicates it as inert until it is spoken to 
(either directly or indirectly), at which point the archway responds in a booming 
voice, “I am the Guardian of Forever.  Since before your sun burned hot in space, 
and before your race was born, I have awaited a question.  I am my own begin-
ning.  My own ending.  All that you knew is gone.”  The Klingon squad has 
entered into Earth’s past via the Gateway and fouled history to the point that 
there is no Federation.  Now, the Away Team must affect repairs.
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Chapter Three: Desperate Measures
[Roleplaying and action.  Scene Aspects:  FUTURE AT JEOPARDY, PARADOX DISTASTER]
 The Starfleet Away Team finds themselves in the past.  The night of April 
4th, 2063, to be exact.  They are on a cold mountainside, concealed from view by 
a dense forest of towering pines in Montana.  Somewhere, out among the forest, 
are a squad of Klingons led by a dangerous scientist, intent on obliterating the 
Federation before it even began.
 In addition to removing the Klingon threat, the Away Team must keep 
themselves hidden -- they are present in a past that knows nothing of them, and 
cannot, if it is to procede as it should.  Therefore, they must act quickly and 
quietly.  
 Locating the Klingons is actually relatively easy:  they are the only detect-
able aliens in the vicinity, their equipments emanates both energy and chrono-
metric signatures out-of-place in this era, and they are seventeen Klingons intent 
on a universe-shattering suicide mission.  The Klingons are establishing a small, 
crude, base of operations atop a small outcropping of rock, overlooking a busy 
little, shanty town of ramshackle shacks and sheds stationed near an abandoned 
missile silo.  Starfleet historians can easily identify the shanty as the construction 
place of the Phoenix, the first warp-capable starship.  Of course, this means that 
the historical figure, Zefram Cochrane is down there, as well.
 The initial fight with the Klingons should be challenging, particularly 
considering that, once the fight begins, the squad splits, leaving eight to continue 
the firefight, and therefore distract, the Starfleet officers, while Dr. K’uval and the 
other eight Klingons quickly make their way down to the shanty town.  Their plan 
is hideously simple:  kill Dr. Cochrane or cripple the Phoenix.
 En route, however, Dr. K’uval and his squad run directly in to a quartet 
of Borg drones (the events of First Contact are running simultaneously).  The 
accidental encounter actually serves to momentarily spare the shanty town, as 
the Borg were intent on the same action.  Unfortunately for the Away Team, 
however, it also serves to increase the Borg’s number -- only Dr. K’uval escapes, 
running back up the mountainside, thoroughly panicked by the Borg drones.
 He runs into any members of the Away Team that had been pursuing 
him and is in a blind panic.  He shouts, in Klingon, about “wraiths of Stovo’kor” 
and, caught between the Federation and Borg, turns his disruptor on himself.
 The Borg, now 4 original drones and 6 assimilated Klingon drones, will 
attack, and destroy, the shanty town unless the Away Team can stop them.  If 
desired, during the conflict, an Away Team member can get infected by Borg 
nanites, their fate up to the whims of the story (such as the possibility of leaving 
them “partially” assimilated, opening the doorway for interesting, and tragic, 
alterations of character.  This should be up to the player, however.)
 Upon defeat of the Borg, the Away Team must make their way quickly 
back to their entrance point, and will find themselves whisked back to their own 
century.  The Klingon bunker is gone, and the Guardian informs the team that is 
the question it was awaiting, “What happens when paradox occurs?”  In 
response, the Guardian transports them back to their ship, then entropically 
fades from existence.
[Rewards:  1 Merit and Alms for Oblivion accolade]               3



KLINGON WARRIOR BLOOD & HONOR 
TODAY IS A GOOD DAY TO DIE!  

Agility:  2 Endurance:  4 Perception:  2 Strength:  4
  BRAK’LUL (P)   POWERFUL

Craft:  2 Knowledge:  2 Reasoning:  2 Willpower:  2
Deception:  1 Empathy:  1 Persuasion:  2 Resources:  2
    INTIMIDATING

Crippling Blow (1 FP for +3 WR on next attack)
Fearless (+2 Willpower to resist fear-oriented effects)
Scary (+2 Persuasion rolls to intimidate)
Strong (+2 Strength rolls involving applications of might)
Stun Resistant (Immune to normal Stun settings)
Tough (+2 Physical stress boxes)
Weapon Specialist - Bat’leth (+1 to attack rolls)

Bat’leth (Lethal; WR +3; DUAL WEAPON, HEAVY (P))
D’k tahg (Lethal; WR +1; SPRING-LOADED BLADES)
Disruptor Pistol (Stun/Lethal; WR +4; Rng: 2 zones; DISINTEGRATION, 
THERMAL)
Combat Armor (1 Mild Consequence)

Physical  nnnnnnnnnn(Armor:  nnn)
Composure  nnnn
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klingon warrior 
 Aggressive, bold, strong and 
tough, Klingons make the galaxy’s great-
est warriors.  At least, that is what they 
claim, and there are few that could argue 
that claim.  They stand a few centimeters 
taller than the average human, but weigh 
considerably more -- all of it muscle.  
Klingons are patriotic to a fault, and put 
the needs of their Empire over personal 
needs nearly every time.  Honor means a 
great deal to a Klingon, particularly if 
upholding it means their own death.



BORG DRONE RESISTANCE IS FUTILE YOU WILL BE ASSIMILATED

Agility:  2 Endurance:  5 Perception:  3 Strength:  4
  UNRELENTING   
Craft:  3 Knowledge:  2 Reasoning:  2 Willpower:  6
      HIVE MIND (P)
Deception:  1 Empathy:  1 Persuasion:  2 Resources:  2
      COLLECTIVE

Adaptability (Borg adapt to environmental and energy effects; after 
suffering 2 or 3 attacks from a given non-physical source, they 
adapt shields that render them immune)
Assimilation (A victim that suffers a Moderate (or worse) Conse-
quence in close combat with a Borg is considered infected with 
Borg nanites.  That victim continues to suffer 4 Stress per 
exchange until “taken out” and are considered assimilated.)
Natural Armor (-1 suffered damage)
No Pain (immune to Stun and pain-inducing effects)

Cybernetic Attachments (Armor; WR+2; +2 Perception & Craft)
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borg drone 
Homeworld:  Unknown world now transformed into 
one of thousands of Collective nodes.
Language:  Borg communicate in code and pulses, but 
are capable of communication in any assimilated species’ 
language.
   Culture and History:  Borg  
   history is unknown.  They are 
a    quasi-species that is comp-  
   rised of assimilated cultures,  
   species, and technologies  
that, as a Collective hole, create the entity known as the 
Borg.  They are a hive mind and have no unique identities.
Physiology:  Borg are humanoids, based on the assimi-
lated species.  Being cyborgs, they are outfitted with 
mechanical parts.

Racial Aspect:  BORG

Specialty Aspect:  HIVE MIND (P)
ADVANTAGES:  ADAPTABILITY, 
ASSIMILATION, NATURAL ARMOR, NO 
PAIN

Advantage Cost:  15


