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NTRO DU C T ION 
"Glorious," the commander sa id, with an air o f smug appreciation. 

"Simply g lorious." 
Piras, Centurion of the Kormo rex, regarded the main viewscreen 

w ith a s imilar appreciation . Th ere, in front of him, d rifted the U .S .S . 
I nv inc ible, bleeding plasm a from its port side, arcing energy from the 
stump of its destroyed port nacelle. Invin cible indeed, h e thought. He 
shared the commander's e nthusiasm an d pride. 

" The new singularity torpedoes work flawlessly," the commander 
said proudly. 

"Indeed," Piras replied. "Now, we go h ome." 
"H ome?" Commander Meth asked. Piras detected the hint of disap­

pointment in his first officer's voice. 
"The Federation ship undoubtedly sent a distress ca ll to whatever 

ships may b e in the a rea,'' Piras expla in e d. "Th e re a re like ly severa l 
starsh ips converging on these coordinates even as we speak." 

"All the more reason to destroy the sh ip," Varok, the ship's Legate, 
coun tered. While Meth spoke from e nthusiasm, and an earn est desire 
to serve the Praeto r, something Piras could appreciate, the schem ing 
Legate had his own, ulterior motives. 

Piras suspected he would file a report as soon as they returne d to 
Romulan sp ace. A lthough not as ruthless as the Tal Shiar, officers of 
the Ta l Diann often got a head b y second-g uessing their commanding 
officers. Varok w o uld characte rize the e n counter as cowardice, or 
derelic tio n of duty. Yet Pira s did not fea r retribution . He had friends in 
both the Star Comm and and the Senate . 

Commander Meth took up the cause next. "Centurio n , we are 
cloaked. We have suffered minimal damage. And we have the Empire's 
newest weapon. In the name of D 'era, we should finish off the 
Praetor's e nemies ." Piras could see th e others o n the bridge being 
swayed by the a rgument. H e found himself agreeing inwardly. But 
there were larger issues to be considered and hig her orders to be fol­
lowed. 

"The Empire's newest weapon means little if none surv ive to te ll of 
it. The starship vvill make a full report of the encounter," he said, satis­
fied, "and the Federatio n will fea r the sing ularity torpedo." 
Commander Meth stood there, mute. H e k new better tha n to continue 
c hallenging his commanding officer. 

"Set a course for our side of the Neutral Zone," the Centurion 
ordered. The bridge crew responded with quiet efficie ncy. And o nce 
inside the Neutral Z one, he continued his thought, we'll let down o ur 
cloak and a llow the starships to detect us . They'll violate the treaty to 
come after u s. Then we'll spring our trap-a w ing of warbirds, all 
a rmed with s ingularity torpedoes. The Kormorex had to be ready for 
the coming fig h t, h ad no time to tarry with cripp led starships. The Star 
Comma nd's orders had been explic it. 

Suddenly, the Kormorex shook w ith the impac t of a weapon. The 
crew swung into action. "Photon torpedo damage, deck s 7 2 and 7 4. 
It's the Invinc ible!" Tactical reported. "Somehow they've found us!" 

"Not as crippled as we thoug ht," Piras muttered, impressed not only 
by the inven tiveness of his opponent, but b y the audacity. He pushed 
aside questions of how the s tarship had pierced the cloaking device. A 
new game w as afoot. "Tactical, arm torpedoes. It looks as though we 
will have to destroy the In v incible ... . " 
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The Way Of D:lera 
The ir warbi rds slip inv i sibly through sp ace, striking 

like a bi rd of prey swo o ping dow n on an unsu sp ecting 
m o use- swif t ly, suddenl y, surely. The ir spies-tena­
ciou s, cap able--infiltrate the most sensitive areas, 
turning up in th e most surprising places. Like m aste r 
ch ess p layers, th ey think dozens of moves ah ead , m ove 
the ir pi eces in combination, and send out the ir p awn s 
to test the skill o f th e ir opponents. They a re the 
Ro mulans-perhap s the most dangerous, and certa inly 
th e m ost insidi o us, threat to Federation security. 

A cco rding to Romulan mythology, the Vhorani c re ­
ated the Vulcan/ Romulan species at Vorta Vo r and 
c h arged the ir c hildren w ith a mighty task : o n e day to 
rule over the stars. Th ey set their children o n a f ie ry, 
d esolate world, w ith few of the el em ents n ecessary fo r 
li fe, to teach them an important lesson-the survival of 
the f ittest. These an c ient an cestors fought m an y b attles 
o ver land, food , and w ater. Natural selectio n w in­
nowed o ut the weak, and the strong surv ived . 

Thus were the children of the V horani fashio ne d in 
the heat of t he Vulca n forge . When the ancien t V ulcans 
turned t heir b acks o n their legacy, embraced a fa l se 
p h i losophy, and quenc h ed the fire that burned in the ir 
hea rts, those w h o unde rstood their destiny fled to the 
stars. These fu ture Ro mulans could no l onge r 
rem a in o n V ulcan , the world of their 
testing, and instead ventured into 
th e Endless Sky. 

In m any w ays, the Romulans are 
the mirro r image o f their Vulcan 
cou sins. The Ro mulan h eart still burn s 
w ith t he f ire of th e ir an c i ent Vul can foreb ears. 
Where the V ulca n s a re em o ti o nless, th e 
Ro mulans embrace passio n. W h e re the Vul can s 
are p eaceful, the Romulan s pursue war. W h i le the 
V ulca ns a llow logic to be th e ir guide, the Ro mulans 
fo llow t he i r hea rts. V ulcans c herish the infin i te diver­
sity found in infin ite combinations thro u gho ut the u n i­
verse. For Ro mulan s, the re c an b e onl y o n e way--the i r 
way, the Way o f D 'e ra. 

From t he ir humble b eginnings on a new p lane t, the 
Romulans forged an empire thro u gh conquest and 
dominati o n. Remus, tw in to the h om e p l an et o f 
Ro mulus, was the f irst in a long line o f plan ets to fa ll 
to Romulan aggressio n. As humanity venture d b eyond 
its solar system , exp anding across a new f rontie r, it was 
the Ro mulan s w ho presented Earth w ith its f irst inte r­
stella r c hallenge. In this, the i r first war, w ith Earth, the 
Ro mulans m ay h ave b een b eaten, but they were not 
d efeated . They re treated b ehind the ir N eutra l Zone, 
turned the ir attentio n e lsewhere, and bided the ir time . 

Over an d over, they w ould return to test the ir n e ig h­
b o rs-the Klingons, Taurhai, and Fed e ration- p ro b ing 
for weakness, ch a lleng ing t hei r reso lve. Fo r if a people 
refu se to accept Romulan rule rship, they must be m ade 
to see the e rror o f the ir ways. For Romulan s, each 
op ponent presents a new c ha llenge, calling them o n to 
greater effort, and rem inding them of the ir ch a rge­
one day to ru le the Endless Sky. 

INTRODUCTION 
The Way of D ' era inc ludes an abundan ce o f info r ­

m atio n to enhan ce any Star Trek: The N ext Gen eratio n 
RPG seri es. As implacable foes, the Ro mulans ca n 
c h a llenge an y Sta rfl eet c rew. Face o ff aga inst the com -

m ander o f a Romul an w a rbird in a d a r ing cat-and­
mouse game along the N eutra l Zone; pursue ruthless 
Ta l Shiar agents w ho seek to bring down the Fe d eratio n 
from w ithin; o r p e rhap s com e to an agreement w ith 
these noble a liens, in true Star Trek fash ion . Set your 
series in Romulan sp ace, and exp lo re the Star Trek 
milieu from the ir p o int o f v iew. Take command o f a 
D 'deridex -class w arbird, pushing the b o undaries of 
Romulans space and adding new worl ds to the Empire; 
c hase dow n traitors to the Empire o n t he streets o f 
Va l 'd anadex Trel; or struggle fo r reuni f i cation w ith your 
Vulcan relatives, and p e rh ap s b rin g p eace to the 
Romulan Empire. 

WHAT'S IN THIS PRODUCT? 
From the magnificent capita l o f Va l'dan adex Trel to 

c lient worlds on the fringes o f Ro mulan sp ace, f rom 
the feared Tal Shiar to the disting ui shed legislato rs of 
the Romulan Senate, The Way of D 'era provid es per­
hap s the most comprehensive info rmatio n currently 
avail able on this m yste rious, yet n o ble p eople. 

BOOK ONE: THE ROMULANS 

C H APTER O N E : TH E R OMULANS 

The Romula n s p rovid es an o verv iew o f 
Romulan hi sto ry, physio logy, and 
cu lture, and an swers burning ques­
tions like : D o Ro mulan s feel th e 

blood stirring o f p o n fa rr? Can they 
mind m e ld? H o w did they evo lv e 

f rom a b and o f wande re rs into a mighty 
empire? 

CHAPTER T wo: T HE CONSCIENCE OF 
THE E MPI R E 

The Consc ie nce o f the Em p ire d eta ils the Ro mulan 
governme nt. W hile every p o li t ic ia n , fro m low ly 
bu reau c rat s to p owerful senato rs, serves the interests o f 
th e Empire, th e Romulan governm ent can be a h otbed 
o f pl o ts and c o unte rplo ts. 

CHAPTER TH REE : T HE RAPTOR' S TALON 

The Rap tor 's Talo n details the o rgani zation o f the 
Romul a n military. Whil e m ost o utside rs see the 
Ro mulan Sta r N av y as a unifie d o rganization , m any 
senators retain control o f the ir own f l eets, ad d ing a 
new dimension to politica l b attl es. Th is ch apte r d eta il s 
the Sta r N avy and its branches. 

C H APTER F OUR : T H E DEFENDERS OF D ' ERA 

The D efenders o f D'era covers the secretive sec uri­
ty fo rce of the Ro mulan Empi re, feared by Ro mulan 
an d Fed e ratio n c i t izen a li ke--the Ta l Shia r. Their fa r­
reaching powers, si ng le-minde d dete rminat ion, and 
ski II at deception m ake them im p ressive comrad es, 
and fo rmidable foes. 

C H APTER F IVE : T HE T OOLS OF CONQUEST 

T he Tool s of Conq u est d et ai l s the dev ices and tech­
n o logy employed b y th e Empi re. A ltho u g h the 
Ro mulans u se tri corde rs and PA D D's, th e ir tec hnology 
di ffers si gnificantly f rom th at o f th e Fed erati o n . 
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CHAPT ER S IX : B IRD S O F P R EY 

Birds of Prey provides information on Romulan star­
ships. While the D 'deridex-class w arbi rd is the ship 
m ost ide ntified w ith the Romu lans, th e Empire 
employs a variety of vessels-from small Theta-class 
couriers to g iganti c Vereleus-c lass dreadnough ts. Thi s 
chapter provides detai ls on several new Romulan star­
sh ip classes and ship types. 

C H APT[ R SEV EN : TH E ROMU LAN D OMA I N 

The Romulan Domain covers the vastness of the 
Romulan Empire, describ ing key sectors within thei r 
space. Find o ut what l ies on t h e other side of the 
Empire, including ·a detailed treatment of the Taurhai 
Unity, the a liens who occupy the Romu lans as much as 
the Federation does. 

CHAPTER EI G H T : WORLDS O F THE E MPIRE 

Worlds of the Empire describes the m any p lan ets 
that fall with in the Romu lan sphere of in f luence. From 
long-tim e Romu lan colo nies to plan ets and peoples 
absorbed by the Empire-th e Romul an Empire con­
ta ins as much adventure as Federation space. 

CHAPT ER N INE: R OMULUS 

Ro mulus provides a detai led 
overview of th e home planet of the 
Romul an peop le and seat of t h e i r 
mighty Empire. From the Firefalls of 
Gai'Gathong to the sh ores of the Apnex 
Sea, there is much to see and do on the 
Romulan ho m eworld . 

CHA PTEI T EN : R EMUS 

Romulus is not the o nly world d ear to the Romulan 
heart. Remus deta ils the p lanet o ften mentioned in the 
sam e b reath as the Romulan homeworl d. Find o ut 
what l ies o n this, the cente r of t he Romulan military 
effort. 

BOOK Two: ROMULAN CHARACTERS 

CHAPTER ONE : C H A fxACTE R CREATION 

Character Creat io n p rov ides the reader with the 
information n eeded to c reate Ro m u lan ch aracte rs. P lay 
an up-and-coming subcommander in the Romu lan Star 
N avy, a subtle and cunning agent in the Ta l Shiar, an 
official in the Romulan government, or a member of 
the Vulcan Reunification Movement. 

CHA PTE R T wo : SKIL LS A ND T R A IT S 

Skills and Traits provides new Ski l is, Advantages, 
and Disadvantages, as wel l as updates of some o ld 
ones wi th a Romulan twist. 

CHAPTEI~ TH REE: SCIONS O F THE E MPIR E 

Scions of the Empire deta i ls some of the m ost 
impo rtant peopl e in Rom u lan space. Becom e one of 
the Praetor's ento urage, go on an assignment for 
Senator Kassu s, or confront the l ikes of Commander 
Tom a lak o r Se la. 

CHA PTER Fou R : ROMU LA N S ER IES 

Romulan Series provides Narrators with guidel ines 
for including Romu lans in the average Starfleet cam­
p aign , and for crafting episodes set in Romulan space. 
A l so included are rules pertaining specifical l y to 
Ro mulans w ith wh ich the Narrator shou ld be familiar. 
Create and play entire series with Romulan characters 
set in the Star Empire. 

BOOK THREE: ROMUlAN ADVENTURES 

ADVENTU I~ E 1: T H E G ENTA RA I N C IDENT 

On the Romulan protectorate of Gentara, t he native 
inhabitants chafe at the yoke of Romulan dominion 
and secretly plot rebell ion. The situation attracts the 
attention of a powerful Romulan Senator in a complex 
and subtle game of political chess, with Gentara as the 
board. Can the C rew of a Romu lan warbi rd stop the 
rebel l ion, and uncover the web of intrigue that lies just 
below the surface? Or a re they merely pawns in a 
muc h larger game? 

ADVENT U RE 2 : D U T Y OR CONSCIENCE 

The Federation h as long abided b y the Prime 
Directive, the law preven ting interference 

w ith p r imitive cultures, a lthough 
many have g rapp led ph i losophica l­
ly with the ramif i ca tions. A simple 

i nvestigati o n o n a sma l l m 1n1ng 
colony leads to a much greater mora l 

di lemma for a Crew of Starfleet officers. 
T he ramifications have far-reaching effects­

a l l the way into Romulan space. 

The Way of D 'e ra includes four maps on two dou­
ble-sided p oster sheets. The first map shows the major­
ity of Ro mulan space, p inpointing the sectors and 
p lanets detailed both in this product and oth ers pub­
l i shed by Last Unicorn Games. 

Th e second map revea ls the topograph y of 
Va l 'd a nadex Trel, th e capital c i ty of the m igh ty 
Romu lan Empi re. The Romulan and Reman home­
worlds comprise the third and fo urth maps. Fi na l ly, the 
last sheet provides a conven ient recogni t ion c hart 
showing a selectio n of Rom u lan vessel s and Sta r Navy 
un iform s in c u rrent u se. 

HOW TO USE THE WAY OF 
D"'ERA 

Using the material presented in The W ay of D 'era: 
The Romulan Sta r Empire, both p layers and Narrators 
can enhance any already existing Star Trek: The Next 
Generation RPC series. The material on Romu lan c ul­
ture, po l itics, the Tal Shiar, and the l ike is meant to 
spa rk ideas and foster stor ies. Why did th e Romu lans 
attack thi s world? How does a political battle in the 
Sen ate lead to increased tensions along the Neutra l 
Zone? What would the Romulans do i f they learned of 
a working l conian gateway, or a new form of warp 
drive being developed by Starfleet? 

A lthough th e an swers to t h ese q u estions can be 
simple, w ith the mate r ial presented herein Narrators 
and players can lend thei r Romulan an tagonists and 
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characters a deeper motivation than that of simply 
opposing the Federation. With a fuller understanding 
of Romulan culture and society, you can add subtle 
nuances that turn a fairly routine episode into some­
thing richer. The material presented in these books will 
allow you to play entire Romulan series set in and 
around Romulan space. 

The Romulans do not see themselves as villains 
conquering worlds for the sake of conquest, but rather 
as a people with an admirable way of life--one worthy 
of expansion. To them, other species--humans, 
Cardassians, and Klingons--are the villains, for they 
do not acknowledge the rightness of Romulan culture, 
and do not submit to Romulan domain. Yet not every 
Romulan would agree with a particular course of 
action; there are as many interpretations of O'era as 
there are Romulans. In the classic Star Trek tradition, in 
time, perhaps, Starfleet player characters may come to 
understand what drives the Romulans, and through 
understanding reach peace. 

But The Way of D 1era really comes into its own 
when used as a setting for a Star Trek: The Next 
Generation RPG series. Players can explore the 
Romulan perspective by playing the role of a stalwart 
Romulan soldier, an ingenious Tal Shiar agent, or a 
progressive member of the Vulcan Reunification 
Movement. Become embroiled in political intrigue 
between powerful Senators. Safeguard the Empire from 
disloyal citizens who would destroy the Romulan way 
of life. Explore new worlds and bring them under the 
Imperial banner. Or work from within to reunite the 
Romulans with their Vulcan cousins. This product pro­
vides Narrators with plenty of information to take their 
series beyond the Neutral Zone and deep into the heart 
of the Romulan Empire. 

CUSTOMIZING THE ROMULAN 
BOXED SET 

While this product attempts to present all the infor­
mation on Rorriulans covered by the television shows 
and movies, and provide the reader with the back-

ground information necessary for a roleplay ing game, 
the Romulans are a complex, v ibrant peop le, requiring 
volumes to cover, not pages. Narrators should consid­
er the information presented in The Way of D'era as 
guidelines rather than hard-and-fast rules. 

One of the most enjoyable aspects o f being a 
Narrator comes when creating your own material. You 
get to exercise your own creative v ision and make the 
setting your own. Something contained herein might 
not suit your storytelling needs, or you might want to 
add your own ideas to t he mix. You may want to add a 
region of space, one unclaimed by the Federation and 
the Romulans, fraught with intrigue and brinkmanship. 
Add it. You might prefer to leave the Praetor's position 
unfilled, and set y our series against the backdrop of a 
succession battle. Change it. As the telev ision shows 
and movies reveal more information about t he 
Romulan Empire, Narrators will want to include th is 
material. We encourage you to expand on the infor­
mation contained within, to make the Romulan Empire 
your own creation. Ultimately, you 're the producer of 
your own series. 

THE I CON LINK 

In the Way of D'Era we also i n troduce Last Unicorn's 
newest addition to our product line-up: the Icon Link. 
Inside of all our new products, you w i ll f ind the icon 
you see floating beh ind tl'i~e*t. This icon means that 
you can find addition.\) m~tXrial , on the subject you 're 
reading about, at the Last UmicQrlil Games website. 

This material has b~en~ dreated to add value for our ·--:.- ., 
fans and players. Examples might include, expanded 
history facts and timelines, new templates and overlays, 
or new starship classes. As much as we wou ld like to fit 
everything into our new products, we do have limited 
space, so we c reated t he Icon Link so that you won't 
miss anything we have words and art for! Enjoy! 

Check all of our Way of D 'Era Icon Link information 
at www.lastunicorngames.com. 



THE ROMULANS 

The most striking thing a first-t ime observer notes about Romulans are 
the similarities between Romulans and Vulcans. The first time a 
Starfleet officer la id eyes upon a Romulan, in the 22nd century, dur­

ing an unprovoked attack on Federation starbases along the Neutral Zone, 
the officer wrongly assum ed Vulcans and Romulans were one and the same 
p eople. Beyond the obvious physica l similarities, however- notably the 
pointed ears, high cheekbones, and slanted eyebrows- the Federation 
quickly learned of substantial differences between the two Vulcanoid 
species. The Romulans, passionate and warlike, seemed the mirror reflec­
tion of the cold, logical Vulcans. In thei r physiology, culture, and history, 
the Romulans differ significantly from their Vulca n cousins. 

Romulan Physiology 
Only slight physical differences separate the Romulans from their b io­

logica l cousins the Vulcans. From their heart, placed where the liver is 
among humans, to th eir green blood, Romulans and Vu lcans share n early 
identical biologies and chemistries. A few differences are worth noting, 
however- differences ascribable to the m any years spent apart in distinct­
ly different environments. 

Romulans possess o nly a vestigial inner eyel id: They no longer live 
under Vulcan's bright sun, and the inner eyelid which evolved in V ulcans to 
protect them from their sun's harsh light has begun to deteriorate among 
Romulans to the point of functionlessness. A small number of Romulan 
infants have been born bereft of this add itional lid, and Romulan geneticists 
surmise that within another few centuries the majority of their people w ill 
lack even the vestigial lid. · 

Likewise, the gravity of Vulca n- which contributed to that world's 
inhabitants' great strength-is different from the gravity of the Romulan 
homeworlds and colonies. The change in environment is noticeable and 
m easurable: Although Romulans are somewhat stronger on average than 
humans, they have lost the even greater strength and endurance of their 
Vulcan kin. 

The Romulan li fespan is stil l prodigious; it is not uncommon for 
Romu lans to pass two centuries in age. 

Romulan Psychology 
Although Romul ans and Vulcans share a common ancestry, the two peo­

ples are psychologically worlds apart. Where the V ulcans are a stoic and 
logical peop le, the Romulans are vibrantly passionate, acting more from the 
h eart than from intricate philosophica l reasoning. 

Romulans have been described as a study in contrasts: equal ly capable 
of savagery and tenderness, both passionate and emotionless. Romulans 
con sider themselves a study in authenti city, however: They decry the bel­
ligerent posturings of K l ingons, the fo rced placidity o f Vu lcans, and the 
bland softness of humans. Romu lans understand that any day may be their 
last, and so they live neither controlled by emotions nor controlling them. 
The Romulans live their lives fully. To them, the Vulcan "Time of 
Awaken ing" was not a period of enlightenment, but a time when their 
V ulcan ancestors cut themselves off f rom a vita l way of experiencing and 
interacting with reality. The Romu lans cal l th is " The Renunciation." 

The Romulans have historically been a violent species. They are a war- ~ 
rior culture, and martial conquest is prized and honored. Where the Y 
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Vulcans turned away from war, as they turned away from 
emotion, the proto-Romulans continued to embrace v io­
lence as a means to an end. "We are warriors," they 
argued. "Why deny our very nature?" When the followers 
of Tell us f led V ulcan, they retained thei r warrior natures, 
but moved away from the internal stri fe that characterized 
Vu lcan ant iquity and toward mil itary conquest. 

D/ERA: A PSYCHOLOG I C AL 
URGE 

It was in response to Surak's message of peace through 
emotion less logic that the phi losophy of D 'era, the 
"Endless Sky," developed. A Vu lcan known as Tell us 
spread his own m essage, justifying Vulcan's bloodthirsty 
history. His epic poem, The Way of D'era, drew upon 
obscure myths, describing how an ancient species ca lled 
the Vhorani created the Vulcan people at Vorta Vor, the 
Wellspring of Creation. The Vhorani deposited their c hi l­
dren o n the Vulcan homeworld, Te llus reasoned, because 
of its severe envi ronment, to temper the Vu lcans thro ugh 
adversity and war. 

According to D 'era, as the heirs to the Vhorani, the 
Vulcans were destined to be the caretakers of the uni­
verse. O n ly through constant struggle, Tellus taught, 
could the Vu lcan people b ecome strong enough to accept 
the Vhorani mantle. To accept Surak's message was to 
abandon the ir birthright as caretakers of the universe. As 
the Children of the Vhorani, it was their right to ru le the 
weaker species, and thei r manifest destiny to rule the 
stars. A l though Tellus' Way of D 'era attracted som e fol ­
lowers, Surak's teachings captured the Vu lca n mind. In 
the end, Tellus' fo llowers fled the V u lcan homeworld to 
fulfill their sacred m andate. 

To this day, D'era dominates the Romulan p syche. By 
embracing their passionate, warli ke natures, Romul ans 
believe they keep the true legacy of the Vhorani alive. 
D 'era defines their history and their worldview. A ll other 
peoples are ultimately inferior to Romu lans, and thi s 
b elief fuels Romu lan smugness and arrogance in dealing 
with o utsiders. But O 'era remains more than simply man­
ifest destiny: It is a ca ll ing to a unified purpose that tran­
scends individual limitations or agendas. It is obedience 
to a higher ca use, and it is an obedience that gives the 

Romulans the discipline that keeps them from tearing 
each other apart. As a resul t, the Romulans developed a 
shared tendency toward loya lty, obedience, and disci­
pline in the name of a higher power-be i t the govern­
m ent o r the military o r the cosmic mandate of D'era itself. 

Thus it is easy for the Romulan leaders to demand loy­
alty and obedience: The Romulans do not deliver it out of 
fear but rather out of thei r own desire to fu l fi ll Romu lan 
destiny, or their own inborn need to b e loyal and obedi­
ent. Romulans lead and follow w ith almost equal re l i sh, 
secure in the knowledge that they adhere to D 'era, and 
on ly rarely defy an order. 

Likewise, framed through D 'era, honor has a different 
meaning for the Rom u lans. H onor is not superficia l 
integrity or warrior bravado: It is a reflect ion of Romulan 
accomplishment, on the personal, fam i lial, and imperial 
levels. A family w ith a strong history of service and meri­
torious actions in the Praetor's name is a family of great 
ho no r. The Romulans have been called a people of strict 
moral compass, yet at t he same time their opponents 
c harge them with terrorism, espionage, and treaty v iola­
tion. To the Romulans, these are all allowable actions 
within their strict code of ethics, which centers on the 
expansion of the Empire. 

THE P ATH OF D ' ERA 

According to legend, when Tellus was asked during 
the great exodus, "What is a Romulan ?", he delivered the 
four Virtues of the Way as his apocryphal resp onse. W hi le 
many scholars, phi losophers, and historians have ana­
lyzed and studied his words over the centuries, his 
expression remains a remarkable and e legant distillation 
of the fundamental precepts which embody D'era. 

The virtues espoused by Te llus also reflect the 
Romulan belief in their own manifest destiny as a people. 
Believing themselves to be the hei rs o f the Vhorani, thei r 
philosophy of life carr ies w ith it a certainty normally 
reserved for a "chosen people." To the Romulan mind, 
Humans are weakened by their compassion; the Vulcans 
strayed from the ir heritage long ago; the Ferengi are little 
more than laughable upstarts; the Klingons remain slaves 
to their ridiculous honor-only the Romu lans carry the 
pure flame of thei r Vhoran i forebears. In thei r never-end-



ing search for Vorta Vor, they have come to embrace their 
destiny as a p eopl e: to walk in the footsteps of their 
immortal sc ions and follow the sacred Way as they co n­
tinue their glo rious exp ans ion throughout the galaxy. 

Known to every Romu lan since youth, the fou r v irtues 
are: Devotion, A llegiance, Discipline, and Fidelity. Most 
Romul ans consider these to be the legacy of Te ll us; they 
are the guides he left behind to ai d Romulans on their 
long j ourney a long the sacred Way. 

D EVO T IO N 

Largely a family v irtue, D evotion imp lies loya lty to the 
family; the inherent authority this represents gives 
strength and unity to the family, an important concept in 
an Empire where family ties and genealogies often date 
back to before the founding. In a larger sense, Devotion 
connotes loyalty to state and Empire, a w ill ingness to 
obey the law, serve fa i thfu lly, and practice patriotism con­
sistent w ith justice. M any Romu lan poets and artists con­
sider Devotion to be the foundation upon w hich D'era 
rests. 

A L L EG IANCE 

The basis for a ll imperia l justice, A llegiance assum es a 
unique rol e in the l arger cultu re of the Emp ire. It conno tes 
truth in a ll of its various gu ises-in the payment of debts, 
the keeping of one's sworn oaths, the p erformance of 
duties entered into through contracts. D eeply based in 
relig ion, phi losophy, and law, Allegiance serves as the 
foundation for much o f Romu lan public and private life. 
Breaking a sworn allegiance is considered a v iolation not 
only of another's rights, but a violation against Romulan 
society itself. Often stronger than written law, A llegiance 
is the bond w h ich unites a ll e lements of Romu lan society, 
no m atter how small or insignif icant they may be. 

D ISCIPLI NE 

A supplem ent to A llegiance, D iscipline represents 
absolute self-contro l and self-p ossession, a dignified and 
unconcerned attitude toward both good luck and ill for­
tune. Sometimes confused w ith cert ain schools of Vu lcan 
logic, it d i ffe rs from these philosoph ies in t hat it conno tes 

the concept of emotio nal cho ice, not the repress ion of the 
same. According to Romu lan phil osophy, an ind iv idual 
makes h is own destiny; he doesn't simp ly fi nd it. For this 
reason, the concept of luck remai ns an a lien notion to 
most Romulans; luck becomes a function of conse­
quences, of t he resu lts of one's own actions. 

F I D ELITY 

Another component to Allegiance in th e m inds of most 
Romu lans, the concept of Fidelity i s most often attributed 
to Tell us himself; representing perseverence and unswerv­
ing focus even under the most tryi ng c ircu mstances, this 
v irtue guides a Romulan in his daily life. It represents 
doing w hatever is necessary and right to win success. 
Many Romulans fee l that the Star Empire itself embodies 
the greatest expression of this virtue-in a long and often 
dark history, the will of the Rom ulan people has never 
broken. 

By d il igently following these v irtues, a Romulan 
acqui res dignity (reputation, esteem, and honor) and 
autho rity (respect and the prestige necessary to be a true 
leader). These quali ti es are highly prized , since they serve 
to confi rm a Romul an public o r military f igu re's leading 
ro le in society. Those w ho serve the em p i re well, per­
forming their duties fa ithfu ll y and with honor, gain the 
prestige (and therefore the power) necessary to a llow 
them to continue to l ead their people . Thi s power, of 
cou rse, g ives them the opportunity to earn even more dig­
nity and authority, the reby enhancing thei r status further. 
Thus continues the age-ol d competi t ion among the 
Romulan aristocracy, all in the name of furthering the 
imperial agenda and expanding the empire. Such quest­
ing for destiny and g lo ry embodies the very essence of 
D'era. 

T H E CHEMISTRY OF EMOTI ON 
The d i fference in temperam ent between Romulans 

and Vulcans has produced a number of noteworthy phys­
iolog ica l and neuropsychological variances. Becau se the 
Rom ulans do not reign in t he ir emotions-indeed, they 
give in to them free ly- they do no t suffer from Bendii 
syndrome, or any o f the oth er p sychoemotive affli ction s 
o f Vu lcans. (The Ro m u lans p oint to this factor as evi-
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den ce that their way, as o pposed to Surak's way, is nor­
m a l and healthy.) Fo r sim i lar reaso ns, p erhaps (and a lso 
possibl y as a resul t o f diffe rent endocrine c hemistries, 
them sel ves stemming from different pl aneta ry bio­
c hemistries), Romulans no longer engage in pon farr. 

PSYCHIC ABILITIES 

A no ther profo und differen ce sep ara tes the V ulcans 
and Romulans: The Ro mulan s lack Vul can p sychic abi l­
i ties. Both share the sam e geneti c predisp ositio n for psy­
chic traits, but as the Vulcan peoples turne d inward, 
b ecoming more refl ective and foc use d , th e ir p sychic 
ab ilities w ere enh an ced-an opportunity n o t available 
to th e Romulans. 

Neither are Romulans entirely bereft of psychic tal­
ent . The p redisp osi tio n rem a ins, even if t heir hi sto ry and 
c ultu re have no t ca tered to its d evelo pment. O n rare 
occas ions, a Ro mulan is born w ith p sychic abilities 
a lmost equa l to th ose o f Vu lcans. Su ch Romulans ty p i­
ca lly d emonstrate the ir p owers around earl y ad o les­
cence, and the Romulan military routine ly tests c hildren 
fo r psychic powers, sending those children recognized 
as ta l ented psy chi cs to the Imperia l Institute of M ental 
Sc iences, where th e psychics train to ho ne the ir powers 
in the serv ice o f the Romulan Star Em p i re. 

Som e Romul ans m anage to h id e thei r psychic abi li­
t ies, wanting to avoid b eing used as liv ing weapons for 
the ir Praetor. Som e even turn to Vu lcan teachings, in 
h opes o f better understa n~ing and focusing thei r g row ­
ing p ower. The Tal Shia r g reatl y fea rs dissidents o f such 
su btl e power, and is a lways on th e lookout for them. 

The Romulan Way 
The earliest Romulans-or, m o re accurate ly, the ea r­

l iest Vulcans- were war-hungry, even savage. How they 
atta ined any m easure o f sci enti fic kn owled ge w ithout 

utterl y destroy ing them selves remains a m yste ry to many 
people. Though the Romulans have certainl y g rown 
beyond their Vulcan an cestors' earliest, m ost savage 
d ays, their martial spirit h as dominated Romulan c ulture 
fo r gene rations. 

SCIENCE: CONQUEST'S TOOL 

Romulan sc ience is, and has a lways been , predicat­
ed o n military might and conquest. Space explo ration is 
pursued to further the Em p ire; Romulan doctors develop 
surg i ca l procedures as a result of combat medicine; sci­
entifi c research serves the state. 

This i s not to say that Romulans are n o t inquisitive, 
n o r that no Romulan has ever explored unch arted space 
simply for the merits o f exploration. But the state sup­
ports science, and the state is more pragm atic than 
philosophica l. If exp eriments are not of immediate, 
dem o nstrable va lue to the Emp i re, the Sen ate c uts their 
funding in favor o f othe r, more utilita rian studies. 

The Romulan A stro physical Acad em y i s the h ighest­
ranking institution of acad emic and sc ho la rl y pursuits in 
the Romulan Star Empire. Founded over a thousand 
years ago (as the Imperi a l College of Sc iences), it serves 
as the state's researc h and dev elopment facility, and 
trai ns future generatio ns o f Romulan scientists. A net­
work o f other institution s coordinates stud ies i n genetics 
and medicine, astroarc haeology, geology, and o ther dis­
c iplines, but astrophysica l sciences are the m a instay of 
Romulan sci ent ifi c endeavors: It is through thi s branch 
that D 'era is given a sc ientific forum . 

Located in a heavily fortified space statio n in orbit 
aro und Romulus, the Aca dem y i s one of the m o re secre­
tive institutions in the Em p ire. O nly indiv idu a ls w ith the 
highest c learance m ay work for or v isit the Acad em y, 
and i ts work is classi fied : Divulg ing experiments from 
the Academ y con stitutes an act of t reason and is pun­
i shable by death. (Sate llite campuses and laboratories 
l ocate d o n Ro mulus i tself h and le instruc t ion and more 
p u b lic operatio ns.) 

The Academ y works c l osely w i th t he milita ry, pro­
v iding th e techno logy need ed to m ainta in the Empire's 
m ight. A cad emic ians constantly d evelop, examine, and 
test cloaking techno logies, a lternate m ethods of warp 
p ower, and a variety o f weaponry (both sh ip-based and 
hand-he ld). For these reasons, t he A cademy i s closely 
guarded : Federation, Klingon, and Taurha i spies would 
d earl y love to claim som e o f these secre ts for their own 
governments. 

ARTS: VICTORY'S HERALD 

Just as sc ien ce i s meant to further D 'era, art is m eant 
to celebrate i t. Performing, v i su a l, and lite ra ry a r ts all 
mem o ria li ze the growth of the Romul an Sta r Empire, 
f rom the days o f the V ulcan diaspora to the settling of 
Romulus to the earli est co nq u ests. T he early Romulans 
a re the heroes of the Empire, serv ing as m odels fo r a ll 
c iti zen s to emulate . 

The g reatest of a ll Romulan artistic pieces i s the 
Te l ' laa'vor, by the p oet j apell. Composed in the earliest 
cen turies o f Ro mula n exp a n sion, it n arra tes the 
explo i ts of the found ing Ro mulans, from Tellus' gathe r­
ing of his followers to the decad es-l o ng search for 
Romulus, to the con quest o f Romii-it i s t he stu f f of 
heroes overcoming adversity and en emies and nature 
itse lf. Every Romulan c hild learns the story o f th e 
Tel ' laa'vor, and it inspires a h ost o f o ther artisti c 
p i eces. Th e Ro mulan s treat the Tel ' laa'vor a lmost as 



scripture-although not considered divinely inspired, 
its narrative is unquestioned. 

The founding of Romulus is celebrated annually, as 
families read from the Tel'/aa'vor and Rom ulan commu­
nities sponso r theatrica l presentations of Th e 
Romu/'aad, a dramatic version of t he Te /' /aa'vor­
replete w ith a chorus commemorating Romulan heroism 
and bravery and v ilify ing the cowa rdly V ulcans who 
abandoned their natural heritage. 

Romulan visual a rts tr iumphantl y celebrate the 
Romulan idea l : the strong, courageous wa rr io r who tri­
umphs over all. Romulan statua ry follows artistic con­
ventions unchanged for centuries, demonstrating the 
"Romulan hero" as the paradigm of natural develop­
ment: tall, muscu la r, and stern, depicted either in fierce 
battle or standing over a fallen foe-to represent that a 
Romu lan's greatest power is not his weapon, but him­
self. 

Va rious artistic schools have, of course, developed 
different representational styles, and som e have become 
quite popular, but the art seen most commonly is that 
sponsored by the Romulan government, which fo llows 
the traditional conventions. The government is less inter­
ested in avant garde artistry than in reminding the peo­
ple of their proud heritage and their duties to D'era. Th e 
Imperial Academy of the A rts, located in the ci ty of 
KromtarTre l, in the southern continent o fValcari a, is the 
finest institution for the arts, and receives official sup­
port from the Romulan government. 

Romulan architecture and city planning are highly 
developed a rts: b road, sweeping colonnades, tall bui ld­
ings, and a unified geometric design, with civic bui ld­
ings at the geographic and symbolic center of every c ity. 
The c i ty is meant as a microcosm of the Romulan Star 
Empire, its buildings and avenues, all immense in scale, 
reminding citizens of the growth of their mighty empire . 
Of course, cities in conquered worlds tend to maintain 
their original designs, but over the course of years they 
are slow ly ""Romulanized" with statuary and bas-reliefs 
commemorating noteworthy events in Romulan history. 

RELIGION: 
RITES OF TRANSITION 

D'era is the axis of Romulan rel ig ion, which is less 
concerned w ith personal spi r itual growth than with the 
growth of the Romulan Empire: What benefits the 
Empire wi ll benefit its c itizens, and a strong and g row­
ing Empire feeds its people spi ri tua l energy. Romu lan s 
no longer speak of V ulcan gods like Ket-che/eb and 
D'era as deities of a mytholog ical pantheon, but speak 
of them as profound metaphysica l princip les which 
drive the Romu lan peoples onward. 

Rom ulan religion is dominated by a series of Praxani, 
or Rites of Transition, which indicate varying stages of 
a llegiance to D'era and the Romu lan ethos. Through 
t hese steps, the Romu lan citizen reaffirms his loyalty 
and obedience to the Romulan Star Empire, knowing 
that what best serves his state l i kewise serves him. 
Similarly, the Praxani unite generation after generation 
of Romulans, acting as a socia l bond that keeps 
Rom u lan society un ited. In many ways, th e bel iefs of a 
citizen a re less important than h is actions: As long as the 
Romulan acts in accordance with D'era, regardless of 
personal preference, then society is maintained. The 
rites described below are only a few examples of the rit­
uals conducted in Romu lan society. A soc iety as ri c h in 
tradition as the Romu lan maintains many ritua ls by 
which individual Romu lans live. 

The pontix is the Romu lan priest, who serves mu lti ­
p le purposes in Romulan religion. He conducts a ll pub­
li c ritua ls, and thus inaugurates citizens to deeper levels 
of service and obedience. Likewise, he counsels the 
Romulan c itizens in ways better to serve their families or 
their Empire. Romulan religion demands only obedi­
ence, not fa ith-but Romulan priests know a believer 
w i ll natu rally be more obedient than a citizen who acts 
merely out of social compliance. Romulan priests a re 
thus often privy to personal secrets, and though there is 
no formal relationship with the Tal Shiar, more than 
o nce a Romulan priest has reported a citizen 's question­
able activit ies and beliefs. Pontices a re paid by the 
state-there is no division in Romu lan society between 
church and state; there is on ly service to D 'era. 

Conqu ered peoples are at first denied access to these 
rites; they continue to practice their own native reli ­
g ions. Accu ltu ration is the first step in dealing w ith a 
conquered nation, and after years of acculturation, the 
Romu lan ritua l s are en acted. On ly those subjects w ho 
receive Romulan citizenship may participate in these rit­
uals-including receiving a Romulan name and receiv ­
ing a Romulan burial. Through this process, a " convert" 
to Romu lan ways accepts D'era and embraces the supe­
riority of the Romulan way. 

NIMAZ, OR NAMING 

Withi n a week after a Romulan child's birth, the fam­
ily names him after a Romulan hero, a revered ancestor, 
or another prominent Romulan. This small , private cere­
mony affirms th e newborn 's pu rpose in the Romulan 
Empire, and t he child i s raised aware of his future obl i­
gations. Parents choose a child's n ame very carefull y, 
and a Romu lan child learns early in li fe whose great 
footstep s he follows . 
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PYLANAZ I , OR C ITIZENSHIP 

At age 20, the Romul an youth-on the verge of adulthood­
affirms his a lleg iance to the Romula n Star Empire. This is a grand 
affair, as entire communities gather together each year to induct a 
new generation of Romulan men and women as new c itizens of the 
Empire. Family gatherings and celebrations follow the ri tua l , and th e 
recip ient often receives gifts from older famil y m embe rs. These g ifts 
are more than simply tokens of affection; they are often symbolic rep­
resentations of the ideals of Romulan ci tizenship to w hi ch the new 
citizen has sworn allegiance. 

SERONA, OR WARRIORSHI P 

By age 30, the Romulan adult must pledge service to the Romul an 
military. This rite is formally required of a ll Romulan citizens; to 
ignore it is dissident treason. The rite itself, however, is as elaborate 
or simple as the citizen desires: It can be administered privately or 
publ icly, in the presence of a Romulan military recruite r or in front of 
an enti re community. The more proud, trad itionalist Romulans prefer 
the public traditional Serona, in wh ich feats of strength and 
endurance are emphasized to demonstrate that the Romulan citizen 
is not simply fulfilling a requi rement, but is a worthy descendant of 
Romulan heroes. 

Service in the Romulan military is a five-year requirement, after 
w hich most Romulans retire, having successfu ll y com p leted their 
obligation. Other Romulans, however, rema in in the Romulan mili­
tary-either out of a g reater sense of duty, in quest of adventure, or 
merely for career advancement. 

A lthough it is not requi red of them, Serona service is the m ost 
common way for a conquered species to earn citizenship. These con­
scripts receive postings to nonessential serv ices, typically undesirable 
duties far from home. Upon completion of the Serona, th e client is 
granted citizenship, and may undergo the Pylanazi ri t ual. 

So' RDAZ, oR UNION 

The Romulan family is a revered institution, for the good family 
teaches its children the virtues of obedience and loyalty, and the pro­
ductive family creates more good citizens to further D'era. So'rdaz is 
Romulan marriage, a n d it is a joyous celebration . The parents of both 
families cooperate in the planning of this event, for it represents the 
merger of two units to becom e one greater unit. Infidelity is highl y 
frowned upon in Romulan society-infidelity to one's spouse indi­
cates a predisposition to disloyalty, and no doubt the unfaithful hus­
b and or wife is equally capable of treason . 

CHAROZZ AH, OR PASSI NG 

A Romulan's death is a somber occasion. When t h e Romul<;~n dies, 
his spirit has entered the cosmos and become one with thos~~o 
h ave passed before, and this i s certain ly a cause for celebration; yet 
sadness a t the p assing of a loved o n e is expected, as well. Romulan 
funerals are broken into two components: the burial, in w hich the 
dead person i s physically reunited w ith Romulan soil, and the 
Charozzah, a commemoration of the spirit. 

The Charozzah is a ten-day ritua l observed by all members of the 
immed iate famil y. Each Romulan household has a sm all altar vener­
ating the spirits of those who have p assed before, and this a ltar is 
adorned w ith a trinket b e longing to the deceased, to represent the 
d eceased's union with the great beyond. For ten even ings, the family 
gathers to recount events of import in the deceased's life, so that 
those events become part of the famil y memory. At the end of the 
tenth day, the majority of the deceased's belongings are either appor­
tioned out to Romulans in need or simply destroyed. (U sua lly a few 
personal items a re kept, for sentimenta l value, of course.) 

A Romulan traitor or any other c riminal against the state is denied 
the Charozzah. His b o dy is cremated, and the deceased's belongings 
are d estroyed as well. There is no retelling of events, nor are there any 



formal remembrances of the deceased, who is consid­
ered-accord ing to Romulan cu stom, i f not to loved 
on es- never to h ave existed. 

The dissident movement promoting reun ification 
with Vu lcan has begun slow ly to undermi ne Romulan 
c iv il religio n . V ulcan ph ilosophy teaches o ne to tu rn 
inward, and those Romulans who secretly espouse 
Vulcan idea ls have deconst ructed their Romul an tradi­
tion s, see ing th em as merely ideologica l tools for social 
unity. Th ese Romulan dissidents still publicly perform a 
number of ritua ls, in o rder to m a intain the socia l o rder 
(and keep the Tal Shiar at bay), but they h ave added a 
number of other, private rituals of meditation and philo ­
sophica l arts performed in private, away from p ry ing 
eyes. A growing number of Romulans h ave begun to 
seek out th e d issidents sole ly because of the promise of 
solace w h ich these Vu lcan techn iques are alleged to 
bri ng. Wheth er this ultimately w ill lead to simp le adop­
tion of Vulca n ways, o r a Romulan-Vulcan sync retism , 
no ne ca n say as yet. 

·A COMMON ANCESTRY 

A pivotal moment in Ramulon-Federation relations came in 
2369 when the Romulan commander Savul encountered the 
Enterprise, and witnessed an ancient hologram declaring that 
all humanoid life sprung from a common source. The Tal Shiar 
tried its utmost to keep such heresy from becoming public, 
imprisoning Savul for daring to poison Romulon minds with 
such a report. In spite of the Tal Shiar's efforts, however, news 
leaked out of the archeological find. Acting quickly, the Tal 
Shiar made o public face of discounting it as Federation prop­
aganda. Many Romulans casually dismissed it, but it struck a 
chord in the hearts of many other Romulans. Were these 
ancient beings the Vhorani? Old memories of emissary 
Coithlin Dar's suppressed report on her alleged voyage to 
Vorta Vor in 2287 resurface and circulate in the same under­
ground circles. Are Romulans and humans more than simply 
neighbors, but kin? Should humans and Romulans therefore 
be partners rather than enemies. 

Warriors of the Endless Sliy: 
Romu/an History 

The Romulans are well known across sp ace as a war­
rior people, and this is ev ident in their history. Yet 
between the hundreds of b attles and the voracious 
expansionism of the Romulan Star Emp ire is a proud 
peop le with an ancient heritage, a people w h o live for 
duty and for the bette rment of thei r own kind, fo llowing 
a str ict code of conduct w h ich has given thei r people a 
sense of m eaning for mill ennia. 

VHORANI, THE ANC IENT ONES 
For many, Romulan h istory begins on Vu lcan, with 

the proto-Romulan exodus as t he V ulcans embraced 
peace and logic . Wh il e Romulans acknowledge their 
beginn ings on V u lcan , and see the anc ient Vulcans as 
thei r o w n an cestors, Romulan h isto ry reaches furthe r 
back, before the Time o f Awaken ing, to the p rehistory of 
t he universe. 

Th e Romulans trace their histo ry back to the Vhorani, 
or A nc ient Ones- the earli est p eop les who c reated the 
V ulcanoid species at a place ca lled simp ly Vorta Vor, 
the Wellspring of Creation. The Vhorani seeded their 
creation on the planet that wou ld o n e day be called 
Vu lcan. These earliest people, according to the legends, 
adapted to life on the harsh p lanet o f Vu lcan, and 
evolved into the V ulcans know n today. This hypothesis, 
first proposed b y Te llus, fo rms the fo u ndation of 
Romulan c iv ili zati on (though the most successful 
expression of this idea is the epic poem Vh o rtai, w hich 
draws parallels between the j o urney of the V ho rani to 
V u lcan and that ofTe llus to Romulus). 

Most outside sch ola rs, arch aeo logists, and histori­
ans-notably the Vulcan s- see these as littl e more t han 
mystica l musings, substantiated by a few unsupported 
w hispers in Romulan, and Vulcan, mythology. Little ev i­
dence of the Vhorani, or thei r o rigina l ho meworld, 
ex ists, these scho lars contend. The h istories of other 
anc ient c ivi li zations- t h e b e ings k nown o nl y as 
Sargon's People, to name on e example- coincide with 
Vulcan mytho logy, and suggest oth er li ke ly p rogenitors 
of t he V ulcanoid species. A ltho ugh the work of Professor 
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Richard Ga len, a Federat io n arc haeologist, and Captain Jean-Luc Picard con­
firmed the existen ce o f an ancient h um ano id c ivi l izatio n w ho seeded the ocean s 
o f m any worlds w ith genetic m ateria l, few scientists are wi l ling to link these 
an c ient humanoids wi th the V ho rani. 

THE TIME OF AWAKENING 
Th e earliest Vu lcans were a savage, bloodthirsty people, possessed by the 

spiri t o f war and control led by h eated emotions. So power fu l were emotions to 
t hese anc ien t peop les t hat fo r each emotion and experience th ere was a god-a 
god of an ger, a god of grief, a god o f joy, and so on . The V ulcans believed that 
t he ir gods gave them power in the form of th eir stro ngest em o ti ons. The stro ngest 
god was Ket-che/eb , the god o f w ar; h is w ife was D 'era, the End less Sky, who 
too k t he form of a great bird. In the ir names an d in the n am es of o th er gods d id 
the anc ient Vulcan s fight o ne anothe r. 

For centuries the earliest V u lcan s lived and died in such battle, each fighting 
the o ther over the slightest provocation. Tri be attacked tribe, brother slew broth­
er. Th is was t he way of l ife, though, and this tested the mett le of those who would 
survive on the harsh p lanet . Many tribes became fewer, and t hese fewer tribes 
b ecame states, and in time two great states g rew, and each fought the othe r fo r 
dominatio n o f Vu lcan . Legends of w ars in t he sky may indicate that anc ient 
Vulcan s develop ed the capacity for space f l i ght an d began colo ni zin g nearb y 
worlds- and even the re, t he fighting w as as savage an d p etty as o n th eir home­
worl d. (Arc haeolog ists usu a lly class ify most Debrune ru ins as proto-Romulan in 
nature, b ut som e scho lars believe that p roto-Vulcan sett lement is a v iab le 
hypoth esis.) 

Into th is t ime came Su rak, a V u l can who spoke of peace and of controlling 
the raging f ires wit h in : " The m ind controls the body," he said. "Control the mind 
that th e body m ay fol low." H e spoke against t he gods, cla iming them fa lse idols 
crea ted to enthro n e the emotions. A t first, Surak was mocked and ridicu led, his 
teachings igno red as fooli shness. But there was strength in h is voice and his 
words, and in time sma ll han dful s of Vu lcan warriors put aside their b lades and 
en ergy weap on s to live the li fe o f peac e w hi ch he preached . 

It started w ith onl y a few converts h ere and there, but soon enti re c i ties cam e 
under his sway. Som e V ulcans sti ll spo ke against him, but instead of just mock­
ing him th ey saw h im as a th reat to the Vulcan way. Among these cri tics was 
Te llus, a g reat l eader and wa rrio r w ho had dedicated h imself to Ket-cheleb and 
D'era. H e saw h is V ulcan bro thers an d sisters casting off their t raditional ways 
an d embracing the cowa rd's path. " D o n o t dou se the f i res w ithin," he urged . " Let 
them ro use your soul s and awaken us to life!" Some Vu lcan s ra lli ed to his side, 
em boldened by his word s. They took arms against the i r pacifist breth ren an d 
slew them . But the p eace-makers eventual ly won o ut and many converted to 
Su rak's ways, and in time Tel lus and his fo llowers accused Surak's followers of 
abandon ing thei r h eritage an d t rue nat ures. 

Seeing w hat had become of h is own people, Tellus renounced Vulcan and 
took to the sta rs; wi th h im wen t his followers. Where Vulcan had abandoned the 
gods an d thei r own n atu re, th e fo llow ers of Tell us, the Ch il d ren of Ket-cheleb, 
would fi n d a new ho m e land w h ere they would boldly and p roudly procla im t he 
ways of g lo ry. As Ket-cheleb embraced D 'era, so d id Te llus and his followers, 
w ho saw the ir departu re fro m Vulcan no t as an ex ile, no t as a fli ght, but as a step 
into the Endless Sky. 

THE ROMULAN DIASPORA 

Te llus and h is p eople set forth o n impulse-engine-d riven ship s, huge hulking 
m on strosi ti es that churned and rattled . On these great ships they began their 
slow journey across space, seeking a new h omeland, o ne w h ich Tellus knew 
beckoned to him. For decades t hey journeyed, lea rn ing m o re about the un iverse 
w hi ch surrounded them . (So significant was their jou rney from Vu lca n that the 
Ro mulan s began a new calendrical system, dating i t from t he year of their exo­
dus.) 

T hey lost som e people to con f l ict, to d isease- but the fo llowers ofTellus and 
the warriors o f Ket-cheleb were a p ro ud peop le who would not be conq uered by 
hardsh ip o r adversi ty. On ly Tell us' l eadership kept the warrior people from suc­
cumbin g to inte rna l wa rfa re. Te llus m otivated and inspired h is Vulcan emigres 
wi th h is ch arism atic d iscussions of D 'era, t he Endless Sky, and how they fulfilled 
th ei r an c ient destiny. 

But i t was a long jo urney, and o ver th e decades some of Te llus' fo llowers 
abando ned their quest, t ired o f seeking an e lusive p ro mised land. Rebels and 
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dissidents under Admiral Debrune sought their own 
worlds, such as Draken IV, Yadalla Prime, and Barraut II. 
Over the next decade, other followers of Debrune and 
different leade rs colonized Barradas Ill , Calder II, 
Dessica II, Jollan IV, and a handful of other worlds. Each 
of these worlds was adequate in its own way, but Tell us 
was never satisfied, and he pressed on. These settle­
ments rarely lasted more than a few generations, and 
m any left thei r ruins abandoned, hiding the secrets of 
ancient proto-Romulans. To this day there are rumors of 
forgotten p lanets which contain the descendents of 
these proto-Romulans: peoples who did not develop 
into the Romulan c ulture as we now know it, and either 
developed their own cu ltures or reta ined the early 
Vulcan lifesty le. 

Tellus never wavered in his conviction that some­
where ahead lay a world on which his people cou ld 
prosper and build a new Vulcan . Suddenly, as though 
through divi n e provenance, nearly one hundred ninety 
years after their departure from Vulcan, a wormhole 
swallowed the impulse-engine ships, depositing them in 
a system with an uninhabited world of pristine beauty. 
Tellus-by now a very o ld m an-accompanied the first 
landing party to the surface, and as he set foot on the 
world, he announced that the pilgrims had found their 
destination. He named the world Rom'laas ("Romulus" 
in Federation Standard), after the home of Ket-cheleb in 
V ulcan legend. 

THE FOUNDING 

Romulus was a splendid world, and its co lonists 
were proud and excited to have finally arrived-many of 
them had been born during the Diaspora and had never 
seen Vulcan, while for others Vulcan was but a fading 
m emory. Romulus was a large world, with room for all. 
Over the first few years, the settlers spread out across 
the planet, selecting parcels of land to their liking, and 
Tellus watched as the future unfolded. 

He witnessed the earliest days of the "Romulan "-as 
they now called themselves- clans, and when they 
began to fight, he was unconcerned. H e knew many of 
the earl iest clan disputes were trivial: These were 
Romulan warriors, not Vulcan philosophers, and it was 
in their nature to fight. As had been demonstrated in the 
past, through conflict and struggle the Romulans grew 
stronger. 

When these confli cts g rew too strong, Tellus would 
step in and inte rvene. "Waste not your energ ies against 
you r brothers: The re i s an entire universe waiting for our 
dominion. Let the Romulan clans grow and thrive, and, 
when ready, we sha ll once more retu rn to th e stars!" 
With these words, he kept the ideals of D'era a live for 
the fractious clans. 

THE CLAN WARS 
The greatest ch a llen ge to the earl y Romulan years 

was the death ofTellus. A lthough old and blind, it had 
been on ly his personality and force of will that had kept 
the Romulan clans working in relative h armony. When 
he final ly died-215 years after the Romulan exodus, at 
age 300-strife erupted across Romulus. Clan leaders 
fought and argued over who should lead, and bloody 
battl es the l ikes of w hi ch had not been seen since 
Vu lcan tore at the heart of the Romulan unity. The Battle 
of Xolleni Pass, the Gilgamma Massacre, and the jorani­
Zorek Wars left their marks on Romulan hi sto ry. For 
over a century war swept the face of Romulus, as the 

C lan Wars reshaped the planet, forging tribes into 
strong nations. 

From the maelstrom rose Romulus' next leader: 
Jo'rek, t he grandson of Tell us. He spoke w ith his grand­
father's voice and negotiated with the disparate leaders, 
reminding them of D'era, the Endless Sky. " That 
Romulan should slay Romulan is intolerable," he coun­
seled; " better to seek the stars as is ou r destiny. 
Romulus was not the end of the quest, but the begin­
ning! " Under his aegis, the fractured Romu lan nations 
began to reunite: some w illingly, some not. As Jo'rek's 
army grew, he moved from d iplomacy and rhetoric to 
more blatant mil itary maneuvers. Those who remained 
unpersu aded were removed. With in a decade of Jo' rek's 
ri se to power, all of Romulus had been reunited under 
o ne man. Under Jo'rek's leadersh ip the Romu lans 
turned skyward once more, taking to space in newly 
bui lt ships. 

ROM II 

There could on ly be one target for those first ships: 
the next planet inward from Romulus, call ed Romii by its 
inhabitants. (Some historians specu late that it was radio 
transmissions from Romii that drew Tell us to tha t system 
on h is quest for his legendary " Rom'laas".) Driven by 
Jo'rek's need for a unifying crusade and the philosopher 
Kimara 's systematized ideology of D'era, a vast armada 
unde r A dmiral Va ldran crossed interplanetary space and 
attacked Romii 's natives-the Zelvorians. Two months 
after the Romulans' first encounter with them, the 
Zelvorians were a subjugated people, and the Romu lan 
banner flew overhead. The name Romii was almost pre­
served as the Romu lans renamed the planet after the 
mythological son of Ket-cheleb and D'era, a name 
Federation universal translators converted into Remus. 

The Zelvorians were the first to fall to Romu lan 
expansion ism , but not the last. 

THE AGE OF EXPANSION 
These were the g lory days of Romulan history. Over 

the centuries that followed Romi i 's conquest and recol­
onization, Romulan admirals encountered and subdued 
countless oth er civilizations. Their next sentient target 
after the Zelvorians was the Buqret, a race much more 
technological ly advanced and hardly as peaceful. The 
Buqret sho t the f irst Romulan scout sh ip out of the sky, 
and gave quite a fight in defense of their homeworld. A 
fierce people whose warrior d rive exceeded that of the 
Romulans, it was only t he Romulans' g reater resources 
and technology that won them the day. 

Wh ile some might a rgue the ethics of Romulan 
expansionism, it nonethe less provided a relative peace 
behind Romulan borders. For example, when the 
Romulans first encountered the Xhuj and the Noulleroi , 
the two species were at each o ther's throats, engaging in 
all manners of warfare (from covert to overt, chemical to 
atomic). The ir hatred for each o ther was so g reat they 
cou ld not unify even in the face of interstellar opposi­
tion, and continued on their path toward wholesa le 
destruction. The superior Romulan forces destroyed the 
military headquarters of both species and removed thei r 
threat to each other: Within three generations of 
Romulan oversight on the Xhuj-Noul leroi homeworld, 
their anc ient hatreds existed only in legends and the two 
lived together in harmony (albeit as Romulan vassals). 

The earl y Romulan political structure was feudal, as 
powerful families, descendants of the original coloniz-
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ing clans, ruled. As more worlds became part of 
Romu lan space, the feudal structure weakened. 
Increasingly, successive Romu lan monarchs ordered 
their troops into conquest after co nquest, and Romu lan 
forces became th in ly spread. Administering far-flung 
holdings became difficult. 350 years after Rom ii's con­
q uest, a m i li tary coup wracked the Romu lan homeworld. 
For three yea rs, the traditional feud a lists of Romu lus and 
t he "young mi l itarists" of Remus fought a series of b ril ­
l iant battles sti ll tau ght to Romulan ship comman ders. 
The ram if ications were felt across space, as a few worlds 
took advantage of th e chaos to seize their independence. 
Fina lly achieving the strategic edge, A dmi ral Va lk is (a 
collatera l descendant of Te llus) dec lared h imse lf 
Emperor, appointing t h e o ther admi ra ls to a new 
Imperia l Senate a longside th e heads of the ancient fami­
lies. A lthough Valkis was pa rt of the Remus coalition, his 
wise compromise ensured a qu ick recovery for both 
sides. The Emperor led the state, the Senate managed the 
vast empire, and the Romulan Star Em pi re was born. 

Centuries more passed as the Romu lan Star Empire 
grew in accordan ce with D'era. Expansion efforts less­
ened: Although the Romulans sti ll looked at the End less 
Sky with anticipation, they rea l ized that they had grown 
too much, too quickly, and they fi rst had to stabil ize 
their f ledgl ing Empire before ad d ing to it. Worlds that 
h ad fa l len away during the c r isis were reconquered, 
and th e new era of growth began--slower than before 
but far better o rganized and more imp lacab le. 

THE ROMUlAN- VUlCAN WAR 

In their quest fo r interstell a r domination, i t was 
inevitable the Romu lans would encounter t hei r Vu lcan 
ki n in battl e. Where the Romulans had an ticipated a g lo -

rious m i li tary return to the planet of their origins, instead 
they found themselves in a century- long debacle that 
cost many lives and gained the Romulans nothing. 

It began with a chance encounter in the Earth year 
1270, as a sti ll-unexplained spatial anomaly opened a 
wormhole between Vu lcan space and Romu lan space. 
Neither V u lcan nor Romulus had developed warp d rive, 
and the distance between the two homeworlds was too 
vast to be easily traversed by sublight engines. Only 
thro ugh th i s wormhole--which opened i rregu larl y, at 
t imes weeks apart, at times years apart--could the 
Romu lans t ravel to Vulcan space . 

W hat could have led to a rapprochement between 
the kind red p eop les instead led to a ll-out war, fought 
with atomic weaponry. The Romulans quickly perceived 
what had happened and saw their opportun ity to seize 
the home of their origin, sending in an advance f leet to 
conquer the pacifist Vulcans. 

The Vulcans had embraced peace, but were not to be 
sheep for the slaughter, and they provided sufficient 
resistan ce to dispel Romulan attackers--attackers who 
seemed no d i fferent from any o ther belligerent people. 
Romulan sh ips were heavi ly armed, and it was not the 
Romu lan way to accept defeat--so any Vu lcan victory 
over a Rom u lan sh ip inevitably resu lted in the Romu lans 
detonating their arsena l i n an act of self-destruction. The 
V ulcans never learned of their attackers' t rue heri tage; 
th e Romulans never communicated wi th thei r foes, vow­
ing to make the first contact the announcement of 
Romulan rule over Vu lcan. 

For a century th is long-distance warfare persisted, 
w i th Romulans emerging through the occasional worm ­
hole, and w ith the V ulcans invari ably--through sheer 
tenaci ty and wel l planned strategies--defeating the 
aggressors. This left its mark on the Vulcan people, 
though, who learned first-hand of Romulan ferocity in 
battle, and of the Romulan willingness to destroy civil -. 
ian targets as a means to an end. 

When the wormhole closed for good--as unexpect­
edly as it had opened--contact between Romu lus and 
Vu lcan ceased, and was not to be renewed for centuries. 
Later Rom u lans, members of the Vu lcan Reunificat ion 
Movement, saw this early encounter as a wasted oppor­
t u n i ty: Thei r Romu lan ancestors had had in thei r grasp 
an opportunity for peace, but had understood the spatial 
anomaly on ly as a means of fu rther aggression. 

THE EMPI RE FADES 

The Romulans were stung by their defeat. Their massive 
Star Em p ire began to collapse, as resources had been wast­
ed on supp ort ing the war. A sequence of weak, decadent 
emperors almost brought the Empire to ruin before a mili­
tary cou p corrected the situation: Emperor Valkis XIV was 
deposed arid replaced with a figurehead, who took on the 
title of Praetor and promised a return to ancient traditions. 

Slowly, the Romulans began rebuilding their Empire. 
New races stumbled across the Romulans and fell to thei r 
aggression. Only the slow pace of Romu lan warp-drive 
design ham pered the Empi re's expansion. A sufficiently 
determined and deadly foe could hold off the Imperial 
forces, and the Senate would eventually end the war for 
pragmatic reasons. In the late 21st century, for examp le, 
the prim itive but extremely warlike Klingons managed to 
b leed d ry enough Rom ulan attack fleets to convince the 
Senate to fo rego the war in that sec tor, leaving thei r 
N ausicaan client states to watch for Klingon rebirt h. 
Balked in its ri mward expansion, the Star Empi re pointed 
i ts f leets coreward, an d encountered humans. 



THE ROMULAN-EARTH WAR 

A Romulan wa rship on the fringes of Romulan space 
surpr i sed an intruder (the Earth ship Endeavor) n ea r the 
pl an et C he ro n IV, but it escaped before it cou ld be 
destroyed. A ven geful human armada attacked the 
Romulan fleet base near Cheron, but Earth 's inexperi­
en ced c rews and ridicu lously underpowered ships were 
no match for the sword arm of the Star Empire. 

This was the humans' first large-scale contact with an 
aggressor species, and Earth began to prepare for the 
attempted invasion they knew was coming. Romulan 
and human forces met and wrought horrib le devastation 
on each o ther, using the most powerful weapons at 
hand: atomic weapons that would irradiate and poison 
their v icti m s if they did not obliterate them outrigh t. 
Romulans had the edge in skill and tactics; Earth had 
wa rp -capable sh ips. For centuries, the Ro mulan s h ad 
depended upon io n-powered generation ships to carry 
the battle for O 'era to other nearby stars. (Relativistic 
time dilation helpe d keep the experientia l time down for 
the crew and sold iers o n board, at least.) This slow t rav­
e l partia lly expl a ins both the re latively s low speed of 
Romul an expan sion and the instability of the Empire 
before 1 3 70. 

After the Vulcan War, Romulan scientists attempted 
to duplica te the wormhole that had a llowed them to 
strike at their lost homeworld. Unable to build a worm­
hole, Romulan shipwrights settled for a system reminis­
cent of the old Earth multistage chemica l rockets. A 
Romulan warship deployed behind itself a si ng le-u se 
magnetic bottle containing caged superdense plasma; 
detonati ng the plasma c reated a b rief, but directed, 
b lack hole which would fli ng the Romulan ship to a pre­
determined location faster than light. Varying the bottle 
configuration, plasma combination, and d etonation 
t ime allowed a Romulan ship to travel anywh ere w ithin 
several hundred light years o f a Romulan supp ly base. 
Ro mulan b attlesh ips cou ld thus "warp" only in o ne 
direction; on ly a fleet base could supply the sup e rdense 
plasma an d reinstall a bott le. This made Ro mulan sh ips 
significan tl y more powerfJJ pound for po und than 
enem y c raft, however; they cou ld put weapons and 
arm or into space th at Earth sh ips, for example, u sed fo r 
warp eng ines. For m ajor invasions, ships equipped w ith 

constructi on gear followed the advance craft, and bu ilt 
magnetic bottles in orbit around t he target plan et. Thus, 
ships without w arp drive could stil l cross the vast d is­
tances between Romu lus and the borders. H owever, 
even these advanced c raft were no match fo r the maneu­
ve ring capacity that warp drives gave t he Earth forces. 

Slowly, Earth began to recru it and tra in better crews 
and build improved ships, w hil e learning to use their 
advantages better. Fina lly, four years after i t had begun, 
the war ended at the Battle of Cheron. H u m an trickery 
lured the Romu lan fleet into a trap and obl iterated it w ith 
overw he lming force warp ed in at the last minute. 

D efeated, the Romulans agreed to a treaty via sub­
space radio, and the Romulan Neutral Zone was estab­
lished: a mutually agreed-upon vector of space into 
which any entry by human or Romulan forces wou ld 
constitute an act of wa r. Humbled, the Romu lans retreat­
ed for over a century. Never during this confl ict did 
humanity encounter a Romulan face to face; their 
app earance w ould rema in a mystery for a century. 

HUMANS AND KLINGONS 

The Romulans remained quiescent a long t h e human 
border, slowly devising a p l an of action. They had been 
d efeated before-but never so soundly. I t was during 
this period that Romul an scien t ists developed function­
a l cloaking tech nology, w h ile exp erimenting with new 
weapons technolog ies. When the fleet unvei led the 
Nhorazz, the Praetor's f lagsh ip outfitted w ith plasma 
weapons and a cloaking device, the Romu lan m ilitary 
decided it was time to test the humans. 

A magnetic bottle prope l led the Nhorazz to the 
edge of the Romulan Neutral Zone, and the Romulans 
began a covert operation of destruction. Cloaked , the 
Romulan Bird of Prey destroyed multip le Federation 
outposts before a Starfleet ship managed to destroy the 
N horazz through sh eer luck. The Federation 's decision 
to figh t- coupled with the cl ear tactical weakness of 
Romulan warships- ca used the Sen ate not to press fu r­
ther. Starfleet, to avoid a wider war, did not re tali ate 
aga inst the Romu lans. 

In 2267, however, the Romulans en countered 
Klingons again: More p recisely, K li ngon invaders 
attac ked a Romu lan colony. It was c lear that if open 
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war b egan, neithe r side would easi ly win-a situa tion the Romulans desired to 
avoid a fter their recent en counters with the humans. Romulan leaders rea l ized 
it was in the ir best interests to a lly w ith the Klingons at the m o m ent, to learn 
more about them w hile avoiding an outrigh t war that the Romulans were 
unprep a re d for. Attempting to avoid a potential two-front war, the Ro mulans 
signed the N arendra Agreements, binding t he Star Empire to t he K lingons tech­
nologica lly and p o liti ca ll y. 

Bo th sides p rofited from the a l l iance. The Romulans finally obtained the 
m atter/antima tter warp drive, w hile the Klinzons gained cloaking technol ogy. 
The two forces together developed hy b rid K lingon battlec ru isers, c loak- and 
warp-capable vessels with the now- infam o us 07 body. 

It was during this p e ri od that Starflee t- fee ling increasingly threatened by 
the combination of th e cloaking device an d the Romu lan-Ki ingon al liance­
sent the sta rship Enterprise to steal a Romul an cloaking device. The Romulans 
reta l iated by conducting ra ids into Federa tio n sp ace at Tau C eti, on ly to be 
beaten back by Starfleet 's sta rsh ips (i ncluding the Enterpr ise). The weakened 
Star Empire retired behind the Neutral Zone again to lick i ts wounds. 

Meanwhile, Romulan-Kiingon relations became strained; ne ithe r side fully 
wanted an a llian ce, and compromises b ecame harder to reac h . A lthough the 
K lingons shared the Romu lan ferocity and eagerness for battl e, t h e Kli ngon s 
fou ght at the slig htest provocation. More and more, t he Klingon Empi re m ade 
it p la in whom it con sidered the d o m in ant partner in t he a l l ian ce, and 
embroil ed Romulan forces in futile battl es against numerous mino r powers. 
The Ro mulan Empire at first a rgued for moderation. 

Conflict f la red in 2271, as the Klingons demanded ownersh ip of 
Dumok'azen, a minera l-ri ch world on the borde r of both empires. The 
K l ingons and Romulans faced each other in open combat at the Battle of 
Dumok'azen (o r K lach D 'Ke l Brakt, after the Klingon n am e for the planet). The 
Klingons defeated th e Romulans and cla imed a g reat v ictory, d espite the fact 
tha t t he Romu lans were outnumbered. The Romu lans b ided the ir t ime, b u ild­
ing m ore warp-cap able b attl eships and watch i ng Kl ingon forces stretch ever 
thinn e r. In 2292, the Senate abrogated the a ll iance and expe l led Kl ingon sh ips 
from Romulan territory, destroying al l Kl ingon sh ips remaining b ehind after the 
deadline. 

The Ro mulan s so disda ined the Klingons that they cons idered the Klingons 
the ir b lood en em ies: n ot simply a c ivilization to absorb under D'era, b ut a 
p eople to c ru sh . Beginning w ith subt le m eans, su c h as when the Rom u lan 
ambassador Nanclu s conspired in the assassination o f K l ingon Chancel lor 
Gorkon in 2293, and esca lating to outright border warfare, such as the attacks 
on N a rendra Ill (2344) or Khitomer (2346), h ostil it ies have p e rsisted between 
the two empires. 

THE TOMEO INCIDENT 

In 23 11 , Ro mulan intelligence suspected the Federation of developing cloak­
ing technology. A lt hou gh the Fed eration vehemently den ied such a claim-calling 
Starfleet a space-explo ration f leet, not a mi l itary branch-the Romulans staged a 
covert ra id across the N eutra l Zone to Starbase 247. Located in theTomed System, 
Romulan reports indicated thi s starbase as the location of Starfleet's c loak ing 
experiments. 

Starfleet sensors detected the c loaked ships and declared th e Romu lan incur­
sion an act of wa r. The battle between t he Romu lan and Starfleet squad rons cost 
both sides thousands of lives. Losses were concentrated on Starbase 247, as two 
of the cr ippled Romulan vessels staged a suicide ra i d on the base. W hat seemed 
to be a Romulan v ictory was undone by the unexpected appearance of a cloaked 
Federation warsh ip, w hic h tipped the battle in the Federat ion's favor. The remain­
ing Ro mulan vesse l fled to Ro mulus, and Starfleet ordered its sh ips n ot to pursue 
into the N eutral Zone. The Romu lans triumphantly pointed to this b attle as evi­
d ence of Fed eration cloaking technology; t he Federation claimed th at Starfleet 
Inte lligen ce h ad acted of its own accord in developing cloaking technology. The 
Romulans were unpersuaded. 

The inc ident nearly sparked war between the United Federation of Planets and 
the Romulan Star Empire. Ambassadors from b o th governments were reca lled 
home. The UFP reminded the Romulans that entering the Neutral Zone would 
con stitute an act of war; the Romulan s retorted by asking how their activities were 
any different from Starfl eet violating Romulan space to steal Romu lan technology. 
Tension s mounted on b o th sides of the b o rder. 

The si tuation was defused by a meet ing o f UFP an d Romu lan d ip lomats, w ho 
saw the loss of li fe on both sides as regrettable and w ho agreed the enti re situa-
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tion should have been avoided. Meeting on A lgeron, the 
diplomats drafted the Treaty of Algeron- a document 
reaffirming that entry into the Neutral Zone w ithout 
acceptable advance n o tice would constitute an act of 
wa r. It also affirmed that the UFP would not pursue 
cloaking technologies, w hich w ere inconsistent with the 
mission of Starfleet. The peace was m a intained, but the 
Romulans isol ated t hemselves from the U FP for years 
thereafte r. 

THE TAURHA.I 

Part of the impetus for this isolation cam e from an 
unexpected direc tio n. In 23 13, a new threat emerged. 
Appearing from now here, utilizing artifi c ia lly construct­
ed subspace funnels, the species known as the Taurhai 
attacked a number of Romulan worlds on the leading 
edge of the ir space. W it h so much of their attention 
focused on the Romulan Neutral Zone and potential 
encounters w ith the Federation, th e Romulans were 
unprepared for this attack. 

For thirty years, battle raged between the Taurhai and 
the Romulan Star Empire . A handful of worlds fell- some 
minor colonies, and som e major worlds with ancient 
standing in the Romulan Star Empire. The Taurhai crept 
ever closer to Romulus, placing the Romulans in a fa r 
more d efensive posit ion than th ey were used to. 
Thou sands of Romulan so ldiers died brave ly to defend 
thei r homeland from the threat of the Taurhai, and the 
Romulan f leet faced d estruction. 

The threats to th e Romulan Empire fue led angry 
debates within the Sen ate. Perhaps the Ro mulan peoples 
had becom e lazy and decadent, and this was their wa ke­
up ca ll. How could the Romulans pursue O'era w hen 
they could n ot even m a intain the ir own borders? Thi s 
argum ent ro u sed pride w ithin the nea rl y d efeated 
Romulan peopl es, w h o m u stered on e last defense: No 
lo nger waiting reactively for further Taurha i incursio ns, 
they mounted a suic ide attack aga inst the Taurhai home­
world. With the Batt le o f C hi ' tai, th e Romulans-in the ir 
batte red rem nant of a f leet-drove off their wou ld-be 
conquerors. 

M any Romulans secretl y thanked the Taurhai for pre­
senting the ch allenge that brought the warr iors back to 
thei r feet and reminded them of w hat batt le is trul y like . 
A new Rom u lan Star Empire turned back to face the 
Federatio n, ren ewed and strengthened by their experi­
ences w it h the Tau rha i. Some client races were even 
g ranted Romulan c itizenship for the ir suppo rt during the 
Tau rha i war. The K lingons, who h ad begun ra iding 
Romulan territory during th e Taurhai em ergency, suffe red 
condign punishment at Narend ra Ill, Khito m er, Beta 
Thoridar, and o ther o utposts. The unexpected appear­
ance of a Fed e ration starship at Narendra, however, ha lt­
ed the Romulan drive to eradi cate the Klingons forever; 
the defeat at Tamed was too fresh, and the Empi re too 
weak from the Taurha i crisi s, to r isk renewed war with 
the Federatio n . 

THE FEDERATI O N, ONCE M O RE 

In 2364, an unkn own force d estroyed a number of 
Romulan o utposts near the Neutra l Zone. Suspecting 
malfeasance o n Starfleet's p a rt, a Romu lan warbird was 
sent to investigate. The warbi rd en countered a Starfleet 
vessel, the U.S.S. Enterprise, precipitating the first 
Federat io n-Romulan dialogue in fifty years. Learning of 
simil ar attacks perpetrated on Starfleet outposts, the 
Romul an s stood down- but o nl y after warning St arfleet 

that the Romulan s had o nly been deta ined by o ther 
bus iness, but were now ready to d ea l with the 
Federation once m ore. 

A number of othe r c hance encounte rs occurred 
b etween the Romulan s and the Federation- su ch as 
w hen Sta rfleet offi cers violated the Neutra l Zone and 
exp erimented w ith ancient lconian technology (nearly 
sabotaging the Haakona, a Romulan vessel sent to inves­
t igate), o r when a Ro mulan scout shi p crashed at 
Galorndon Core, in Federation space. Still, these events 
were enough to convince the Romul ans to reassert its 
p resence in the A lpha Q u adrant, and the Star Navy dust­
ed off its o ld war plans. 

O nce more Romulan dissidents spoke aga inst war. 
The Tal Shiar used o ne su ch proponent for peace, 
Admiral Alidar Jarok- at one time a Ro mulan hero-to 
set a trap for Sta rfleet, as the Enterprise approached 
Nelvana Ill. The wa r w hi ch a lmost began just as quickly 
ended w hen K lingon vesse ls appeared in defense o f the 
Enterprise. 

Romulan leaders saw they were not yet ready for an 
op en war w ith the Federation, particularly as it was now 
a llie d with the hated K lingon Empire. This a lli ance rep­
resented a major shift in t he balance of power in the 
quadrant, and the Romulans faced what th ey'd a lways 
feared-a two-front war w ith the Federation and the 
Klingon Empire. The Romulans foc used on w hat they 
con sidered to be the weak link in the a ll iance, begin­
n ing a scheme of covert involvement in K l i ngon politics, 
in t he hopes o f b r inging th at emp i re to co llapse. Sela, a 
young human-Romulan half-breed Tal Shiar operati ve, 
p roved to be a v ita l component of these mi ssio n s, as she 
masterminded or spearheaded various ploys, su ch as h er 
kidnapping and reprogramming of a Starfleet officer in 
an attempt to assassinate a Klingon governor. Romulans 
soon discovered that a number of Klingons could be 
p e rsuaded to a lly w ith the Romulan s against Klingon 
honor. The House of Duras was easily tem p ted to side 
w ith the Romulans in support of the ir own, n aked ambi­
tio ns, eventua lly leading to the Klingon C iv il War. Had 
n ot t h e Federation inte rvened in support o f Gawron, a 
renowned Klingon warri o r, th e Duras fami ly would have 
ascended to l ead e rsh ip of the Klingon counc il and abro­
gated the Khitomer Accords. 

REUNIFICATION 

O ne o f Sela's most e laborate plots- and if it had 
proven successful, certainly the most dram atic- i nvo lved 
the Romulan-Vulcan reuni f icatio n movement. This g ro up 
of dissidents does not simp ly rej ect mili ta nt O'era: They 
argue for a peaceful reunification w ith the Vu lca ns, that 
anc ient grudges b e p ut aside and o ld wounds healed. 
Not con tent w ith simply abandoning the ir heritage, the 
d issidents pushed for thei r entire p eople to suborn the ir 
w ill to t he p acifist philosoph ers on Vulcan. 

Sela saw a way to use thi s movemen t, and working 
wi th Pardek, a Romulan Senator who had at one time 
actua lly entert ained reun ification ideas, sh e sch em ed to 
bring the Vulcan A mbassador Spack to Romulus. Sela 
saw that he would become a linchpin in he r plan to 
reclaim V u lcan- reunification by military con q uest was 
superior, and it would a lso stri ke at t he h eart o f the 
Federatio n. H e r p lan wou ld have su cceeded had it not 
b een for the covert intervention of Starfl eet officers on 
Romulus. (Any othe r occas ion, and the Romulans 
would have inte rp reted this as an act of war. O n this 
occasion, c onsidering th e context, they were n ot con­
cerned w ith such lega l i ssues as v io lation of treaty.) 
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The Starfleet officers escap ed Romulus after foiling 
Sela's plan, but A mbassado r Sp ock rem a ins o n 
Romulus, h op ing to teach more Romulans of their 
Vu lcan heritage. 

ANOTHER BROKEN TREATY 

In 2370, the Romulan s learned of a secret Federation 
program to develop cloak ing technology, in v i o lati on of 
the Treaty of A lgeron. Moreover, Tal Shiar agents uncov­
e red hints of a n ew Federation advancem ent, the phasing 
cloak, w hi ch rendered a sh ip not on ly invis ibl e but capa­
ble of passing through matter. The Romulans were eager 
to obtai n this techno logy for their own uses, and searched 
for t he U.S.S. Pegasus, the test starship fo r the n ew 
device. 

Starfl eet Intelligence lea rned of these Romulan efforts, 
prompting Admiral Eri k Pressman to locate and salvage 
the phasing cloak. Years before, Pressm an had been the 
captain of the Pegasus, and in ch arge of the covert testing 
of the phasing cloak. The official story, supported by 
Pressman's testimony, repor ted the Pegasus lost in a warp­
core breach, but in truth the sta rsh ip was actually embed­
d ed inside an asteroid in the Devo lin system, the v i ctim 
of its own phasi ng ability. With the Romu lans close at 
h an d, Pressm an, on board the Enterprise-0, l ocated the 
ill-fated sh ip. W h en the nature of the Pegasus and 
Pressman's interest in it became clear, the Enterprise cap­
tain p laced him under a rrest for v iolation of the Treaty of 
A lgeron . 

The Romulans were stunned to learn that a human 
o ffi cer would so w illing ly and publicly revea l misdoings 
at Starfleet. Some Romu lan s saw it as dishonorable, for no 
loya l Romulan would ever p erform su ch a treasonous act 
against his own military. Others saw it as highly hono r­
able, proof that Star fl eet respected the Treaty of A lgeron. 

Romulans watched the proceedings w ith i nterest, as a 
Starfl eet i n vestigat ion uncovered-and public l y 
revea led-the w rongdoing of sen ior officers. In the end, 
Star fleet offered an apology to the Romu lan Star Empire, 
an d a later treaty i n 2371 actua lly allowed for a Starfl eet 
vessel to use Romu lan cloaking technology in the UFP's 
wa r against the Borg. Later, this vessel , the U.S.S. Defiant, 
would p lay a cri tica l role in the Federation's conflict 
against the Dominion. 

A COLD WAR HEATS UP 
The discovery of a stable wormh o le in the A lpha 

Quadrant, n ea r the rel ative b ackwater o f the p lanet 
Bajor, at f irst did not con cern t he Romulan Em p ire . 
A ltho ugh a stable passageway to the Gamma Quadrant 
p rovided t he Federati on , K lingons, and Cardassians w ith 
new territory to explore, Romulan military leaders 
assumed they wou ld o ne day seize the wormhole for 
themselves; in the m eantime, t hey a llowed others to 
expend their reso urces on exp loration. W h en the 
Gamma Q uadrant empire known as the Dominion 
revealed itsel f, the Romulans becam e concerned . 

The Dominio n represented a potentia l threat to t he 
b alan ce of power in the Alp h a Q u adrant. The 
D o m i ni o n 's Jem' H ada r ruth lessly attacked A lpha 
Quadran t sh ips traveling through Gamma Quadrant 
space. In an attempt to c i rcumvent a Dominion inva­
sio n, the Tal Shiar a l lied itsel f with the Cardass ian 
Obsidian O rder, in a bold plan to attack the D ominion 
h omeworld. A stunning j em ' Hadar ambush destroyed 
both f l eets, and the Empire suffered a tremendous loss in 
m anpower and m aterial. Better, Romulan strategists 

thought, to leave the Dominion to the other powers in 
the A lpha Q u adrant, and b ui ld up forces for the 
D om inio n attack to com e. 

Embolden ed by t he ir success, Dominion forces 
pressed their advan tage and invaded the A lpha 
Q u adrant. The Cardassians n egotia ted a su rprise 
al liance w ith the Dominion, with the Dominion obtain­
i ng bases from w h ich to str i ke and addition a l, 
Cardassian, m anpower, whi le the Cardassians preserved 
their territory from Dominio n attack. From Cardassia n 
space, the Dominion seized key Federation planets, and 
pressed th e K l ingon Empire. St ill t h e Romulans 
remained on th e s idelines. When the Federation uncov­
e red a p lot by th e Cardass ian-Dominion military com­
m and to invade Romulan space, the Romu lan Empi re 
cou ld no lo nger sit idl y by. The Praetor, with t he Senate's 
backing, declared war on the Dominion, and j o ined t he 
war o n the sid e of the Federation and Kli ngon Empire. 

Despite this newfound cooperat ion, Romulan­
Federatio n relatio ns conti nue to be strained, but there i s 
room for -hope: Neither trusts the other, but it is more 
difficult to see the other tru ly as the en emy. A growing 
n umber of Rom ulan Senators, notabl y Sen ator C retak, 
see the a ll iance w ith the Federatio n as an opportun ity; 
a lthough loya l to the Empire, and to the Way of D 'era, 
t hese Romulans have deve loped a less m il itaristic i nter­
pretation of D'era. Some h ave even said in p ubl ic, "Let 
our way be spread throu gh peace and influence: Either 
way we still shal l control the stars." 

H a rd-core Romu ian loya lists seethe upon h earing 
this, and dread w hat they fear the ir Empire may b ecome: 
p eacemongers w ithout g lo ry, w h o would let the 
Romulan way-the Way of D'era-falter. Som e Senators 
and admira l s prepare fo r the p eriod after the Dominion 
war, and for a n ew battle for contro l of the A lpha 
Quadrant, w hil e o the rs see the a ll iance for w h at it is­
expedient. O ther Romu lans see new areas for g rowth 
and exp loration : Certa inly with strong neighbors at the 
Romu lans' side t hey can explore further into space, i n to 
a reas prev iously uncharted. Wi ll t he Federation­
Romu lan a lli ance en d w ith the Dominion Wa r, or is t h is 
a h istoric opportunity for peace and reconciliation? 
O nl y time an d fa te can te ll. 



THE CONSCIENCE OF THE EMPIRE 
he Romulan government, pa rt ic ul arl y the Senate, d ecides pol icy and 
cha rts th e future of th e Empire. The Ro mulan Star Empire is a republ ic, 
if an o liga rch ic o ne; it has e lected o ffi c ial s w ho represent the interests 

o f the p eople and the Empire as a w ho le, as well as an elected head o f state 
(the Praeto r). Sen ators are among the m o st powerful and inf luent ia l peopl e 
in the Romulan Empire, deciding the fate of en tire star system s and further­
ing thei r pe rsona l agendas w hile seeking greate r glory for themselves an d the 
Empire. 

The Romulan government is in m any ways a m i crocosm of the Romulan 
charac ter. It is f ill ed w it h l aby rinth ine p lo ts, closed-door d eal ings, and indi­
v idua ls m aneu vering for pol itica l advantage. M ore t han any other aspect o f 
Romulan c ul ture, politics is a co mplex gam e o f chess, of move an d cou nter­
move, risky gam b its, strategy, and c unning. A career in Romulan politics has 
the potentia l for g reat rewards, b ut also ca rries considerable ri sk for the over­
ly ambitio us. 

The Praetor 
" The h ono r of the Praeto r is the honor of the Em pire." So goes the 

Ro mulan saying, and it rem ains true to the present day. The Praetor is the 
lead er o f the Empire and of the Romulan people. He (or she; Romu lan 
w o men ca n become p raetor) i s the very embodiment o f the Rom ulan ideals 
o f ho no r, accomp lishment, di scip l i ne, and , most importantly, D'era, the des­
tiny o f the Romulan peop le to spread out and conquer the stars. 

O rig ina lly, on e person, w ho he ld sup reme power, led th e Romulan feu­
dal system. Often, this figure ca m e from a prominent Romu lan fam ily, and 
rose to power by outwitting o r overpowering a ll opposi tion sta nd ing 
between him and the thro ne. Thus, a Romulan monarch ru l ed by virtue of 
be ing the strongest, most c unning, and most capab le candidate. Th is 
arrangem ent o r igina lly sui ted t he warlike nature of the Rom ulans, b ut u nder 
su ccessive ru l ers Romulan territory expanded haphazard ly. The Romu lans 
found them selves spread thinly, an d it increasing ly b ecame difficu lt to hold 
on to terr ito ry seized. M eanw hile, the Romulan people lacked a voice in 
the ir government, l eading to popular uprisings against unpopu lar leaders and 
further d estabili z ing Romulan society. The C ivil War begun in 935 replaced 
this system w ith a formal Empi re, and Admira l Valkis p roclaimed h imsel f the 
Emperor Valk is I i n 938. 

Valk is I o rig ina lly establi shed the Rom ulan Senate to advise him. The 
p ositio n of senator initia lly went to the adm irals who h ad supported Valkis 
and to the lead ers o f prominent Romu lan fam ilies, particu lar ly landowners, 
since the Emperor need ed th eir sup port and th e support of the people they 
represented . A t f irst the Senate held no poli tical power of i ts own : It could 
advise the Empero r, but did not m ake decisi ons. As the Empire grew in size 
an d comp lex ity, and Romulan c ivi li zation coalesced into something begin­
ning to resemb le th e modern Emp ire, the Emperor invested the Sen ate w i th 
more autho ri ty to hand le m any day-to-d ay affairs. 

O ver ti me, the power o f the Senate waxed and the power of the Emp eror 
waned. To th e Romulan way of th ink ing, the Senate provided a more stable 
and reli able m ean s of governing th e expanding Empire. N o matter how capa­
b le, no o ne person could administer an Emp ire the size the Romulan one 
was becoming. The Senate provi ded a forum for deb ate, d iscussion, and 
innovati on sometimes lacking under i ndividua l emperors. More and more, 
the Senate's responsib il i ties increased. The Em peror was a popular f igu re-
head, but the senators contro lled thei r own provinces, thei r own houses, ~ 
and, eventua lly, the ir own p ri vate arm ies. T 
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After the failure of the Vulcan War and the desuetude 
of the rebu ilding period, the Senate replaced the Emperor. 
Using their political influence at home, and marshaling 
th eir private armies, the senators convinced the Emperor 
to accept a lesser role, in much the same way Earth's 
ancient English Parliament forced the English king to 
accept a constitutional monarchy. The senators did not 
w ish to dispense with a central executive. They rea lized 
that, altho ugh they governed the Empire more effectively, 
the Romulan p eople sti ll needed a single figure they 
cou ld look to for leadership and guidance: someone w ho 
embodied the Romulan ideal and inspired the loyalty of 
the populace w hile the Senate quietly ran the government 
and acted as the power behind the throne, humble ser­
vants of th e Empire. That person was the Praetor. 

BECOMING PRAETOR 
The Praetor of the Romulan Empire is an elected posi ­

tion, chosen by the members of the Romul an Senate. In 
order to become Praetor, a cand idate must be able to w in 
the support of enough senators to ensure h is election. 
First, the candidate must be a full-blooded Romul an. The 
Praetor represents the Empire and the Romulan peop le, 
and n o ali en can possib ly do so. 

More importantly, a potential candidate must capture 
the hearts of the Romu lan people and the Pub l ic 
Assembly. Although the Senate may appoint an unpopu­
lar Praetor fo r reasons o f practicality or political ga in, 
they are far m ore like ly to choose som eone w ho can eas­
il y fulfill one of the position 's primary duties: acting as a 
spokesman and popula r leader for the w ho le of the 
Romulan people. On the other hand, the opinion of non­
Romulans m atters very little in the selection of a praetor. 
In fact, the Senate tends to prefer candidates feared rather 
than liked by potentially troub lesome client states. 

For this reason, Praetors are often military heroes with 
long and glorious careers, popular with rank-and-file 
Romulans. Less often, senators propel themselves into the 
Praetorship usi ng thei r office as a platform to rally popu­
lar opinion, and advancing a public agenda that coin­
cid es with their ambitio ns. Not all Praetors come from 
one of the influential Romulan fam ilies. Som e Praetors 
have had humble b eginnings, although all have had at 

least the support of the major families and factions to 
achieve their position. The Praetorship is sometimes 
passed down within the same family, but this is by no 
m eans the rule. 

The position of Praetor is for life, until the Praetor will ­
ingly retires or is replaced by a vote of the Senate. It 
requires at least a three-quarters vote for the Senate to 
remove a praetor from office, so m ost of the major fac­
ti ons must be in agreement for it to happen. The Senate is 
al so wary of rep lac ing a popular Praetor, for fear of pub­
li c outcry. Of course, factions opposed to the current 
Praetor may try to engineer scandals to eliminate the 
Praetor's public support and make it easier to have him 
removed. The Tal Shiar have been known to topp le 
Praetors who oppose them too openly or too often. 

Genera lly, most Praetors gracefu ll y retire after years or 
even decades of serv ice to the Romulan people. Some 
even return to the po litical li fe of a senator or consul, giv­
ing them considerable influence in the Senate (a long w ith 
no small number of political enemies). Some Praetors 
have died in office, occasionally under mysterious cir­
cumsta nces. Rumors abound, hinting that the Senate and 
the Tal Shiar are not above arranging for the elimination 
of a troublesome Praetor who cannot be removed from 
office through any other m eans. 

The c urrent Praetor is Neral, former Proconsul of the 
Romulan Senate, wi th an illustrious p ast h istory of serving 
th e Romulan Empire and its people. (For more informa­
ti on, see page 39 o f Romulan Characters.) 

THE ROLE OF THE PRAETOR 
Although the Praetor has broad powers, including 

supreme command over the Romulan military, the author­
ity to interpret laws and enforce them, and the authority 
to inflict the death penalty, the Senate retains the power 
to enact laws. The only check on the Praetor's power is 
the Senate's ability to remove the Praetor 's authority by 
remov ing him from office. 

The most important role of the Praetor- at least in the 
eyes of the Senate-is acting as an inspirational role 
model for all Romu lans. The Praetor is the livi ng embodi­
m ent of the Empire and D'era, a living, breathing person 
to w hom Romul an sold iers and citizens can swear their 



undying loyalty and allegiance. Although respect for 
Romulan vi rtues and loyalty to the Empire are taught to a ll 
c it izens from childhood onward, the Praetor provides a 
popular symbo l of those otherwise abstrac t intellectual 
concepts. 

In essence, the office of Praetor is far more impo rtant 
than any one individual. Praetors largely give up use of 
thei r individual names upon the ir election. The Praetor is 
simply referred to as "the Praetor," as though the position 
has a li fe of i ts own, w hich, in many ways, i t does. O nl y 
rarely (and then on ly in official histories) is a Praetor 
referred to by name, such as " Praetor N e ra l," usua lly to 
di st ingui sh him from o the r Praetors. 

The Praetor has g reat influence over popular Romulan 
c ulture . Fash ions and activities at the palace become 
trends throughout the Empire. The Praetor's speeches f ire 
the spirits of the people and p rovide support for particu­
lar legislation or initiatives on the pa rt of the Senate. The 
Praetor's image g ives the peop le hope in times of trouble 
and helps insp ire loyalty at all times. 

Wh ile the Praetor is the supreme commander of the 
Romu lan military, the Senate w ields considerable influ­
ence. (Many senators control their own personal f leets, 
especially senators who a lso serve as p lanetary or sector 
governo rs.) The Praetor o rders the deployment of troops 
and sta rships, but the Senate controls the appropriatio n of 
resources needed to build n ew ships and recruit new sol­
diers. Simil ar ly, the Senate enacts leg islation and super­
vises the governmen t's daily operations, but the Praetor 
enforces Romu lan law. 

THE PRAETORIAN GUARD 

As supreme mi li tary commander, the Praetor controls 
a specia l cadre of troops known as the Praetorian Guard. 
The Praetorian Guard answers o nly to the Praetor and is 
unswerving ly loya l. Praetors with military experience 
often appoint former mili tary colleagues and subordi­
nates to the Praetorian G uard upon t he ir installation, and 
garner many m il itary supporters through the promise (or 
even the hope) of a positio n in the Praetorian Guard as a 
reward for loya lty and serv ice. 

By tradition, the Praetorian G u ard is m ade up of a full 
legio n of Romul an troops, alon g wi th the various support 
personne l and resources necessa ry to m aintain them. 
The G u ard has its own ships as we ll, u sually a fleet of 
D 'deridex-class warb irds plus supporting vessel s. 
Traditi onall y, on ly the Praetorian Guard may keep armed 
vessels in o rbit a round Romulus. 

The primary duties o f the G u ard include attend ing the 
Praetor during a ll pub I ic and ceremonial function s and 
escorting the Praetor wherever he might travel. O n occa­
sions w hen th e Praetor must leave Romu lus, he a lways 
travels on board the flagship of the Praetorian Guard, 
escorted by other Romulan sh ips. 

In additio n to their ceremonia l duties, the Praetorian 
Guard make a usefu l resource for the Praetor. Praetors 
have used members of the G uard as their personal 
agents, spies, and assassi n s to carry o ut missions too sen­
sitive to entrust to anyone e lse (especially if the Praetor 
happens to be out of favor w ith the Tal Shiar or the 
Senate). Members of the Praetorian Guard are som etimes 
appointed to positions on ships o r o utposts in the camp 
o f particular sen ators, ei ther to support the Praetor's 
allies or to spy o n h is po l itica l enemies. It is even 
rumored the Praetor has Guard members wi thin t he Ta l 
Shiar itse l f, to keep watch over the inte lligence o rgan i­
zation and report any indications of disloyalty or decep­
tion d irect ly to the Praetor himsel f. Thus, the Praetorian 

G uard and Tal Shiar act as ch ecks o n each other 's poten­
t iall y dictatoria l powers. 

The Continuing Committee 
The re lationship between the Praetor and Senate can 

be a confusing one. The Senate installs the Praetor, but the 
Praetor w ields broad discretionary powers. The Senate 
passes laws and resolutions, but the Praetor is responsible 
for enacting those Jaws (and sometimes chooses not to). 
Often, the Praetor determines the Empire's direction, and 
the Senate serves as a "rubber stamp." Yet the Senate has 
the power to remove a Praetor from office. Despite these 
contradictions, the Romulans make this system work, 
through an organ ization k nown as the Continu ing 
Committee. 

Composed o f the Praetor, the chairman of the Tal 
Shiar, three mi l itary officers, the proconsul, the vice-pro­
consul , and the leaders of the p o liti ca l part ies, t he 
Continuing Committee serves as an execut ive board to 
determine policy. Should th e Sen ate d isapprove of t he 
Praetor's acti ons, Senate leaders can bring u p their con­
cerns here. Shou ld the Praetor object to legislation mak­
ing its way through the Senate, he can state his case. 
Mi li tary leaders and the Tal Shiar can weigh in with their 
opinions as well. Informally, here the major estates of 
Romulan society can "take each other's temperatures." 

The Continuing Committee is designed to foster com­
promise and agreement. Each branch reports on any mat­
ters of import, from the Praetor conferring w ith Senate 
leaders on flooding in the Krocton Segment to military 
leaders reporting on a glorious conquest. A ny disagree­
m ents or decisions are p ut to a vote, after each side 
weighs in w ith thei r opinion. A simple majority vote set­
tles the issue. 

As with anyth ing in Romulan politics, th ings are not as 
simple as they appear. The m i l itary often sides w ith the 
Praetor, g iving him a bloc of votes o n w hic h he can count 
(that he normally appoints the admirals to t he Committee 
on ly he lps). Tho ugh the Praetor is technically first among 
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equals on the Committee, w ith a greater say than o thers, 
w ise Praetors do not act shou ld the mood in the Senate 
run against him. Meanwhile, the Praetor ca n make life 
difficult for those senators on the Committee who oppose 
his policies, by dragging his feet on a senator's pet proj­
ect. Although senators outnumber the Praetor on the 
Committee, they are characteristically loath to vote 
against him, and be seen to obstruct a popular ru ler. 
Senators typically refrain from publicly questioning the 
Praetor's actions, instead a llowing the leadership to do so 
behind the Committee's closed doors; there, they have 
been known to issue ultimata to the Praetor, including the 
ultimate threat-removal from office. 

The Romulan Senate 
The Romulan Senate is the supreme governmenta l 

body of the Star Empire. It maintains comp lete control 
over t he appropriation of the Empire's resources, deter­
mines and executes foreign policy, and makes and ratifies 
treaties. It approves or disapproves legi slation, as well as 
the elections of tribunes and government officia ls, and it 
determines who will be entrusted with the powers of the 
Praetorship. The Senate is the guard ian of t he Empire and 
the conscience of the republic, humble servants of the 
people and protectors of D'era. 

The Rom ulan Senate is also a center of political 
intrigue and infighting. The most ancient and noble fami­
li es of the Empire struggle daily to further their own caus­
es, for the glory of the Rom ulan Empire and often for their 
own personal advancement. The Senate is divided into 
many different factions, intended to bring many voices 
into Romulan politics, but also providing checks and bal­
ances that p lay each faction off the others. 

TH!E ROLE OF TH!E SENATE 
The Romulan Senate is the supreme governing body of 

the Empi re. A lthough the Praetor i s considered the leader 

of the Empire, the Senate makes laws, appropria tes and 
controls resources, hand les dip lomatic contact, and 
makes or breaks treat ies. The Senate appoints the Praetor 
and h as the power to remove him from o ffice. The Senate 
h as very little leverage to use against the Praetor, beyond 
the threat of removal from office. It cannot veto the 
Praetor's decisions, though it can pass (nonbinding) reso­
lutions calling upon him to act in accordance with its 
w ishes. Because of the number of votes required and the 
instability it creates, removing a Praetor from office can be 
diffic ult, and happens infrequentl y. Given the consensus­
building nature of the Continuing Committee, the Praetor 
and Senate infrequently d isagree on matters of policy. 

The Senate gives each province a voice in the govern­
ing of the Emp i re, a lthough the political influence of 
Romu lans is far greater than that of any o f the Empire's 
client races, and the voice of older provinces is stronger 
than that of newer ones. To the Romu lan mind this is as it 
shou ld be. Ancestry and experience are im portant, so 
o lder provinces shou ld have more say in how th ings a re 
done. Some dissenters believe the Romulan system should 
be more equitabl e towa rd other species and new 
provinces, but their voices are weak and understandably 
lack political support. 

Most importantly, the Rom ulan Senate is entrusted 
with gu iding and nurturing the dest iny of the Romulan 
people. The Senate ensures that the Empi re remains pros­
perous, strong, and continuously expanding outward into 
new territory. Although how quickly the Empi re should 
expand is often debated among senators and their coa li ­
tions, no one questions the fact that it is destined fo r the 
Romulan Star Empire one day to span th e ga laxy. 

SENATORS 
The Romu lan Senate is made up of hundreds of sen­

ators representing the various provinces of the Romulan 
Star Empire. A senator i s appointed for l ife, until he 
chooses to ret i re or is removed from office by the 
Senate. Many senior senators have held office for as 
long as a century, and such long ca reers are not unusu­
a l , given the average Romulan lifespan. 

. Each senator represents a province of the Empire in 
the Senate. Since not all provinces are divided equally, 
senators vary in terms of power or prestige based o n the 
provinces they represent. For example, Romulus and 
Remus are d ivided into individua l provinces, each w ith 
its own senators. On the other hand, a province in a 
newly settled area of Romu lan space may contain more 
t han a dozen star system s and several colonies, but have 
o nly one representative in the Senate. 

Th is tends to weigh th e Senate heavil y toward sena­
tors who represent the interests of the Romulan core 
worlds and provinces, w hile still giving som'e voice to 
every province. Newer provinces constantly lobby for 
additional senators, a lthough this a lways enta ils subdi­
vid ing the province into sma l le r regions, which is not 
always desirable. Senators regu larly debate th is issue. 
Usually t he smaller coal it ions of the Senate favor the 
establishment of new p rovinces, since it g ives th em an 
opportunity to offer new senatorial candidates and gain 
members. 

Senators traditio na lly live in the provinces they rep­
resent, maintain ing homes there, but they spend most of 
their time on Romu lus, w here the Senate meets. 
Senators of the provinces on Romulus, l i ke Senator 
Pardek, a re known for w alking through the streets of 
their p rovinces, meeting with the common people and 
hearing the i r concerns . 
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BECOMING A SENATOR 

Like all other major governmental positions in the 
Empire, the majority of senators are Romulan, a lthough 
aliens w ho attain full c itizenship can become senators as 
well. Senators were origina lly representatives of the 
wea lthiest land-owning fami lies on Romulus, and those 
families still hold their Senate seats centuries later. An 
individual from more humble beginnings must have some 
con siderable accomplishment as a politician or military 
officer in order to gain the favor of the Senate. 

The Senate itself appoints new senators. Whenever a 
vacancy opens in the Senate-due to the creation of a 
new province, or the death or retirement of an existing 
senator- the Senate receives nominations for the position 
from the major coalitions of the Senate, as represented by 
their consuls. Techn ically, any current senator may nomi­
nate a candidate for considerat ion, but traditionally the 
coalitions each choose a candidate. The candidate must 
be either a Romul an o r naturalized citizen, and have a 
di stinguished career of service to the Empire or a noble 
and ho norable lineage, preferably both. 

The candidates have several months to campaign for 
the position . They spend th is time in public debates, gain­
ing popu lar support among the Romu lan people and mak­
ing a lliances with key senators and coalition members to 
secure their votes. The process concludes with each can­
didate delivering a speech to the entire Senate from the 
Senate Forum. These speeches a re recorded and broad­
cast throughout the Empi re. Then the Senate votes, and 
the ca ndidate with the most votes is installed as a new 
senator. 

Senatorial positions are often inherited, and the Senate 
tends to favor strongly the chosen successor of a retiring 
senator unless there is some reason why he is clearly 
unfit. The competition for new Senate seats is fierce, as 
each coalition desires to increase its inf luence, and the 
powerful Romulan families try to add another Senate 
position to their holdings. Such campa igns ten d to be rid­
dled with infighting and political maneuvering as deals 
are made and broken b ehind the scenes to secure every 
poss ibl e advantage. 

COALITIONS 
The Senate is divided into different po litica l coalitions, 

groups of senators with similar political goals and ideolo­
g ies who band together out of mutua l interest. These 
coa lit ions exercise co nsiderable influence over the deci­
sions and po licies of the Senate, depending o n wh ic h 
coa lition s are currently in power and which are o ut of 
favor. No senator can survive for long w ithout the protec­
tion and assistance of a coalition, and few senators are 
elected w ithout the b acki ng of at least one. 

Coa li tions within the Senate a re fluid, shifting rapidly 
w ith each change of the po li t ical climate. Coalitions ally 
with o thers on an issue, then turn on their former a ll ies 
over a new issue. O ld coa litions break up and new o nes 
form on a regu lar basis . A senato r might change coa lition 
affiliation many times over the course of his career, and 
coali tion membership often determines a senator 's friends 
(or at least allies) and enemies. These al liances and rival ­
ries can shift with startling rapidity; entire coali t ions can 
reverse themselves from week to week. 

Despi te this, severa l fairly stable coali tions have aris­
en in the Senate, based on age-old issues of Romu lan pol­
itics that surface again and aga in. These coaliti ons are the 
largest and most influential, often containing various 
sm all er coaliti ons that share simi lar goals but d iffer on the 

finer points of ideology and implementation. The major 
curren t coalitions are described below. Many others exist 
w ithin the Senate, but most are of a more trans ient natu re. 

jARIDAN 

The jaridan Coalition is the current ruling coa lition, 
having the largest number of members and the greatest 
influence in the Senate. It is based on strong support for 
the Romulan mili tary, providing a constant influx of 
resources for the construc tion of new ships and the 
recruitment and training of new military personnel. The 
Jaridans support a policy of continual outward expansion 
for the Empire in keeping with the ideals of D'era. They 
support new campaigns to explore and conquer newly 
discovered worlds and an ongoing policy of confrontation 
with the Empire's enemies, like the Federation and the 
Klingon Emp ire. They believe that military support and 
continued exp ansion he lp ensure economic prosperity 
and stabili ty for the Empire. 

Not surprisi ng ly, the j aridan Coali ti on receives support 
from the majority within the Romu lan mi litary. Many of 
its members are former m ili tary offi cers themselves, w ho 
retain ties to their former commands and have consider­
able military resources to draw upon. The c urrent Praetor 
favors the j ari dan Coalition and is supported by them. 

NEJ'AHAR 

Th e Nej 'ahar Coalition is the jaridans' closest rival and 
the second largest coa li t io n . They focus strongly o n 
domestic issues, such as economic growth and education, 
w hil e maintaining order and stab ility w ithi n the Emp i re. 
Nej'ahar members fear potential instability w ithin the 
bounds of Romulan space, and argue that constant out­
ward expansion stretches military forces too thin. They 
prefer to see more m il i tary resources devoted to garrisons 
on conquered systems, and additional security provided 
for key worlds. To placate the average c i t izen, they sup­
port programs of economic growth for Romulan worlds 
and the improvement of living conditio ns and quality of 
li fe for c iti zen s of the Empire. In parti cul ar they support 
better edu cation and medical care for a ll citi zens. Some 
consider the Nej'ahar Coalit ion a bit soft because of their 
focus on internal matters, but their firm " law and order" 
stance helped to d ispel such ideas until the defection of 
Vice-Proconsul M'ret (see p. 29) brought them back in 
force. 

Many powerful and wea lthy famili es support the 
Nej'ahar. They seek to m a inta in traditional Romulan val ­
ues and to protect everything the Empire has ach ieved. 
For many members of the coa li tion, their duty is to thei r 
ancestors to guard the g lory of the Empire from all threats, 
both foreign and domestic, and to ensure a better life for 
a ll Romulans. Developments l ike the Reunification 
Movement greatly concern the Nej'ahar. 

jOL TAN 

Th e j o l Ta n Coa lition stresses the l oya lty of all ci ti zens 
of the Empi re as the utmost priority. This focus is likely 
w hy the jol Tan strongly supports the Tal Shiar as main­
tainers of loyalty and order. Many privately say the coa li­
tio n has grown poli tical ly because of the efforts of the Tal 
Shiar, w inn ing some senators over through thei r unending 
work to protect the Romulan people and others through 
b lackmail and similar means of persuasion. In fact, it is 
wide ly b eli eved that the Jo l Tan Coali tion does the bid­
ding of the Ta l Shiar rather than the other way arou nd, 
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although anyone w ho wishes to avoid a visit from the Tal 
Shiar never says so in public. 

In the Senate Jol Tan members support the policies 
and goa ls of the Tal Shiar, both public and secret, ensur­
ing the Tal Shiar is well funded and supp lied and that 
their operations receive little interference, giving them 
sweeping authority to handle matters as they see fit. 
Some members of the Senate grow concerned about the 
influence of the Tal Shiar and the inc reasing power of 
t he Jol Tan Coalition . Members of the Jar idan Coal ition 
in pa rt icular distrust the jol Tan, due to the traditional 
friction between the Tal Shiar and the military. Some 
outside the jol Tan have become concerned that the Tal 
Shiar may grow too powerful , but no one has yet been 
wi lling to speak of the matter publicly, and many who 
do so privately end up under the Tal Shiars watchful 
eye. 

SuKETH 

The Suketh Coa lition is considered an aberration by 
many in t he more traditional coalitions, but it sti ll has 
support from m any in the Senate. The coa lition pro­
motes the ideal of D'era, but believes the Romulan 
Empire may be expanding too quickly, that the Empire 
has fought too many wars and needs to take time to 
absorb and integrate worlds already taken. Time a lso is 
needed to recover from losses to enemies like the 
Taurhai before continuing to expand and engaging old 
enemies l ike the Federation or the Klingons. The Suketh 
say that the Empire may stretch itself too thin by fighting 
and expanding on too many fronts, until the stra in 
becomes too great and tears the Empire apart. 

The other coalitions consider the Suketh a larmists at 
best, potentially disloya l or traitors at the worst. Sti II, 
there is a growing movement within the Senate that says 
Romulus has had enough war for a time and calls for a 
focus on peace and the building o f alliances. This move­
ment gives the Romulan politi cal underground hope, 
but it is sti ll far from the radical politics espoused by 
members of the rebelli on. In fact, some of the o ldest and 
most conservative fami lies on Remus support the Suketh 
positions out of deep concern for the rapid changes 
Romu lan expansion has created. The Suketh Coalition 
held a great deal of power in the Senate b etween 2311 
and 2364, while the Empire withdrew from testing the 
Federation. The Tal Shiar watches members of the 
Suketh Coalition closely for any signs of disloyalty. Thus 
far, they have evaded any hint of scandal, but it remains 
to be seen for how lo ng they can keep their reputations 
spot less. 

CONSULS 

The head of each major coa lition within the Senate 
holds the office of Consul. A consul speaks for his coali­
tion, serves as the public leader of the coalition, and 
represents the coalition on the Continuing Committee. 
Being a consul is a position of considerable public 
exposure, and consuls a re often targets for politica l 
schemes aimed at the ir coalitions, since weakening the 
consu l tends to weaken the position of the coa lition as 
wel l. 

A consul who suffers such a loss of influence is 
expected to resign for the good of the coalition, and 
coalitions can vote to elect a new consul at any time. 
Consuls may also exercise other powers, but key gover­
norships and ministries remain in the hands of the con­
su ls of the major coal iti ons. 

THE PROCONSUL 

The Senate chooses a proconsul and a 
vice-proconsul to lead it. Generally, 
both are from the ruling coa lit ion of 
the Senate, but occasionally a vice­
proconsul is chosen from a different 
coalition as part of an alliance or 
agreement between two coalitions. 

That is currently the case, with 
the proconsul belonging to the rul­
ing Jaridan Coali tion and the v ice­

proconsul belonging to the Jol Tan. 
Proconsu lar appointments last for 

ten years and may be renewed by the 
will of the Senate. Many proconsuls 

serve for decades, and there is no limit 
to the number of terms a p roconsul 
may serve. Proconsuls tend to rise 

and fall w ith their coa litions, 
although a proconsul can also be removed from office by 
a vote of the Senate b ecause of illegal activity o r pol itical 
scandal. 

The proconsul controls the lion's share of the political 
power within the Senate. Since the proconsul represents 
the ruling coa l ition in the Senate, he she has vast influ­
ence. He sets the Senate's agenda, determining what 
issues wi ll be debated before this august assemblage, and 
deciding what matters will be brought to a vote. The pro­
consul can tie up legislation indefin i tely, effectively 
killing it, or bring the matter to a quick resolution. The 
proconsul can be a Praetor's most effective ally in the 
Senate, or a formidable foe. When the two agree on poli­
cy, the proconsul endorses the Praetor's programs in the 
Senate, while the Praetor enacts legislation supported by 
the proconsul (and his coalition). Should the two leaders 
disagree, the proconsul can bring considerable pressure 
to bea r. One of the primary roles of the proconsu l is in the 
area of diplomacy. The Senate handles diplomatic rela­
tions between the Empire and other nations, and the pro­
consu l h as considerable voice in dictating how the 
Empire deals w ith i ts neighbors. While many Romu lans 
want to become Praetor, the truly ambitious aspire to the 
office of proconsu l. 

The c urrent proconsul, Kota, on ly recently assumed 
office. He is a fairly young, ambitious proconsu l, with 
grand ideas and goals for the Romulan Empire. A l though 
Kota was able to rall y t he support needed to put himself 
in office, it remains to be seen i f he can get the various 
coalitions of the Senate to accept his interpretation of 
D'era and work together for the benefit of the Empire. 

T H E VICE- PROCONSUL 

The vice-proconsul assists the proconsul in the actu­
al day-to-day running of the Senate, and handles many 
of the minor details the proconsul may not have time to 
deal with personall y. Whi le some v ice-proconsu ls are 
quite content to serve in a secondary role, most see the 
office as a step toward becoming proconsul themselves. 
M any proconsu ls have served as v i ce-proconsul in their 
time, and the job makes a traditional stepping stone to 
the highest office in the Senate. 

When the vice-proconsul belongs to a different 
coa lition than does the proconsul, as is currently the 
case, the vice-proconsu l serves one additiona l purpose. 
H e keeps watch on the proconsu l and he lps to keep h im 
in c heck, looking out for the interests of the vice-pro­
consul's own coalition to see that the proconsul doesn't 
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compromise th em. Such an arrangement usually hap­
pens w h en two coa l itions form an all iance to share 
power in the Senate and shut out other, smal ler coa li­
tions, as is now the situation w it h the Jaridan and 
Nej'ahar Coali tions. 

Vice-Proconsu l Louris actual ly has more experience 
as a senator than Proconsul Kota, but senatorial suspi­
c ion of the j ol Tan Coal i t ion p revents h im from overaw­
ing the young Kota. Kota had o rigina lly a l igned h is fac­
tion w it h the Nej'ahar, but t h e defection of Vice­
Proconsu l M'ret badly damaged the Nej'ah ar Coa lit io n 
and forced Kota to rank h imse lf open ly w it h t he Tal 
Shiar. Romu lan pol itics is still i n a state of f lux, and n o 
sen ator kn ows what new coa l itions will spring up in this 
time of new foreign adventurism and tens ion abroad. 

Romulan Subjects 
The Romulan Star Empi re h as a popu lat ion in the tr il­

l ions of intelligent l ifeforms, scattered across numero u s 
star systems. M any of these c i t izens a re Romu lan, b ut 
many more are species conquered or absorbed by the 
Romulan Empire. 

THE ROMULAN ARISTOC RAC Y 
The fam ilies listed below represent just a few of the 

p rominent fam i lies in Romulan society. Some ca n trace 
t he ir h istory to the ea rliest days of Romulan history, to the 
t ime of Te ll us, or that of Emperor Valk i s I. Others rose to 
prominence more recently, capital izing on the exp lo its of 
one member who founded a new dynasty. These are the 
scions of Rom u lan society, those who wield considerable 
power and influence. They produce the Empi re's sena­
tors, governors, diplomats, military leaders, and scien­
tists. Considered paragon s o f Romu lan society, they help 
determ ine t he fate of the Romu lan Empire and upho ld 
Romu lan t radi tion . They, more t han anyone else, must 
emu late t he Romulan ideal, for to do less wou ld b ri ng 
shame on those heroi c ancestors who bui lt the Empi re . 

BAREL 

The Bare l family can trace its h i story to t he time of 
Tellus, and once rul ed over the Lagana Segment, a sma ll 
province on Romu lus. To this day, they represent th is 
province in the Senate, through the fami ly p atri arch, 
Senato r Tomek, and ho ld addit ional Senate seats repre-

senting several colony worlds. Most fam ily members 
belong to the j aridan Coali t ion. Members of the Barel 
fam il y focus thei r efforts in the poli t ical arena, obtaining 
positions as senatorial aids, diplomats, and regiona l gov­
ernors, t hough some go into mi li tary service (where their 
pol itical savvy benefits as well). They deep ly resent polit­
ica l upstarts l ike the Gaius and Kassus fami l ies. 

GAl US 

The Gaius family ca n make no grand cla ims to histo­
ry, unlike the Barel fami ly, and th is is a source of friction 
between t he two. T he fam ily rose t o p rominence thro ugh 
the efforts of Romb ion, a centu rion w it h a d i stingui shed 
career of m ili tary service. The Romu lan Senate reward­
ed h im with a Senate seat, and since then the fami ly has 
used the p osit ion to build a poli tical base. The Gaius 
family has c hosen to forsake its m i litary heritage in favor 
of pol itics, their c h ildren learning to nav igate the 
labyrinthin e n ature of Romulan pol it ics at an early age. 
Admiral Vental commands t he fleet of his cous in, 
Senator Aret, and the two make a form idable team. 

KASSUS 

The ancestors of the Kassus family fought many glori­
ous battles in the Praetor's name, bringing Devorren and 
Pallor into the Romu lan fold. While the fam ily holds a 
seat in the Senate, members typicall y concentrate on m il­
i tary service. Children receive early training in warbird 
command, usua lly at the elbow of an experienced aunt or 
uncle. Th e fami ly counts numerous admiral s and centuri­
ons among its ranks. Senator Morror Kassus is the current 
head of the Kassus family, hav ing propelled himself to a 
Senate seat after a · lo ng, illustrious career. Some in the 
Senate fret o ver Kassus' ultimate ambitions, notably 
Senator Tomek. 

K AYTON 

Tracing i ts li neage back to the original settlers of the 
Romulan homeworld , the Kayton fam ily p ossesses great 
moral authority, but li ttl e concrete pol itical power. The 
oldest living member, the Doge Teret, wields considerable 
inf luence behind the scenes, and a succession of Praetors 
and proconsuls have privately sought her advice. Kayton 
family members prefer to work behind the scenes, express­
ing thei r opinions with a quiet word in the proper ear. 
Consummate power-bro kers, members of this famil y trade 
in favors to ach ieve thei r objectives. From ch ildhood, a ll 
Kaytons learn w hat it means to be " Romulan" and are held 
to a strict standard by their p arents. The Gaius family cur­
rently courts this family to gain legitimacy. 

MARRUS 

Whi le the Marrus family lacks a Senate seat, i ts mem­
bers have carved o ut a n ic he for themselves as scientists 
and merchants. They derive great wealth, and thus influ­
ence, from th eir economic endeavors. A Marrus led the 
proj ect to develop the quantum si ngu larity drive, an d 
holds the construction contract for it. The family manages 
several factor ies for the produc tion of disrupto rs, mag­
netic constrictors, and isolinear c h ips. Those who do not 
b ecom e researc h scientists go into business; M arrus fam­
il y merchants unite many Romu lan worlds in trade. Well 
know n members include Kolar, an inte rcessor and family 
h ead, and Suk ku r, w ho oversees contracts with the 
Romu lan m il itary. 
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QELLAR 

The origins of the Qellar family's prominence can be tied to one event: The 
family patron was the first chairman of the TaiShiar. Since then, the Qellar fam­
ily has derived its influential standing from its connections with the Romulan 
secret police; few openly oppose this family, for fear of attracting unwanted 
attention. Most Qellars join the Tal Shiar, and even those bound for a career in 
the military or politics are believed to have ties to this organization. Though few 
would express it publicly, some believe the Qellar family uses this relationship 
for personal gain. Ultraconservative, they have little use for, and even less admi­
ration for, the Kayton family, whom they see as little more than social gadflies. 

TELA 

Once ruling over vast tracts of land early in Romulan history, the Tela family 
derives its stature from the ancestral holdings. Upon its arrival from Vulcan, the 
Tela family established a small fiefdom, from which it conquered neighboring 
territory during the period of clan wars. When Valkis I established the Romulan 
Senate, the Tela family received the largest bloc of seats. Over the years, through 
Senate appointments, the family lost all but one of its Senate positions, though it 
retains ownership of the land. Th.ose family members who do not go off to the 
military manage the family 's farms. The current leader of the family, Senator 
Chatak, serves as consul of the Nej'ahar Coalition. 

TERIK 

The Terik family gained prominence during the invasion of Romii, and many 
members distinguished themselves conquering the Zelvorians. Since then, mem­
bers of this family have concentrated on military service. While the Kassus fam­
ily grooms its children for eventual positions as ship commanders, theTerik focus 
on training in the art of war. They learn to fire a disrupter and engage in intense 
physical training at an early age. Admiral Nakhon received an appointment to 
the Senate for his support ofVa lkis during the Romulan Civil War, but few of his 
descendants have the stomach for political life . They have a reputation for being 
"uncultured," instead preferring a soldi er's life. 

THE ROMULAN PEOPLE 
The first citizens of the Romulan Empire are the Romulans themselves. With 

their philosophy o f D 'era, the Romulans consider it their destiny one day to rule 
the galaxy. Every Romulan, no matter how humble, knows that he is spec ial sim­
ply b y virtue of being born Romulan. The Romula n people have a destiny, a spe­
cial place in the universe by virtue o f their Vhorani ancestry. 

The ave rage citi zen is proud of the Empire's achievements, of its long and 
noble history. Ancestors a re honored for their a chievements and th e Praetor is 
considered the living embodiment of Romulan virtues. All citizens aspire to 
serve the Empire with honor and distinction and, p erhaps, to rise above their lot 
in life and reach toward that e lusive quality known as g lory. 

Still, most Romulans know their place in life. They live much as their forebears 
did and teach their children to do likewise. Those who are tradesmen will likely 
continue to be tradesmen, those families who belong to the military tend to stay 
with the military, and so forth. Romul an life remains dependable and orderly. The 
great famili es of the Empire turn out senators, generals, and admirals, and that is 
as it should be . G reatness is rew arded; failure and disl oyalty are punished. 

True Romulans are loyal to the empire. In fact, they t end to proclaim the ir 
loya lty loudly and ofte n, just in case there might be someone listening. Being 
watc hed and monitored by the Tal Shiar is a daily fa ct of Romulan life. The great­
ness of the Empire is paid for in vigilance against those individuals who would 
betray their heritage and bring shame upon their famili es by committing tre ason. 

So the average Romulan citizen is content, knowing the Empire is great and 
powerful and confident in its leaders. There will always be those dissatisfied peo­
ple who seek to change the status quo, but the authorities and the ever-watchful 
Tal Shiar generally keep them under control. 

THE PUBLIC ASSEMBLY 

The Romul an Star Empire is a republic, giving its citizens a voice in how they 
are governed. Althoug h the Senate has supreme power and appoints its own m em ­
bers, there i s a public body giv ing voice to the needs and concerns of the commo n 



people: the Public Assembly. Senators place considerable 
emphasis on the opinions of the Public Assembly because 
they reflec t the opinions of the Romulan people, and pop­
ular support is often a crit ica l element in Senate deci­
sions. Senators know full well they govern at the suffer­
ance of the people, and m any are genuinely devoted to 
serv ing as true representatives of their constituents. 

Technically, the Public Assemb ly is the entire popula­
tion of the Romulan Star Empire; every citizen-even 
non-Romulan citizens-has a voice that can be h eard. For 
all practical purposes, however, the Assembly is l imited to 
representatives chosen by popular vote to voice the con­
cerns and interests of their constituents to the Senate. 

Once again, Romul an worlds have more representa­
tives to the Publi c Assembly t han alien client states, and 
older worlds have more of a voice than newer, younger 
colonies and m ember sta tes. The Senate tends to be most 
concerned w ith the op inion s of c itizens close to home, on 
Romu lus and Remus, than wi th the central colo ny worlds 
and finally w ith the outer reaches and cli ent sta tes. 

PLANETARY GOVERNORS 

A planetary govern or appo inted by the Senate 
administers each world in the Romulan Empire. The gov­
ernor answers to the senator representing his prov ince, 
who brings any con cerns or issues before the Senate for 
con sid eration . Planeta ry governors a re a l ways 
Romu lan s, even o n c li ent worlds conquered or 
absorbed by the Empire lo ng ago. 

A planetary governor has broad discretionary powers 
in handling local affairs on his world, but must answer to 
the Senate if the re is trouble. Governors have a strong 
interest in maintaining order, discipl ine, and productivi­
ty on their worlds to ensure their p ositions, since the 
Senate can rem ove any planetary governor who does not 
m eet with its approval. Otherwi se, a p lanetary governor 
serves unti l he chooses to res ign his position . Many sen­
ators sta rt out as governors and retain a network of con­
tacts and friends on th e worlds they have governed. 

CLIENT STATES 

Although the Romulans have numerous colon ies and 
sett lements throughout thei r space, they m ake up on ly a 
portion of the population of the Romulan Star Empire. 
The rest of the Empire's population is made up of other 
alien species. Most of these spec ies h ave been con­
quered and their worlds absorbed by the Romulans. 
Some have entered into peacefu l treaties wi th the 
Romulans, either out o f fear of being conquered or a 
desire to join the Empire and gain the benefits of mi l i­
tary protection and econ omic support. Worlds a long the 
Klingon/Romulan border have been particularl y w illing 
to join the Romulan Empire in order to avoid the often­
times b rutal ru le of the Klingon Empire. While not as 
ega litarian as the Federation, the Romulan Empire is 
known for treating its c lient states fairly and well . 

The Romulans view the fair treatment of their c l ients 
as p art o f D'era. Since it is the duty of the Romulan 
species to rule the stars, th ey have an obligation to treat 
their subjects well. The Romulans feel a responsibility to 
their client states and do their best to ensure they are 
peaceful and prosperous. Members of cli ent states are 
considered ward s o f the state, entitl ed to limited protec­
tion and privi leges u nd e r Romulan law. Client worlds 
are som etimes allowed to reta in a small planetary mi li ­
tia o r pol ice force, made up of loya l, n atura lized citi­
zens, and to construct and maintain ships for the pur-

poses of trade and transportation, but all other military 
resou rces are strictly the provenance of the Empire. 

Existence under Romulan rule varies widely for dif­
ferent client sta tes. Those clients who submit to the rules 
and requirements of the Empire are a llowed to live fair­
ly pl easant lives, a lbei t restr ic ted in matters of trade and 
government by the edicts of the Romu lan planetary gov­
ernor. Those client worlds most recently conquered , or 
those w hich remain hotbeds of rebellion, a re subject to 
harsh, draconian laws, planetwide curfews, military 
p atro ls, and so fo rth. As a general rule, p eaceful client 
states are a llowed to mostly govern th em selves. Those 
w ho resist the w ill of the Empire are c rush ed, as an 
exampl e to others. 

Diplomacy 
For more than fifty years, the Romu lan Empire had 

few, i f any, diplomatic relations with other civilizations 
in the Alpha Quadrant. After the Tamed Incident, the 
Romulan ambassador to the Federation was recalled to 
Romulus and only silence was heard from the far side of 
the Neutra l Zone. The Romu lans spent those years han­
dling interna l matters and dea l ing with the Taurha i. 

In 2364, the Romulans em erged from isolation to 
investigate the disappea rance of several of their bases 
a lo n g the Neutra l Zon e border. T h i s brought the 
Ro mulan s back into contact with the Fed eration and 
other inte rstellar powers. The Romulans returned to the 
game of interste llar brinkmanship w ith conside rab le 
zest, and are currently a major p layer among the c ivi ­
li zations o f the Alpha Quadrant. 

UNITED FEDERATION OF 
PLANETS 

The Romulans see th e United Federation of Planets 
as a deepl y flawed c ivil ization. It is predicated on the 
gathering of knowledge for its own sake, exploration, 
mutua l defense, and the equal ity of a ll intell igent 
species. More importantly, the UFP is devoted to an 
idea l of noninterference in other societ ies that limits 
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their expansion and their influence. The Federation is clearly tainted by the 
teachings of Surak and Vu lcan ideology. This is not surprising, since Vulcan is 
one of its founding members. 

Everything the Federation stands for runs counter to the Romulan ideal of 
D 'era. The Federation believes a ll species are created equal; the Romu lans know 
t h ey are not. The Romu lan s are destined for greatness and the Federation stands 
in the way of that destiny. The Romu lans, however, remain unconcerned. To 
th em, the Federation is a weak and corrupt civili zation. I ts democratic method 
of government is akin to chaos, and its own code of eth ics pa ra lyzes it, prevent­
ing it from acting in situations where the Romulans wou ld do so w i thout a sec­
ond t hought. 

Sti ll , the Federat ion is not an easy adversary. The ir war against Earth taught 
the Romulans some respect for humans as adversaries, and Starfleet is st ill a for­
midable military force. Rather than simpl y go to war with the Federation, the 
Romulans prefer to probe for weakness, testing t he defenses of thei r enemy and 
trying to provoke the Federation into making a fata l mistake that will fina lly bring 
about a collap se of its c iv ilization, allowing Romulan forces to sweep through. 
Every Romulan knows it is on ly a matter of time before the Federation falls, and 
t hey're wil ling to be patient. 

VULCAN 
A great deal of the Romu lan d isda in for the UFP comes from the fact that 

Vulcan, the ancient homeworld of the Romulan race, is one of the founding 
worlds of the Federation . Vu lcan ideas of peace, logic, learn ing, and democracy 
are clearl y visible in the Federation Charter, things that caused the ancient 
Romu lans to leave V ulcan when Surak's phi losophy of logic becom e the domi­
nant view. Because t he V u lcans turned their backs o n thei r V h o rani legacy, th e 
Romu lans consider their V ulcan cousins at best sad ly misguided. At worst, 
Romulans detest Vulcans for their cold and disdainfu l manner and for t he smug, 
silent superiority of Vu lcan log ic. Something about the way Vu lcans carry them­
sel ves is l ike a cha llenge to a Romul an, as i f to say th e Vu lcans were the victors 
in th e ir anc ien t conflic t, that their doctrine of logic makes t hem superior, when 
it on ly makes them weak. 

Despite th is, some Romu lans believe in the possibi l ity of a reunifi cation of 
their race and the Vu lcans. Most th ink the Vulcans wil l realize their mistake in 
joining the Federation w hen that c ivilization fal ls. They will choose to join the 
Romulan Empire and take up the ancient ways of their ancestors. A small but 
growing minority believes the Vulcans were right to reject war, and that the 
Romulan people can learn important lessons from them. Such views are consid­
ered treasonous, an d those who hold them often find their way into the reun ifi ­
cation movement (see page 33). 

KLINGON EMPIRE 
Although worthy adversaries in b attle, the Romulans consider K lingons their 

inferiors in every other way. The Kl ingons a re b rutal, b loodthirsty, and savage. 
They lack th e inte ll i gence and insight of the Romu lans, and thei r chi ld ish code 
of bravado traps them an d makes them easil y manipulated. For a time, the 
Romulans were forced to a lly with the Klingons aga inst the Federation, b ut they 
never cons idered them equals. 

That the Federation apparently does is an end less source of amazement to the 
Romu lans. The all iance between the Federation and the Kl ingon Empire is an 
obstacle to Romu lan plans for expansion, and the Romulans have devoted them­
selves to doing everything they can to destroy it. The Romu lans prefer to use sub­
terfuge to provoke either side into ending the a l liance. These tactics are usually 
aimed at the K lingons, since they are more emotional and easier to manipu late. 
The attempted assassination of Klingon GovernorVagh in 2367 and the Romulan 
support of the Duras Family during the K l ingon Civil War are two prime exam­
ples of such p lo ts. 

CARDASS I AN UNION 
There is much the Romulans admi re about the Cardassians. Thei r c ivilizat ion 

is fou nded on many of the sam e idea ls as those of the Romulan Empire: honor, 
duty, loyalty, and conquest. Of course, the Ca rdassians lack the ideal of D'era: 
Th e ir society is th e res ult of hardsh ips they have faced in the past and not a grand 
destiny. Still , th e Romulan s understand and respec t the Cardassians far more 
than they do the weak-wi lled Federation or th e savage Kl ingon s. 



The two empi res have l ittle di rect contact, b ecause 
the Romulans see the Cardass ians as riva ls for galactic 
domination . Many Romu lans believe that the fate o f the 
A lp ha Q u ad rant w ill event ua ll y com e down to a confl ict 
between the two em pi res o nce the Federation/ Kii ngon 
a lliance h as fa llen . In the m eantime, the Romulans con­
sider th e Cardass ians poten t ia l a llies aga inst th e ir mutu­
a l enem y, th e Fed e rati on . 

FERENGI ALLIANCE 
Romulans con tent them se lves w ith the t hought t h at 

they cou ld conquer t he Ferengi virtua lly overn ight, if 
they w ished. For n ow, the Fereng i serve a pu rpose: t rans­
port ing and sel l ing weapon s, supplies, and mate ri e l to 
su p p o rt Romulan acti v i t i es thro u gh o ut the A lpha 
Quadrant. They a re a n eut ra l third p arty the Romulans 
can work som e of their schemes th rough and at the 
same t ime maintai n as a trade p ipeline to system s out­
side their space. 

Ferengi merchants are a l lowed passage t h rough 
Romulan space, and hold several lucrat ive t rad ing con­
tracts for Romulan worlds. However, t he Em p i re ca refu l­
ly limits the trad ing power of the Ferengi to prevent 
them from becoming too influentia l i n the Romulan 
econo m y. Th ey know fu ll well that becom ing dependent 
on the Feren g i for any thing is a d an gerous wea kness. 
The Ferengi, fo r th e ir part, p ush for expan ded trading 
agreements, b ut no t so forcefull y as to r isk angeri ng the 
Romulans. 

BORG COLLECTIVE 

Poss ib ly the greatest threat the Emp ire h as ever seen, 
the Romulans are very concerned about th e Borg, 
al though they n ever allow t hei r concern to sh ow. The 
Romulans kn ow preciou s l ittle about the Borg. They 
have ev idence of Borg attacks at severa l posts a long t he 
Neutral Zone and at three Rom u lan co lonies established 
near t he borders of t he Delta Q u ad rant, whic h they 
bel ieve to be the ho m e space of t he Borg Col lective. 

Th us far, all Romu lan con tact w it h th e Borg has 
resulted in n o survivors to p rov ide any in form at ion 
whatsoever. The Borg efficient ly cap tu re or destroy a ll 
personnel and techno logy in the a reas w h ere th ey 

attack. Garbled t ransmissions from sh ips, outposts, an d 
colonies th at have encountered the Borg are all the 
Romulans have to go on, and what they've seen deeply 
concerns t hem. The Borg appear to be a force even more 
dangero u s to the Empire than the Taurhai (see page 2 1 ). 

The Romulans a re so concerned that they are even 
w illing to consider a temporary agreement w ith the 
Fed erat io n/ Kiingon al l iance for the p u rposes of m u tu a l 
protectio n . The Romu lans know they can dea l w ith the i r 
Federat ion an d Klingon neighbors at some point, b ut 
th ey are not so certain about the relentless, mysterious 
Borg. They are eager to gain access to whatever infor­
mation th e Federation currently has regarding the Borg. 

Voices of Dissent: 
The Reunification Movement 

Th is section is intended as an optiona l one for 
Narrators. It d escr ibes a g rowing reform movement wi th­
in th e Romulan Empi re that becomes known to t he 
Federat io n in 2368, fol lowing the arr ival of Amb assador 
Spock o n Rom ulus. It is included here for Narrato rs w ho 
wish to exp lore the ram ifications of the movement, 
ei the r before or after Ambassador Spack's arrival. Since 
the movement remains qu ite small an d scattered, even 
u p to the invo lvement of Spock, it can easily be ignored 
by Narrators w ho do not wish to include it in their 
games. 

HISTORY 
Not a ll Romulans are p leased w ith the current state 

of im peri al affai rs. A l th ough most Romu lans are raised 
on loya lty and obed ience to Em p ire and Praetor, som e 
began to q uest io n th is. In particular, the hardships 
imposed by the needs of the Romulan military and the 
constant v ig ilance of the Tal Shiar raised questions in 
the minds of Romul ans who sacrificed family m embers 
and loved ones to the greater g lory of the Emp i re . These 
people began to wonder why thei r l oved ones should 
d ie i n confl ict w i th another race near a faraway star, or 
why th ey sh ould b e arrested and executed for speak ing 
the ir minds. 
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In time, these questioning individuals managed to find each other. They gath­
ered together secretly in small groups to discuss their feelings and concerns, and 
to debate issues of politics and policy. Some went no further than discussions, 
while other groups of dissidents found themselves driven to act on their beliefs 
to try and effect change within Romulan society. Those who did so publicly or 
openly were quickly arrested and charged with treason. Others wisely worked 
behind the scenes, seeking to make change slowly, gathering support and influ­
ence wherever they could. Over time, the reform movement grew strong enough 
for the Romulan government to take serious notice of it and, in true Romulan 
fashion, they decided to turn it to their own advantage. 

AMBASSADOR SPOCK 
A decorated Starfleet officer and honored Federation diplomat, Spack of 

Vulcan has long held out hope for some kind of peaceful accord between the 
Federation and the Romulan Empire. When his old friend Senator Pardek contact­
ed him regarding a possible reunification proposal in the Romulan government, 
Spack could not turn down the opportunity to go to Romulus and negotiate the 
agreement. He left Federation space without so much as a word to anyone, since 
secrecy was paramount in handling the delicate negotiations. 

Naturally, Spack's disappearance greatly concerned Federation officials, as did 
his sudden appearance on Romulus. Starfleet undercover agents w ere dispatched 
to make contact with Spack, learn if he had defected to the Romulans, and bring 
him back if necessary. These officers managed to thwart a secret Romulan plot to 
invade Vulcan with Spack's inadvertent help. Ambassador Spack chose to remain 
behind on Romulus in order to assist the nascent reform movement. 

Since that time, he has become the movement's reluctant leader and guru, 
much to his own chagrin . Spack prefers to lead through example, but most of the 
members of the underground treat his "suggestions" as gospel. Many revere Spack 
as an example of the Vulcan ideals from which the ancient Romulans turned away, 
a living link to a heritage most Romulans have only heard about, in stories passed 
down in secret from their ancestors. This is certainl y ironic, since the Ambassador 
is half-huma n, although he chose a Vulcan way of life. It is perhaps Spack's strug­
gle with hi s human half that allows him to understand his Romulan counterparts 
far better than a pure Vulcan would. 

Ambassador Spack has the difficult task of unify ing the many scattered and dis­
parate factions of the reunification movement, some of w hich do not share the same 
goals or ideals. A man of p eace, Spack is firmly opposed to the use of violence as 
a means of effecting political cha nge. H e does his best to curb the violent tenden­
cies of the Rom ulan dissidents and to limit the activities of those factions who advo­
cate te rrorist methods. Once again, Spack tries to teach his Romulan followers 
through logi c and example, citing tales from ancient Vulcan history w hen issues of 
violence cau sed the original split between theVulcans and the Romulans. He coun­
sels those in the underground against repeating the mistakes of the past. If they truly 
desire reform, they cannot do so using· the tool s of those things they w ish to change. 

Most importantly, Ambassador Spack carefully avoids taki ng too strong a hand 
in shap ing events on Romulus. Although most of the dissidents revere him and 
hunger for a leader, Spack wants solutions to come from w ithin Romulan socie­
ty, not to be imposed by an outsider like himself. A firm believer in Federation 
ideals of freedom of choice, he knows that for the dissidents to achieve mean­
ingful, lasting change, it must grow from their own work and their own ideals. 

The Romulan authorities are well aware of Spack's presen ce on Romulus, and 
Tal Shiar agents do their best to track the Ambassador's movements. By the same 
token, Spock is aware of their surveillance, and does his best to avoid detection 
and to keep t he identities of key members of the underground a secret. Although 
the Tal Shiar could probably locate and detain Spack w ithout much difficulty, 
they have avoided doing so, since Spack is a high ly respected Federation diplo­
mat and doing so could cau se a m ajor incident between the Empire and the 
Federation. Instead, in typi ca l Romulan fashion, the Tal Shiar watches and waits 
for Spock to make a mistake that w ill a llow them to charge him as a spy and a 
terrorist, g iv ing the Romulans cl ear reason to act and embarrassing the Federation 
in the process. Spock has been carefu l not to g ive the authorities any such excu se, 
a ll the while helping the dissidents behind the scenes. 

ORGANIZAT ION 
The rebellion is organized into "cells," small groups of individuals (rarely 

m o re than a dozen), often sharing a common ideology or interest, who meet 
secretly in private homes or isolated, o ut-of-the-way locations to avoid d etec-



tion. A member of a rebel cells knows only the other 
m embers of his cell. In this way, a cell member can only 
betray the identities of a single cell if captured and inter­
rogated by the Tal Shiar. 

The leader of each cell maintains contact with the 
lead er of a highe r-ranked cell i n the movement's hiera r­
chy. Cell leaders report up the chain of command through 
higher-ranked cells to reach the central cell s, which are in 
contact with Ambassador Spock and the centra l leaders of 
the movement. Such communication is slow and ineffi­
cient, but protects the individua l cells from easy detection 
and arrest by the Romulan authori ties. 

Tal Shiar agents regularly attempt to infiltrate rebel 
cells, or to co-opt rebel communications by sending false 
messages disguised as legitimate information coming 
from another cell . The ru le of thumb within the Romulan 
underground is to trust no one, except for close personal 
friends. Under the influence of the Tal Shiar, even close 
friends h ave been known to turn on one another. 
Although they have made successful strikes against the 
rebel movement, the Tal Shiar remains far from eliminat­
ing it, since for every cell they manage to infiltrate and 
eventually destroy, another seems to spring up some­
where e lse. The rebels also have a few a ll ies within the 
Romulan government, allowing them to mislead the Tal 
Shiar from t ime to time. 

Although the refo rm movement continues to grow, its 
cellular organization sharply limits its effectiveness for 
now. Individual cells are la rgely ignorant of the activities 
of others, so coordinated action on the part of the move­
ment takes considerable time and planning, usually time 
enough for the Tal Shiar to learn of a plan and take m eas­
ures to thwart it. For the time being most reform leaders, 
including Spock, advise cells to follow a program of 
quiet rec ruitment and keeping the fires of reform burning 
rather than overt action. This policy chafes many more 
proactive rebels, who desire immediate action. 

ISSUES 
The Romulan underground faces several important 

issues which might decide the fate of the movement as 
well as that of the Romulan Empire i tse l f, depending on 
the rebels' course. Ambassador Spock does his best not 
to influence th e Romulans' decisions on these i ssues, 
while still keeping them on the course he thinks w ill 
most likely lead to success and a lasting peace for th e 
Romulan people. 

The first issue faced by the dissidents is quite simple: 
What do they want? Everyone w ithin the underground 
agrees that Romu lan government and society must 
change, but there remains a lack of consensus as to how 
it must ch ange. Each individual joins the movement for 
a different reason . It may be political ideology, personal 
resentment for the Empire and its government, the loss of 
a loved one in war or to the operations of the Tal Shiar, 
or any number of other reasons. 

Likewise, each member of the rebellion has his own 
ideas about how the Romulan government should be 
reformed. Many think a more democratic system should 
be installed, similar to that of the Federation, with the peo­
ple having a g reater say in how they are governed. These 
rebe ls are split as to w hether or not such a democracy 
shou ld include non-Romulan members of the Empire or if 
the Romulan people should retain the strongest voice. 

Other factions prefer some type of oligarchy con­
trolled by a particu lar sociopolit ical group to replace the 
o ld senatoria l families, such as rule by the military, by a 
scientific elite, by po li tical philosophers, or even by great 

artists and poets who understand the nature of the 
Romulan spirit. A minority faction advocates a rei nstalla­
tion of an emperor as supreme head of the Romulan 
state, or a strengthening o f th e Praetor's power at the 
expense of the Senate. A few dissidents are simply anar­
chists, advocating the downfa ll of all forms of govern­
ment and complete freedom of choice for all people. 

Some rebels hope for even broader changes in the 
Romulan political and social landscape, such as an adop­
tion of more Vulcan traditions among Romulans and 
some kind of peaceful reunification of the Vulcan and 
Romulan peopl es. Others seek a union wi th Vulcan, but 
without the loss of the unique cu ltural identity Romulans 
have developed over centuries of separation from their 
homeworld. There are even those factions which advo­
cate the el imination or at least the reevaluation of the 
values of D'era in Romulan society. They question the 
right of Romu lans to rule over the stars and suggest that 
focusing their violent tendencies outward toward other 
races w ill only lead to the Empire's ultimate downfall. 

The second important issue, closely related to the first, 
asks what means are acceptable for t he dissidents to bring 
about the changes they seek. Ambassador Spock advo­
cates on ly peaceful means of effecting change w ithin the 
Empire, particular ly through social interaction, the spread 
of new ideas and philosophies, and passive resistance. 

Still, the Romu lans are a p assionate people, and 
many rebels find such peaceful methods too slow or 
ineffectual for their tastes. They advocate terrorism and 
a rmed rebellion to force change. Such v io lent cells do 
little to improve the popular view of the reform move­
ment, and they are regularly targeted by agents of the Tal 
Shiar, since they create the largest publi c outcry and 
provide the most spectacular triumphs for the Romulan 
authorities. More peaceful cells use the actions of the 
more violent minority as an effective "smoke screen," 
conceal ing their own activ ities from the Tal Shiar while 
they work quietly to effect chan ge behind the scenes. 

OPERATIONS 
The major activity of any rebel cell, regard less of its 

political ideals, is recruitment of new members for the 
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ca use and spreading its ideals to a larger segment of the Romulan population. The 
more members the reform movement gains, the more likely its dreams of change 
become, putti ng its members one step closer to popular acceptance of their ideas 
and a voice in Romulan society. 

Rebel cells recruit w ith the utmost care, since the Tal Shiar regularly tries to 
place infiltrators into cells to spy on them and feed information back to the 
Romulan authorities before eventually b etrayi ng the cell and having its members 
arrested and interrogated. Cell members carefull y watch fo r sign s that someone 
might h o ld ideals similar to their own. I f they f ind such a p erson, t hey eva luate 
th e potentia l dangers of contact w ith their fellow cell m embers. If the danger is 
judged worthwhi l e, a cell m ember in i tiates contact an d begins to feel out the 
potenti a l recruit. Usually this begins with fairly innocuou s qu estions about beliefs 
and experiences, then grows into a discussion of th ings considered treasonous by 
the Romulan government. There is always a ri sk that the contact w ill turn t he cell 
member in to the authoriti es, o r turn out to be an undercover Tal Shiar agent. 

I f this doesn't happen, then t he recru it is slowly introduced to t he other mem­
bers of t he cell and their ideo logy. Often, som e kind of test or initiation is 
requi red of the new recruit to prove his loyalty to the movement and to help 
assu age any concerns about the recruit being a spy. This might involve some kind 
of te lepathic contact, a lthough skilled telepaths are extremely ra re in the rebel­
lion. More li kely, it involves the commission of some act of treason or rebellion 
against the Empire, w hi ch commits the recruit to the rebell ion. It is usually som e 
ti m e b efore a new recruit completely wins the trust of the other cell members. 

In addition to recru iting Romu lans, som e rebel cells a lso seek to cu lt ivate 
a llies e lsewhere. For th e most p art, this involves making contact wi th members of 
Romu lan client races and trying to recruit them. This is a point of some con­
tention for m embers of the underground , since some consider the matter an 
entirely "Romu lan " i ssue that should not involve outsiders. Others-usu ally dem­
ocratic reformers- b eli eve that a ll races w ithin the Empire d eserve a say in how 
it i s governed and an oppo rtunity to air their gr ievances against t he government. 

M any cells do l ittle beyond recruiting. The cell m eets regularl y in the h ome o f 
a m ember o r in some secret m eeting place concea led fro m the p ry ing eyes o f the 
authorities. There t hey discuss political and soc ia l theory and phil osophy, pass 
informatio n o n to other cells i n the undergro und, and hear news about the activ­
ities o f other cells and informat ion the Romulan government tries to keep from 
the genera l populace. They then return to their norma l lives and do their b est to 
conceal their sympathies, until a new potentia l recruit comes along. 

The resistance wou ld very much li ke to gain the assistance of other interstel­
lar powers li ke t he Federation, but it is virtually impossible for them to do so, 
given the restrict ions they operate under. Sti ll, information is occasiona lly smug­
g led ou t of Romu lan space into the hands of Federation agents, where it can b e 
used to curb the growth of the Empire and he lp to prevent another war. The 
Fede ratio n is technically forbidden to i n terfere with the internal affairs of the 
Romu lan Empi re, but it q uietly encourages the reform movement by using the 
information an d aidin g Romula n defectors, alo ng w it h turning a blind eye toward 
the acti v ities of Ambassado r Spock on Romu lus. 

Some cells are more active, planning and executing activiti es aimed at under­
mining the Romulan government and strengthening the rebel movement. Nearly 
a ll of these acti v ities are pl anned and carri ed out in secret, since the movement 
does not have the support or resources to carry out public protests of any kind 
without risking immediate arrest by the Romu lan author ities. 

Instead, some cells plan the theft of informat ion from the autho rities that sup­
ports t he ir claims: publishing sensitive or embarrassing information about Senate 
and mili tary activ i t ies, stealing secret military or research documents for use 
against the government, and generally spreading rumors and information the 
government t r ies to keep secret. In some cases, rebel cells act as spies for other 
nations l ike the Federation, passing on knowledge of Romulan m i litary and espi­
onage operations in order to weaken the government. 

Othe r cells carry out actual terrorist activ ities against the Romulan Empire. 
These range from the fairly nonv iolent, such as the sabotage of the Romulan 
Information Network using computer vires_ or p irate broadcasts, to the destruction 
of Romu lan governmental and military bu i ldings and resources using exp los ives 
and simi lar weapons. Suc h v iolent activ ities are denounced by more peacefu l 
cells, and generate the greatest p ub lic anger toward the d issident movement. The 
Senate and th e Tal Shiar use terror ist inc idents to point out how dangerou s the 
dissident movem ent is to the general publ ic and to ca ll for increased spend ing on 
military and security resources for stronger c rackdowns on a ll rebel activ i ty wi th­
in the Empire. Thi s h as cau sed more cy nical dissidents to fear that the Tal Shiar 
actua lly o rc hestrates the actions of supposed ly "rad ical revo lutionaries." 



THE RAPTOR'S TALO N 

F rom the farthest corners of the Iridian Belt to the spinward sectors 
near the Empty Frontier, from the core worlds bordering Federation 
space to the tumultuous regions along the Taurhai border, the 

Romulan Star Navy represents a rare constant in the dynamic and often 
unpredictable politics of the Romulan Empire. The Navy and its numerous 
command and senatorial fleets embody-perhaps more than any other ele­
ment of Romulan culture-the militant spirit that burns at the heart of 
O'era. 

While the primary missions of Starfleet remain distinctly nonmilitary 
(exploration, relief, research, etc.), by contrast those of the Star Navy 
assume a considerably more martial profile. The Romulan Star Navy is a 
true military force in every sense, its principal missions those of conquest, 
pacification, and war. As a result, much of the Empire's infrastructure 
remains geared toward the support of the Navy and the long-term needs of 
the Star Command. 

In fact, the Star Command relegates exploration and scientific missions 
to second-tier status, handled exclusivel y by the Exploration Command. 
Treated almost as an independent entity within the larger organization, 
Exploration is considered a lesser sister to the more prestigious military 
postings. Among some of the more aggressive coalition and senato rial 
fleets, tran sfers to exploration, research, and first-contact tours h ave 
become punishments for unsatisfactory performance .. 

Although Naval recruits are drawn from across the Empire, many fleets 
re ta in distinctly "regional" flavors. In an Empire where true loyalty can be 
worth its weight in latinum, officers and soldiers from the core worlds a re 
more highly prized than those fro m outlying secto rs or client sta tes. This 
creates something akin to a "free market" atmosphere when the Star 
Command places young cadets during their Serona, with senators and 
coa lition members jockey ing to place their favorite sons in key fleets o r 
positions. 

The result has been the creation of a very political fleet, although one 
which never fails to place the ultimate welfare of the Star Empire and its 
c itizens above all else. While lesser allegiances shift daily among the far­
flung senatori a l units and outlyi ng command bases, such f luid personnel 
dynamics actually strengthen the N avy's overa ll resolve a n d effective ness . 
This is something potential enemies, including Starfleet, h ave long fai led to 
understand-that such posturing and political grandstanding does no t 
erode the Navy's effectiveness. In fact, the opposite seem s to be true-such 
m aneuvering goes to the very h eart of O'era and strengthens it, reminding 
both officer and senator alike of the ancient tradition of w hich each is a 
small part. All m embers of the Navy, no matter how insignificant, remai n 
part of this grand expression of Imperial ideals, carrying the standa rd of the 
Empire against all who would offer res istance. 

Star Navy Organization 
While on the surface the organization of the Star Navy may seem to 

parallel similar organizations of other cultures, it is in fact a very different 
animal. Certainly, the Navy possesses th e normal rank and operations 
structures one would expect to find in such a vast hierarchy, but the loy­
alties of the rank and file are often directed in multiple and unexpected 
ways. 

The loyalties of an average Starfleet officer are relatively clear-cut by 
comparison: A Starfleet commander is loyal first to his captain, then to ~ 
Sta rfl eet Command, and finally to the UFP as a w ho le. The hi erarchy T 
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remains a firm and well understood progression. Not so 
in the Star Navy. A Romulan centurion is loyal to his 
fleet and his Empire, but he may have additional politi­
cal or coalition loyalties as well. In certain cases, a cen­
turion may even have to defer to an unusually well con­
nected junior officer on his own vessel. 

As a result, most centurions quickly become adept 
politicians, able to play numerous loyalties and favors 
off of one another to gain the greatest personal benefit 
in the end. It is no surprise, then, that many Romulan 
senators began their careers in the Star Navy. While the 
paranoia this system engenders may appear counterpro­
ductive to opposing powers, the Romulans take the 
converse view-a watchful officer is a strong officer, 
and if his loyalty isn't absolute, that may be a necessary 
casualty of the system. At least he's being carefully 
observed. 

FLEET ORGANIZATION 
Th e Romulan Star Navy is divided into various fleets, 

each under the nominal control of the Star Command. 
Unlike the purely organizational divisions present in 
Starfleet, Romulan fleets embody political, and in cer­
tain cases philosophical, divisions. They often represent 
semiautonomous and self-sufficient operational com­
mands of their own. 

Each fleet owes its D'artat ("First Loyalty") to its own 
Ar'nal ("First Among Equals"). The bonds of D 'artat run 
deep, and Imperial history is rife with examples of such 
loya lty superseding all else. D'artat can be directed at a 
group or organization, but it most often manifests itself 
in the form of individual leadersh ip. Because of this, 
most fleets break down along lines of factional loya lty, 
w ith a single stro ng figure standing alone (to outside 
appearances, at least) at the h ead . Most Romulan fleets 
fall into o ne of several broad cat egories- Command, 
Senatoria l, Coalition, or Praetorian. Certain "sp ecial" 
f leet types exi st, as well. 

just as Romulan ground forces are divided into 
legions, fleets are divided into Avara ("Centuries"). A 
century normally includes approximately one hundred 
vessels, along with the attendant support craft necessary 
to maintain the fleet's peak operational status. Of 
course, such numbers represent optimal figures; the 
reality depends on the current status of the fleet itself, 
and can be influenced by a myriad of outside factors: 
the standing of the fleet's Ar'nal, the latest resource con­
straints at the Star Command, any outstanding favors 
owed by the High Tribunal, any current coalition rela­
tionships, etc. 

In recent years, the concept of the " century" has 
gone out of favor with many younger and more progres­
sive commanders and senators, slowly becoming more 
an outdated tradition rather than an established fact. 
Emphasis within many of the newer fleets has shifted to 
make room for larger numbers of small incursion vessels 
and quick frigates, vessels strong in firepower and 
stealth but weak on personnel requirements and main­
tenance drain. Knowing a fleet consists of "two cen­
turies" worth of vessels m eans very little in the 24th­
century Star Navy; understand ing a fleet's current stand­
ing gives a potential adversary a much better gauge of 
the unit's effectiveness and strengths. 

Just as Starfleet's various fleets are responsible for 
specific sectors or regions of space within the 
Federation, Romulan fleets accept specific regional 
assignments from the Star Command. Unlike Starfleet, 
however, fleet assignments in the Star Empire tend to 
come with significant political undertones. A powerful 
senatorial fleet might be banished to an outlying frontier 
sector by a weak Praetor, whi le an understaffed coali­
tion fl eet might call in a favor from a Tribunal member 
to gain its station along the Neutral Zone. The m a neu­
veri ng among the fleets for posting and station is never­
ending, and serves as an appropriate reflec ti on of the 
prevailing tides of influence within the hig hest ech elons 
of Imperial power. 

Certain fleet stations rema in unchanging: The 
Praetorian Fleet i s a lways stationed on Romu lus (with 
smaller detachments and outlying bases placed on other 
strateg ic worlds throughout the Imperia l core), and other 
fleets are not permitted to enter the Imperia l home sys­
tem. Aside from a few exceptional years under extrem e­
ly popular Praetors, the fleet of the ru ling coa lition (cur­
rently the Jaridan Coalition) is stationed wherever the 
coa lition w ishes. The current Jaridan Fleet consists of 
three centuries numbering a little more than 300 ships, 
two of which are currentl y stationed a lo n g the 
Federation Neutral Zone. 

Other fleets are generally stationed accord ing to the 
politica l roll of the dice. Most senatoria l and coa lition 
fleets are given assignments in or n ear the home regions 
or provinces of their supporters. Of course, politica l 
favor can play a cruc ia l role in such postings-a key 
assignment to a trouble spot can e levate a poor senator 
or upstart coalition to a position of great power in the 
Empire, whi le an exploratio n posting can weaken a 
sponsor's power. 

Finally, the ultimate balance in this great game takes 
the form of the various Command fleets. Normally 
above the traditional military politics found throughout 
the other fleets, the Command fleets remain under the 
direct supervision of the Star Command and the High 
Tribunal. For this reason, these units are normally post­
ed to the most sensitive or crucia l reg ions of the Empire. 
While these assignments are not truly con sidered per­
manent, the three Comm a nd fleet s near the Taurhai bor-
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der have been patrolling the Tullus Sector long enough 
to becom e known as the "Tu llan Three." 

THE FLEETS 

COMMAND FLEETS 

The core forces of the Star Command, the various 
Command f leets form the bu lwark of the Romu lan Star 
Navy. A l th ough under the contro l of the H igh Tribunal, 
and thus the Praetor, sometimes these fleets become 
pol itical pawns, their missions and loyalties sh ift ing 
along with prevailing political w inds. A strong Praetor 
can secure a degree of control from the Star Command; 
a weak Praetor canno t, and is often forced to coexist 
w ith powerfu l f lag officers and their personal ambitions. 

When an outs ider thinks of the Romulan Star Navy, 
cha·nces are he is thinking of a Command fleet. This is 
only natural-since these units a re genera lly assigned to 
sensi t ive reg ions and frontier duties, nearly every out­
side or hostile en counte r w ith Romulan vessel s has 
invo lved sh ips from one of the Command fleets. In fac t , 
for many years Starfleet thou ght that these fleets were 
the on ly Romu lan vessel s in active service (Starfleet 
Intel li gence eventua lly proved th is notion false) . 

There are currently twenty-one standing Command 
f leets in the Romul an Star Navy, each of which is trad i­
tional ly composed of three centuries. In practice, the 
f leets never adhere to these numbers, more o ut of prac­
ticality than an inability to do so. Because of thei r nature 
as threat response and patrol units, most Command 
f leets are spli t into "command wings" during no rma l 
operat ions, w ith each w ing commanded by a "wing ­
ship." In addi tion, the fl eets stationed far from the 
Imperia l co re (such as the 4th Othan Fleet) tend to be 
larger than th ose headquartered closer to home. 

SENATORIAL FLEETS 

Since m any senators achieved their positions through 
military service, as a reward for their achievements, they 
continue to retain their ties to their former f leets. These 
f leets owe th eir a llegiance to their former commanders 
fi rst , becoming de facto senatorial fleets. Some have 
rema ined under the nominal control of a particular 
Senate seat fo r generatio n s. The infrastructure of these 
fleets is not so much built as transferred, w ith sen atoria l 
houses and families passing thei r infrastructure a nd 
holdings down from one generation to another. When 
unique q u estio n s of succession arise, senatorial fleets 
are sometimes passed to other m embers of a prominent 
fami ly's coal ition. 

Most senator ia l fleets rem a in small, serving as a phys­
ical represen tat io n of their scion's power and prestige 
wi thi n the Imperial hi erarchy. Only the f leets of the most 
powerful senato rs approach the grandeur of the 
Command f leets, and most senatorial f leets cons ist of 
on ly a sing le century. Consu lar f leets are often the excep­
t ion, since they tend to benefit from the p o litica l and 
budgetary powers of their patrons. Consula r fleets often 
become temporary or de facto coali tion fleets as well. In 
the contemporary Star Empire, on ly the consu lar fleets 
and four senato rial f leets-those of Senato rs Sullan, 
D'mora, Kassus, and D'varo-boast multiple centuries. 

COALITION FLEETS 

Less commo n than senatorial fleets, coalition fleets 
are often tempo rary creations formed in times of cri sis or 

political upheaval (much l ike th e coa liti o n s themselves). 
In a lmost eve ry case, a coal ition fleet is com posed of 
seve ra l senatoria l f l eets, o r portions t hereof. Most coali ­
tion f l eets possess a higher than usual represen ta tion of 
legates, to assu re smooth transitions among the variou s 
fleet command struct ures. Such f leets a lso attract m o re 
t han the no rma l sha re of tribunes or tribunal representa­
tives, s ince the peacetime massing of such fo rces tends 
to make the Star Command a b it nervous. 

Onl y two of the most powerfu l coalition s- the 
Nej'ahar and the Jol Tan-maintain p ermanent standing 
f leets o f their own. W hile some dissenters argue that the 
various f leets directly or ind irect ly a l l ied w ith the 
Ja ridan Coalition constitute a th i rd coa litio n fl eet, the 
Praetor and his suppo rters are carefu l to dispel th i s 
(probably va lid) opin ion. 

PRAETORIAN FLEET 

The naval a rm o f t he dist i nguished Praetorian Guard , 
the Praetorian Fleet falls under the d i rect command of 
the Praetor. Its primary duties include escort and patrol 
missions throughout the Imperial core, and specifical ly 
in the home system of Romulus. A Praetorian escort is 
considered a high honor for vis iting dign i taries, sena­
tors, or high-ranking mi litary p ersonnel. The fleet a lso 
accompanies the Praetor whenever he travels-together 
w i th the ground forces arm of the Guard, the Fleet is 
responsible for the safety o f the Praetor whenever he 
leaves Romulus. In t imes of great c elebration o r v i ctory, 
th e Praetorian Fleet also bears the privilege of leading 
triumph a l cruises throug h the h o m e systems. 

According to ancient tradi t ion, th e Praetorian Fleet is 
a lso the only fleet p ermi tted to enter the home system of 
Romulus (a ll other fleets are anchored in neighboring 
systems or at nearby bases when stat ioned near the 
Imperial core). Wh ile th is tradition is often waived dur­
ing times of crisis, stro ng Praetors still enforce it even in 
modern times. According to traditi onal naval doctrine, 
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the Praetorian Fleet con sists of three centuries plus the Praetor's own com­
mand wing (thus making the f leet sl ightly l arger than a standa rd Command 
f leet). 

The Praetorian Fleet often has the added distinction of being the youngest 
unit in the Navy, in te rms of both personne l and indiv idual service l i fetimes. 
While lo ya l officers might serve in a senatoria l f leet fo r their entire careers, mem­
bers of the Praeto r ian Fl eet are chosen on the basis of m er i t and loya lty. For th is 
reason, the turnover is high er than in any other branch of the Star Navy. A fresh 
new crop of officers i s a lways waiting to p rove th ei r l oyal ty to both Praetor and 
Empire. 

SPECIAL FLEETS 

CLASSIFIED FLEETS 

Severa l cl ass ified f leets operate under the standard of t he Star Emp ire . These 
inc lude the secre t Tal Shiar and Tal Diann (military intelli gence) fleets, as well as 
a rumored specia l operatio ns fleet under the contro l o f the Star Command . The 
p reci se com p lem ent and disposition of these fleets rema ins unknown. Whatever 
the truth m ay be, their numbers, thei r movements, and their very existence 
remain closel y gu arded secrets. One th ing is certain, though- the Tal Shiar never 
seems to want for a wa rbird w hen it needs one. 

RENEGADE FLEETS 

Renegad e fleets form ano ther unique facet of p olitica l l ife and its conse­
quences in the Romu lan Empire. Rarely, senators or coalitio n members w ho have 
been discredited o r w ho have fa llen into disfavor choose to f lee to the fri nges of 
the Empire, there to live out their lives in exil e am o ng the c lient states . When 
possib l e, such individua ls normally attempt to take any rem a ining ship s and 
loya l p ersonne l w ith th em . 

Such " ren egade" f leets can spend years on t he run, hiding fro m Imperial 
authorities as the y eke out whatever existence th ey can find o n the fringes o f 
Imperia l space. Many turn to piracy to survive (su ch as the infamous Verios 
Fleet- nam ed for the disgraced Senator Verios). Some take thei r chances beyond 
the Imperia l borde rs, traveling into unknown regions of space to rimward or trai l­
ing from the Imperia l core. 

FLEET MARKINGS 

W hile most outs ide rs a re fam i liar w ith the standard "green bi rd" markings of 
the Command fl eets, many othe r fleets mark or m odify their vessels to d isti n­
guish them fro m one anothe r (o r to strike fear into the hearts of th eir adversar ies). 
Such mark ings can range from simple insignia embossed on the sid es of a vessel 
to entire variant color treatments. For example, the fleet of Senator Kassus is 
known throughout the Empire for its distinctive crimson vessel s, w hile the 
Praetori an Fl eet trad iti on a lly employs ivo ry and si lver embell ishments. 

A further ho no rifi c granted to the o ldest and most disti ngu ish ed fleets is the 
Right o f Standard . Similar to the Right of Adornment (used for ind ividua l uni­
forms), the Right o f Standard is a g rant b estowed upon a f leet by the Praetor and 
Senate. It a llows the f l eet to create and use a dist inc t insignia, device, or color 
scheme that remains unique to the fleet and its vessels. 

THE STAR COMMAND 
The Star Command serves as the administrat ive nexus of all Romulan Naval 

operations, whether strategic, military, supply, or infrastructure-related. To facil ­
itate suc h a vast milita ry bureauc racy, certain functions and offices rema in cen­
tra lized on Romu lus. These functions include select elements of interf leet organ­
ization and ass ignments, the maintenance of Naval appropriat ions and fund ing, 
and specific supply and logistics p roblems. In addition , w hi le the f leets and other 
I ine units report to both the Star Command and the High Tri bunal, the other com­
mands-Occupation, Outpost, Pacification, an d Li aison-report di rectly to the 
Star Command. Their " Offices lmperium"-the special officers such as legates 
and censors-form an important link between t he central ized Star Command 
and the far- flung sector and indiv idual f leet commands. 

In addition to its numerous administrative an d operati on s offices, the Star 
Command a lso inc ludes several specia l ized offices and internal admin istrative 
div isions. The Office of Appropriations handles a ll Nava l b udgets and appropri-



ations issues, dispersing state funding among the various 
fleets and standing units of the Navy. These disburse­
ments often create tense situations among the different 
operational and fleet commands, as admirals vie for 
increased allocations. 

Command fleets receive their entire operations budg­
ets from the Star Command, while most other fleets 
enjoy some form of patronization or senatorial sponsor­
ship. Powerful senators or coa litions normally flex their 
political muscles or call in old favors during the appro­
priations period, leaning on the proper committees or 
"suggesting" certa in disbursements to thei r Tribunal rep­
resentatives, to ensure that a favored fleet receives the 
desired resou rces. 

The second ancillary Star Command office-the 
Office of Logistics-hand les personnel and supply on a 
truly grand sca l e. Such planning includes integrated 
fleet resupply for large actions or engagements, materi­
a ls a nd construc tion planning and approvals for both 
vessels and outposts, large-scale dispensation of Class 
VII hazardous materials and substances (including m ag­
neti c alloy housings for singularity drives, molybdurani­
um containment chambers for heavy disruptor weapons, 
and simi lar volatile, sensitive, or restricted materials), as 
well as basi c supp ly routing and integration for the var­
ious f leets and Commands of the Navy. Logistical offi­
cers can commonly be found throughout Imperial 
space, especia lly a long primary routes and spacelanes. 
On occasion, officers of this department are stationed in 
outlying sectors during specified con struction or 
materiel transfer operations. 

With a ll its various duties, the Star Command 
remains a wholly political animal, a lbe it a well di sci­
plined one. In its capacity as the principal o rganization­
al and administrative body for all of the fleets, it must 
plac ate favo red line commande rs and influential 
Tribunal members a like . While it maintains a reasonably 
firm hold on the Command fleets and the ancillary divi­
s ions of the Navy, its hold over the variou s senatoria l 
and coa lition fleets often depends on the current stand­
ing of the Praetor. 

Its officers and admira ls must walk a delicate line, 
constantly balancing the d emands of the Senate with the 
needs of the Empire. After a ll, angry senators can be 
powerfu l enemi es .... 

OTHER D I VISIONS OF THE 
STAR NAVY 

In addition to the Star Command, which supervises 
the general-purpose command fleets, the Romulan Star 
Navy divides itself organizationally into a number of 
commands, each assuming a specialized function. Each 
answers to the High Tribunal (see below). Most oversee 
specialized fleets and units of their own. Unlike 
Starfleet, w here horizontal movement between branch­
es occurs on a regular basis, the divisions of the 
Romulan Star Navy constitute distinct career tracks of 
their own. Although off icers often transfer among the 
f leets themselves, most do not transfer to other com­
mands (or even other b ranches w ithin the sam e com­
mand). 

While these secondary divisions normall y fie ld spe­
ciali zed units connected directly to the Star Command 
itse lf, divisional officers are occasionally assigned to 
senatorial or coa lition fleets for specific tours or mis­
sions. More commonly, "perman ent" special units are 
attached to specific command fleets or territories. In rare 
cases, senatorial or coalition fleets in outlying regions 
will "cosponsor " o r share a divisional outpost or off ice 
in their region. I t i s not uncommon for f rontier 
Pacification or Occupation bases to be entirely within 
the purview of a powerful senator ial command. 

THE EXPLORATION COMMAND 

Because of its emphasis on exp loration and research, 
rather than more g lamorou s e ndeavors such as occupa­
tion, assignment to the Exploration Command remains a 
rather unglamorous p ost ing. Whi le its mission-the 
exploration of new terri tories and worlds- is a neces­
sary and important aspect of D'era, military tours gener­
ally carry greater prestige. The Exploration Command 
often assigns individua l Exploration w ings and centuries 
to specific sectors or larger regions, w ith sma ll scout 
a nd survey craft spreading out through a distinct area of 
space. 

The Exploration Command normal ly does not group 
vessels into enti re f leets; rather, it assigns tours and post­
ings according to the smal ler " wing" grouping (approxi­
mately fifteen ships). Exploration wings can be found 

z 
0 
.J 

< 
1-
f/) 

UJ 

I 
I-

T 
4 1 



throughout Romulan space, with vessel concentrations highest along the core­
ward and rimward frontiers, along the Empty Frontier and the Taurhai border. The 
Exploration Command currently has twenty-six wings in active service-since 
Exploration traditionally comes last in most budgetary debates, most of its wings 
are not m a intained at optimal operational levels. 

Exploration officers typically maintain that theirs is a purer expression of 
O 'era than that of their military brethren. They often refer to their positions in 
Exploration as an embodiment of a true "calling," a response to the lure of dis­
covery and the unknown. They take the criticism of their more militant comrades 
in stride. After all, some of the greatest accolades in Romulan history have been 
given for Exploration officers who have made critical or important discoveries. 
While Exploration is often considered a political dead-end, most T'virik ("wan­
derers," as they call themselves) wouldn't have it any other way. 

THE PACIFICATION COMMAND 

When they think of Romulan military forces, most outsiders think of the dis­
tinctive warbird decloaking to attack its victims. Little known outside Romulan 
space are the Empire's elite Imperial Shrikes. Serving as elite forces specially 
trained for insertion and pacification, these troops would have been called 
"Marines" on ancient Earth. These units serve almost exclusively under the aus­
pices of the Pacification Command, and thus constitute a separate branch of the 
military. 

The Pacification Command serves as a significantly more militant analog to 
the UFP's Colonization Division. The Romulans conquer w orlds; they don' t col­
onize them. The insertion forces under the Pacification Command-from the 
elite Tal Shava marines to the infamous lv'entava Legion-conquer and occupy 
planets in the name of the Empire. Du~ing pacification operations, transport ves­
sels move Shrike brigades into position for landings and orbital drops over hos­
tile worlds, while starships provide escort and orbital cover. These forces seize 
key locations, then move out to suppress the countryside, while ships d etailed to 
this command provide planetary support ( in the form of orbital bombardment 
and perimeter defense). Pacification units are trained and equipped to do what­
ever it takes to pacify a world completely. 

THE OCCUPATION COMMAND 

Once units of the Pacification Command accompli sh their mission, units from 
the Imperial Occupation Command move in to finish transforming a world into 
a respectable Imperia l client state. Led by officers known as censors, Pacification 
units combine e leme nts of a propagan d a corps and a planetside military police 
force w ith long-term logist ica l support. 

Censors serve as interim planetary governors until senatorial direc tives estab­
lish permanent settlements or grants on newly established client worlds. Even 
after a new grant takes effect, most censors remain in place for a time to main­
tain military oversight. Members of the Occupation Command often become 
paternal toward the worlds to which they've been assigned; censors serve the 
Empire as direct informational links to a world and its cultures. Censors typica l­
ly assume many of the more social duties of diplomacy and cultural interaction 
with client states, and serve the Empire as direct conduits between a c lient 
world's c ulture and the Romulan Empire. In fact, other divisions, especia lly fleet 
officers serving on the line, refer to the censors as T'shara ("those with sympa­
thy"). 

In addition to propaganda and policing, the division arranges for any new 
infrastructure a colony or n ew cli ent might need-new roads, starports, orbital 
facilities. The Imperial Corps of Engineers exists as a subdivision within the 
Occupation Command; its ranks consist of highly trained naval architects and 
structural engineers, most of whom remain in hig h d emand due to their limited 
numbers. The Star Command and the various command fleets tend to monopo­
lize the Corps, appropriating engineers to design and build new vessels. This also 
helps the Star Command m a inta in centralized control over the constru c tio n of 
new ships far from the Imperial core. 

THE TAL DIANN 

Akin to a vast internal affairs division, the Tal Diann mainta ins and monitors 
rel ations between the Star Command and the various fleets, and among the fleets 
themselves. Its officers-called legates- mainta in a smooth operational atmos­
phere throughout the Navy, no easy task considering the disparate nature of the 



various fleet structures. To this end, each fleet (and each 
wingship) has several legates permanently attached as 
observers. 

Legates receive their 11ower directly from the Star 
Command and the Praetor, and as such possess nominal 
jurisdiction over all mder,s~nd fleet movements. In real­
ity, political con sideratid ns often take center stage, and 
the Tal Diann is often c ons'i dered one of the most "com­
fortable" postings in the..Star Navy. Many officers with 
future political aspiratio~ choose this division for their 
ca reers. 

The Tal Diann play s a critical role during times of cri­
sis or war. In threat s ituations or protracted military cam­
p aigns, legates o versee operational and power balances 
betw een fleets not accustomed to working together. In 
such cases, t he Star Command establishes temporary 
"field hierarchies" and nonstandard command chains; 
w hil e commanders in the field may be loath to honor 
such field a lteration s and brevet promotions, the legates 
attached to their vessels or units enforce them. Officers 
from the Tal Diann monitor all activities within these 
tempo rary coa lition and command fleets, reporting any 
unusual or suspicious events or o rders to the Star 
Command. 

In addition to policing the ranks of the military, the 
Tal Diann serves as an intelligence branch attached to 
the Romulan military. While the Tal Diann does not 
w ield the same level of power as the more ubiquitous 
Tal Shiar, it commands a formidable respect w ithin the 
military. On a more global level, the Tal Diann and the 
Military Affairs branch of the Tal Shiar often find them­
selves at odds wi th one a nother; neither o rganization 
would mourn the downfall o r politica l destruction of th e 
other. 

THE OUTP OST COMMAND 

All sp aceborne stationary and planet-based opera­
ti ons fa ll under the purview of the Outpost Command. 
Charged w ith t he construc ti o n, placement, p a trol, and 
maintenance of the Empire's numerous short- and l o ng­
range bases, the Outpost Command boasts a l arger per­
manent staff than any other division except the F leet. 
Because of the stationary and often far-flung nature of 
Romulan bases and outposts, officers in th i s division 
norma lly serve out their entire tour a t a sing le location. 

Th e O utpost Command works closely w ith the 
Occupation and Pacification Comm ands, providing 
orbital and planetside bases to enable these divi sions to 
complete their missions. Temporary Occupatio n and 
Pacificat ion bases are construc ted usi ng modular tem­
p lates- numerous design s exist, and each ca n be tai­
lored to spec ific p lanets ide c irc umstances o r mission 
profiles. 

The Star Navy employs several different designs of 
spaceborne and planetary bases, depending on an ind i ­
vidu a l region and its needs {i.e., near a volatile borde r, 
near a large number of client states, etc.). Most bases 
have at least one w ing (or more) of a command f leet 
assigned to them. The fleet uses the base as a staging area 
for certai n o p eratio ns, and its vesse ls a lso provide securi­
ty for the base itsel f. Romu lan o utposts genera ll y fall into 
one of two broad categories: su pplied and su sta ining . 

SUPPLI ED B ASES 

Supp lied bases remain the most common type of out­
post in Romulan sp ace, usua lly found in more heavil y 
populated a reas or a long primary m ilitary supp ly li nes. 

Supplied bases require regular resupply to continue nor­
mal operations, although most can operate independ­
ently for several months in times of crisis. 

Star O u tposts are the la rgest type of spaceborne 
base, a nd the most common throughout the Imperi a l 
core and in other highly sen sitive regions. The Romulan 
military uses severa l different designs. Depending o n th e 
design a nd the base's function, an outpost could h ave 
betwee n 6,000 and 50,000 residents and crew. 

Command Bases are s lightl y smaller t han most star 
o utpost s, w ith c rew comp lements ranging from 2,000 to 
1 5,000 officers and sol d i ers. While star o utpost s often 
have la rge civilian contingents present, command bases 
serve as dedicated military facilities. Most sectors con­
tain at least one comm and base, w hich u su a lly serves as 
the locatio n of the sector command. Command b ases 
may b e p l anet-based. 

Staging Arrays are vast, open, sp ace-based struc­
tures, ser v ing as staging areas for large fleet actio ns o r 
missi o n s. They support small crew comp lements, and 
most conta in state-of-the-art vessel maintenance, fuel­
ing, and suppl y facilities. Staging arrays are normally 
found in war zones or other high-threat regio ns. 

Support Outposts form the final category of supplied 
base. These facilities include manned listen ing a rrays 
and subspace re lay stati o ns, orbital sh ipyards a nd 
weapons co nstruction factories, and secret military 
resea rc h faci lities. Such bases are found throughout 
Imperia l space, and the i r crews vary w ide ly accord ing 
to an individu a l facility's s ize and function. 

S USTAI N ING BASES 

The Romulan Sta r N avy typically establishes sustain­
ing bases in outly ing sectors o r a lo ng Imperial frontiers, 
far from conventional military supply avenues. These 
bases are capabl e of lo n g-te rm, or in some cases indefi­
ni te, self-su stena nce. Since their function va ries wi th 
the ir missions and l ocatio ns, their c rew comp lements 
a lso vary considerably. While many of these b ases tend 
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to be older designs, retired to outl y ing sectors after years of service, others are 
state-of-the-art fac i lities, responsible for defending key border regions or hostile 
front iers. 

Frontier Outposts often represent linchpins in the Empire's defensive opera­
tions, and as such a re analogous to large star outposts. Many of these are self-suf­
ficient, ei ther incorporating extensive hydroponics or zero-g agricultural facili­
ties, or located near a C lass M world (from w h ich they receive supplies and 
resources). These bases are normally found along imp eria l frontie rs or in border 
regions. 

Deep Space Outposts are genera lly assigned to sparsely populated regions of 
Romulan space, o r in d istant secto rs that rem a in largely unexplo red. O lder and 
sm a ll er than frontier outposts, deep space bases tend to be uneven tful postings, 
serv ing as way stations for Exploration and Occupation teams. Certain well 
equipped deep space outposts exist-these a re placed adjacent to active cl i ent 
states o r a long distant long-range trade or supply routes. 

THE HIGH TRIBUNAL 
The organization of the Romulan military, at its highest levels, appears 

almost republican compared to a similar a l ien organization such as Starfleet or 
the Imperial K l ingon Defense Forces. The High Tribunal controls the Romulan 
military, making sweeping decisions regarding military policy and budgetary 
expenditures. In ti m es of c ris is, it serves as the primary advisory body for uni­
fied fleet actions and operations-level planning. The High Tribunal is comp osed 
of representatives of th e various commands and fleets of the m i litary, as well as 
severa l Senate representative and the Praetor. 

In the Tribunal, various senators and f leet representatives jockey for posit io n. 
As in other a reas of Romulan politics, alliances are forged and shift w it h the 
tides. Tri bun es a lly to suppo rt each other on a parti cula r vote, such as fleet 
deployments and a llocatio n s, or undermine riva ls. The Praetor, as the p remier 
milita ry leader, is considered the first among equa ls, and his opinion oft en car­
ries the day. In this climate of g ive and take, what emerges is a strangely "dem­
ocratic" process that usually places the needs and security of t he Empire over 
individual ambitions. W hile the system it supports may seem less than perfect 
to many line officers, most f lag officers and senators recognize both its utility 
and its necessity. 

In certain fleets these delegates, called tribunes, are e lected, wh ile in others 
t he most sen ior flag officers serve as representatives. In the Praetorian and Tullan 
Fleets, the most honored offi cers are selected, while in many of the core f leets 
t r ibunes are selected by thei r patron senators o r coalition members. Most 
Trib una l representatives serve in t his capacity for several years, after wh ich the 
honor transfers to a new representative. 

The High Tribunal occasionally sen ds representatives into the field as well. 
Ca lled line tribunes, t hese officers typica ll y come from the Navy's Tal Diann. 
Their purpose is sim ilar to that of the l egates-to observe fl eet movements and 
operat ions from close proximity, and to report anything unusua l to the Tribunal. 
Line tri bunes are rarely ass igned to fleets during peacetime; rather, it has 
become a crisis positio n, used during threat situations to watch specific w ings 
or comman ders w h ose actions h ave ra ised eyebrows o r been called into ques­
tion b y a m ember of the High Tribunal. The arri va l of a line tribune lets a com­
mander know t hat hi s vessel wi ll probably see some action soon . 

Over th e years, t he High Tribunal has become the p rin cipa l advisory a rm for 
the Praetor as h e formul ates long -range p lanning and poli cy directives for ongo­
ing and future mil itary operations. It also provides the Praetor the opportunity to 
keep app rised of the c ircumstances and mood in the military, and a llows him to 
keep an eye on ambitious or sel f-serving senators. H e can move effectively to 
squash pol itical coups through fleet redeployments, or, with a few words, 
reshape debate. Senators and admirals use the High Tribunal to gauge their 
standing with the Praetor; an admiral with the Praetor's favor might receive addi­
tional resources or plum assignments, o r a senator out of favor could see his 
budget slashed. 

The modern Tribunal stand s as a badly needed system of controls in an oth­
erwise politicized arena-only in the halls of the Tr ibunal on Romu lus does the 
sm a ll est senator ia l unit command the same respect as the greatest consular 
fleet. Its very existence serves to temper th e ambitions of the powerfu l with the 
ever-p resent idea ls of D 'era. The f leets of the Romulan Navy represent a dis­
para te military assortmen t, and an even more diverse array of command 
philosophies. The presence of the High Tribunal serves as th e u ltimate balance, 
a b ody before w hi ch a ll units stand on equal ground. 
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Life in the Star Navy 
Life in the Sta r Navy is a complex web of shifting loy­

alties, political maneuvering, and personal ambiti on. 
Although most officers are capable individua ls, merit 
rarely outstr ips cunning when tours are assigned o r new 
postings are announ ced. In the service of th e Empire, 
w hether in the Star Navy, the Imperial Marines, or the 
Planetary Command, w hom you know is often far more 
important than what you can do. 

If you ignore the constant political undertones, life 
aboard a warbird or outpost differs little from a simil ar 
posting in th e Federation 's Starfleet. The Star Command 
generally makes an effort to place cadets in positions 
su ited to their desires or ab ilities. Obviously, the most 
sought-after positions and postings are reserved for more 
experienced officers, or those with the most prominent 
connections. Because of the vast size of the Star Navy, 
however, even the average officer has a decent ch ance 
of receivi ng a requested tour. Most tours in the Star Navy 
last f ive years, and most officers enjoy several different 
postings throughout their careers. 

While service and attention to duty carry value with 
them, on ly tangible results gain sign ifi cant notice from 
the Star Command. In a military organization where 
political connect io ns ca n cause commanders to fea r 
th eir subordinates, an officer with an impressive record 
of successes and v ictories quickly gains bo th notice and 
influen ce. This i s perhaps the most hypocriti ca l aspect of 
Imperial servi ce, military or otherwise- while D'era 
supposedl y gu ides Romu lans in every aspect of the ir 
lives, those w h o reali ze their ambitions often do so by 
circumventing such idea ls. 

POSITIONS BY BRANCH 
Much like Starfleet, the Romulan Star Navy consists 

of three d istinct serv ice branches- Command, Tactical, 
and Operatio ns. All Romulan officers c hoose a branch 
of serv ice w hen they enter the Navy. The Operations 
and Tactica l branches h ave the most members, w hile 
Command officers often ha il from powerful or well con ­
nected fam ilies. Positio n breakdowns fa ll a lo ng more 
milita ry lines than those in an organizatio n li ke 
St arfl eet. 

As in the larger divisions of the Navy, transfers 
among branches are rare-most officers rema in in the ir 
original branches throughout their careers. The follow­
ing sect ions provide brief descriptions of each branch, 
a long with common shipboard positions occupied by 
officers w ithin the b ranc h . 

COMMAND 

Command officers in the Romulan Star Navy possess 
many of the same traits as their brethren in foreign 
f leets-most Command personnel are strong, cha rismat­
ic individuals capable of leadership in a wide variety of 
si tuation s. Romu lan Command p ersonnel tend to be 
more ambit ious t han their Starfleet counterparts, partly 
because of the political d emands often placed upon 
th eir positions and partly because promotion f inds on ly 
those who stand o ut from am ong their peers . 

Most Romulan starsh ip and o utpost commanders 
come from this bran ch , as do many fro nt- line officers in 
the an c illary commands and offi ces of the Navy. 
Command i s the on ly branch that sees any volume of 
transfers into its ranks- capable officers from other 

branches are sometimes moved into pos itions of author­
ity, and thus into the Command branch. Most starsh ip 
CO's and many XO's come from this branch, as do many 
legates. 

TACTICAL 

T he Tactical branch of the Star Navy represents a 
uniquely Romulan division of labor. Security aboard 
Romu lan vessels and outposts is far more sweeping and 
much stricter than on Starfl eet vessels, and the Prime 
Tacti ca l Officer on a Romulan vessel often serves as the 
ship's XO. Its departments include Security, Materiel, 
Communications, Ship Tacti ca l, and Planetary Tactical. 

The Romulans divide the functions of this branch 
into two aspects-security and ship tactical. Officers 
assigned to security undertake the duties common ly 
associated w ith Starfleet's security guards-protecting 
key a reas of the ship, patrolling decks, detaining intrud­
e rs, and servi ng as troops on the ground. This frees up 
sh ip tactical officers to concentrate solely on a ship's 
external security, such as firing the ship's weapons, 
monitoring sensors, and supervising power a llocation to 
the shields and cloaking device. During crisis situations, 
certain Ops management functions may be taken over 
by the Prime Tacti cal Officer. 

OPERATIONS 

The largest branch of the Star Navy, Operati ons bears 
responsibility for all nontactical and nonsecurity aspects 
of starship or outpost operat ion. Numerous subdepart­
ments compri se the Operations b ranch, including 
Sciences, Medical, Naviga tion , Engineering, Flight, 
Logistics, and Environmental. Operations officers per­
form most of a starsh ip's primary functions, and com­
prise the bu lk of a centurion's command staff. 

The Prime Flight and Prime Navigation Officers are 
responsible for keeping a ship on course, whi le the 
Prime Engineer oversees the operation and maintenance 
of a vessel 's quantum singularity drive systems. The 
Prime Operations Offi cer ensures that a ll of a vessel 's 
myriad othe r systems- from sen sors to replicators-are 
function ing properly. Prime Science oversees any scien­
tific o r research personnel posted to a vessel, Prime 
Medical monitors th e ongoing health of a sh ip's crew 
and administers its sickbay, Prime Logisti cs d isburses 
sh ip resources and handles supp ly, and Pri me 
Environment monitors and maintains a vessel's various 
life support and comfort systems. Together, the 
Operation s team of a Romulan starsh ip forms th e nucle ­
us of a smooth and efficient mi ss ion p latform. 

SHIPBOARD ASSIGN MENTS 
Most Romulan games, like their Starfleet counter­

parts, will focus on a vessel's command staff or bridge 
c rew, and most Romulan starships fie ld c rews in the hun­
dreds or even thousands. While a p layer may choose to 
play the Prime Tactical Officer of a D 'deridex-class war­
bird, h e shouldn't forget the hundreds of Security, 
Communications, and other Tactical personnel in the 
ranks beneath him. After all , th ese are the crewmen that 
a llow him to successfu lly perform h is duties aboard ship. 

Most position s o n Romulan ships represent close 
an a logs to their Starfl eet counterparts. For this reason , 
they won 't be described aga in h ere (see pp. 38-41 in the 
Star Trek: The Next Generation core ru lebook for more 
extensive descriptions). 
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COMMAN D 

All Romulan vessels have both a Prime Officer (CO) 
and a Second Officer (XO). The CO (often simply 
referred to as "Prime") is always the centurion in com­
mand of the vessel, and many centurions remain with 
the same ship for many years. In most senatorial fleets, 
the XO is also an officer from the Command branch­
such officers are normally being groomed for a future 
command of their own. In most command fleets, a ves­
sel's Prime Tactical Officer also serves as the ship's XO. 

Many larger ships, especially those in senatorial or 
coalition fleets, also have a legate-an observer from 
the Tal Diann, normally a member of the Command 
branch-attached to them. Since legates are removed 
from the ship's normal chain of command in certain sit­
uations, their presence can cause some friction among a 
vessel's Command staff. Additional administrative 
Command positions also exist on most larger ships. 

TACTICAL 

The Prime Tactical Officer on a Romulan ship pos­
sesses a great deal of power. The position combines ele­
ments of the Ops, Mission Ops, and Tactical roles on a 
Starfleet vessel of similar size. Several Second Officers, 
such as Prime Security, Prime Comm, and Prime 
Weapons, allow the Prime to handle a diverse array of 
duties. On larger v essels, a unique position known as 
the T'durec (sometimes called Prime Internal) is respon­
sible for a small subdivision of internal ship's security, 
almost a shipboard internal affairs division. Additional 
specialist, duty, administrative, and technical positions 
a lso ex ist in each department, much as they do on a 
Starfleet sh ip. 

OPERATION S 

The Prime Operations Officer oversees the functions 
of the remaining departments on a Romulan vessel. Like 
Prime Tactical, Prime Ops supervises a staff of second 
officers, w h o in turn are in charge of specific Ops depart­
ments: Prime Mission Ops, Prime Systems, Prime Flight, 
Prime Engineering, Prime Sciences, etc .. 

Larger ships support a l arge array of add itional 
Operations personnel and support staff, including 
spaceframe and quantum engineers, sensor, transporter, 
cloak, and computer technicians and specialists, depart­
mental duty officers and maintenance personnel, shuttle 
pilots, and a myriad of other systems and sc ientific spe­
cialists. 

CHAIN OF COMMAND 
The chain of command in the Romulan Star Navy is 

often misunderstood by outsiders. While the military 
hierarchy is rigidly enforced, a secondary "hierarchy" 
exists just beneath the surface. Most officers with any 
ambition work diligently to develop a personal network 
of political connections and contacts; such unspoken 
associations can affect rank dynamics at every l evel. Just 
as a centurion will be loathe to discipline a subcom­
mander who happens to be a prominent senator's son, a 
Tribunal admiral will pause before offending a favorite 
centurion in the same senator's fleet. It is a delicate and 
shadowy game, but one in which every ambitious offi ­
cer wishes to partake . 

Officers occupying positions not in the direct chain 
of command (such as Medical officers or Environmental 
systems officers) tend to rise through the ranks more 
slowly. They have less chance to prove themselves 
direct ly in crisis or threat situations, and as such often 
escape the notice of their superiors. Because of the ir 
secondary roles, it i s also more difficult for them to 
make valuable connections. Exemplary service is often 
overlooked in the Star Navy-results get noticed. 

FLAG OFFICERS 

The highest- ranking offi cers in the Star Navy, 
Romulan flag ranks include Fleet Admirals, Wing 
Admirals, and Sector Admirals. Unlike Starfl eet admi­
rals, admira ls in the Star Navy rarely command individ­
ua l vessel s or outposts; instead they serve as administra­
tive overseers for broad operational areas or fields. 
Unlike Starfleet, where the distinction between a fleet 
admiral and a rear admiral is often slight, flag ranks in 
the Star Navy are rigidly enforced. Because of the nature 
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of Romulan glory and ambition, how ever, Romulan flag 
officers are perhaps more eager than their counterparts 
in other forces to see front-line action. It is not unusua l 
for a sector admiral to command his own wingship dur­
ing a routine pacification operation-after all, one never 
knows w hen O 'era w ill intervene to give one a n 
Imperia l triumph. 

Fleet admi ra l s normally h and le operations-level 
planning a nd fleet deployment. They also command the 
various regional command staffs and diverse admiralty 
commands-in this capacity, fleet admira ls ta ke charge 
of all major military divisions, f rom the Tal Diann to the 
O ccu patio n offices. In times o f cr isis, fleet admirals 
occasionally take direct charge of large mobile task 
forces or o p erations groups. Such g roups normally 
include severa l f leets. 

The rank of Wing Admiral rem ai ns something of a 
misno m er in the Star Navy. Wing admira ls normally 
command entire fleets, and their commands are usually 
restricted to specifi c sectors or groups of sectors. They 
can also be found commanding smaller adm iralty com­
mands (such as the various offices within the 
Exploration or Occupation Commands), o r servi ng on 
larger operations staffs under f leet admirals. 

Sector admira ls can often b e found commanding 
indiv idual Imperia l sector commands, o r serving as staff 
adjutants on regional admiralty commands, as hig h­
ranking legates o r tribunes, or as century or wing com­
manders in t h e Navy's command f leets. N o rmall y 
assigned to sp ecifi c regions of space, sector admirals 
tend to be the " rovers" among the flag ranks, moving to 
areas w here leadership is most need ed for sh o rt periods 
of t ime. This is especially true during times of cr isis or 
war. Most of the commanders of the Navy's innumerable 
anci llary departments (Med ical or Co lonization, for 
example) ho l d the rank of Sector Admiral. 

LI N E OFF ICERS 

Th e ran k an d fi le of the Romu lan Sta r Navy's offi cer 
corps, line officers staff and command the innumerabl e 
ships and outposts that fo rm the heart of this vast o rgan­
i zat ion . Serving "on the line," they carry o ut the diverse 
missions and ongo ing operations of the Navy. Rank in 
the Star Navy is rough ly analogous to rank in Starfleet. 
Centu rions (equ iva lent to Starfleet capta ins) command 
al l b u t the small est vessels. Originally i n charge of entire 
fleet centuries, the role of centurion h as c ha nged over 
time, being l argely replaced by th e fl ag rank of Sector 
Admiral. In the earl y d ays of the Empire, commanders 
commanded individua l sh ips. As the rank struc ture 
c hanged, the ra n k of Subcommander was created to fill 
the on-ship departmental gap. 

Most Prime Tacti ca l and Prime Operatio n s officers 
hold the rank of Comma nder, wh il e lesser department 
heads norma lly hold the rank of Subcommander (or 
Commander on very large ships). Regardless of the s ize 
of the vessel, department heads a lways hold the rank of 
Li eutenant, whi le lesser duties fa ll to the numerous sub­
lieuten ants and uh/an (the equival ent of a Starfleet 
ensign). 

OFFICES I M PERIUM 

The various "specia l " officers of the Star Navy occa­
siona lly h o ld ra nks outside th e n o rma l o rder of advance­
ment. A ll legates possess the rank of Li eutenant or high­
er, wh ile those serving on th e largest vessels in the fleet, 
suc h as O'de ridex-class warb irds or Vereleus-class 

dreadnoughts, will be commanders or even centurions. 
Tribunes tend to be flag officers, although some fleets 
send decorated centurions or even commanders to serve 
as their representatives to the High Tri bun a l. 

Finally, most censors hold at least the rank of 
Subcommander. Their unique leadership positions-typ­
ically coordinating operations between several different 
branches-often require them to organize multiyear 
missions, necessitating a higher degree of resp ect from 
their subordinates. Remember that rank in these "special 
offices" often indicates respect or ability in a reas other 
than direct command-many legates and censors have 
never commanded a starsh ip, but they possess other 
skills of g reat value to both the Navy and the Empire. 

CIVILIANS 

Contrary to Starfleet convention, the Star Navy 
remains purely a military organization, and does not 
permit c ivi lians to live on board their vessels. In the rare 
cases where civilian personnel must use a starship (a 
c iv ili an scientist conducting an experiment, for exam­
ple), t hey remai n confined to those areas of t he vessel 
n ecessary for their work. 

Senatorial and ambassadorial retinues form the sole 
exception to this rule. Sen ators can always count on 
transport from a ship in their own fleet, or from a vessel 
belonging to the coalition to wh ich they owe al le­
giance. In rare cases, they may be given use of vessels 
from the Praetorian o r Command f l eets for spec if i c pur­
poses or missions. Since most Romulans of senatori a l 
rank have served in the military, such p riv ileges are per­
ceived as honorifics rather t han trangressions of the 
Precept. 

UN I FORMS 
The Romu lan Star Navy employs a wide var iety of 

uniforms to help identify offic ers an d enlisted personnel 
by b ranch, division, and f leet. The common officer's u n i­
form of t he earl y to mid-24th century i s a decorative 
tunic w ith exaggerated sh oulders, belted and woven in 
a geometric pattern. The geometri c tunic patterns repre­
sent the fleet or un it in which an officer serves . Most 
command f l eets use th e traditional "ch eckerb oard" 
meta llic pattern, whi le the Praetorian Fleet utilizes a 
scal y, a lmost "chainmail " d esign. Fleets or divisions that 
have b een granted a n adornment employ still other pat­
terns (see below) . Black or gray pants made of stretch 
fabric, b lack boots, a n d a g ray undertuni c round out the 
uniform. 

A w ide sash that tucks into a utilita ri an be lt is the l ast 
item. These sash es are woven from meta llic f ibers, w ith 
s im ilar color tints represent ing each of the Navy's 
b ranches-dark silver for Operations, si lver w ith green 
for Tactical, an d silver w ith bronze fo r Command. Rank 
is d e lineated by sma ll m etal insignia pins worn on the 
collar of the undertunic. 

Prior to 2372 , the Romulan uniform included a 
m eta l, decorative " h arness" w hich came over the shou l­
ders to joi n in a "Y" o n the officer's ch est with a c lasp, 
and then connected to the belt. Th e clasps o f both the 
belt and harness were delicately worked into t h e symbol 
of th e Star Empire. Th e harness delineate d an offi cer 's 
rank and b ranch of serv i ce, wh il e the number of inte r­
woven m eta l bands ind icated rank. A dark, burnished 
silver harness represented Operations, sil ver w ith slight 
g reen highlights indicated Tactica l, and silver w ith 
gold/bronze h ighlights represented Command. 
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RIG H T OF A DOR NM ENT 

A tradition dating back to the founding of the empire, 
the Right of Adornment serves much the same purpose 
as the Right of Standard-a f leet or unit honored w ith a 
Right of Adornment may design an original fabric pat­
tern for i ts uniform tunics. Although most tunics employ 
variation s on simple geometries, the shapes and colors 
c hange from o ne typ e of uniform to another. For exam­
ple, the standard "ch eckerboard" woven pattern delin­
eates the bu lk o f the Star Navy's command fl eets, while 
the Othan Fleets employ a colorful interweaving of 
squares and rectangles, and the Kassus famil y's f leet 
uses severe bronze triangles with crimson highlights. 
Although cons idered arch aic by certain progressive 
commanders and politicians, most officers appreciate 
the symbolic importance and tradition embod ied by the 
various adornments in use throughout the Empire. 

MISSIONS 
In a terr itory as vast as the Romulan Star Empire, the 

various imperia l mili tary forces are called upon to per­
form a w ide var iety o f missions. Most mission profiles 
fall into o ne o f three b road categories: offensive, defen­
sive, o r passive. Offensive missions remain the most 
sought-after profiles, even in the c hang ing threat envi­
ronment of t he late 24th century. Such missions often 
reward aggressi on and quick thinking, providing officers 
w ith ample opportunities to fulfill personal ambiti ons 
and follow the multifaceted aspects of O'era. 

D efensive missions constitute an impo rtant compo­
nent of Star Command operational poli cy. With tensions 
running high a lo ng several borders, the modern Star 
Empire exists in dangerous and challenging times. As 
these c ha llenges grow and become more preval ent, the 
number and importance of defensive missions continues 
to increase. Profiles n ot con sidered offensive or defen­
sive are classified as passive m ission s by the Sta r 
Command. As such, most sector commands re legate 
such missions to subordinate or second-place status on 
t he ir operationa l agendas. 

OFFEN SIVE MISSIONS 

CONQUEST 

The missio n every centurion waits for, mi ss io ns of 
conquest were once more common than they are in the 
modern Star Empire. Normally carried out by entire 
fleets or wings, conquest missions can l ast many 
m onths. They targ.et entire sectors or regions of space, 
with f leet wings moving methodically f rom system to 
system, con quering as they go. Conquest profiles often 
follow exp loration and su rvey missions, but precede 
extensive occupation and pacification campaigns. 

I NVASION 

Sm aller o r more l imited vers ions of the m ore sweep­
ing conquest m issions, invasio n profiles include both 
planetary and reg ional movements. Concerted and su r­
g ical invasion p rofiles often follow a broader conquest 
operation, with individual units or wings assi gned to do 
t he fina l " m opping up." Invasion operations are norm a l­
ly coordinated w ith the Pacification Command, and a 
concerted invasion strategy usually serves as th e p re lude 
to a full -scale occupation. 

AMBUSH 

Small and specific missions where stealth and secre­
cy are paramount, ambush profiles involve a great deal 
of patience. Units often wait for days, weeks, or even 
months for a specifi c target to become v ulnerable, or a 
certain vessel o r sh ipment to p ass by on a well know n 
trade route o r shipping lane. Some ambu sh m issions 
invo lve an elaborate deception designed to lure a craft 
into a vulne rable position. 

P ROVOCAT ION 

A uniquely Rom u lan profi le, provocatio n m1ss1ons 
often initiate protracted shadow games of "cat and 
mouse," sometimes lasting for many years (the situation 
a long the Neutral Zone serves as a prime example). 
Such missions commonly involve testing an enemy's 
resolve. The most successfu I provocations place the 
enemy exactly w here a commander wants him-within 
reach and vulnerable. 

O PERATIONS 

A standard catch-all mission category, offensive 
operations include everything from long-term occup a­
t i on and pacification campaign s to pro tracted front-l i ne 
f l eet operations during periods of open war. While most 
offensive operations missions are part of l arger strategic 
initi atives, these mission p rofiles can also inc lude l imi t­
ed tactical resp onse profil es as well. 

DEFENS IVE M ISSI O NS 

PATROL 

Most Romulan military vessel s fi nd themselves 
assigned to regular patrol duties at some point during a 
normal posting or mission. Such missions lie at the heart 
of Imperial defense, especially with the currently tense 
climates along several of the Empire's frontiers. Routi ne 
recon naissance of familiar systems, observation of 
newer systems slated for future conquest and occupa­
t ion, i nvestigat ion of strange pheno m en a o r goings-on­
all of these varied missions take the form of one type of 
patrol o r another. 

THREAT A L ERT 

While these missio n s are often undertaken on the 
front lines of any new confl ict, their genesis normally 
involves periods of protracted wa iting. Most threat alert 
missions take one of two forms: a static posting at some 
type of outpost o r base, monitoring a specific sector or 
region of space; or a confined patrol throughout a limit­
e d area of space, watching for specific threat actions or 
vessels. Cu rrent th reat alert regions include the Neutral 
Zone, the Taurhai border sectors, and portions of the 
Empty Frontier that currently serve as havens for raiders 
and renegades. 

RESPONSEIT ACT I CAL 

Similar in some ways to straightforward threat alert 
profiles, tactical and rapid-response missions are the 
most aggress ive def ensive profiles recogni zed by the 
Star Comman d. Essent ia lly offensive responses to a hos­
t ile action or th reat, vessels or f leets in the immed iate 
region norma lly handle th ese m iss ions. Romu lan 
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perimeter defense units and rapid response w ings boast 
extremely qui ck resp o nse times. The fleets and units sta­
tion ed on the Imperial perimeter must be prepared to 
react to developing threats at a moment's notice. 

C O N VOY / E SCORT 

Normall y the most uneventful defensive p rofi le, con ­
voy and escort duties noneth e less rema in c ruc ia l e le­
m ents of long-term operationa l security and effective­
ness. Romulan vessels travel i n convoy o nly d uring 
times of crisis o r wa r, or w hen travel ing through hostile 
or d angerous regio n s of space (a vo latil e client secto r, or 
a region plagued by shipping raiders). 

PASSIVE MISSIONS 

DIP LOMA C Y 

While m ost delicate diplomatic missions are unde r­
taken by senatori a l or Praetorian representati ves, d iplo ­
m atic missions u sua lly invo lve negotiation or arbitrat io n 
w ith the leaders of a c lient world or a ll y. Officers under 
the Exploration Command hand le first-contact mi ss ions, 
w hile Occupation Command officers handle most cu l­
tural relation s and "attach e" duties; in som e cases res i­
d ent censors receive permission to negotia te o n the 
Emp ire's beh al f. These mission s ty pi ca lly involve an 
asp ect of "showing the f lag," w i th the ship demonstrat­
i ng the Empire's concern as well as its might. 

E X PLO R ATIO N 

The province of the Navy's Exploration Command, 
deep space e xplorat io n and discovery are essentia l 

facets of the expansionist sp1rrt embodied in D 'era. 
Continued exploration a llows the Empire to locate new 
worlds to occupy and new species to pacify-all in the 
n ame of the Praetor and for the glory of the Empire. 
Muc h like the Federation, the sheer volume of Romulan 
space i s staggering, taking centuries to exp lore fully. 
Officers and personnel f rom the Exploration Command 
remain at the vanguard of Imperial explorato ry opera­
tions and initiatives. 

PRECEPT A N D CANON 
The Romu lan Star Navy i s a clea n and effic ient 

organization, one w it h a proud heritage and numerous 
time-honored traditions. A lthough its vast size suggests 
otherwise, the body of ru les and regulations governing 
the actions and conduc t of officers remains very small 
(especially w hen compared to simi lar collections of law 
in other societies- the UFP's Uniform Code of Justice, 

,.,_.,.., __ ., -.::. :· ·· ... 

;.it~f~lP~ECEPTS 
~;~:-;·:-.::· .. :- __ -. . 

~f<:::: The. Precept of Loyalty: According to this precept, 
~:-:; Romulon soldiers owe their highest loyalty to both the Empire 
('~ ... ~ and the Praetor. Disloyalty weakens the Empire. A Romulon 
:~{·. officer is expected to place personal considerations second to 
~:·;:: the· needs of the Empire. Romulon soldiers ore expected to 
;1;.~~c bear any number of discomforts in the pursuit of D'ero. 
~~ ~ ,-:' . . . ' .. •. . -. _. . 

~~;·.·..:-.-·· .: -

~~-,; :·:The Precept of Discipline: In order to promote and pre­
;i:~,:~ serve the Empire, every Rom ulan soldier must obey his or her 
~i:~:_.~ commanding officer. Romulons assume their superior officers 
~''•f possess k'nowledge and directives they ore not privy to. 
~·;~-: Questioning orders is seen as o serious breech not only of dis­
~:,}dpline, but loyalty. 
r~~~;}~~ ~ -~: __ --,_ .. 
~;::>·The Precept of Strength: For the Empire to remain 
~t\·~· strong, · according to this precept, it must continue to expand. 
N·::; In this way, the Rom~lons see thems~lves os _following the les­
M·:: sons of the Vhorom. Weaker speCies outsrde the Romulon 
~~;-:'sph~re of influence could one day become o threat. Species 
~-;:;~qual i_n might to the Empire already pose. o threat. Only by 
fl?;?~~orbmg both con peace come to the Emprre. 

~;(.:; .The Pr~cept of Denial: This precept exhorts Rom ulan sol­
~···,diers to toke their own life in the event of capture, to deny the 
1••,: ,· eiiemy victory. Romulon commanding officers must destroy 
~"::\'t~eirvessels in t~e event of foilur~, to deny t~e enemy pris­
~?>oners and trophres. To do otherwrse would grve the enemy 
;:r')j;··.valuoble information, and compromise the security of the 
~<-:·'. Empire. This is ohen the lost duty o defeated Romulon carries 
~;.:_-~ out in the nome of the Praetor. 

l 
.. rs\i.: ·;· · · . 

~?.- The· Precept of Watchfulness: All Romulons, particular­
~: :·.1y in the military, remain alert for any danger to the Empire 

i.·.::;{or its ideals. Perhaps originally the companion to the Precept 
~~~·,· of .loyalty, this exhorts Romulons to report any signs of dis­
f1-'~:.: loyalty. In practice, Romulons cite this precept when searching 

~
.::·/,for eneniy agents. In addition, this precept warns Romulons to 
!f~ilfegurird against alien ideas that could compromise their loy· 
_:, olty. .. . 

~~:f;.:·~t- : . .: . 
·~:~·:· .. ~-'.:.. 
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for example)_ If a Romulan officer or soldier abides by 
the precepts, he w ill en joy a long and productive career_ 

There are two primary collections o f mi I itary regula­
tions in the Star Empire- the Precept and the Ru les of 
Legation (also cal led the Canon )_ By fa r the most impo r­
tant, the vari ou s indiv idua l ord ers o f the Precept estab­
lish the guide lines by w hich a Romulan officer must per­
form his duties and l ive his life in th e military_ V irt ua ll y 
unch anged since the time of Te l Ius, the Precept repre­
sents th e o nly true law in the Star Navy_ It embodies the 
con cepts o f obligation and service so central to D 'era; 
transgressions a re taken very seriously indeed _ 

Viol atio n of the Precept's rules brings swift and sim­
ple punishment_ Unlike the often convoluted lega l sys­
tems of its adversari es, on ly two penalties accompany 
transgression s against the letter of the Precept-cen sure 
and death_ Just i ce is swift and sure, and in many fleets 
officers regard a fu ll censure as a fate equal to death_ 
Censure comm o nly involves demotion to a lower rank, 
and is given only fo r less severe v iolations_ In some 
severe cases, violating the Precept m eans one th ing­
death _ 

The second collection of military " laws"- t h e 
Rules o f Legation-remain in limited use in the mod­
ern Star Navy_ While most of the important Ru les of 
Legation (in the earli est period of Imperial hi sto ry, 
these were the Rules of Legation and Vendetta; t h e 
Vendetta rules were dropped centuries ago) h ave 
b ecom e newer aspects of the Precept, a few impor­
tant Rules remai n _ Since they dictate the powers 
g iven to l egates aboard vesse ls o r outposts, t h ese 
Rules b ecome important during times of crisis_ The 
Ta l Diann j ea lous ly e nforces the importance and 
weight of these rules; after all, the ir exi stence and 
power depend o n them_ 

Fina lly, t h e Praetor o r High Tribunal occas ionally 
issue specia l fl eetwide regulations during t imes of c ri ­
sis o r danger to the Empire_ These Praetorian o r 
Tri bun a l Edicts carry the same lega l weight as any 
order of the Precept, and officers are expected to fo l­
low them w ithout question _ Overa ll, regu latio n s a nd 
directives te nd to b e deemphasized w ith in the ranks 
of the Romula n military-there are few g ray areas, 
and every officer understands that service d em ands 
absolute obedience_ It is t h e Way o f D 'era_ 



THE D EFE N DE RS OF 0/ERA 

he name "Tal Shiar" is derived from an ancient Vulcan root translat­
ing roughly as "swift death" or "merciful execution," and the name is 
well earned. The Tal Shiar is the feared and secretive Romulan 

Intelligence Service, the group which exists to ensure the loyalty of all cit­
izens of the Empire, and to protect the Empire from all threats, both inter­
nal and external. The Tal Shiar has broad, sweeping powers, and its influ­
ence extends to all areas of life within the Romulan Empire. Every citizen 
can rest easy knowing Tal Shiar agents are everywhere, carefully watching 
for any sign of disloyalty or any potential threat to the security of the 
Empire. 

The Tal Shiar is considered above the law in many ways. They ensure 
the loyalty of all Romulans, including government officials and military 
personnel. In order to do this, the Tal Shiar does not answer to any author­
ity save the Praetor and the Senate itself, and even the Senate has limited 
power over the Tal Shiar. The organization sets its own budget, and choos­
es and trains its own personnel. Much of what the Tal Shiar does happens 
completely out of sight, unknown to anyone except the highest and most 
trusted officials in the Romulan government. This secrecy allow the Tal 
Shiar considerable freedom to carry out its mission. 

The Tal Shiar expects, and receives, the cooperation of Romulan citi ­
zens in carrying out its directives. All Romulans are expec ted to be ever 
v igilant for signs of disloyalty or treason, and to report them to the Tal Shiar 
so it can take action. No citizen knows if his n e ighbor or friend might be 
a spy for the Tal Shiar, so few, if any Romulans willingly voice disloya l o r 
dissenting opinions in public (or even in private with fri ends and family). 
Thi s pol icy allows the Tal Shiar to monitor a population as vast as that of 
the Romul a n Empire. Very little escapes its notice for long. False accusa­
tions occur from time to time, but the Tal S hiar takes such matte rs serious­
ly. Those who commit perjury or offer false testimony to the Tal Shiar are 
exposed and severely punished for trying to turn the Empire's g uardian s 
against loya l citizens. 

Agents of the Tal Shiar also receive the complete cooperation of the 
government and the military in carrying out the ir vital work. An agent of 
the Tal Shiar can comma ndeer whatever resources he needs to carry out a 
mission, up to and including Romulan military resources like warbirds and 
military personnel. Agents' orders are not to be questioned, and such ques­
tions can be taken as signs of dis loyalty in and of themselves. 

In return, agents of the Tal Shiar are expected not to abuse their power. 
They hold a great responsibility to the Empire and its people and are sworn 
to use their powers only in the pursuit of their mission. Tal Shiar agents 
who abuse this ri ght represent a serious threat to the security and safety of 
the Empire and are dealt with accordingly. The Tal Shiar has a reputation 
for handling its own affairs, away from the eyes of the public . In order to 
fulfill its purpose, the Tal Shiar must maintain an aura of infa llibility, which 
it does. 

Organization 
The Tal Shiar is led by a chairman, appointed directly by the Praetor 

and confirmed by the Romulan Senate. The chairman has complete discre­
tionary powers over the Tal Shiar, but answers to the Praetor and the 
Senate. The Senate m ay remove the chairman of the Tal Shiar, should suf­
ficient evidence of abuse of power exist. It requires a unanimous vote of 
the Senate to remove a current chairman, something that has never hap- ~ 
pened in the entire history of the Tal Sh iar. r 
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The p osition of c h a i rman is a hig hly po l iti ca l one, so 
c ha i rmen a re most commonl y gove rn m enta l o r m i litary 
o ffi cers, c hosen fo r t he i r k nowled ge of th e Empi re and 
its laws. Many cha irmen are form er Ta l Shiar agen ts 
with considerab le fi e ld experience and know ledge of 
Ta l Shiar operations. The c u rrent c ha irm an is an aging 
Rom ulan male nam ed KovaL He superv ises the Tal 
Shiar wi th ruth less efficiency, taking a persona l intere st 
i n a ll major investigat ions. Despite th is activism , the 
current chairman p refers to ma inta in a low publ ic pro ­
f ile to avo id attracting attentio n , contro l l i ng the Ta l 
Shiar f rom the sh adows. 

O n ce appoin ted , most c ha i rmen work to ho ld o n to 
the j o b b y p e rforming inva lu ab le serv ices for influentia l 
pol it ic ians, o r b y gathering embarrass ing info rmat io n 
for u se as blackmai l, o r both. W hen the c h a irman of the 
Tal Shia r is w e ak, t he Romulan governmen t (p arti c u la r­
l y the Senate) reta in s a g reat d ea l of control over the 
o rganizat io n . A stro ng, influential c ha irman can often 
c ircumvent governmenta l au thority an d in st i tute pro­
g ram s o n h is own authority. Th e m ost ski ll ed c ha irmen 
m an age to h ide the ir own p ower, app earing as humble 
servants of the Empire w hile wie lding vast in f luence 
b ehind the scenes. 

Li ke th e Romu lan mi l itary, th e Ta l Sh iar is arranged 
in a stric t h ie rarchy. U nl i ke the mil i tary, the Tal Shiar 
tend s to b e secret ive about i ts ope ratio ns, and som e­
t imes v io lates i ts own c ha in of command for t he sake o f 
conven ienc e or n ecessity. For example, th e ch a irman 
may assi gn cert a in p rojects o r operatio ns to agen ts 
d i rect ly, by p assing the d iv isio n h ead and the agent's 
o the r superior officers. Suc h situatio n s rare ly occu r, b ut 
t hey d o happen. Th is g ives the c ha irman considerab le 
persona l c o ntro l over the Tal Sh iar and a l lo ws the 
organ izatio n to respond to the needs of the Empire 
q ui c kl y and efficiently. 

The Ta l Shiar is b roken up into div isions that each 
p erfo rm a d i fferent fu n c t ion. There i s som e competi t io n 

b etween div isions, but agents also tran sfer between 
d iv isions freq uen tly in o rder to d iscou rage su ch compe­
titio n and encourage th em to look at t he Tal Sh ia r as a 
who le, working togethe r toward the same goa l of p ro­
tecting the Empi re. The secu r ity c learance of an ind i­
v i d ua l agent determ ines h ow much he k nows about the 
Tal Sh iar's operat ions. Some op erations a re fa i r ly w ell 
known w ithin th e o rganization, while others are so 
secret that th ey a re k nown on ly to the cha i rman and the 
agents d i rect ly involved. 

I NTERNAL SECURITY DIVISION 
M ost Romu lans com e into contact w ith the Internal 

Security Div isio n . It monito rs the popu lat io n, ferreting 
out sign s o f d isloya lty and a rresting those who are or 
m ay b ecom e t h rea ts to t he securi ty and peace of the 
Emp ire . Inte rnal Security agents have b road d iscre­
tio na ry powers w hen i t comes to d efining what const i­
tutes d isloyalty, as well as w hat is consid ered a "threat 
to the Empire." Occasiona lly, they overlook offenses t hat 
might o therw ise resu l t i n the offen der disappearing into 
the n ight, i n o rder to round u p any co-conspi rators a 
traito r might have. Th e p ractice a lso makes i t d i ffi cult f or 
disloya l c i t izens to be certa in w h en and where the Tal 
Sh iar w i l l act, since experience has proven th at agents 
are everywh ere. This atmosphere of paranoia makes al l 
c i t izen s a le rt for any signs of disloya l ty. 

A l tho ugh they have many agents in place to m o n itor 
fo r signs of d i sloya l ty among the population, the citizens 
o f the Empire a re Inte rnal Secu ri ty's greatest resou rce . 
Loyal Rom ulans report any s igns of treason or d isloyal ty 
among th e ir ne ighbo rs, f r iend s, and associates, a llowing 
Interna l Securi ty to take action to correct the situation. 
Offend ers are typica lly sent to Tal Shiar controlled reed­
ucation centers for conditioning to remove their d islo y­
a l tendenc ies, a llowing th em to return to Romulan soci­
ety as produ ctive and loyal citi zen s. Som e more radical 
e lem ents sim p ly disappear an d are neve r seen again. 
A nyone w ho q uestio n s the Tal Shiar's decision is li kely 
to b e lab e led a coll aborator o r an accomp l ice and 
a rrested as wei L 

Som e Ro mulan s th in k Internal Secu ri ty h as too m uch 
power and f ind their tactics unnecessarily bruta l; they 
possess b road d iscretionary powers an d prosecute Joyal 
c iti zens of the Empire who simp ly speak their mind, or 
cond uc t pol itica l w itch hunts. They can arrest individu­
a ls a t the i r discretio n and detain them indefin itely. They 
emp loy ruth less methods of interrogatio n, from si m p le 
torture to soph ist icated ho lograph i c decepti on . In the 
ea r ly d ays of the Tal Shiar, such bruta li ty m ay h ave been 
n ecessary: Th e Emp ire was young, w ith many new pl an­
ets to ab sorb. N ew subjects had to be taught to respect 
th e Em p ire, and potential uprisi ngs suppressed. 

Today, the o rganization maintains t hat i ts methods 
are simply eff icient, and refuses to renou n ce them. Of 
cou rse, crit ics do n o t voice thei r opinions in publ ic o ut 
o f fear of Ta l Shiar retribut ion. Those who question the 
gu ardians of t he Romulan Sta r Em pi re are labe led as 
trai tors and vanish into the night. 

MILITARY AFFAIRS DIVISION 
The M i l itary Affa i rs Division of the Tal Shiar serves 

muc h th e sa m e funct ion fo r the Romu lan mil i tary as the 
Interna l Secu rity Division does for t he general popula­
t ion. The div ision is charged with en su r ing th e loya lty 
and secu r i ty o f Rom ulan m i litary personnel , fro m the 
lowl iest uhlan to th e h ighest-rank ing ad miraL The eyes 



of Military Affairs a re everywhere w ithin the armed 
forces, constantly keeping tabs on the activit ies of mili­
tary personnel. 

In fact, Military Affa i rs has agents among the rank 
and f ile of the Romu lan military, specia lly tra ined to 
maintain the ir cover identities whi le reporting every­
thing they see and hear to their Tal Shiar superio rs. Ev en 
more than in c iv ilian l ife, m embers of the Romulan mil­
ita ry become accustom ed to having their every move 
watched b y agents of the Tal Sh iar. Military personnel 
often fear the power of t he Tal Shiar more than civilians 
do, since a single word from a Tal Shiar agent can end a 
promising military ca reer. 

The Military Affa i rs Division a lso acts as a liai son 
b etween the Tal Shiar and the military forces of t he 
Empire. They most frequ ently commandeer milita ry 
resources for Tal Shiar operations, ordering ships and 
troops to far-flung sectors of the Empire, or even into the 
depths of the Neutral Zone, w ith no explanation other 
th an the authority of t he Tal Sh iar to i ssue suc h orders. 
Al tho ugh the division presents an outward appearance 
of worki ng hand in hand with the military, more often 
th ey treat m il i tary forces as pawn s to be used at the Ta l 
Shiar's wh im. 

There is a stron g, unspoken fee ling of resentment 
toward the Tal Shiar in the Romulan m i li tary, particu lar­
l y in the Star N avy an d Tal Diann. The very existence of 
the Military Affairs Divis io n implies that the mi li tary 
forces of the Empire are less t han completely loya l, an 
insu lt to the oath of every military officer. Officers d is­
like the Tal Shiar because t hey sneak and spy an d report 
on the activities of their own people w h ile the soldiers 
of the Romulan Empi re fight and die on the front li nes 
for the g reater g lory of the Empire. Still , wise officers 
never vo ice their opin ions of th e Tal Shiar in p ublic, 
s ince the o rgani zation h as been known to ruin careers 
fo r less. 

SPECIAL OPERATIONS 
DIVISION 

Offic ia lly, t he Spec ia l Operations Div ision hand les 
emergency situat ions and serio us threats to Romu lan 
security. U noffic i a lly, the d iv i sion controls a ll Tal Shiar 
operatio ns outside the Romu lan Empire, partic ular ly 

operatio ns directed aga inst other interstellar powers. 
Th is is t he most secretive branch of the Tal Shiar because 
many of its operations are tech n ica lly illegal and in v io ­
lation of several treaties signed by the Empire. 

The p r imary task of Special Operations is gathering 
intelligence on c ivilizations and species outside t he 
Romu lan Empire. The Tal Shiar em p loys numerous 
agents for this purpose, and it has placed spies on m any 
oth er worlds to gather information. Generally, these 
spies are surgica lly altered to appear as non-Romulans, 
a l though some Romulan agents attempt to pose as 
Vulcans on Federation worlds and regions near the 
Federation . Such impersonation requires considerable 
train ing and ski ll to suppress the natural Romulan ten­
dencies in favor o f a cold, logica l V ulcan fa<;ade. Tal 
Shiar agents sometimes use the information they have 
gathered to b lackmai l key individual s on other worlds, 
a llowing them great er access to information or possibly 
compromising that world's security. 

The information provided by Tal Shiar spies is used to 
plan the Empire's mil i tary and strategic operations. It is 
Romu lan nature to seek ways to test an opponent's capa­
bilities and resolve before engaging in open confl ict. 
The Specia l O pe rations Division seeks to test oth er c iv i­
lizations and determine t he ir readiness to f ight against 
the Romu lan Em pire. The d ivis i on a lso works to weaken 
those c iv ilizations th at a re o r m ay become threats to the 
Empire, particularly the Federation/Kiingon Alliance. It 
does so through clandestine means, usually using 
undercover agents or brainwashing techniques to create 
"sleeper" agents to carry out its b idding. Romu lan tech­
niques of sabotage usually involve extensive use of m is­
direction, attempting to sow p aranoia and mistrust 
among th e en emies of the Empi re. 

INTELLIGENCE ANALYSIS 
DIVISION 

The job of the Intelligence Analysis Division is to 
study a ll th e data gathered by other divisions of the 
o rgani zatio n an d sift the most useful information and 
conclusions from i t. The div ision is particu lar ly expert in 
activities like codebreaking and decryption u sing h igh ly 
advanced computer algorithms. 
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Encryption experts from Intelligence Analysis Division also provide and 
maintain the extensive encryption locks and security systems of the Romulan 
Information Network, the system of computers and communications relays that 
links the worlds of the Empire and provides information access to its citizens. 
Although the progressive encryption sequences are extremely difficult to break, 
the Network has suffered security breaches in the past. 

The Intelligence Analysis Division presents regular reports to the chairman of 
the Tal Shiar and to the Romulan Senate, keeping them apprised of information 
gathered by the Tal Shiar on matters both foreign and domestic. The reports of 
the division are considered some of the most accurate and reliable information 
available to the Romulan government, although many believe a great deal of 
information never reaches anyone past the chairman's office, censored b y the Tal 
Shiar for reasons of security and public safety. 

Among its other duties, the Inte lligence Analysis Division works hard at com­
piling information on the Borg Collective and the Taurhai Unity, gathered during 
the Romulans' limited contact wi th the Borg and their recent conflict with the 
Taurhai. The Tal Shiar considers these interstellar powers to be serious threats to 
the security of the Empire, and they draw a great deal of the division's resources 
and personnel. 

R ESEARCH A N D DEVELOPMENT DDV I SION 
The Tal Shiar works constantly to create new technologies to assist it in its 

work. This area is the responsibility of the Research and Development Division, 
which designs and tests new devices intended for use by Tal Shiar agents. 
Research and Development also analyzes scientific data gathered by Tal Shiar 
agents, along with technologies from other civilizations, seeking applications 
useful to the Tal Shiar arid the Romulan Empire. 

Rumor has it the Research and Development Division is far more concerned 
with producing results than they are with observing proper safety precautions 
and testing procedures. For this reason, and the fact that most of their work is 
highly classified, R&D facilities are often located on distant space stations or 
planetary laboratories, their locatio ns a state secret known only to the Tal Shiar 
and certain m embers of the Romulan Star Navy (generally the c rews of supply 
ships, who are not told the nature or purpose of the facilities they visit). Among 
the technologies worked on by the R&D Division are weapons systems, defen­
sive systems, cloaking systems, and various types of espionage technology. 

The division works on the design and creation of more powerful disruptor 
weapons, particularly disruptors that can b e miniaturized or disguised as h arm­
less- looking tools or oth er items, shielded from detection by conventional sen­
sors. R&D a lso studi es the appli cations of offshoot disruptor technologies, like 
the deadly and torturous Veron-T type disruptor, wh i ch s low ly tears a target apart 
from the inside out, molecule by molecule. In the past, R&D has produced near­
perfect replications of Federation, Klingon, and Cardassian weaponry for use on 
covert missions o r far sale to certai n parties, lead ing others to believe those pow­
ers sold weapons illega lly. The only flaw in these copies is that they must be 
charged from Romulan power sources, so they carry a unique Romulan energy 
signature, detectable on c lose examination. 

In add ition to constantly developing new ways of improving Romulan cloak­
ing device technology, the R&D Division al so works on developing a practical 
planeta ry-based cloaking system for concea ling entire planets. Recent innova­
tions include cloaking devices for bases and other facilities, as well as a person­
al cloaking optical/holographic camouflage su it capable of hiding an individual 
humanoid from visual and sensor scans. The primary difficulties involved the vis­
ible distortion effects created by cloaking devices within a planetary atmos­
phere, along w ith the tremendous energy demands of a cloaking device, even a 
sma ll-scal e one like a personal c loaking device. These problems appear to be 
large ly sol ved, although these devices remain experimenta l prototypes, not for 
genera l use. 

Research & Development produces dozens of othe r devices for use by agents 
of the Tal Shiar, in c luding miniaturized and concea led sensor and computer sys­
tems, survei llance d evices, exp losives, concea l ed personal body armor, inca­
pacitating drugs and other chemicals, and many other items. 

MI N D WAR DIVISION 
The Mind War Divis ion of the Tal Sh iar is devoted to developing and refi n ing 

new technologi es and techniques for interrogation, brainwashing, inte lligence 
gathering, and psionic warfare. Like the Research and Deve lopment Divi sion, it 
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tends to cross the l ines between the other branches, 
affecti ng a ll segments of the Tal Shiar w ith its disco ver­
i es and methods. Originally, M ind War was a subdivi­
sion of R&D, b u t it g rew rapid ly and was eventually 
m ade a sepa rate division of its own. M ind W ar and R&D 
still cooperate closely o n the development of new tech­
nolog ies. 

INTERROGATION AND BRAINWASHING 

Mind War 's p r imary work is in the area of inte rroga­
tion, brainw ashing, and other techniques invo lv ing the 
study of t he humanoid mind and psyche. Mind War sci­
entists closely study the construct ion of the brain, both 
Romulan brains and those of othe r sp ecies. They 
research psychology and sociology bette r to understand 
how the mind works and how to manipu late it. Tal Shiar 
agents f ro m the Mind War Division are m asters of subtle 
and brute-force interrogatio n tech n iques, a llowing them 
to wring w hatever information they want from their sub­
j ects. 

For the most part, the Tal Shiar prefers more subtle 
form s of interrogation than outright torture, usua lly 
invo lving psycholog i ca l man ipu lation . One cutting­
edge technique involves the creation of complex psy­
ch odram as using holographic technology to place the 
subject into a reali stic scenario w here he is coerced into 
revealing the d esi red information voluntaril y, u sua lly to 
someone w h o appears to be a friend or trusted authori­
ty figure. Drugs are sometimes used to he ighten the sub­
j ect's experience and m ake the simulation seem more 
rea l. 

Of course, these simula ti on s are on l y as rea l istic as 
the ava ilable d ata ca n make them, so it can be difficult 
to simulate effectively things and people very familiar to 
the subject witho ut a rousing su spicion. Holographic 
scenarios are also highly effective brainwashing tech­
n iques, conditioning a sub ject to resp o nd to a certa in set 
o f stimuli , o ften w ith the assistance of drugs and other 
fo rms of brainwashing. 

A n o th er interrogation and b rainwashing technique 
invo lves the use of direc t n eural stimulation, transmit­
ting the types of scen arios used in ho lographic simula­
tions directly into the sub j ect's brain. This technique has 
the ad vantage of working more qu ickly; since the info r­
mation is fed direc tly into the brain, the subjec t can do 
little to block it o ut. Unfortunate ly, suc h treatments 
requ ire the imp lantati on of neura l taps to p rov ide d i rect 
access to the subject's brain. The eviden ce of such 
implants cannot b e completely hidden , leaving some 
c lues as to the prog ramming or interrogation of the sub­
jec t. Work progresses o n the development of a direct 
neural stimulator that does not requ ire the imp lants, 
using neural ind uction through the subject's ski n surface 
instead. Early tests appea r promising, alth o ugh the tec h­
nology remains in the experimental stage. 

Of course, if more soph ist icated m etho d s fa il, Tal 
Sh iar agen ts are a lso masters of older, physical tech­
niques of inte rrogation and torture. The y study the 
effects of pa in on the humanoid body and develop an 
am azing knowledge of anatomy and physio logy, know­
ing exactly how to gene rate the max imum am o unt of 
pain wh i le leaving the subject a live and leaving as little 
evidence of their work as p ossib le . Neura l implants can 
permit i n terrogators to inflic t an intense amount o f pain 
on a subject w hil e l eav ing him a l ive. Som e Ta l Sh iar 
interrogation techniques date back to the anc ient hi sto ­
ry o f Vulcan, involv ing primitive instruments and bruta l 
physi ca l treatment. 

PROPAGANDA 

A ll branches of the Tal Sh ia r, as w ell as the Romu lan 
government, u se Mind War's study of psycho logy in 
m a inta ining control over the citizens of the Romu lan 
Empire, ensuring the ir loyal ty by creating t he idea l 
atm osphere of obedience, fear, and psychological need . 
Th is divis ion controls the c reation o f new p ropaganda 
intended to inspire the Romulan people and strike fear 
into the hearts of the Empire's enemies. 

Events and information are engineered to p rov ide 
w ha tever message the Ta l Sh iar and the Romulan gov ­
e rnment wish. Romul ans generally have a very d ifferen t 
view of events invo lving thei r Empi re as comp ared to 
Federation or K l ingon c itizens invol ved in those events. 
O f course, the Empire points to other versions of events 
as propaganda coming from other governments. 

PSIONIC WARFARE 

The M ind War Division devotes a portion of i ts 
resources to the study and development of Ro mulan 
psionic abi l ities and techn iq ues. Unlike th e i r Vu lcan 
cousins, the Romu lans' innate psionic ab i lities are ves­
tigia l , on l y barel y developed. Som e Mind W ar 
resea rc hers speculate th at the Vulcans, with thei r philos­
ophy o f complete logic and mental discip line, greatly 
refined the ir te lepath ic abi l ities over the years, w hi le the 
Romu lans reta ined their emotional natures an d ignored 
the d evelopment of the i r te lepathic facu l ti es. 

The ancient Vulcans possessed t e lepathi c abi l ities 
and used them in v i o lent ways, including b ruta l mind­
m e ld interrogat ion and b rainwashing techniques, and 
the u se of p sioni c amp li fying tec hnology to c reate tele­
pathic weapons. The r ise of logic and t he philosophies 
of Surak, however, rendered these tel ep athic warfare 
techniques a ll but use less. The inner peace and m ental 
d iscip line deve loped by logic and control over emotion 
m a de Surak's followers immune to telepathi c attack, so 
the violent Vulcan factions aban doned their telep ath ic 
abi l ities. 

N ow, the agents of the Mind War Division work to 
recla im this aspect of Romu lan heritage. All Romulans 
w ith p sionic abilities are expected to use t hem in the 
cause of the Empi re, and Romulans with telepathic tal­
ents are q u ickly rec rui ted into the Tal Shiar. Mind War 
studies and tra ins these recruits in the u se of their abili­
ties. It a lso studies th e p sioni c abi li t ies of other species 
in the Romu lan Emp ire, l ike t he Tarqu in (see page 88). 

Te lepathic Ta l Sh iar agents a re among the most 
feared, b ecause of th eir abi l ity to invade the minds o f 
o thers and glean informatio n from them. Most Tal Shiar 
telepaths are limited to fa irly close range, h aving to 
touc h a subject to initiate a m ind-m e ld, but their tele­
pathic skills are often formidab le, and n onpsion ics usu­
a lly have little or no d efense against them. 

T he Psionic Warfare subd iv i sion also researc hes the 
p oss ibi l ity of develop ing p si oni c-based weapons simil ar 
to t hose from ancient Vu lcan h istory. The technology 
was lost when the Rom ulans left Vu lcan and traveled to 
Romulus mi llenn ia ago, but t h ere is some evidence from 
an c ient Romulan ru ins on w orlds li ke Dessica II. Tal 
Shiar scientists hope to recover and reconstruc t su ch 
techno logy and perhaps even improve upon it. 

Lastly, t h e Mind War Division stu dies potentia l 
defenses to protect the Romulan Empire from foreign 
psion ics, particu larl y telep ath ic esp ionage. The fairly 
l arge number of te lepathi c spec ies in t he U nited 
Federation of Plan ets, inc luding the Vu lcans and the 
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Betazoids concerns the Tal Shiar. Although Federation 
polic ies forbid the use of te lepathy in esp io nage, the Tal 
Shiar does not trust the Federation 's good inten tions in 
the matter, and continues to study vario us options for 
providing mind shie lds and psionic pro tection to impor­
tant f igures in the Romulan government and mil i tary. 

Operations 
The Tal Shiar carri es ou t dozens of o perations every 

day, p rotectin g t he Romu lan Empire fro m a ll threats 
i nternal and externa l, gathering information and devel­
oping n ew technologies and techniques for the protec­
tion of its c it izens. 

Internal Securi ty spends most of its time monitoring 
the popu lat ion of the Empire, looking for susp icious or 
d isloyal b ehavior. Those ind ividuals judged a threat to 
the security of the Empire are arrested and re-educated 
o r summari l y executed by the Tal Shiar. Interna l 
Securi ty's latest operations are concerned w ith the 
growth of the Romulan underground movem ent. The 
division has devoted additiona l resou rces to investigat­
ing the movement, infiltrating underground cell s and 
ferreti ng out the identities of key m em bers. It a lso keeps 
regu la r tabs on Ambassador Spack's activities, a l th ough 
the Vulca n ambassador seems q uite adept at evading 
their observatio n when he so desires. 

The Specia l O p erations Division conducts vario us 
operations aimed at destabil izing enemy governments 
and gath ering info rmati on o n them for the Empire. O n e 
o f the most successful o f these is the p lacement of 
Romu lan sp ies o n other worlds, usually posing as 
Vulcans. One such "s leeper" agent, Subcommander 
Selok, assumed the identity of Federatio n Ambassador 
T'Pel from Vu lcan and gained access to considerable 
Federation information (although not all of the top­
secret techn ical speci fications the Tal Shiar des ired). 
Selok was returned to the Empi re in 2367 as part of a 
supposed peace initiative w ith the Federation . A lt ho ugh 
a " transporter accident" was staged to make the 

Federation bel ieve T'Pel was kil led, Sta rfleet uncovered 
the deception, although not in time to prevent Selok 
from return ing to Romulan space. 

Another achievement of t he Special Operations 
Divisio n was the defection of Ensign Stefa n DeSeve, a 
Starfleet officer, to Romu lu s in 2349. A lthough DeSeve 
provided the Tal Shiar with only limited information on 
Starfleet and Federation operations, h is defection, an d 
his wi l l i ngness to renounce Federation citizenship in 
favor of life on Romu lus, was a propagan da coup for the 
Empire. Unfortunately, Ensign DeSeve chose to surren­
der himse lf to Federation authorities in 2369 in order to 
assist in the defection of Vice-Proconsu l M'ret (see page 
29). The Tal Shiar has not ruled out the possib i li ty of 
D eSeve working as a sleeper agent for the Federation for 
the entire twenty years he spent on Romu lus. 

Both Internal Security and Specia l Operations coop­
e rated in exposing the treason of Admiral A I idar jarok in 
2366. Jarok was an agi tator who cal led for a restriction 
of Rom ulan expansion in contradiction of D 'era. He was 
censured and assigned to command a d istant outpost. 
The Tal Shiar arranged for Jarok to have access to falsi­
fied documents ind icat ing the construction of the 
Romulan mi li tary base on Nelvanna Ill in the Neutral 
Zone, w i th in striking dista nce of several Federation sec­
tors. As expected, Admi ra l j arok defected from the 
Empire and f led to the Federatio n, where h e convinced 
the captai n of the Federation ship Enterprise to v iolate 
the Neutral Zone to investigate Jarok's cla ims. A trap 
was laid fo r the Enterprise at Nelvanna Il l, but it was 
thwarted b y the intervention of cloaked Kl ingon vessels 
accompany ing t h e En terpri se, ou tnumber i ng t he 
Romu lan warb irds ass igned to capture the Federation 
ship. Jarok died in disgrace as a traitor to the Empire. 

TAL SHIAR SECURITY CODES 
An o rganization such as the Ta l Shiar employs layer 

upon layer of security clearance codes to shield infor~ 
m ation . Typically, this obsession for secrecy expands far 
beyond the reach normally associated with an espi~ 
o nage operation, extending into a ll areas of poli tics and 
soc iety. The Tal Shiar c lassifies practical ly a l l informa­
tion in the Romulan Empire with some form of clea rance 
level. Access to a ll but the most basi c information 
requires proper clearance (as well as a cipher key). 

Romu lan security c learances depend less on h ierar­
c hy and m o re o n a " need to know" b asis, thus creating 
a seeming ly chaotic information network. A single 
report might be classified as "secret," yet contain pas­
sages class ified "top secret." Thus, t hose with the proper 
security clearance only see w h at they need to see, and 
are n ot burdened with unnecessary inform ation. 

}OVAL (OPEN ACCESS) 

Information with this level of security is free ly avai lable 
to anyone who can use a computer terminal. Even though 
a wide range of information carries this security classifica­
tio n, even ]oval data is heavily laced with propaganda 
designed to comfort and inspire the c i tizenry (and m isin­
form outside observers). Because clever intell igence agents 
or data ana lysts can p iece together random bi ts of informa­
tion to learn sensitive information-such as news reports to 
learn of Romu lan f leet movements, for example-the Tal 
Sh iarstrives to "san itize" all public i n formation as much as 
possib le. Examp les of ]oval classed information include 
most economic and sci entific data, rout ine government 
reports, and record ings of most Senate p roceedings. 
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PAVAL (LIMITED ACCESS) 

Particularly paranoid abou t the f low of information, 
the Tal Shiar targets d ata for particular groups or indi­
v idua ls. Th is standard classification sign i fies information 
relevant to a parti c u lar g roup in society. For example, 
withou t specia l authorization, i n formation on tectonic 
activity on Romu lus cou ld onl y b e accessed by plane­
tologists and geologists. Each file c lass if ied as Paval i s 
also coded for t he group(s) granted access. 

RUTA (SECRET) 

Data classifi ed as Ruta is no t m ea nt fo r general con­
sumption, typ ical ly including informatio n t h at cou ld 
cause h arm to the Empi re. Examples include most infor­
mation relating to f leet strengths and movements, rea l 
economic data, prec ise weapons characteristics, and the 
like. 

VAY-'RUTA (TOP SECRET) 

Information with th is classificat ion would ca use sig­
n i fi cant harm o r embarrassment to t he Empi re if re leased 
to u n authori zed persons. Ex amples inclu de key scienti f­
ic data on military research an d developm en t p rojects 
(such as propul sio n, weapo ns systems, and t he like), the 
Empi re's overa ll strategi c p lans fo r invad in g the 
Federation, and so forth. 

GAL-'RUTA (ULTRA SECRET) 

U l tra Secret information could cause extreme harm 
to the Empire if revea led to unauthorized persons . It rep­
resents perhaps the most secret information in the 
Romu lan Empire. Ex amples inclu de the identities of Ta l 
Shiar agents in Federation and Klingon space, advanced 
theoreti ca l weapons designs, and various unfiltered gov­
ernment reports. 

ADDITIONAL SECURITY 
CLASSIFICATIONS 

In addition to these primary classification s, the Tal 
Shiar assign s severa l secondary classifi cations further to 
restrict, limit, or guide the d issem inatio n of informat io n. 
A rep ort might b e classifi ed Top Secret, Sena te on ly, 
restrict ing access not on ly to senators, but to on ly th ose 
senators with To p Secret secu rity c leara nce. A single 
data f il e cou ld possess mu ltipl e c lassificatio ns an d d es­
ignation s. 

ALITOK (SENATE) 

Information w ith thi s c lass ification, w hic h is usu a lly 
Ruta or Vay'Ruta, is authorized for re lease to senators. 
Disseminating this information in any way, even to hi s 
closest staff members, could lead to serio us c ha rges 
agai nst a senato r. Examples include sensitive documents 
on the progress o f va r ious military operations, econom ­
ic p roduction figures, and sensi tiv e government repo rts. 

KAL-'KA-'TAR (MILITARY) 

Typically accompanied by the Ruta or Vay'Ruta des­
ignatio n, th is data con cerns sensitive m ili tary operations 
through ou t the A lp h a and Beta Q uad rants. Access to 
comm and fu nc tion s on a ll Romu lan vessels, for exa m ­
p le, i s c lassified Vay'Ruta. Other examp les inc lude 

progress reports from the field, requisi tions for man­
power an d materiel, and strategic operations and 
tactical policies. 

TRU (TAL SHIAR) 

A Romulan pl ay on words, using the word for 
"peace" as th e classification for m ater ials restricted by 
t he Tal Shiar. Si m ilar to the Alitok and Kal'ka'tar desig­
nations, mat erial w i th thi s c lass if ication is intended only 
for the eyes of Tal Sh iar operatives with the proper 
c ip her key. Ty p ical ly Vay'Ruta or Gai'Ruta, this data per­
ta ins to Tal S h iar operation s and intel ligence. 

SHAYA 

The chairman of the Ta l Shiar enc rypts data and clas­
sifies operations under this category, m aking it perhaps 
the most sensitive security c lea rance after Ra'tar. 
Information or operatio n s deemed Shaya remain 
unknow n to a ll but those given access by the chairman. 
The most advanced fractal encryption routi nes avai lable 
to the Tal Shiar protect this inform ation. Examples 
include personal fi les on key indiv iduals throughout the 
Empire, info rmation the ch airman wants to keep to him­
self, and o perat ions of persona l interest to him. 

RA-'TAR 

Like the c ha irman of the Tal Shiar, the Praetor often 
classifies information under his person al seal, restr ict ing 
access to himself an d close advisors. W hen combined 
w ith t he Ruta and Vay'Ruta classifications, t he Praetor 
can restr ict access to ever more trusted members o f his 
coterie. Examp les include various op erations of interest 
to th e Praetor (such as efforts to recover working Icon ian 
techno logy), f u ture po litica l initiatives, and directives to 
assorted m il itary and politica l p ersonnel. 

Using the Tal Shiar 
The Tal Shiar is a constant presence in Ro mulan life. 

Every Romu lan citizen knows (or at least suspects) that 
agents of the Tal Shiar a re watching a ll the t ime, and act 
accord ing ly. Not everyone actua lly encounters the Tal 
Shiar, h owever. For most loyal citizens of the Empire, it 
is merel y a p resence, a lways in the background, b ut 
rarely taki ng action. Having the Tal Shiar step in to 
cau se p rob lems for the p layer c haracters i n every story 
quic k ly d iminishes its value as a mysterious and shad­
owy force beh ind the scen es. Far better to keep the p lay­
e rs wondering about t he extent of the Tal Sh iar's knowl­
edge and influence, w ith occasiona l cryptic clues that 
t he Tal Shiar is observing and e ither approves or d isap­
p roves of the characters' behavior. 

In a Federation-based game, the Tal Shiar m akes a 
formidable adversary for Starfleet and its own 
Inte lligence D iv ision. Starship c rews ca n en counter Tal 
Shiar cover t agents and their plots th ro ug h o ut 
Federation space and beyond. The Tal Shiar is particu­
larly interested in acqu i r i ng classified Starfleet techn ical 
informatio n and in fomenting trouble between the 
Federation and t he Kl ingon Empi re, in hopes of destroy­
ing the al l iance of t he Khitomer Accords. Assigning a 
p layer character the ro le of a Tal Shiar "sleeper agent," 
someone bra inwashed into carrying out certain orders 
w it ho ut his conscious knowledge, cou ld make for in ter­
esting ro lep laying. 
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In a Romulan-based game, the Tal Shiar poses a perpetual threat hovering 
over everyone. A ny ac ts of disl oyalty are sure to be reported to it, and the Ta l 
Shiar w ill react accordingly. It m ay not necessaril y a r rest the character, i nstead 
cho o sing to use the informatio n as leve rage for blackma il. M embers o f a 
Ro mulan crew constantl y wa lk a f ine line betw ee n loyal ty to the ir shipmates and 
loyalty to th e Empire, hav ing to report a ny suspicio u s activ ity. 

Occas iona ll y, a Ta l Shia r agent m ay t ake a direct h and in things, c omman­
d eering the pl ayer ch arac ters' ship fo r a co vert missio n, fo r example, or c alling 
upon loya l so ldie rs o f the Empire to ass ist in the arrest o f a corrupt politi cal or 
military offi c ia l, perhaps even someone t he characters trust and respe ct. Do they 
do as the Ta l Shiar o rders, o r do they f ind some w ay to wa rn the ir fri end? W hat 
h appens if the Tal Shiar is right and he is a traitor to the Emp ire? A Tal Shiar agent 
w ho commandeers a Romulan ship w ill probably d o so w itho ut any real expl a­
nation to the crew , and a miss ion fo r the Tal Shiar i s certain to lead the charac­
ters into d a nger and intrigue. 

THE TAL SHIAR CAMPAIGN 
A n interesting Rom ula n campa ig n can be b ased around th e activ i t i es of the 

Tal Shiar, w ith the p layers taking the role of Ta l Shiar agents and o thers aff ili at­
ed wi th the o rgani zat ion (such as. members of t he Romulan mili tary). Pe rha ps th e 
c haracte rs form an e lite team of Tal Shia r agents entrusted with d ifficul t and dan­
gerous cove rt mi ssio ns b y the Speci a l Operations Div ision. The ch aracte rs could 
g o from putting down terrorist activ i t ies on Romulus itself to espio nage missions 
into Fede ration o r Klingon space in a cloaked ship, gathering v i ta l in formation 
for the Empire. 

A Tal Shia r gam e becomes m ost inte resting w h e n the player c haracters 
become entang led in t he complex web o f alliances and secret pla ns w ithin the 
organization. The Ta l Shiar is no t well loved b y most Romul ans- respected and 
feared , certainl y, b ut not appreci ated o r a dmired. The pl ayer c ha racters must 
deal w ith the hostility o f others w ho d o no t understan d their work, pa rti c ularly 
in the Romulan milita ry. They a lso have to nav igate the dangerous political 
a ll iances of the Tal S h iar, w hic h seem to c hange on a d aily b asi s. 

Agents w ho make a mistake can o ften f ind the m selves o u t in th e cold. 
<> Perhaps the pl ayer c ha racters, fo rmerl y l oyal Ta l Shiar agents, h ave b een d is­
avo wed by the o rganizati o n fo r som e reason. The pl ayers h ave to f igure out how 
t he ir ch aracters a re going to surv ive w ithout the support o f the ir o rganizat i on 
and its fearsom e reputatio n . Th ey might d efect to the Fed e ratio n, seek the sup­
po rt o f a ra di ca l sen ato r o r o ther Romula n poli t ica l f igure, join the Rom u l an 
unde rground, or becom e mercenaries a nd work fo r some g roup li ke th e O rion 
Syndicate or even the Fere ng i A ll iance. 

O n the reverse s ide o f a Ta l Sh ia r campa ig n , the player ch aracters play the 
ro le of Federati o n agents assigned to inf iltrate the Ta l Shiar, d i sguised as 
Romula ns. They might be Vu lcans, or o ther h u m anoids su rgi ca lly a ltered to 
appear as Romulan s. Suc h agents f ace an extremely diffi c ul t task, since the Tal 
Shiar i s espec ia ll y p aranoid, a lways on the lookout fo r unusu al or p o tentia lly 
treaso nous b ehavior. W h at le ngths w ill the p layer ch aracters go to in o rder to 
carry out t he ir m asquerade? W h at happen s w h e n they are assig n ed a missi o n by 
the Ta l Shiar th at m ay com p ro mise th e sec urity of the Fed e ratio n ? 



THE TOOLS O F CONQUEST 

The Romulans possess a technology level similar to that of the 
Federation: Technological Classification Level Six. Most of their 
devices have the same basic operational functions and pa rameters as 

equipment throughout the major civil izations of the Alpha and Beta 
Quadrants. In their daily lives they use tricorders and PADD's, medical 
kits, communicators, and replicators. Their warships, scout craft, and 
research vessels employ transporters, warp and impulse drives, deflector 
shields, and tractor beams. 

But w hen one thinks about Romulan breakthroughs in science, one 
recalls cloaking devices, neural conditioning devices, and warbirds pow­
ered by artificial quantum singularities-all developments fostered by the 
Romulans' strong emphasis on military and covert esp ionage actions. In 
their political and military dealings, Romulans pu rsue their goals through 
two strategies: Sometimes massive application o f force i s effective, and 
other times their secretive, surreptitious methods are more su itable. Their 
technology also follows these cultural trends. 

Power is important for Romulans. They use raw energy from matter/anti­
matter annihilation to operate many common devices, employ cloaking 
devices with enormous power-consumption requirements, and even pio­
neered a new energy source: tapping t he nea r-infinite po w er from w i thin 
an artific ia l quantum singularity. Security and secrecy are also Romulan 
values applied to technology. Their information-retr ieval systems are pro­
tected by a variety of m e asures designed to provide access o nl y to author­
ized individuals and to log d ata retrieval and modification. The Tal Shiar 
relies on technology to monitor security a n d to react covertly to threats. 

Through the years Romulans have made many technological advances 
through careful research and experimentation. Some they took from the 
Federation and th e Klir:Jgon Empire, developing their own versions through 
reverse engineering. While the Tal Shiar strives to uncover and stea l new 
technology from its enemies, Romulan engineers workto adapt these a lien 
breakthroughs to civilian and military applications. Th is frees t ime and 
resources for the most g ifted Romulan scientists and inst it utions to research 
new f ields and design devices w ith unforeseen advantages over existing 
Federation technology. Romulan e ngineers and st rateg ists explore new sci­
entific realms to help the Empire defend itself against its enemies, throug h 
both intense app licatio n of force a n d the compl ex subterfuge ty pical of 
Romulan operations. 

Romulan Power 
A trained and persistent observer can detect subtle differences between 

Romulan and Federation equipment. The g reatest d ist inction comes from 
the energy sources used to operate their devices. The manner in which they 
generate, store, and relay energy causes variations i n frequency and con­
version l evels. The subtle difference in power frequencies and equipment 
design are partially respon sibl e for the distinctive green glow of Romulan 
transporter beams, warp field nacelles, tractor beams, and d isrupto r blasts. 

Other differences are less visible, such as the anomalous discrepancies 
noticeable between items created by Federation and Romu lan replicators. 
Only after c lose anal ysis and comparison could a trained observer distin­
g uish the minor molecular variations characteri sti c of Romulan power sig­
natures. 

Most energy generated by Romulan sources is sl ightly more intense 
than Federation standards. Techno logy has adapted to this higher than 
usual power basel ine: Components have evolved to handle these level s ~ 
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and the unusua lly intense energy spikes accompany ing 
the ir initia l activation. For instance, discharge c rysta ls in 
Romulan disruptors are more efficient to hand le the 
highl y charged plasma bolts generated b y the weapon's 
sma ll antimatter en ergy source. Othe r item s, even p e r­
sona l equ ipment, are constructed to withstand the trans­
feren ce of high er-frequency power. 

Romu lans generate power through a variety o f sys­
tem s: matter/antimatter annihilation, fusio n reactors, 
and in some c ivi lian colony applications solar, hydro­
e lectric, and geotherma l methods. A l th ou gh most of 
th e i r spacefaring vesse l s since the 2270 's u se 
matter/an t imatter reaction cham bers in the ir eng ine 
cores, the immense D'deridex-c lass warb ird s are pow­
ered by artificial quantum singularities (though they sti ll 
ca rry stores of antimatter to energize di sruptors and 
back-up systems). While th is is h igh ly efficient in space, 
at this time it is too dangerous for w idespread c iv ilian 
app l ication . Fusion reactors st ill provid e power for ion 
impulse drives, though these are slightly more effi c ient 
than Fede ration equivalents. 

A lthough arti ficial quantum singulari ties power the 
m ass ive warbirds, the Romu lans sti ll find the co llision of 
antimatter w ith matter the most efficient source of ene r­
gy for sma ller applicat ions. They u se minute quantities 
of antima tter to power most devices, even at the per­
sonal level. Perhaps this is why Romulans h ave not 
actively pursued the sarium krell ide techno logy w hich 
gives most Federation equipment the ability to rec harge 
from other power sources. 

Romu lan dev ices draw ene rgy from matter/antima tter 
power cartridges. Each cartr idge is essentia lly a m inia­
ture magnetic containment vessel for the mic roscopi c 
amounts of antimatter required to run personal d evi ces. 
A lthough they cannot be recharged, these cel ls last 
longer than systems using sarium k re llide induc tion 
coi l s to renew their en ergy. 

To handle the large am ounts of power gene rated by 
antimatter power cel l s, and the ene rgy spikes associated 
w ith such systems, most components must be of higher 
to le rance than Federation equivalents. One might thi nk 
this m akes Romulan equipment more durable; instead, 
antimatter power cells are slightly more prone to cause 
m a lfunctions shou ld an item sustai n damage. Personal 
d evices do not conta in enough antimatter to cause 
d eadly overloads, both for the u ser 's sa fety and to keep 
sed i ti o us forces w ithin the Ro mulan Empi re from using 
them as weapons. During t he course o f i ts op erational 
l ife, a power cartr idge fo r a Romu lan tri corder uses the 
equiva lent energy need ed to f i re o ne low- intensity d is­
ruptor burst. 

Devices using antimatter for power gen erate ant ipro­
tons, wh ich are sometimes detectab le b y act ive sca ns 
during operation. Initia l acti va tion crea tes an energy 
spike w h ich sensors can easi ly d etect. A sensor sweep 
for ant iprotons in a heavily popu lated region on 
Romu lus would reveal a cloud of such power spikes 
f rom household appli ances, personal d ata-access termi ­
na ls, and other common i tems. Energy f ields from la rge 
mac h inery show up o n sensors more easi ly than those 
from smalle r personal gear. High-powered equipment 
designed to release ene rgy open ly-like d i sruptors­
leaves an antiproton residue in the area for several hours 
after discharge. 

SECURITY CONCERNS 
Romu lan technology emph asizes secur ity. The Tal 

Shiar m aintains a fi rm grip on events inside and ou tside 
the Romu lan Empi re to ensure the government's stab il i ­
ty and the people's prosperity. This som etimes paranoid 
obsess ion filters into many aspects of society. Starship 
contro l is limited by closely secured prefix codes and 
personal access clearances. Complex cipher keys safe­
gu ard government records. Personal securi ty passwords 
known on ly to th ei r owners protec t PADD 's and tri­
corders. Even schoo l ch i ldren learn simple data-enc ryp­
t io n techniques and access-inhibitor pro tocols to pro tect 
the ir homework assignments. 

The bas is for most modern Romulan data security is 
a progressive encryption lock, a 43 -po int c ipher key 
w h ic h, once decoded, a llows entry into protected data­
bases. Th e algori thms and mathematica l sequences gen­
e rating t h is key provide models for a ll o ther access 
codes. The main c ipher key is nearl y impossible to p en­
etrate. To this d ay, Commander Data o f the U.S.S. 
Enterprise-0 i s the only o utsider to brea k this lock, wi th 
som e ass istance f rom A mbassador Spack. Ro mulan code 
theoreti c ians and the Ta l Shiar h ave since mod ified the 
enc ryption key. 

Most information retrieva l system s rely on the basic 
concepts of th is 43 -point secu rity code. Nearly any 
device accessing or recording d ata is protec ted from 
unauthorized tam peri ng. Romulan computers, PADD's, 
tri cord e rs, and o ther information-process ing equ ipment 
h ave capabi li ti es si m i lar to equivalent Federation tech­
nology-they're just m ore aggressivel y protected. 
A l though they p ossess vo ice- in te r face computers, 
Romulans tend to avoid verba l commands to prevent 
being overheard by unauthorized listeners (a ltho ugh 
such commands still requ ire voice identity verificat io n 
and verbal security codes). They prefer interact ing with 
computers through con tro l panels. Access to any control 
panel aboard a Romu lan starsh ip requires a persona l 
cod e, sometim es even a d epartmenta l key and com-
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m and clea rance prefi x. Government, scienti fic, military, 
and othe r v ita l compute rs conta in the same security 
precauti ons. Even PADD's, tricorders, and certa in other 
persona l d ata devi ces require passwords and user veri fi­
cation. 

Security c l ea rance codes are input be fore in forma­
tiona l systems can be activated or accessed , and users 
ca n re implem ent them m anually or w hen the access 
dev ice i s turned off. Some equipment incl udes an " idle 
securi ty c heck" in the access subroutines. Sho uld data 
access cease for a w hile, the programming automatical­
ly reimplements the security protocols. Depending on 
the device o r compute r system's clearance level, t hese 
"idle secu rity c hecks" can occur after a preset time o r a 
random interval. 

Romulan security codes a re ch anged frequentl y o n 
irregula r sch edu les. The Romulan government fosters a 
spiri t of w atchfulness against enemies, a p arano ia man­
ifesting itse l f in offic ial p asskey a lteration s to keep 
"enemy" agents from breaking access ciphers o r using 
stolen o nes. Some systems even requir.e u sers to c hange 
entry codes at ran dom interva ls, allowing for more 
sophisticated security and encouraging a sen se of 
responsibi lity in most ci tizens. Such p rotocol s a llow 
users to log in through their usua l clea ran ce and identi­
fication veri fication, but prohibit further action until th e 
security c ip h ers are c hanged m anua ll y. 

f?{'s_ECURITY CODE DIFFICULTIES 
-~-:;:. ~ .... 
. ,. Here are some suggestions far determining difficulties to 
;-~ ~ ·decrypt security sequences protecting data at various levels of 
f·_.: · · Rom ulan society . 

... :.· . '. 
';.;" 

Level Difficulty ' 
.·. 

Civilian Routine (4) ·.-.·: .. 
'~;:- Professional Moderate (7) 
f\.·.;. Government Challenging (ll) 
{_::· Military Difficult (14) 
~· :.:.:.,;, ~ 

\;~-~~-~···: · .. Tal Shiar Nearly Impossible ( 17) 

------------------ ~ ----~-------------

M ost Romulan d ata-retrieva l systems not o n ly 
em p loy sensitive p asswords, they also contain subrou ­
tines to monitor information access. These p rograms 
record w h o views w hic h info rmation and w h en in spe­
c i a l, inv i sible log files. Security person ne l h ave pro to ­
col s a llowing them to en ter these hidden logs and exam­
ine data retrieva l and mod ifi ca tio n . Few in the c ivil ian 
sector know these subrouti nes exist. G overnment and 
military supervisors use these log pro toco ls to track sub­
o rd inates and compute r records for w hi ch they're 
responsib le. The Ta l Shiar often uses this security sub­
ro utine in its work protecting Romulan ci ti zens from 
externa l enemies and interna l sedition. 

Starship prefix codes a re the Ro mulan Empire's most 
protected secrets. The Romulans are fiercely proud o f 
their mi li tary might, especia lly the ir m assive D 'deridex­
cl ass warbird s and the advanced tech no logy they 
employ. If enemies ga ined an unfair advantage over 
these vessels, they m ight capture the sensitive m echa­
n ism s th at provide the warship's vast p ower and cloak­
ing ability and later use i t against the Ro mulan Empire. 
Security command codes are often known on ly by a 
ship's capta in and the fi rst officer. Key personne l in the 
Star Command can access prefix sequen ces in em ergen­
cies, though this often initia tes a Tal Shiar inquiry into 

·• TAL SHIAR SECURITY 
,• -
.. . The Tal Shiar's computers are protected by more advanced 

·codes than available even to the military and higher-level 
'-~. · government offices. These security precautions employ the 
' · · next iteration of the progressive encryption lock safeguarding 

most Romulan computers. This newest upgrade merges an 
· advanced 47 -point cipher key with randomly progressive 

~'. . · algorithmic sequences. Such precautions require substantially 
( : ... more computer memory and processing time for standard 
/ .; · encryption and monitoring, so these codes protect only the 
~~ :, . l~rgesl and most sens~ive Tal Shiar databases. 
·;:"· .. · .. The Tal Shiar closely guards these newly developed ciphers, 
. < even though they could protect sensitive data in military and 
: ·• · government circles. The Tal Shiar might someday disseminate 
> these new codes for use in other opplications, though this is 

,_···. doubtful until they develop something even more advanced . 
. ·~ · ... 

· The Tal Shiar recruited or abducted the Romulon Empire's 
. greatest code theoreticians and mathematical geniuses to 
work at a secret facility dedicated solely to creating new secu­

. rity protocols. These scientists use their culling-edge theories 
.',· . an 'random number generation, cipher design, and progres­
•. · . · sive algorithm locks to break others' security precautions and 
,~. ; · perfect the Tal Shiar's more powerful ciphers. Once they 
:·. .' develop something new for the Tal Shiar to protect its own 
:·:- . data, the secretive stale security organization might pass its 
:_ · '_ . current precautions to the military. Even aher that, the Tal 
.~: · ·: Shiar's valuable code-masters will continue living in guarded 
· · · ' : seclusion. 

the overt p urpose and possible covert motivation for 
access. Among starsh ip commands, rumors c ircu late of 
those su spected of revea l ing su ch codes to unauthorized 
personne l m ysterio u sly d isappearing. Many w ith clear­
an ce to sensitive info rm at io n l ive in fear of the Tal Shiar 
ab du cting " traitors" and interring them in mythicall y ter­
r i fying pri son camps, never to be seen o r heard from 
again. 
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PERSONAL TECHNOLOGY 
Most Romulan personal technology is similar to Federation equivalents. 

Although items run on microscopic amounts of antimatter contained in magnet­
ically sealed power cartridges, their operational specifications vary only slightly 
from equipment available from other major cultures in the Alpha and Beta 
Quadrants. The difference in energy source often gives Romulan devices slightly 
longer working lives. 

If you need a specific piece of Romulan equipment for your game not listed 
here, use information provided for similar devices in the Star Trek: The Next 
Generation RPG's "Technology" chapter. While the device's basic abilities will 
be about the same, Romulan items cannot be recharged from energy sources­
the user must insert a new power cartridge into the device. 

PERSONAL ACCESS D ISPLAY DEVICE (PADD) 

Romulans use PADD's for many daily applications: maintaining store mani­
fests, w riting correspondence, researching databases, teaching, playing games. 
They function as the most common personal computers and interface devices. 
Romulan PADD 's have an oblong configuration with one diagonal side. In civil­

ian sectors their . use isn't as widespread as in the Federation, 
~ though professionals working with computers, the military, 

~ ~ ~ ~\ and the Tal Shiar rely on these devices for sharing, inputting, 
\)~"'~ ·~\ and accessing data. Romulan PADD's typically have shorter 
·:. 'ti~·;.~ ~'!:!! interface ranges, and must be closer to the system they're 
; J communicating w ith to prevent unauthorized monitoring of 
\\ ~ PADD transmitter signals. 

~ Each PADD is encoded to limit use to its owner or 
~ authorized personnel through a series of security protocols. 
( Remotely accessing computer databases on a PADD 

imprints the user's identification sequence in a hidden secu­
rity fi I e. 

C ivilian PADD's do not contain long-range communications 
capabilities, though they can interface with nearby computers accessible to 
authorized users. Military versions of this d evice use a subspace t ransceiver to 
transmit to starships as far as 30,000 km away using the vessel's communications 
boosters; access encryption and sequence coding account for the shorter range. 

Members of the Ta l Shiar sometimes use smaller PADD's w ith fewer capabi l­
ities and g reater limitations, though these are often protected with far more secu­
rity protocols than ordinary devices. 

Size: 16 em x 7 em x 1 em 
Mass: 0.2 kg 
Duration: 150 hours 

ROMULAN TRICORDERS 

Romulan versions of personal sensor devices are quite similar to equ ipment 
used by the Federation, though they are more powerful and able to make more 

accurate sensor readings than Federation tricorders. There are 
'~ ~ s~andard tricorders and those modified for medical and e ng ineer­
f)."~ l m g purposes. 
IJ0~~·::.. Medical tricorders are designed spec ifically w ith Romulan 

<! ~ _ •• physiology in mind. They are not as effective in diagnosing con­
n•~ ditions in patients of other species, and sometimes misinte rpret 

readings, fitting them to the closest known Romula n equiva-
lent. A detachable m edica l peripheral can help examine 

~ patients more closely. 
-~ Engineering tricorders are focused in areas typical of 

Romulan technology, such as cloaking devices and artifi ­
cial quantum singularity drives, and can more effectivel y 

detect tachyons, antiprotons, gravitic vari ations, and other byproducts of dis­
tinctly Romulan devices. An engineering peripheral can be detached from the 
main tricorder for d etailed analysis of energy fluctuations and other conditions 
w ithin electronic systems. 

Tricorders are security-locked with complex code sequences known only to 
their operators and their supervisors. Transmissions b etween tricorders and star­
ships are a l so encrypted for additiona l protec tion. 



Range: 2,000 mefers for long-range scans, 25 mefers for 
shari-range scans, 2 mefers for remofe peripheral scans 

Size: 8 em x 16 em x 2.5 em; peripherals are 7 em x 
1.5cm x 1.5 em cylinders. 

Mass: 0.45 kg 
Duration: 1,500 hours 

ROMULAN MEDICAL KIT 

In the f ie ld, Rom ulan doctors rely o n m edica l kits to 
imp le m ent first aid and stab ilize major inju r ies. The med ­
ica l kit is equipped w ith a hyp ospray, neural stimulator, 
d erma l regenerator, and autosuture, pi us several o ther 
antibiot ics and medical accessories ta ilored to Romulan 
physiology. Most medica l k its used by military and Tal 
Shiar u nits a lso contain severa l axonophag ic chips (see 
" Espionage Technology" be low) sho uld severe ly injured 
patients w ish a quick death rather than ri sk captu re. 

Since Romulan devices u se antimatter power car­
tridges instead of sa rium krellide induction coils, m edical 
kits contain several extra cartri dges . Most instruments in a 
Romulan medical kit perform the same functions as tho se 
in Federation gear. For gam e information on this equ ip­
ment, refer to the Star Trek: The Next Generatio n RPC 
rulebook, p ages 232-234. 

Size: 22 em x 19 em x 6 em 
Mass: 1 kg 

P ERSONAL COMMU N ICATOR 

Romulans use severa l models of communicators, 
hand-held units which rely on radio a nd subspace 
t ransmissions to tra nsfer voi ce d ata. The most 
common are pa lm-s ized d evices w ith a round­
e d cylindrica l or e longated c ube shap e. 

Romulan communicators are often security­
coded to the owner. Military a nd intelli­
gence versions contain complex c rypto­
g raphi c en cod ing, making signal s d iffic ult 
to intercept and decipher. 
Romula n communicato rs do no t auto m ati-

cally provide the user's location to scanners, although 
transporters can always lock onto active transmissions to 
beam an individual. 

On their own, communicators have an effective range 
of 750 mete rs. The improved independent range is attrib­
uted to the device's antimatter power cartridge. Local 
communication arrays and starship subspace transceivers 
allow communicators to transmit more than 40,000 km, 
e no ugh to reach orbiting facilities or vessels. 

Size: 5 em x 4 em x 3 em 
Mass: 0.3 kg 
Duration: 1,500 hours 

DISRUPTORS 

Ro mulan military, inte lligen ce, and security forces 
favor the disruptor as their standard-issue energy weapon. 
When fired, mic roscopic amounts of antimatter rip 
through charged plasma foc used throug h a discharge crys­
ta l. D epending on the setting, the resulting beam can stun 
a target w ith concussion and a mild neural shock, or c ut 
through metal and inflic t l etha l thermal damage. A disrup­
tor 's discharge leaves a residue of antiprotons detectab le 
o n scanners for several hours, a byproduct of the a ntimat­
ter e nergy powering the weapon. 

Romulans use both pistol and 
rifle vers i ons of di sruptors. The ~ 
rifle vari ant has a lo nger firing 
chamber, larger power cartridge, a ~ 
forward hand g rip to assist a iming, a nd ~ 
a rea r g rip containing the t rigger. Like ~ 
other Romul an dev ices, disruptors cannot 
replenish their energy through rech arging, but 
rely on new mag neti call y sea led antimatter 
power cartridges. Disruptor cartridges contain a 
greater amount o f antimatter, a nd therefo re ener­
gy, than those used to power other devices. 

Disruptors can f ire using one of three discharge m odes: 
•Standard Beam: The d isruptor's default setting fires a 
standard en ergy beam, and uses the cha rges indicated on 
the Di sruptor Damage Chart . 
• Pulse: A d isrup to r pulse infli cts more damage than other 
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settings by re leasing slightly more energy than usua l. Pulse 
discharges add + 1 po int of damage, b ut consum e two extra 

energy c harges. 
•Continuous Beam: In this mode the d isruptor fi res a longer 
beam , using more energy b ut providing greater accuracy. 

Cont inuo us beams use two extra charges, but ad d o ne die to 
the ch arac te r's Ene rgy W eap o n (Oisru ptor) Test to h it th e target. 

Setting a disruptor on overl oad generates e nergy from the m at­
te r/antimatter reactio n w ithout d ischarging it. To overload the 

weapon, o ne puts the disrupto r o n the highest setting for maxim u m 
antimatter output. The antimatter is re leased from the power cartridge to 

react w ith m atte r, but isn 't discharged as a d isru ptor beam. In 30 seconds this reac­
tion and what's left in the cartridge destroy the di sruptor in a brilliant exp losion 
consuming th e rem aining antimatter and c harged p lasma. The b last i n flicts 1 p o int 
of dam age fo r every c harge left in the power cartr idge, affecting anyone w ithin a 4 
meter radius. 

Range: 5/ 20/ 50/ 100 
Size: 20-30 em long, 0.7-1 .1 I in volume 
Mass: 0.6-1 .2 kg 
Energy: 1,500 charges (pistol), 2,250 charges (rifle) 

MELEE WEAPONS 
The Romulans a re no t known for their m e lee weapons, few of which have b een 

seen by no n-Romulan s. M any o f these w eap ons possess a tradi tional o r sym bo lic 
quality, as a link to th e p ast. Some of the better-known Romulan weapo ns includ e: 

VRELNEC 

The vre lnec i s the traditiona l Romulan sword . Although ~ 
throughout Romulan histo ry there have b een dozens, i f not h un- ~ 
dreds, of sword d esig ns, this o ne is the m ost popular and infl u - '~~ 
enti a I. It consi sts o f a stra ight, sing le-edged b lade about 110-120 '· 
em lo ng; the b lade c u rves outward slightly at the t ip. The hilt is si m - ·~ 
il ar to a basket hilt o n an Earth sword; i t protects the ha nd and is o ften . 
e laborately d ecorated. Overa ll th e vrelnec is similar to an Earth saber or 
cutlass, b ut i ts bl ade tends to be even heavier, increasing the dam age it · 
do es b ut a lso prevent ing long d ue ls (the w ield er's arm tends to tire quick­
ly). The tradit io nal a rt of " fencing" w i th one of these swords is usually known 
as vrelnecrek. 

Mass: approximately 2.2 kg 
Accuracy: 7 
Block: +2 
Damage: 5+2d6 

NECA 

The d agger form of the vrelnec, the neca resembles a smaller versi o n o f the 
sword (som etimes w ithout the basket hil t) . It uses the sta t istics for a Kn i fe (page 238 
o f the core rulebook). 

LIRASH 

Scho lars bel ieve this weapo n is descended from the Vu lcan lirpa. It is a heavy 
f igh t ing staff with a crescent-shaped blade on one end. It can be used either like a 

staff or large cl ub, or som ething li ke a polearm. A master com ­
~ b ines both uses of the weapon into a f luid , deadly fighting 

, style. 

Size: 150 em long (the blade is about 12 em wide) 
Mass: 4.6 kg. 
Accuracy: 8 
Block: +3 
Damage: 3+2d6 damage with either blade or club 



- - - -- ----- - -- ------ - - - - -- --- ------------ - -- - ----- - - -----------

K A ILUNE 

Resemb ling to human eyes something like a sma ll 
meta l profile of a bat in flight, th e kailune is a throwing 
blade w hic h Romulans o n ce used to hunt for food or 
sport. It is sharp on a ll edges, the better to increase the 
ch an ce of inflicti ng a wound on a target. 

Although it is gen era lly not powerfu l enough to kill 
an adult Romulan, some masters have dem on strated a 
lethal pinpoint accuracy with it. O n rare occasions a 
kailune 's ab il ity to kill wi ll be inc reased by coating it 
with po ison . 

Size: 12.5 em long by 7 em wide and just under 1 em 
thick 

Moss: .25 kg (at most) 
Range: 5/1 0/20/35 
Damage: 1 + 1 d6 

ESPIONAGE TECHNOLOGY 
The Tal Shiar re lies on technologica l breakthroughs 

to gain advantages over its enemies in the subtle yet 
deadly espionage war it wages. It exploits Romulan sci­
ence better to protect the Empire in intelligence opera­
tions abroad and whi le controlling dissident groups or 
individu a ls at home. 

Some espionage technology is used by the military, 
but most item s, espec ia lly p rototyp es or powerful 
devices, are ava il ab le onl y to Tal Shiar agents. A lthough 
Romulans are capable of u sing massive force to atta in 
their aims, they p refer using more subt le methods. Tal 
Sh ia r scientists develop new devices to he lp operatives 
conduct undercover missions, an d sow confusion 
among and gain advantages over the Romulan Empire's 
enemies. 

ULTRJTIUM 

Many advanced societies have the technology to 
manufacture ultritium, a powerful chemical explosive 
a lmost undetectable by scanners. Wh il e the Federation 
does not resort to such covert methods of m ass destruc ­
t io n, th e Romulans have no qualms about using this 
c hemica l compound to thei r advantage. The u!tritium 
produced by Romulan scientists is parti cularl y d ifficult 
to detect. The Ta l Shiar finds the exp los ive effective 
when sudden force is required during missions w here 
conventional weapons could easily be discovered. The 
Romu lans a lso use it in safeguard devices, to destroy 
sensi t ive technology o r information w hen it might fall 
into en emy hands. 

Technicians can easily mold the plasticine com­
pound into concea lable forms o r convention a l objects, 
w hi ch u suall y pass for normal p lastic o r ceramic during 
cursory m ateria ls scans and diagnostics. Often only a 
very detailed molecula r scan reveals the materi a l's true 
nature. Skil led demolitions experts can mold malleable 
ultritium into shaped c harges to dam age structures more 
effectively. Some Romulan scout ships are even 
equipped w ith secret ultritium detonation system s to 
eliminate any evidence of espionage activiti es if cap­
tured. 

When detonated, on e thumb-sized cube of ultritium 
infli cts 50 points of damage on anyone within 10 
m eters. 

A X ONOPHAGIC CHIP 

Sometimes important Romulans must p rotect them­
selves from capture, lest enemies take advantage of sen­
sitive data pried from their minds during interrogation. 

Loyal Romulans would rather take the ir own 
lives than betray the Empire by su c­

cumbing to torture and revealing 
vital information. 

Axonophagic chips are sma ll 
wafers containing letha l c hemi­

ca l s. When ingested, a ch ip cau ses 
n eurons in the brain to fire a lmost 

simultaneous ly, burning syn aptic path­
ways, destroying cells, hemorrh aging 

blood vesse l s, and inducing a quick death. 
No cu re exists. Even if one cou ld be discovered, the ini­
tial reaction of the chemica ls wi th the cortex's n eural 
pathways destroys so much tissue that the ind iv idual 
wou ld be effectively brain-dead. 

Most Ta l Shiar agents and many h igh-ranking 
Romulan military officers carry axonophagic chips for 
use if captured and faci ng interrogation. Death is prefer­
able to torture or public humiliation for the proud 
Romu lans. 

HOLOGRAPHIC CONSTR UCT COMPUTER 

Romulan securi ty forces u se holographic recorders to 
mon itor public safety and possib le insurrectionist activ ­
it ies, but the Ta l Sh iar has perfected hologram technolo­
gy to manipulate in formation and perceptions. 

The Tal Shiar is adept at a ltering basic holographic 
images for its own ends-such as scenes of crowds, 
landscapes, and starshi p acti ons-but did not a lways 
h ave the capability to c reate moving, speaking holo-

grams of specific indi-
1 v idua ls. The h o lo-

1/ ·; . . graph ic construct com-
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j; : images and sounds gath-
'/ / ' ered from various moni-;;'// ' taring sources to c reate an 

authentic hologram of a 
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,_/ ""' / ' '-,-~-...,. particular person, wh ic h 
""' can be manipulated to sui t 

.?" ==\ the Tal Shiar's purpose. 
' · - j The computer con-

~~ ' ~J:J (1 structs the image from 
~ data collected from 

security devices moni­
toring Romulan streets, 

transmissions, sh ips, and facilities. The more in forma­
tion gathered, the more genuine the h o lograph ic per­
sonality seems. With thorough data accumu lation, the 
computer can create a very accurate, f unctioning holo­
gram with the individual 's voice, image, inflections, ges­
tures, and o ther mannerisms. The process of piecing 
together visual and audio detail s through normal holo­
graphic monitoring devices takes time, but the Tal Shiar 
has the persistence and patience for such work. 

Once the computer assembles the holographic per­
son, it can project the image anywhere within a h o lo­
g raphic projection system's range, not usually more than 
a few meters. This is often enough to fulfill the Tal Shiar's 
p urposes, especia lly w h en the holographic ind iv idua l 
delivers speeches or v i sua ll y transmitted messages. The 
image speaks and acts according to programmed direc­
tions, inc luding gestures and speech. Dia log is com-
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posed and transm itted to a holograph ic interface computer through a security­
coded PADD or other interface. This technology has not yet advanced to allow 
t he holograms to interact with real objects, so any accessories like PADD's, tri­
corde rs, or other hand-held devices are programmed into the projection com­
puter. 

The Tal Shiar finds many uses for holographic persona l i t ies. Several field con­
tacts unknowing ly report to a ho lograph ic sp y master assembled from the image 
and voice of a Romulan civil ian; should enemies intercept these transmissio ns, 
they might initiate a hunt for a high-ran k ing Tal Shiar admin i strator masquerad­
ing as a humble Romulan ch ef. Captured suspects can be holograph ically dupli­
cated and forced to render transmitted "confessions" of treason ou s acts, o ften to 
flush out coconspirators in hiding. The Tal Shiar even attempted to use a ho lo­
gram ofVu lcan Ambassador Spack to help disguise a Romu lan attack force head­
ing for Vulcan, though this p lot was foi led by Spack, Captain Picard, and 
Commander Data. 

PERSONAL j A MMING UNIT 

Alth ough the Tal Shiar has many devices to mon itor communica tion signals, 
it must sometimes stop transmissions. The personal jamming unit is a far smaller 
version o f similar equipment aboard Romulan starships. It floods an area with 
antileptons, wh ich interfere w ith subspace transmissions. The concept works 
more effectively in space and w ith the more powerful energy sources aboard 
starsh ips, b ut the Tal Sh iar adapted it with limited success for personal applica­
t ions. 

Jamming units cram frequen cies with interference w ith l ittle d iscretion. All 
communications devices within range are affected, including PADD's and tri ­
corders remotely transmitting to nearby computers . The ene rgy requ ired to gen­
erate antileptons l imits the j ammer's range and duration . Agents typical ly use 
these devices when fair ly close to a target suspected of sending or receiv ing v ital 
tran smissions. Sometimes they are modified to work off standard c iv ili an power 
suppli es an d p lanted near the area to be jammed, p roviding constant interfer­
en ce. 

Jamming units are typica lly small, palm-sized devices, though they are most 
often concealed as tricorders, PADD's or other equipment. 

Range: 25 meters 
Size: 7 em long, 0.2 I in volume 
Mass: 0.2 kg 
Duration: 1 0 hours 

NEURAL R E PROG R A MMIN G A R RAY 

Sometimes it's not just eno ugh for the Ta l Shiar to capture an important per­
son-to gain the b est advantage, agents menta ll y cond ition and reprogram these 
captives to fulfil l Tal Shiar objectives w h en returned to their norma l environ­
ments. Trained interrogators know many b rainwashing techn iques, but the neu­

rV~:;;;;;~~~~~;:;;:;:;:~~ raJ reprogramming array he lp s th em m ore effi ­
c ient ly access th e subject's m ind. 

Th e neural reprogramming array feeds st im­
uli d i rectl y to the brain to h elp break down the 
person's w i II and plant subconscious orders to 
be carried out la ter. Existing implants normally 
a llow a sensory support device to interface 
wi th the appropriate p ortion of the subject's 
bra in . The neura l reprogramming array runs 
sensory information along this bio-electrical 
conduit. For instance, Romulans once used 
th is array to reprogram Lieutenant Commander 
Geord i La Forge through his VISOR's neural 
imp lants, using images transm i tted d irectl y to 
h is visua l cortex. Since the array d irectly 

accesses the subject's brain , resistance is 
extrem e ly diffi cult: a D iffi cul t Behavior Modifi catio n (Resista nce) feat against 
fie ld control, or a N early Impossible one against trained Tal Shiar reprogrammers 
with time and resources to spend. 

The array is m o unted on an interrogat ion restraint c hai r so interrogators may 
eas i ly posi t io n it over the subject's h ead . Two adju stable interface a rms fit over 
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the indiv idual 's neural implants to force suggestive input 
stra ight to the cortex. 

An imaging computer a l lows interrogators to select 
thousands of stimu l i, both pleasant and painfu l, plus 
impressions of sp ecifi c target indiv iduals or facilities 
integral to ach iev ing t he implanted objective. With ver­
bal prodding from the inte rrogator, thi s helps b rea k 
down the sub ject's wi llpower and open his subcon­
scious to suggesti on . Since the information is tran sm it­
ted direct ly to the cortex, th e brain cannot easi ly disti n ­
gu ish between rea l and suggested input. Th e subject 
physi ca lly reacts w ith rel axed o r stressed resp on ses 
appropriate to th e st imuli. 

Once the inte rrogato r con q u ers t h e subj ect 's 
wi l lpower, he can insert subcon scious suggestions, 
which can be carried out without the subject's con­
sc ious knowledge. This often includes behav ior unc ha r­
acteristic of the individua l: gathering and transmitting 
restricted data, assassinating a dignitary, sabotaging a 
fac ility, o r oth er c rimina l acts. Aher these suggestions 
a re implanted, Tal Shiar inte rrogators can even conv ince 
the subject to b e lieve different memories to account for 
h is time during abduct ion and condit ioning. 

Once returne d to h is standard env ironment, the sub­
jec t acts quite no rm a lly, to ta lly unaw are of his program­
ming through Romulan beh aviora l modificat ion tech­
niques. With existing neura l implants, there i s no obvi­
ous physica l ev idence. Close scans of the bra in, howev­
er, can revea l minor vascu lar irregulari ties in the cortex: 
a sli ght di latio n of the b lood vessels in the repro­
grammed a rea. Other sid e effects can occur. Vivid 
images from the torturous destructio n of t he subject 's 
wi llpower ca n haunt h is dreams, causing violent and 
seeming l y inexp l icab le nightmares. The individua l 's 
actions might be influenced by his programmed objec­
tives--for instance, he could act out grudges against 
p eople used as examples in his condition ing, or devel ­
op an unexp lai ned fear of something used to brea k 
down h is wi ll. 

In the fi e ld , the Tal Shiar controls the subject thro ugh 
short- range e-band transmission s and additional verba l 
suggestions. Th is often requires a Romulan agent c lose 
by wi th easy access to the indiv idual , w ho a lready has 
been con d iti on ed to respond to this operative's signa l s 
and verbal commands. The e-band tran sm iss io ns are 
wi thin the d e lta-compressed wavelength spectrum simi­
l ar to human neura l frequencies, an d can bio-e lectri ca l­
l y interact wi th human b rain wave patte rns. This inte r­
face requi res a sen sory support dev ice feeding into the 
neu ra l implants (or sometimes an independent implant). 
Commands from the tran sm itter must be re lative ly sim­
ple: rep ort to the Romu lan agent, identify a target, and 
act on conditio ned orders. The transm itter is re latively 
sma l l, a pa lm-sized unit w hic h ca n b e concea led as 
ano ther common e lectronic device. Large sen sor arrays 
can detec t the e-band signals, though they cannot pin­
point the ir o rig ins. 

When unde r the influence of this condit io ning and 
the e-band transm issio ns, the subject is incapable of 
controll ing hi s own resp onses. The subconscious m enta l 
programming takes over, and he carries o ut h is o rde rs 
w itho ut qu estion. 

Indiv idua ls later requ ire extensive p sychoana lytica l 
rehabi l itation to rega in the ir e roded wi llpower, p urge 
the m ental p rogramming, and overcome conditione d 
m em ori es and recover lost on es. 

To u se the a rray to m an ipu late m en tal ly those with­
o ut neura l implants and sensory a id devi ces, the 
Rom ulans must surg ica lly estab lish a bio-electri ca l 

interface, w hich is la ter removed from the subject after 
conditio ning. This method does not y iel d as effective 
results as us ing exist i ng neural implants. Surgery on the 
cerebra l cortex is a lways r isky, and is more easi ly 
detectable by doctors once the i nd ividual returns to the 
fi e ld. Such subjects a lso receive a t iny electro ni c con­
t roller implanted near the cortex to receive and inte rpre t 
contro l ling e-band transmissions. 

STARSHIP TEC HNOLOGIES 
Many system s aboard Ro mulan starships are simi lar 

to th ose on Starfleet vessels. Th is ca n b e a ttribu ted to 
sc ienti f ic developments following p ara l lel courses, and 
the Romulan penchant for acquiring fo re ign technolo gy 
and adapting it for thei r own use. In many cases, most 
Romulan starship functions a re the same as t hose 
aboard Starfleet sh ips. Referen ce the " Starship 
Technologies" section in the Star Trek: The Next 
Generation RPG ru lebook (pages 238-247) fo r more 
information. 

Romulan starships sti l l possess several significant di f­
ferences, including their infam o us cloaking dev ices and 
efficient arti ficia l quantum singula r i ties. These reflect 
the Ro mulan warrior ethic of both stea lth and massive 
app lication of force. 

Bridge stations control m any of the same operations 
as on Federation vessels. M ost configurat io ns p lace 
these in front of the captain's chair and comm and con­
sole to keep activ ities hidden during v isua l communica­
tions between starship commanders. Contro l panels 
th roughout Romulan sh ips a re security-coded to author­
i zed individuals and thei r supervisors, an d fo llow 
extrem e ly cautious d ata-p ro tection conventio ns. The 
emblem of t he Romulan Empire is prominently dis­
p layed behind t he captain's c hair to intimid ate o thers. 
The bird-of-prey device, representing D 'era, is a lso 
found ado rning key locations in the ship to inspi re loy­
a lty and remind crew members of the ir p roud and glori­
o us heritage. 

The impulse and warp-drive systems func tion on the 
same princ ipl es wh ich propel other starships throughout 
the galaxy. Excepting the mammoth D 'deridex-class 
warbird s, most Romu lan ships, i nc lud ing science and 
scout vessel s, use matte r/antimatter warp cores for thei r 
main power. Should the warp core susta in i rrep arable 
d amage and threaten to b reach, i t can b e isolated and 
ejected in to space. Un l ike Fede rati on sh ips, w hic h j etti­
son the ir warp cores ventral ly, Romu lan sh ips ejec t their 
co res dorsa lly, sending th em upward and forwa rd from 
the vessel. Engineers c lai m this is best for p rotecting the 
ship from the explod ing warp core, but tac tic ians theo­
ri ze it serves as a last-ditch weapon during face-to-face 
confrontations. 

Romulan warships use both plasma torpedoes and 
disruptors, the latter using much the same technolog ical 
pri n c iples as the ir hand-he ld equiva lent on an astro­
no mica lly greater scale. Like phasers, sh ipboard d isrup ­
tors can be set to f ire at different intensi ty levels, to 
infl ict let hal d amage to an enemy or simply deliver a 
"tap on the shoulder" to intimidate the opponent. 

Tachyon scan sensor techno logy gives Romulan sen­
sors a s l ight ed ge over Federatio n equ iva lents. Cloaked 
ships h id ing in a nebula can be detected with a tac hyon 
sca n; to p reven t col l isions, Romulan s u se a sim ilar 
m eth o d w ith much shorter range to mon itor locations of 
c loaked vesse ls traveling in formatio n. 

Warships are outfitted w ith dedicated commun ica­
t io ns j amming un its to keep opponents from ca l l ing for 
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ass istance or reporting on Romulan activities. These short-range jam­
ming arrays saturate an area w ith antileptons, w h ich essentia lly block 
subspace transmissions. The antilepton emitters have a 40,000 km 
range. 

ARTIFICIAL QUANTUM SINGULARITIES 

The massive O 'deridex-class warbirds derive their energy from radi ­
ation generated by artificial quantum singularities: black holes generat­
ed, contained, and harnessed within the starsh ip's power core. This 
drive mechanism comes from the o ld Romu lan "magnetic bottle" 
method of prope l ling warbirds across light years, but vastly improved 
and capable of mu ltip le uses an d being contai ned within a ship hu ll. 

Engineers c reate these amazing energy sources at deep-space con­
struction stations far from the Federation's prying sensors and any 
Romulan settlements (in case an accident should occur). These large 

installations include starship docks for 
warbird construction, and the enor­
mous power sources required to ener­
gize fields requi red to contai n poten­
t ial ly explosive reactions. 

Each drive consi sts of an immense 
containment structure which holds 
the initia l fusion reaction, induces a 
collapsar, and seals the quantum sin­
gularity once created. The singu larity 
is induced inside the conta inment 
structure in the warbird; once initiat­
ed, it cannot be deactivated. 

A graviton field helps conta in fus­
ing hy drogen isotopes to form a small , 

independently fue led star. This fusion 
reaction is compacted when the graviton field is increased exponenti al ­
ly, caus ing it to burn out and fall in on itself, creat ing a collapsed star, 
or collapsar. The g ravitational forces are so strong that they compact 
into a sing le point, the quantum singularity. Quantum fluctuations at the 
singularity emit virtual particle pa irs. The black hole's curved space 
absorbs one parti cle of each pai r, but the other escapes as radiation 
used to power the ship. Matter fed into the singularity perpetuates the 
reaction. 

Although they re ly on quantum singularity power sources, warbird s 
sti ll carry antimatter to energize disruptors and other appropriate sys­
tems. 

CLOAKING DEVICES 

Romu lans are k nown for employing cloaking devices to render their 
ships invisib le to enemy sensors. Strategical ly p laced gravity fie ld gen­
erators create an energy screen to warp li ght and other radiation around 
the hu ll. Enginee rs designed th e D'deridex-class warbird in a configura­
tion most suitable for cloaking devices, giving it as m any smooth , con­
vergent lines as possib le. 

Although the Romulan cloaking device is superior in many ways to 
simi lar Klingon deve lopments, it is still p rone to many l imitations. It 
consumes so much power that a ship cannot energize weapons systems, 
sh ields, o r transporte rs wh ile the cloak is engaged. Even when the cloak 
is lowered, there is a t iny mult isecond delay before the power can suf­
ficiently charge shield and weapon systems. These mass ive energy 
requirements a lso d i ctate c loaking tactics. Romulan vessels do not 
swoop in and o ut of cloak, but p lace them selves carefully, decloaking 
in an advantageous tactical position and cloaking only when a con­
frontation is reso lved. 

Innovative Starfleet personnel recently discovered severa l ways to 
d etect cloaked vessels. Several starships transm itting active tachyon 
beam s can c reate a g rid to detect cloaked ships passing through the 
network. C loaked ships traveling at warp speeds generate a sl ight su b­
space va r ian ce visible to sensors. Graviti c sensor n ets can scan varia­
tions from the cloaking dev ice's fie ld generators. Antipro to n beams have 
a lso proved effective at revealing c loaked sh ips . Romulan engineers 
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constantly strive to upg rade the capabilities of existing 
cloaking devices to overcome these deficienc ies. 

DEVELOPING SCIENCES 

The Romu lans devote huge amounts of time, m o n ey, 
and resources to developing new sciences and cutti n g­
edge technology. Their soci ety's emph asis on D 'era 
focuses most researc h e fforts on military and espio nage 
ad vancements. 

The average Romu lan citizen rare ly hears ab o ut new 
scientific deve lopments unti I the technology is adapted 
to everyday applicatio ns. Even some in the Ro mulan 
Senate and milita ry aren't always cleared for knowledge 
of these classified projects. These are the Romul an Star 
Empire's secret weapons meant to gain advantages over 
its opponents and sow confusion, disinformation, and 
interna l stri fe among those w ho oppose its expansion . 

SMALL- SCALE CLOAKING DEVICES 

For years, Romulan scientists have been working to 
adapt the cloak ing technology to more w idespread 
applications. The ir goa l: to construct cloaking d evices 
capab le o f obscuring b u i ld ings and indiv id ua l sold iers 
and agents. The initial problem with adapting cloaking 
techno logy invo lved interactions w ith a planet's atmos­
phere. The d ensity of a ir particles made the c loaking 
device's tetryon emissions much easier to detect, and 
produced an o bvi o us atmospheri c ripplin g effect. 
Recently, these researchers l argely so lved thi s problem 
by adjusting the harmonics, geometry, an d nutatio n 
used by the c loaking device. The Romul ans h ave only 
recently begun to d ep loy these devices in the fie l d. 

HOLOGRAPHIC CAMOUFLAGE 

A ltho ugh the scientists at Tal Shiar Research and 
D evelopment h ave been able to adapt cloaking techno l­
ogy to atmospheric u se, and significantly reduced the 
device's size and power requ irements, a personal cloak­
ing device continues to elud e them. In the interim, 
Romulan scientists approached the problem from a dif­
ferent direction, res u lting in the deve lopm ent o f this 
prototype ho lographic camouflage suit for use by agents 
in the field. The Tal Shiar h as yet to share thi s innovation 
with the Romu lan m ilitary, and the military rema ins 
unaware of its e xistence and deployment . 

This garment employs an intricate se nsor web 
worked into t he fabric to sense the wearer 's m ovem ents 
and adjust the ho lographic fi e l d according ly. The suit 
consists of a o ne-p iece jumpsuit, boots, removable 
g loves, and a hoo ded facemask. A small holographic 
unit and matter/antimatter power cell is ho used in a 
lightweight tritanium backpack assembl y. The suit 
employs an integral son ic dampener to dampen sou nds 
m ade by the wearer, though this is less effective than the 
ho lographic illusion; make a C ha llenging (11) sound­
based Sea rch Test to hear the wearer. The h o lograph ic 
camou f lage suit does n ot affect the f i r ing of hand 
weapons, p roviding a tac tica l advantage. The Federation 
u ses a simila r device in thei r surveys of p r imitive c ul­
t u res. Unlike t he Romulan versio n , however, the 
Federatio n survey suit tran smits a homing signa l and 
does not affect radiat io n wavelengths in the lower and 
upper ends of the spectrum (infra red, X-ray, etc.), a llow­
ing the Federat ion to keep track of p ersonne l. 

The Romu lan ho lographic camouflage suit i s not 
infa lli b le . Strong shocks to the outer cas ing can ca use 

the device to malfunction momentari ly. While the 
device renders the wearer invisible to the eye and most 
sensor systems, it d oes not obscure signs of p assage; the 
wearer leaves behind footprints, for example, when 
wa lking through snow, mud, or sand. Tears to t he gar­
m ent compromise the su it's effectiveness, as d o es 
rem ov ing any part of t he suit. Romulan scientists have 
n oted that th e power source's antiproton and tetryon 
emissions can be detected by a t ri corder set to scan for 
these particles. Despite these setbacks, the Tal Shiar 
employs holog raphi c camouflage devices on a trial 
basis. Scientists continue to work a t further miniaturiz­
ing thi s device, to get i t down to the si ze of a tricorder. 

H olographi c sui ts typ i ca lly provide t he wearer w ith a 
cloak factor of 4, adding +4 to the difficu lty to locate the 
individua l with sensors or senses. 

Size: A full-body jumpsuit 2 mm thick 
Mass: 6 kg 
Armor: [1] (Do mage exceeding the suit's armor value 

tears the garment, reducing the cloak foetor by one) 
Duration: 6 hours 

PHASED CLOAKING DEVICE 

The Romulans continue to develop more powerful 
cloaking dev ices less detectable to sensor systems. Thei r 
most recent line of research d abbles in m e rg ing a 
molecular phase inverter w ith a cloaking device to p ro­
duce a field w hich wou ld both con cea l a ship and allow 
it to pass through n o rma l m a tter. 

Th e combined device, called an interphase genera­
tor, cloaks and p hases matter. So far resea rchers have 
encountered difficulties in contro ll ing the gen erator's 
area of effect and the duration of phasing. A lthough they 
make h eadway in this new science, it is far from effec­
t ive, practical, and widespread app lication. 

Romulan scientists be lieve phased matter partially 
exists on a para llel spatia l p lane, making i t undetectable 
to sensors and able to pass through other matter. Phased 
m atter isn 't antimatter- its molecular structu re is invert­
ed, una l igned with regu lar matter. Interaction betw een 
p h ased and nonphased matter is minimized: Sound 
doesn 't register, I igh t doesn 't reflect off p hased m atter, 
energy passe s throu gh wi thout effect. It is essentia ll y 
invisib le and noncorporea l from norma l matter's p er­
spective . A phased starsh ip would be v irt u ally invisible 
to nonphased vessels' sen sors. Successfu l p h as ing 
would a llow a ship to pass thro ugh norma l matter and 
ign o re effects of n onphased energy, including phaser 
b l asts and photon to rpedoes. 

Phased m atter interacting w ith regu lar matter c reates 
harmless chroniton particles and f ie lds, wh ich are easi­
l y dispersed by an anyon beam. High intensity anyon 
beams are capable of rephasing matter into its original 
state. Phased energy creates much stronger chron iton 
fields than phased material when passing through non­
p hased matter. Focused sensors would detect the small 
chroniton f ields generated by phased and nonphased 
matter interaction. The chroniton fields f rom phased 
energy passing through regular molecu les is so much 
g reater tha t most sensors immediatel y notice i t. 
Romulan scienti sts continue to experiment with the 
interphase generator 's many possibilities, th ough few 
prov ide enough positive results to outweigh the m any 
d iffi cul t ies. 

The interphase generator has massi ve energy requ i re­
ments which often strain its power source. Feedb ack 
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spikes are frequent and not easily predicted. This dan­
gerous new technology has so far been tested only in 
space aboard a handful of high-security Romulan sci­
ence vessels. Here any adverse interphase effects and 
dangerous power overloads can be contained and con­
cealed from prying eyes. 

PORTABLE CLOAKING GENERATOR 

These devices are capable of projecting large-scale 
cloaking fields around an area, usually a small military 
encampment or p lanetary base, and concealing it from 
view. The cloaking device provides protection only to 
the structure itself; anyone stepping outside immediate­
ly becomes visible. As w i th ship-dep loyed devices, this 
cloaking device generates an energy screen capab le of 
bending light rays around the object, rendering it invisi­
b le. If used to conceal a building in a dense forest, for 
examp le, casual observers wou ld only see trees and 
underbrush. The cloaking generator does not a lter the 
m ass and density of the object concea led, so it is possi­
ble to wa lk inadvertently into a cloaked structure. 

A single portable cloak can conceal an area up to 
20,000 square feet. Larger buildings can be concealed 
through the use of multiple cloaking generators. While 
this device effectively renders a structure invisible to the 

naked eye and most sensor sweeps, cer-
tain types of scan can detect the use of a 
c loaking generator. Cloaking devices 
emit discrete amounts of tetryon par ti­
cles, which in space can be difficult to 
detect because of background radia-

tion. Most atmospheres 
~~iii'iiiiii:iifSCreen out these harmful 

wavelengths, making it easier 
to detect the presence of tetryons. 
Fortunately, Federation and Klingon 

scanners and tricorders must be ca librated 
to register tetryons. Romulan scientists continue to work 
on the prob le m , by reduc ing the cloaking device's sig­
nature bleed. 

Portable c loaking devices have a cloak factor of 5, 
adding +5 to the difficulty to l ocate the facility. 

When used on starships, cloaking devices take 
advantage of the sh ip's maneuverability; it is nearly 
impossible to target a cloaked ship in the vastness of 
space. If a random shot connects with the target, the 
ship can move to avoid further damage. This is not so 
with a static target. Once a cloaked structure has been 
successfu lly located, an attacker can target it for further 
attacks. Unfortunately, the cloaking generator suffers 
from the same setback as a standard cloak--it cannot be 
protected by both a shield and cloak. 

The cloaking generator receives power di rectly f rom 
the bui lding's power source, common ly a fusion gener­
ator, though it can be hooked into a standard urban 
power grid. 

Size: 80 em x SO em x SO em box (200 liters) 
Mass: 140 kg 
Duration: Unlimited 

PosT- ACTIVE BIOWEAPON AGENT 

The Tal Shiar always seeks swift and covert ways to 
dominate its enemies. The post-active bioweapon agent 
program is one such plan. Code-named SALKAR among 
Romu lan military and inte lligence personnel connected 

w ith the program, the development of this bioweapon is 
conducted under the strictest secrecy at a remote 
research outpost on Voilina IV. 

Post-active b ioweapon agents consist of separated 
biotoxin components w hich must be comb ined or oth­
erwise stimulated to become active. On their own, the 
individual biochemicals are harmless, easi ly passing 
through a transporter's biofilter. When the delivery 
device, usuall y a torpedo casing, reaches its target, it 
releases the components into a m ix ing chamber. The 
combined biochemical components form v irulent 
strains of bacteria or vi res wh ich quickly spread throug h 
the target area. 

Romulan scientists at first developed severa l b ioa­
gents which formed from separate, inert substances. 
They're current ly striving to improve t hese bioweapons 
to generate fast-spreading ai rborne vires--these must 
work fast enough to infect a ship's crew before the con­
taminated atmosphere could be iso lated in a biocon­
tainment field or f iltered through the vessel 's photosy n­
thetic processing and particu late fi l tration systems. 

Voi lina IV is void of l ife except for the lab fac ility and 
its personnel. The scientists are not foolhardy enough to 
test their bioweapons on the planet's surface, though 
they use containment fie lds and pressurized test cham­
bers in the laboratories. A O'deridex-class warb ird on 
p atrol in the region o ften stops at Voil ina IV and some­
times carries out experiments on the bioweapon agents 
and delivery system on other planets nearby. 

Although the scientists progress with their research, 
the SALKAR project still h as one chal lenge to overcome: 
The delivery torpedoes tend to b reak up upon impact, 
mixing o nly a sma l l amount of b iotoxin. Romu lan sci­
entists are currently cons idering two delivery methods. 
The first involves determining a starsh ips' shield nuta­
tion, then beaming the del ivery torpedo through during 
the fraction of a second wh i le t he sh ie ld rotates through 
i ts harmonics. The second delivery means involves 
El way's theorem of interdimensional fo lded space trans­
port, a llowing the delivery torpedo to be beamed over 
incredible distances w ith precise accuracy. W hile travel 
using this means caused irrevers ible damage to 
humanoid test subjects, this is less a problem with inan­
imate matter. 



B RDS OF PREY 
ike the Federation Starfleet, the Romulan Star Navy utilizes a w ide 
range of vessels and ship classes; unlike Starfleet, the Star Navy 
designs a disproportionate number of these ship types to fu lfill mili-

tary profiles. While ship classes dedicated to research and exp lo ration 
profiles have become more common in the mid- t o late 24th century, the 
primary focus of Romulan starship development remains an offensive 
exercise. 

Romulan starship design and development has ente red something of 
a renaissance in the latter half of the 24th century. Many factors have 
contributed to this evolution, including the introduction and heightened 
development of dedicated m i I itary vessels in the Federation Starfleet, the 
growing Taurhai threat along the Empire's rimward frontier, and the 
galaxy-threatening Dominion m enace in the Alpha Quadrant. 

Competition among research arms w ithin the Romulan military has 
also served to accelerate starship development, w ith scientists and 
designers from the Star Command competing against those attached to 
the various senatorial or sector fleets. Such competition remains good­
natured, and in the long run the resulting techno logies benefit the 
Empire. 

New hull and spaceframe composites, simpler and more stable hull 
layering techniques, sophisticated new shielding fields for quantum 
nacelles (thus eliminating many of the former hazards of these drive sys­
tems), advances in cloaking efficiency and performance-whil e keeping 
technologically apace of its enemies and ne ighbors is never simple, the 
Star Navy continues to develop and field many of the most advanced ves­
sels in the galaxy. 

The heightened threat environment of the late 24th century has fos­
tered a kind of pervasive paranoia throughout both the Star Navy and the 
Empire. After many long years of isolation, a newly open Romulan peo-· 
pie often feel beset by threats and challenges on every frontier. As a 
result, military spending has reached an all-time high, w ith hundreds of 
new vessels entering service each year. This situation tends to be exacer­
bated by additional spending on senatorial fleets and in Imperia l hinter­
lands. The result is the largest standing fleet ever known in the Star 
Empire, but one that is perhaps less integrated than it should be. 

In some ways, the current Tribunal appears to be playing a game of 
operational catch-up, responding to threats both internal and external. 
Unrest simmers among the colonies of the Empty Frontier, the climate 
along the Taurhai border remains tense and calculated, and the outcome 
of the Dominion conflict is far from certain. It is a time of cha llenges, a 
tim e for courage, a time that will test every officer's commitment to 
D'era. 

Vessels of the Star Navy 
While the Romulan Star Navy fields roughly the same number of ship 

classes as Starfleet, a greater proportion of these classes consist of dedi­
cated military designs. Like the ships of Starfleet, most Romulan ships are 
classified according to their primary mission profiles. Because Romulan 
vessel classes tend to be more hi ghly specialized than their Starfleet 
counterparts, their mission-specific roles tend to simplify the c lassifica­
tion and design processes. 

Descended from several experimental battleship classes that neve r 
saw mass production, the new Vereleus-class dreadnoughts represent the 
first in a planned series of massive, heavily armed, mobil e command 
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centers. D es igned to direct fleet operations and strategic movem ents from 
the front lines of a battle, these imposing vessels have a lready provided the 
impetus for some sweeping changes to N aval battle orders and integrated 
fleet response plans. The proposed Praetorian class is scheduled to e n ter 
production in 2379. 

The ships of the numerous warbird classes h ave undergone a significant 
evolution during th e 24th centu ry as well. O rigina ll y designed as the quin­
tessential sh ips of the l ine, capable of extended deep-space missions and 
carrying heavy armaments, the newer warbird cl asses have become both 
more specialized and more diverse. The new swift warbird classes, in par­
ticular, h ave redefined the nature and organization of Romulan rapid­
respon se fleets and perimeter defense operations. In addition to a proposed 
upgrade program for the now -legendary D'deridex class (schedu led to begin 
in 2377), several new warbird classes are c urrent ly on drawing boards 
throug h out Imperial naval yards. The first of these new c lasses-th e T'kassan 
class of str i ke wa rbird s- w ill enter active duty nea r the end of the decade. 

A rad ica l departure from centuries of dedicated military vesse l design, 
the new starbird classes of exp lo ration ships continue to e n ter serv ice at a n 
aggressive rate. Proving that a place exists for specialized deep-space explo­
ration vesse ls, severa l new starbird c lasses and variant s are c urrently in the 
planning or development stages. More economical to produce than their 
l arger and more heavily armed cou sins, t he sta rbird classes stand as a col­
lective testament to the new spirit of openness currently gain ing strength in 
the Romul a n military. They represent a w illing ness to change and adapt pre­
viously foreign to most officers and commanders. The newest and most 
ambitious starb ird design to date-the vast T'kairin generation c rui ser-w ill 
be commissioned in early 2378. 

Romulan cru i ser classes tend to be l ess important than their Starfleet 
counterparts. Since the larger warbird classes account fo r most line vessel 
duties and missions, the Star Navy n o rma lly builds its crui sers with speed 
and stealth in mind. A lthough other profiles ex ist (such as the perimeter 
defense vessels assigned to m a n y frontie r o utposts), most c ruiser types are 
incursion, reconnaissance, o r search-and-destroy vessels of som e type. 
These ships are commonly emp loyed to test enemy resolve a long tense bor­
ders or in active th reat regions. 

Frigates f ill many o f the same roles as the ir Starfl eet counte rparts-escort, 
patro l , rapid response a nd d eployment, e tc . In the Star Navy, many frigate 
classes are specifica ll y des igned to support p lanetary occupation and paci­
f i cation missions, and thus possess enhanced c lose orbital and atmospheric 
performance enha n cements. The Star Navy a l so b u i lds specialized mobil e 
weapons platforms ca lled gunships. Simi lar to the feared Cardassian 
destro yer c lasses, these sh ips are essentia lly frigates w ith very h eavy arma­
ments and defenses. Romulan gunsh ips often sacrifice drive and propulsion 
capabi lity for increased offensive and defensive capabilities-in such cases, 
vast carri e rs transport the vessel s to threat regions where they are needed . 
Th ese sh ips are normally key participants in planetary occupation missions, 
since their lack of m a n euverab ility hampe rs thei r abi li ty to act as effective 
space-based combatants against spec ies w i th simil a r technology. For this 
reason, they a re p rimaril y u sed as paci fication tools agai nst less-deve loped 
worlds. 

The Ro mulans b uild n o dedicated escort classes, viewing t he role of such 
vesse ls as secondary to the primary go a l of any m ission or battl e. However, 
they do b uil d sma ll , fast sh ips roughly a n a logou s to many of th e h eavier 
Starfl eet escort ship types. Called bi rd s of prey (a reference to their cloaking 
tactics), these sma ll, quick vessels re ly on stea lth to penetrate enem y defens­
es . U sed primarily as short-range observation, reconnaissan ce, and ambush 
craft, m ost f leets h ave a w ing of su ch vessel s attach ed to them . N o new bi rd­
of-prey classes have bee n commissioned in some t ime. Th is w ill c hange in 
la te 2376, when the new Vithrel-class swift bi rd of prey ente rs active pro­
duction. 

Muc h like the va ri o u s sta rbird c lasses of exploratory ships, the Star Navy 
d id not build la rge numbers of scout vesse ls unti l recent ly. The resurgence 
of the type resulted from two primary factors: Fi rst, the vessel s cou ld be built 
econom ica ll y, a concern i n a continua lly expanding empire whose 
resources often did not keep pace wi th its n eeds; second, the chan ging 
threat climate of the 2 4th century required more vigilance on m ore fro ntiers 
than ever b e fore . Greater numbers of recon n a i ssance vesse ls would a llow 
rapid response and perimeter defense fleets to remain at strategic locati o n s, 
to b e d i spatche d on ly when t h e ir prese nce became necessary. Today, more 



scouts are produced than any other ship type, and 
ships of the numerous scout classes serve w ith distinc­
tion in every corner of the Empire. 

In addition to the r. r..imaD;y ship types, a w ide vari­
ety of special ized and aux~~ i al~ vessels fill innume r­
abl e support roles in ever~ flee~ of the Star Navy. From 
long-range fleet tender.s to gunship carriers to troop 
transports, the continued~ ud:ess and utility of Naval 
operations often depenC;Js on the support craft 
invol ved. 

The Star Navy has commi ssioned more new sh ip 
c lasses in the latter decades of the 24th centu ry than 
at any other time in the history of the Empi re. Driven 
in part by the gu id ing precepts of O'era, and in part by 
new tensions on every border, the Empire has begun to 
shore up its defenses even as it continues to expand. A 
new age of Imperial openness h as also become an age 
of increased v i g ilance as the Star Navy prepares for 
the new century. 

A N OTE ON V ESSEL PREFI XES 

Th e Star Navy does not use prefixes before vessel 
names (such as the U.S.S. used by Star fleet, or the 
I. K.S. used by the Imperia l Klingon Defense Forces). 
Instead, most vessel s are simply referred to by name. 
When a s ituation call s for further distinction, the Navy 
employs fleet suffixes. For example, i f the T'vir were a 
member of Senator Kassus' fleet, it would be referred 
to as the T'vir Kassus. Th e O'dereq, a warbird ass igned 
to the Praetorian Fleet, wou ld become the D'dereq 
Praetorian. 
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ROMULAN VESSELS 

Size Reference 

1] Vereleus doss 
2] D' deridex doss 
3] D'valek doss 
4] Meret doss 
5] T'rasus doss 
6] D'virin doss 
7] Deresus class 
8] Theta class 



THETA-CLASS SWIFT COURIER 

Class and Typ e: Theta-class Sw ift Cour i er 

Commissioning Dat e: 2337 

HULL CHARACTERISTICS 

Size: 3 (73 meters long, 3 decks) 
Resistance: 2 
Structural Points: 60 

DESCRIPTION AND NOTES 

OPERATIONS CHARACTERISTICS 

Crew /Passengers/Evac: 8/ 32/ 140 [3 pwr/round] 
Computers: 2 [2 pwr/ round] 
Transporters: 1 personnel, 1 cargo, 1 emergency [2 pwr/ round] 
Tractor Beams: 1 fv [2/ roting used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 6.0/ 8.6/ 9.2 (6 hours) [2/worp foetor] 
Impulse System: .72c/. 9c [7 / 9 pwr/round] 
Power: 100 

SENSOR SYSTEMS 

Long-range Sensors: + 1/14 light years [6 pwr/round] 
Lateral Sensors: + 1/1 light year [ 4 pwr/ round] 
Navigational Sensors: + 1 [5 pwr/ round] 
Cloak: 5 [20 pwr/ round] 
Sensors Skill: 3 

WEAPONS SYSTEMS 

Type I Disruptor 
Range: 10/ 30,000/100,000/ 300,000 
Arc: All (720 degrees) 
Accuracy: 4/ 5/ 7/10 
Damage: 15 
Power: [15] 
Weapons Skill: 3 

DEFENSIVE SYSTEMS 

Type R-ID Phased Deflector Shields 
Protection: 47/ 72 
Power: [47] 

Fleet D ata : One of the few nonm il itary profi les in active Naval service, Theta-c lass couriers transport sensitive 
materia ls, personnel, o r i nformation among the f leets and outposts of the Star Navy. Possessing light armaments 
and enhanced drive and propu lsion systems, these vessels saw freque nt use along both the Taurhai and Kl ingon 
borders d uring the 2340's and 'SO's, a nd a lo ng the route i n to the A lp ha Quadrant during the Dominion War i n 
the 2370's. They remai n o ne of the q uickest and m ost funct iona l designs in the Star Navy. 

A ltho ug h considered th e c utting edge of speed an d uti l ity i n the earl y to m id-24th century, the Theta c lass has 
largely b een repl aced by t he newer Theron-class far courier (whic h was f i rst introduced i n 2364). Many Theta­
c lass sh ips rem ain in use e ither as f ro nt ie r tra nsports or t rai ning vessels; o thers have been refit by the Occupation 
an d Pac if ication Comm and s, and are used as transp o rts or reg io nal couriers du r ing p la netary assim ilation oper­
ations. 

Noteworthy vessels/serv i ce reco rds/en counters: Theta, prototype; Rilidam, lost on diplomatic m 1ss1on near 
Federation Neutral Zone border; S'narvak, currentl y ass igned to core world outpost co urier duties; T'lava, served 
as Tribunal cou r ier du r i ng Dominion War; Vastara, served as testbed for new Theron-class modifications. A lso 
in serv ice: Surin, V'teldan. 
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MERET- CLASS IN C URSION 
CRUISER 

Class and Type: Meret-class Incursion Cruiser 

Commissioning Date: 2359 
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HULL CHARACTERISTICS 

Size: 8 (517 meters long, 27 decks) 
Resistance: 4 
Structural Points: 160 

DESCRIPTIO N A N D N OTES 

I , i / 

OPERATIONS CHARACTERISTICS 

Crew /Passengers/Evac: 600/2,200/5,000 [7 pwr/round] 
Computers: 4 [4 pwr/round] 
Trajsporters: 4 personnel, 4 cargo, 4 emergency [12 
pwr round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/rating used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 6.0/9.0/9.4 (6 hours) [2/warp factor] 
Impulse System: .7c/.9c [7 /9 pwr/round] 
Power: 190 

SENSOR SYSTEMS 

Long-range Sensors: +2/16 light years [6 pwr/round] 
Lateral Sensors: +2/1 light year [ 4 pwr/round] 
Navigational Sensors: +2 [5 pwr/round] 
Cloak: 1 0 [ 40 pwr/round] 
Sensors Skill: 4 

WEAPONS SYSTEMS 

Type K Disruptor 
Range: 10/30,000/1 00,000/300,000 
Arc: All (720 degrees) 
Accuracy: 4/5/7/1 0 
Damage: 21 
Power: [21] 

Class XIV Plasma Torpedoes 
Number: 200 
Launchers: 1 ad, 1 fv, 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 1 5/300,000/1,000,000/3,500,000 
Accuracy: 4/5/7/10 
Damage: 20 
Power: [5] 
Weapons Skill: 4 

DEFENSIVE SYSTEMS 

Type R-Ill Phased Deflector Shields 
Protection: 60/ 80 
Power: [60] 

Fleet Data: Designed for long-range reconnaissance and search-and-destroy missions, Meret-class vessel s have 
assum ed important offensive roles in most fleets of the Sta r Navy. Utilizing an " open " w ing d esign, this class 
represents a new variation on the accepted bilateral designs of the larger warbird classes. Construc ted primari­
ly to conserve additional weight and increase sublight performance, the variant profile does n ot seem to affect 
the vessel's cloaking ability adversely. 

Combining a n array of diverse capabilities, Meret-class vesse ls have become w idely recognized within th e Star 
Navy for their unsurpassed versiltility. These ships were originally rush ed into d evelopment in the wake of the 
Empire's renewed contact w ith t he United Federation of Planets. As intelligence reports provided more and more 
insight into the Empire's spi nward neighbor, the Star Navy saw the need for several new classes of incursion ves­
sels. 

Equipped w ith improved cloaking technology and o utfitted w ith considerable armaments, Meret-cl ass ships 
immedi ately proved themselves as exemp lary patrol and harassment vessels, capable of cover t border crossings 
and extended intelligence-gathering missions. Their improved cloaks, distinctive d esig n, and significant defens­
es have m ade these sh ips a favorite of the Tal Sh iar. In fact, a var iant of the Meret class-designed speci f ica lly 
for inte lligence operations and christened the O'viret class-remains in heavy use by the Ta l Shiar today. 

Notew orthy vessels/serv ice records/encounters: Meret, prototype; O'tervek, disappeared whi le on covert mis­
sion in Klingon sp ace; Mederem, p articipated in attempted invasion of Vu l can in 2368; S'ten, classified 
disappearance during D ominion War; V'tallus, lost in Battle of Eridam during Fourth Taurh ai Offensive; Vassam, 
assig ned to permanent outpost patrol in Empty Frontier. Also in service: O 'delean, Lattem, S'delon. 
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VERELEUS- C LASS 
DREADNOUGHT 

Class and Type: Vere/eus-class Dreadnought 
Commissioning Date : 2371 

HULL CHARACTERISTICS 

Size: 1 0 ( 1,350 meters long, 72 decks) 
Resistance: 5 
Structural Points: 200 

OPERATIONS CHARACTERISTICS 

Crew / Passengers: 1,850/6,400/11,000 [7 pwr/ round] 
Computers: 6 [6 pwr/ round] 
Transporters: 9 personnel, 8 cargo, 9 emergency [13 pwr/ round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/ raling used] 

DESCRIPTIO N A N D NOTES 

PROPULSION AND POWER CHARACTERISTICS 
Warp System: 6.0/ 9.0/ 9.6 (6 hours) [2/ warp factor] 
Impulse System: .7 c/. 9c [7 / 9 pwr/ round] 
Power: 220 

SENSOR SYSTEMS 

Long-range Sensors: +2/ 18 light years [6 pwr/ round] 
Lateral Sensors: +2/ 21ight years [4 pwr/round] 
Navigational Sensors: +2 [5 pwr/ round] 
Cloak: 10 [ 40 pwr/ round] 
Sensors Skill: 5 

WEAPONS SYSTEMS 

Type L Disruptor 
Range: 10/30,000/100,000/ 300,000 
Arc: All (720 degrees) 
Accuracy: 4/ 5/ 7/ 1 0 
Damage: 24 
Power: [24] 

Class XIV Plasma Torpedoes 
Number: 330 
Launchers: 1 ad, 1 av, 1 fv, 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 15/ 300,000/ 1,000,000/ 3,500,000 
Accuracy: 4/ 5/ 7/ 10 
Damage: 20 
Power: [5] 

Type G-Il Singularity Torpedoes 
Number: 60 
Launchers: 1 ad, 1 av, 1 fv 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 15/300,000/ 1,000,000/ 3,500,000 
Accuracy: 4/ 5/ 7/ 1 0 
Damage: 24 
Power: [6] 
Weapons Skill: 5 

DEFENSIVE SYSTEMS 

Type R-IV Phased Deflector Shields 
Protection: 70/ 90 
Power: [70] 

Fleet Data: The Vereleus class represents the pinnacle of modern Romu lan starship d esign . The largest in active 
production in the Star Navy, Vereleus-class vessels have recent ly entered service as f lagships in most of the 
Navy's command f leets. Boasting expanded subspace communications and sensor packages, the Vereleus class 
was designed from the beginn ing to serve as a space-b ased, fron t- l ine command center. The addition of an addi­
tional secondary battle bridge ind icates the importance accorded th is ambitious new role by the Star Comm and. 

Bu ild ing on the legen da ry su ccesses of the O 'deridex class and the other heavy warb i rd classes, the Vereleus 
class util izes an expanded , but less "sweep ing," qu antum nacelle configuration . This design not on ly allows i ts 
core deck sections to be m uch larger and deeper th an those fo und in its p redecessors, but i t also protects the 
sophisticated sen sor equipment necessary for the vessel to f u lfi ll its intended ro le, al l without drasti call y affect­
ing its cloaking abi l ity. Whi le perhaps less gracefu l in appearance than its elegant warbird ancestors, the utility 
o f this configuration h as already proven itsel f in numerous engagements along every imperia l border. 

The Vereleus class a lso introduced the new singularity torpedo to the Star Navy's arsena l. Developed in 
response to Starfleet's quantum torpedo, these weapons represent signi f icant d esign strides in Romu lan m ateriel 
research and m anufacturing. The fi rst dreadnoughts equipped wi th si ngu larity launchers were commissioned in 
2373; ea rl ier vessels are c urrently b eing upgraded with the new technology. 

Noteworthy vessels/service records/encounters: Vereleus, prototype; Pi laron, assigned to Federation Neutra l 
Zone monitoring during f inal weeks o f Dominion War; Sor, lost i n the Battle of Destrix during t he Fifth Taurhai 
O ffensive in 2374; Tovarek, recently commi ssioned as f lagship of Tullan Fleet; Veletan, assigned as f lagship of 
Fourth Spinward Fleet. A lso in service: Enem, M arrus. 
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D'VIRIN- CLASS 
INCURSION FRIGATE 

Class and Type: O 'virin-class Incursion Frigate 
Commissioning Date: 234 3 

HULL CHARACTERISTICS 

Size: 6 (389 meters long, 12 decks) 
Resistance: 4 
Structural Points: 120 

DESCRIPTION AND NOTES 

OPERATIONS CHARACTERISTICS 

Crew /Passengers/Evac: 200/300/600 [5 pwr/round] 
Computers: 4 [4 pwr/round] 
Transporters: 4 personnel, 3 corgo, 3 emergency [5 pwr/round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/rating used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 5.6/9.0/9.2 (12 hours) [2/warp factor] 
Impulse System: .7c/.9c [7 /9 pwr/round] 
Power: 175 

SENSOR SYSTEMS 

Long-range Sensors: +2/141ight years [6 pwr/round] 
Lateral Sensors: +2/1light year [4 pwr/round] 
Navigational Sensors: + 1 [5 pwr/round] 
Cloak: 8 [32 pwr/round] 
Sensors Skill: 4 

WEAPONS SYSTEMS 

Type 1 Disruptor 
Range: 10/30,000/100,000/300,000 
Arc: All (720 degrees) 
Accuracy: 4/5/7/1 0 
Damage: 18 
Power: [18] 

Class XIV Plasma Torpedoes 
Number: 160 
Launchers: 1 ad, 1 fv 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 15/300,000/1,000,000/3,500,000 
Accuracy: 4/5/7/1 0 
Damage: 20 
Power: [5] 
Weapons Skill: 4 

DEFENSIVE SYSTEMS 

Type R·/1 Phased Deflector Shields 
Protection: 55/75 
Power: [55] 

Fleet Data: First commissioned in the mid-24th century, the D'virin class of incursion frigates was designed as a 
direct homage to the venerable Tel/us class of ear ly 23rd-century warbirds. Designed as forward observation and 
lo ng-range reconnaissance vessels, these sm a ll ships still manage to pack quite an offensive punch . Their quick­
ness-combined with their deep-space capabilities-has made them fixtures at most Romulan frontie r o utposts. 

Like their slightly larger counterparts-the D'tavan class of strike frigates-O'virin-class vessels are capable of a 
diverse range of mission profi les. Historically, these sh ips have been stationed in new ly occupied c lient systems 
w ithin the Empire, o r along hostil e borders w ith neighbori ng stellar powers. Their high sustainable ve locities, cou­
pled w ith their ability to remain cloaked for long periods of time, make them ideal covert p enetration vessels. 

Unfortunately, these capab ilities al so require large portions of the vessel to be dedicated to the enhanced sys­
tems, making the D 'virin class p erhaps the least comfortab le of all Romulan ship types. Of course, in true 
Romulan fashion, the crews of these vessels take a perverse pride in t heir h ard ship; members of this ex tended 
"D'virin fraternity" often greet each other like long-lost brothers, allow ing their common experiences to create 
an unspoken bond among them. 

Noteworthy vessels/service records/encounters: D'virin, prototype; Maritan, p articipated in attempted invasion 
ofVu lcan in 2368; S'tar, destroyed by Borg w hile on patrol in Diodor Sector; S 'var, destroyed during b lockade of 
Serus Ill in 2361; V'nitor, lost in th e Tul lan Reach in 2355; Xi, engaged a Kl ingon exped itionary force along bor­
d er in 2367. A lso in serv i ce: D'relix, V 'mendin, Vathos. 



OPERATIONS CHARACTERISTICS 
DERESUS- CLASS HEAVY S C OUT Crew / Passengers/ Evac: 45/1 50/350 [5 pwr/ round] 

Computers: 3 [3 pwr/round] 
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Class and Type: Deresus-class Heavy Scout 
Commissioning Date: 2321 
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Transporters: 2 personnel, 2 cargo, 2 emergency [3 pwr/round] 
Tractor Beams: 1 ad, 1 fv [2/ roling used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 5.0/8.5/9.1 (8 hours) [2/ worp foetor] 
Impulse System: .7c/.9c [7 / 9 pwr/round] 
Power: 125 

SENSOR SYSTEMS 

Long-range Sensors: +2/17 1ight years [6 pwr/round] 
Lateral Sensors: +2/ 1 light year [ 4 pwr/ round] 
Navigational Sensors: +2 [5 pwr/round] 
Cloak: 8 [32 pwr/ round] 
Sensors Skill: 4 
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HULL CHARACTERISTICS 

Size: 4 (217 meters long, 5 decks) 
Resistance: 3 
Structural Points: 80 
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DESCRIPTIO N A N D N O T ES 
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Range: 10/30,000/ 100,000/300,000 
Arc: All (720 degrees) 
Accuracy: 5/6/8/ll 
Damage: 15 
Power: [15] 

Class XI Plasma Torpedoes 
Number: 75 
Launchers: 1 ad, 1 fv 
Spread: 4 
Arc: Forward or oft, but ore self-guided 
Range: 15/300,000/1,000,000/ 3,500,000 
Accuracy: 4/5/7/10 
Damage: 20 
Power: [5] 
Weapons Skill: 4 

DEFENSIVE SYSTEMS 

Type R-IC Phased Deflector Shields 
Protection: 45/ 70 
Power: [45] 

Fleet Data: Uti l i zi ng a spaceframe descended in part from o lder 23rd-century cruiser designs, Deresus-class 
scouts have served as fleet workhorses for years. Thei r compact profiles remain familiar sights a long every 
Imperial frontier, and fifty years of active service has solidified the class' reputation as one of the foremost 
exploratory vessels in the Star Navy. 

First launched in 232 1, Deresus-class ships were o riginally intended to replace the venerable T'varak class of 
near-space scouts. While the new Deresus class accompl ished this goal, its long-range capabili ties surprised 
even its designers. Small, versatile, and capable of extended mission profiles, many Deresus-class vessels were 
subsequently o utfitted for long-range survey and observation duties. 

As a resu lt of the infamous Praetorian Edict of 2348 (know n outside the Empi re as the Expansion Directive), the 
Exp lo ratio n Command initiated an extensive quantum drive upg rade program, wi th the Deresus c lass always at 
the vanguard of the new developments and refits. Coreward an d spinward expansion reached a fevered level in 
the wake of th ese experiments, and hundreds of the upgraded Deresus- and Nir'at-class (a slightl y larger ver­
sion o f the Deresus class) vessels were commissioned during t he ea rly 2350's. This expansionist period saw the 
establ ishment of numerous outposts along the Empi re's coreward borders, as well as colonization and occupa­
tion efforts throughout vast reaches of the Empty Frontier. 

Noteworthy vessels/service records/encounters: Deresus, p rototype; Averek, d isappeared explori ng the Empty 
Frontier in 2359; D'jarek, used as test vessel for quantum singu larity drive upgrade experimen ts in 2350; 
Suretak, lost at the vanguard of the Third Taurhai Offensive in 2365; T'varian, parti c ipated in attempted in vasion 
of Vulca n in 2368; Tore/an, assigned to Rimward Explo rato ry Wing in l ate 2360's. Also in serv ice: V'tirex, Vurin. 
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T'RASUS- CLASS 
LIGHT ST ARB I RD 

.. 

Class and Type: T'rasus-class Starbird (Exploratory 
Cruiser) 

Commissioning Date : 2357 

HULL CHARACTERISTICS 

Size: 6 (407 meters long, 19 decks) 
Resistance: 4 
Structural Points: 120 

DESCRIPTION A N D N OTES 

OPERATIONS CHARACTERISTICS 

Crew /Passengers/Evac: 300/400/800 [7 pwr/round] 
Computers: 4 [ 4 pwr/round] 
Transporters: 4 personnel, 4 cargo, 4 emergency [12 pwr/round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/rating used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 5.6/8.4/9.2 (8 hours) [2/warp factor] 
Impulse System: .65c/.85c [6/8 pwr/round] 
Power: 180 

SENSOR SYSTEMS 

Long-range Sensors: +2/14 light years [6 pwr/round] 
Lateral Sensors: +2/1 light year [ 4 pwr/round] 
Navigational Sensors: +2 [5 pwr/round] 
Cloak: 1 0 [ 40 pwr/round] 
Sensors Skill: 4 

WEAPONS SYSTEMS 

Type K Disruptor 
Range: 10/30,000/100,000/300,000 
Arc: All (720 degrees) 
Accuracy: 4/5/7/1 0 
Damage: 21 
Power: [21] 

Class XIV Plasma Torpedoes 
Number: 200 
Launchers: 1 ad, 1 fv, 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 15/300,000/1,000,000/3,500,000 
Accuracy: 4/5/7/10 
Damage: 20 
Power: [5] 
Weapons Skill: 4 

DEFENSIVE SYSTEMS 

Type R-Ill Phased Deflector Shields 
Protection: 60/80 
Power: [60] 

Flee t Data: First commi ssione d in the wake of the Praetorian Ed ict of 2348, these sh ips were the first of the new 
"Starbird" classes o f exploration vessels. Utilizing specifications c reated fo r the quantum upgrade projects of the 
mid-2350's, t he T'rasus class of explora to ry cruiser was designed for extended deep-space explora tion, survey, and 
contact missions. Its success as a class was la rgely responsib le for the increasing respect accorded the Exploration 
Command in th e la te 24th century. 
Prior to the development of the T'rasus class a nd its sister classes, most Rom ulan vessel des ig ns were predicated on 
military needs a nd specificati ons. The advent of the Starbird classes marked a new wave of spec ia lized planning and 
design for the Sta r Navy, a moveme nt that has continued to gather speed and support into the present day. The suc­
cess of the expans io n ist edicts of the 2350's would pave the way for the Exp loration Edicts of the 2360's and '70's, 
and the newer exploratory classes would continue to be a t the forefro nt of suc h programs. 

Altho ugh the T'rasus c lass was designed as an explora tory vessel, its versatility has lent itself to several variant 
designs during the tense threat climate of t he 2370's . These military variants were cap a bl e of ma king the long jo ur­
ney in to the Alpha Quadrant d uring the conflic t w ith the Do mini o n, and most served w ith distinction a longs ide 
many of the larger warbird and warship classes. 

Noteworthy vessels/ service records/encounters: T'rasus, prototype; O'kalam, disappeared exploring the Starry Road 
Nebula in 2360; D'tharan, lost during rimward exp a n sion sorties in late 2360's; Durelan, lost w hile engaging in 
recon na issa nce during Fifth Taurhai Offensive; T'Laratex, c urre ntly e ngaged in deep space exploration beyond the 
Empty Fronti e r; T'xe ren, believed d estroyed by Borg in Tu lla n Reach . Also in servi ce: D'stelen, Visen. 
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D ' DERIDEX- C LASS 
HEAVY \tVARBIRD 

Class and Type: O'deridex-class H eavy W arbird 

Commissioning Date: 2349 

HULL CHARACTER ISTICS 

Size: 10 {1,260 meters long, 83 decks) 
Resistance: 4 
Structural Points: 200 

D ESCRIPTION AND N OTES 

OPERATIONS CHARACTERISTICS 

Crew /Passengers /Evac: 1,700/6,200/ 10,500 [7 pwr/ round] 
Computers: 4 [4 pwr/ round] 
Transporters: 8 personnel, 8 corgo, 8 emergency [12 pwr/ round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/raling used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 5.0/8.2/ 9.2 {6 hours) [2/ warp factor] 
Impulse System: .6c/.85c [6/ 8 pwr/round] 
Power: 210 

SENSOR SYSTEMS 

Long-range Sensors: +2/ 14lighl years [6 pwr/ round] 
Lateral Sensors: +2/1 light year [ 4 pwr/ round] 
Navigational Sensors: +2 [5 pwr/round] 
Cloak: 10 [ 40 pwr/ round] 
Sensors Skill: 5 

WEAPONS SYSTEMS 

Type L Disruptor 
Range: 10/30,000/100,000/300,000 
Arc: All {720 degrees) 
Accuracy: 4/ 5/ 7/ 1 0 
Damage: 24 
Power: [24] 

Class XIV Plasma Torpedoes 
Number: 300 
Launchers: 1 ad, 1 fv 
Spread: 10 
Arc: Forward or aft, but are self-guided 
Range: 15/ 300,000/ 1,000,000/ 3,500,000 
Accuracy: 4/ 5/7/ 1 0 
Damage: 20 
Power: [5] 
Weapons Skill: 5 

DEFENSIVE SYSTEMS 

Type R-IV Phased Del/ector Shields 
Protection: 70/ 90 
Power: [70] 

Fleet Data: Form ing the core of the 24th-century Star N avy's f leets, D'deridex-class warbirds have become com­
mon sights throughout the Empire, from the frontier to the Imperial core. Descended from the legendary 
Argus-class wa rshrps of the late 23rd century, the O'deridex class refined and improved on almost all of its pre­
decessor's most critica l design elements. It was these refinem ents, and their proven utility during threat 
si tuations, that made these warbirds the pinnacle of mid-24th-centu ry Romu lan vessel design . 

Many of the class' systems are designed for optimum efficiency, allowing these vessels to divert additional p ower 
to their improved cloaki ng systems, w hic h require immense allocati ons. Utilizing bilateral navigatio n and deep­
sp ace sensor configurations, as well as an overall bilateral h u ll design, the O'deridex class represents the m ost 
efficient and effectrve cloaking profile ever developed. Although many of i ts original duties have been trans­
ferred to a number of the more specialized warbird designs in recent years, the O'deridex class remains the 
b ul wark of the Romulan fleet. 

As the keystone of the Romulan f leet, O'deridex-class vessels are constructed in large numbers at every m ajor 
Naval shipyard and spacedock. D'deridex-class ships continue to serve w ith distinctron in every command and 
senatorial f leet, and in fact the Praetor's own flagship has t raditionally been a member of this class since its 
inception. With a fleetwide class refit scheduled for 2378, O'deridex-class vessels should remain a familiar p res­
ence throughout the Star Empire well into the next century. 

Noteworthy vessels/ service records/ encounters: O 'deridex, prototype; O 'dereq, lost during routine patrol along 
Federation b order; D'seret, participated in the D uras Treason in early 2368; O'vairin, assigned to Federation 
N eutral Zone p atrol; T'deret, l egendary wi ngship in the third Tullan Fleet; T'dir, destroyed by the Borg wh ile 
defending Outpost 47; T'salvan, lost in the Dominion W ar; Tar/on, wingship of th e Imperi al Resp onse Fleet, 
D iodor Sector. A lso in serv ice: O'dara, O'taret, Oividices. 
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D "VALEK- CLASS 
SWI FT WARBIRD 

.. 

Class a nd Type: O'va/ek- class Swih Warb ird 

Commissioning D ate: 2368 
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HULL CHARACTERISTICS 

Size: 9 (822 meters long, 67 decks) 
Resistance: 4 
Structural Points: 180 

DES CR IP T ION AND NOTES 

OPERATIONS CHARACTE RISTICS 

Crew /Passengers /Evac: 1,450/ 5,500/ 10,000 [7 pwr/ round] 
Computers: 5 [5 pwr/round] 
Transporters: 8 personnel, 7 cargo, 7 emergency [11 pwr/ round] 
Tractor Beams: 1 ad, 1 fd, 1 fv [2/ roling used] 

PROPULSION AND POWER CHARACTERISTICS 

Warp System: 6.0/9.2/ 9.6 (6 hours) [2/ worp foeto r] 
Impulse System: .7c/.9c [7 / 9 pwr/ round] 
Power: 200 

SENSOR SYSTEMS 

Long-range Sensors: +2/ 14light years [6 pwr/round] 
Lateral Sensors: +2/1light year [4 pwr/ round] 
Navigational Sensors: +2 [5 pwr/ round] 
Cloak: 9 [36 pwr/ round] 
Sensors Skill: 5 

WEAPONS SYSTEMS 

Type L Disruptor 
Range: 10/30,000/ 100,000/ 300,000 
Arc: All (720 degrees) 
Accuracy: 4/ 5/7/ 1 0 
Damage: 24 
Power: [24] 

Class XIV Plasma Torpedoes 
Number: 250 
Launchers: 1 ad, 1 fv 
Spread: 10 
Arc: Forward or ofl, but ore self-guided 
Range: 15/ 300,000/ 1,000,000/ 3,500,000 
Accuracy: 4/ 5/7/1 0 
Damage: 20 
Power: [5] 
Weapons Skill: 5 

DEFEN SIVE SYSTEMS 

Type R·IV Phased Deflector Shields 
Protection: 70/ 90 
Power: [70] 

Fleet D ata: Designed in response to the introduction of the va rio u s "fast " vessel classes recently incorporated into 
the Federation Starfleet, the D 'va/ek class of swift warbirds represents a departure from conventiona l Rom ulan desig n 
thinking . W hile m ost warb ird confi~urations sacrifice some degree of speed and maneuverability for greater offen­
sive and defensive capab ili ty, the 0 valek class does the opposite. For t he i r con siderable size, this class remains one 
o f the fastest in the fl eet. 

Origina lly intended to serve as heav ily arme d, lo ng-range support vessels for the aborted S'varen-class stri ke carri­
ers, their ro le has graduall y evo lved to focus on rap id response and p erimeter defense missions. D'valek-class 
vessels- a lo ng w ith their smaller cousins, the T'varo c lass o f swih warbirds- form the nucleus of most of the Core 
D efen se fleets, rapid-response units assigned to system s and o utposts throu~hout t he Imperial core worlds. These 
stand ing d efense un its m ust be read y for dispatch a t a m o m ent's not ice to reg1ons of heightened threat activity w ith­
in the Empire's borders. 

Much li ke simil ar Starfleet des igns, D'valek-class vessel s represent prime examples of sp ec ia lized and mission-spe­
c ific vessel des ign, a trend that shows no signs of ab ating. W hil e D'deridex-class warbirds rem a in formidab le 
jacks-o f-all-trad es, the ir warbird descendants- inc luding both the D 'valek and T'varo c l asses- have largely been 
d esigned according to much n arrower speci fi cations. 

Noteworthy vessels/serv i ce records/encounters: D'valek, prototype; Cestron, served as wingship in Fi fth Taurhai 
Offensive; D'daen, destroyed by D ominio n forces in 23 75; lmparatex, lost during routi ne patro l a long Klingon bor­
d er in 2370; Kormo rex, led reserve forces in Battle of Delta Corescu s; S 'varan, assi gn ed to patro l duty al o ng 
Fed erati o n Neutra l Zon e. A lso in serv i ce: D'ressa, S'te l. 



THE ROM ULAN DOMAI N 

T he Romulan Empire covers a vast area of space. It would take vol­
umes to describe every sector and province of Romu lan territory. Th is 
section provides a sampling of various sectors of Romu lan space 

where the Narrator can set different adventures and stories. 

Diodor Sector 
Diodor Sector is located in the Beta Quadrant, on the distant fringes of 

the Romulan Empire, toward the D e lta Quadrant. It is a coreward sector 
w ith a high concentration of stars and p lanets. 

IMPERIAL POLITICAL ROLE 
Currently, Diodor Sector has no involvement in Romulan politics. 

Discoveries made with in t h e sector m ay affect Romulan pol i t i cs, h owever, 
and the Senate will certai nly take interest in some of them (see "Unusual 
Phenomena" below). 

DOMINANT RACES/CULTURES 
No one race dominates the sector, although some planets are inhabit­

ed. Most of the worlds in the sector are fairly primitive, lacking warp-drive 
capabilities and other advanced technology, although at least one civiliza­
tion h as some very powerfu l al lies. There are signs of Borg incursion on 
some worlds in the sector, someth ing of considerable interest to the 
Romulans. 

STAR SYSTEMS 
Fourteen systems lie w ithin the bounds of Diodor Sector. Three of these 

systems have inhabited planets, wh il e a fourth contains the ruins of a p lan­
etary civilization assimi lated by the Borg. Three other systems supported 
Romulan colonies until the arrival of the Borg. The remaining systems have 
no inte lligent life, a lthough several conta in considerable mineral resources 
and interesting geop lanetary phenomena worthy of study. Severa l conta in 
jovian worlds su itab le for refueling operations. 

UNUSUAL PHENOMENA 
The Diodor Sector is bordered on the side closest to the Delta Quadrant 

by an expansive nebula, the remains of a star that went supernova millions 
of years ago. The inhabitants of A lba and Langus call the nebu la the Starry 
Road, and associate it with their myths and legends. In fact, the Starry Road 
was once the home star of the system inhabited by beings the Langians call 
the Azar, before they evolved to exist outside of normal space-time. The 
Azar imply that th eir home sun go ing supernova was part of what drove 
their ancestors to seek an escap e into subspace. 

The presence of the Azar in the Diodor Sector causes many subspace 
anomal ies, w hich in turn cause severe communications problems through­
out the region. Current ly the Romulans attribute these anomalies to inter­
mittent radio emissio ns from the nebula, but investigating them i s part of 
the mi ss ion of Romulan ships assigned to exp lore the sector. The an oma l ies 
can cause random systems failures and communication and sensor b lack­
outs, in add ition to interfe ring with a vessel's singulari ty or warp drive and 
cloaking systems. 
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HISTORY 
Millions of years ago, the Diodor system was home to a lifeform known as the 

Azar. They developed a highly advanced technological civilization capable of 
tremendous feats of solar engineering, terraforming, and genetic manipulation. 
The Azar advanced themselves quickly along the evolutionary ladder, and engi­
neered parts of Diodor Sector to suit their needs. They seeded several worlds 
within the sector with protogenetic material as part of their terraforming efforts. 

Unfortunately, some of the Azar's early solar engineering experiments on 
their home star caused it to destabilize and go supernova. Despite all their 
efforts, the Azar were unable to prevent the destruction of their home star sys­
tem. With their terraforming efforts incomplete and destruction rapidly 
approaching, the Azar discovered a means of displacing a portion of their pop­
ulation into subspace as a means of survival. They did so as the supernova 
destroyed the remainder of Azar civilization. 

The Azar who survived in subspace were radically altered by th e ir new exis­
tence. They became multidimensional beings with considerable control over 
subspace phenomena, essentially subspace beings, like living warp fields. They 
could travel at wa rp speeds through space and create spatial distortion fields to 
suit their needs. With their own civilization destroyed, they took it upon them­
selves to watch over and care for the worlds they had begun to terraform . The 
Azar are known in the myths and legends of the species on those worlds as gods 
or spirits with magical powers. 

In 2349, the Romulan Empire began exploring Diodor Sector. The Romulans 
planted severa l colonies on Class M worlds within the sector and Romulan ships 
continued to chart and study the region. A Romulan vessel made contact with 
Langus ten years ago, but the ship and its crew were destroyed by a subspace 
anomaly created by th e Azar. The Romulan Star Command origina ll y assumed 
navigation hazards near the nebula caused the loss of the ship, and l ater placed 
the blame for its destruction on the Borg. 

In 2367, a Borg cube entered Diodor Sector. The Borg attacked and assimi­
lated the Romulan colony worlds. It then moved on to Prosenna, a world seed­
ed by the Azar, and assimilated it. When the Azar discovered the Borg inc ursion, 
they created a powerful spatial distortion that completely destroyed the Borg 
ship. The Borg Collective assumed Diodor Sector was too dangerous for assimi­
lation and shifted its attention e lsewhere. Since that time, the Azar h ave been 
especially alert for intrude rs in th eir sp ace and react w ith hostility toward any­
one who attempts to interfere w ith their "children." The Romulan Senate has 
ordered a thoroug h exp loration of the Diodor Sector for additional information 
about the Borg and the ir inc ursions into Romulan space. 

IMPORTAN T WORLDS 
Three systems in Diodor Sector have inhabited worlds, two o f which are 

ho me to humanoid l ifeforms seeded there by the Azar. Genetic and biologica l 
ana lysis of the inhabitants wi ll reveal gene tic simi l arities too great to have 
occurred naturally, indicating some sort of ancient genetic manipulati on. The 
third system contains lifeforms which evol ved there n aturall y, and wh ich are not 
under the protection of the Azar. 

The Langus system contains two inhabited worlds, Lang u s and Alba. The 
Langians are humanoids with primitive in terplanetary travel , which they used to 
colonize Alba. They are tall and have vaguel y felinoid features, inc luding eyes 
w ith slitted pupi l s, tawny skin, and long, manelike hair. They are fierce and war­
like, ohen fighting small planetary wars with each other. Currently, the Alba 
colony agitates for independence from Lang u s, which the homeworlcl refuses to 
g ive. Langian legend s are full of stori es about th e Azar, who they believe are "sky 
spirits." 

Th e Enna r system i s home to the Ennarians, a spec ies almost genetically iden­
tical to the Lan g ians and at the same level of technological development. Unlike 
their cousins, the Ennarians are quite peacefu l and have a society based on the 
cultivation of the intellect. Ennarian civilization has been shaken recently by 
direct contact with the Azar, in which certain Ennarians were take n from their 
homeworld and transported to Langus or A lba. Once there, they were allowed to 
explore for a time, then returned home. 

These "exploration missions" take p lace at regu lar intervals, several t imes 
each year. The Ennarians rem ain uncertain w hy the Azar convey Ennarian exp lor­
ers. They be lieve the Azar intend them eventually to bring a message of peace to 
the Langians. (The Azar indeed hope the more "successful" Ennarians can ass ist 
the Langians and strengthen both c iv ili za ti ons.) 



Whi le the Azar themselves intervene in affai rs in 
Diodor Sector, they pre fer to keep other sp ecies f ro m 
interfering w ith Langus or Ennar. Ships attempting suc h 
interference suffer from system failures . and may f ind 
themselves displ aced dozens or even hundreds of light 
years away by a sudden, ine xplicable, spatial anom a ly. 

The Krotar Sy stem i s home to the Krotarians, reptilian 
humanoids similar in many respects to th e Corn 
(although Diodor Sector is quite far from Corn sp ace). 
The Krota rian s are a peaceful species on the verge of 
developing warp travel. They have small co lonies with­
in the ir own star system, but Krotar is their on ly Class M 
world. The Krotarian warp-dr ive program has been 
plagued w ith difficulties re lated to the subspace anom­
a lies in the sector. The ir research has brought the 
Krotarians close to discovering the existence of the Azar. 

Another planet in the sector, cal led Prosenna, was 
once home to a race very similar to the Langian s and the 
Ennarians. The Borg assimilated this c iv ilization . Only 
great gouges and rents in t he planet's surface rema in as 
evidence of a thriving civil ization on Prosenna. W hen 
the Azar destroye d the Borg Cube, some o f its rem ains 
crashed on this pl anet. The recovery of the wreckage 
could yield va luab le info rmation about the Borg . It 
could a lso reactivate some components and tran smit a 
message to the Borg Collective, howeve r, bringing m o re 
Borg to invest igate . 

Three Romulan co lony worlds- Cotanna Ill, 
Felussus, and Sanda l IV-Iie w ithin Diodor Sector. A ll of 
these worlds were attacked and assimilate d by the Borg. 
Al l the m achine e lements from the plane t were 
removed, a long with the inhabitants. The Ro mulan 
Sen ate w ill consider proposals to resett le these worlds, 
once it has been determined the sector is once again 
safe fo r colonization. 

lube/ Sector 
jube l Sector is located toward the antispinward side 

of the centra l Romulan Empire. It is one of the older sec­
tors of the Empire, first colonized cen tu ries ago, and 
home to many prosperous and successful co lonies. The 
secto r has gained a considerable reputation as a ho tbed 
of Imperial intrigue. 

IMPERIAL POLITICAL ROLE 
jubel Sector is currently caught in a confl ict between 

its tw o most powerful senators, representatives in an old 
family feud that stretches back to t he founding of 
Romulus. Crassian D ' mora is a m ember o f the N ej'ahar 
Coalition of the Sen ate. His rival, Ferran Solos, is a 
m ember of the Jol Tan Coalition and a strong supporter 
of the Tal Shiar. The al lies and forces of the two senators 
play out this conflict on the f loor o f the Senate as wel l 
as among the systems of j ube l Secto r. 

DOMINANT RACES/CULTURES 

The jubel System is strongly domin ated by the 
Romulans. It has been a part of the Romulan Empire 
since the earliest days of Romu lan interstel lar exp lo­
ration and colonization. A l tho ugh some Romulan cl ient 
spec ies live on colon ies an d worlds with in the sector, its 
c ulture and heritage is distinctly Rom u lan. 

STAR SYSTEMS 
jubel Sector contains nine systems, four of them 

inhabited by a total o f more than fou r bil lion Romulans. 

HISTORY 

Jube l sector w as settled in t he 590's, in the first wave 
of Romulan expansion out from their home system. The 
Romulan pioneers d iscovered several habitable worlds 
wi thin the system, along with oth ers capable of being 
terraformed to suit the Romulans' needs. The colonists 
w ho claimed worl d s i n jubel Sector can trace their 
ancestry back to some o f t he prominent families of 
Romulus, those who chose to leave the homeworld and 
fo l low t he path of O'era w ith a l l their hearts. Many of 
them d id not come to prominence until the colon ies 
b ecam e more successful, their goods in demand within 
the Empire and their senators ga ining g reater influ ence 
w ithin the Romul an Senate. 

Recently, an old feud gained new l ife w hen the amb i­
tio us Solos, Senator of Quatel, decided to consolidate 
hi s power and that of h is coa liti on in Jubel Sector by 
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weakening the position of his closest rival, Senator D'mora of Justarus. D'mora 
is a staunch conservative and supports initiatives which strengthen the Empire, 
but he opposes rampant outward expansion, preferring to see the Empire care­
fully manage its conquered territories to ensure a smooth and steady progression 
along the path of D'era. Solos is more aggressive, favoring both military conquest 
and an iron hand in keeping planetary populations under control. He believes 
firmly that loyalty to the Empire is paramount and that all those who question the 
Empire or its destiny are suspect. This has led Solos into the camp of the Jol Tan 
Coalition and the Tal Shiar, who consider him a useful ally. 

D'mora is opposed to the Tal Shiar. He believes the loyalty of a true Romulan 
cannot be questioned, and the Tal Shiar spend far too much of their time caus­
ing trouble for honest citizens of the Empire, when they should be turning their 
attention more to outside threats like the Borg, the Taurhai, the Klingons, and the 
Federation. D'mora wants to see the Senate allocate resources to the needs of the 
Romulan people and to the needs of the military, rather than "squandering" them 
on additional programs and operatives for the already too-powerful Tal Shiar. 

The Tal Shiar covertly supports Solos' desire to displace D'mora, and a local­
ized war has broken out between the two senators. Calling upon their military 
contacts, both men hatch plots and counterplots against each other. Solos' 
agents and Tal Shiar allies try to frame D'mora and make him look like a traitor. 
Ships loyal to D'mora destroy shipping convoys leaving Quatel, laying the blame 
on "pirates" or "terrorists." Romulan soldiers loyal to Solos attempted to assassi­
nate D'mora using a stolen Federation runabout equipped with a cloaking 
device, hoping the blame would fall on the Federation. Agents of D'mora have 
tried to stir up rebellion among the native inhabitants of Quatel. 

The Tal Shiar keeps the Romulan Senate largely ignorant of the scope of the 
conflict, although the feud is well known. Solos presently plots to supply a fac­
tion of the Romulan underground w ith intelligence and supplies to get them to 
assassinate D'mora. For his part, D'mora wants to expose the Tal Shiar's involve­
ment in the affair so they will be forced to withdraw their support from Solos in 
order to avoid censure by the Senate. 

IMPORTANT WORLDS 
The four Romulan colony worlds are Ju starus, Quatel, Hybera, and Ustullan . 

Justarus is represented by Senator D'mora, while Senator Solos represents 
Quatel. The senator from Hybera has allied himself with D'mora, while the 
newly appointed senator from U stullan i s allied w ith Solos. D'mora believes 
Solos and the Tal Shiar have something to do with the unfortunate death of 
Ustullan's previous senator in a shuttle accident while returning from Romulus, 
but he has no proof. 

Justarus is a temperate Class M world with a Rom ulan population of about 1 .5 
billio n. It is an ocean-covered world, home to bustling cities built in the classic 
Romul an style. The planet has a strong aquaculture industry and a very active 
inte llectua l life, which Senator D'mora strongly supports, attending performanc­
es a t major theaters, going to a rt unveilings, and speaking at the dedication of 
the new university on the planet. Life on Justarus is cosmopolitan and largely 
driven by trends from Romulus and Remus. 

Quatel is a world the Romulans conquered centuries ago. The native inhabi­
tants, the Quatellians, are a humanoid species thoroughly integrated into the 
Empire. When th e Romulans first arrived, the Quatellians were a primitive 
species, barely out of their own Bronze Age. The Romulans took control of the 
planet and established a colony there, w hile putting the Quatellians to w ork in 
Ro mulan homes and factories. The Quatellian population still outnumbers the 
Romulans, but there a re no concerns about security. 

The Quatellians are a peaceful people who seem content with their lot as 
clients of the Romulan Star Empire. They work as domestic help in the homes of 
prominent Romulans and in factories producing various goods shipped across 
the Empire. Quatellian gemstones and jewelry are considered som e of the finest 
in the Empire and are c urrentl y much in demand, particularly o n the home­
worlds. 

Othan Sector 
The Othan Sector is located near the Romulan/Kiingon border in the Beta 

Quadrant. It is a "buffer sector" between the two interstellar powers, serving 
much the same function as the Federation Neutral Zone does along the empire's 
fronti er further to coreward. 



-- ~ ----- --------- -------------------------------------------------

IMPERIAL POLITICAL ROLE 
The Romulan Empire is in the process of "pacify ing" 

(read: conquering) the O than Sector as part of an ongo­
ing policy of creating a strong defense along the K l ingon 
border and trying to p rovoke the Klingon Empire into 
outright confrontation in order to test its strength. The 
Othan Campaign has strong support in the Romulan 
Senate, and m any in the military see it as another oppor­
tun ity to w in greater g lo ry in the name of th e Empire. 

DOMI N ANT RACES/CULTURES 
The Othan Empire, a sm a ll interstell ar p ower that has 

co lo nized most of the sector, dominates the Othan 
Secto r. The Othans a re a humanoid proto-Kiingon race, 
wi th similar phys iology and warl i ke attitudes. Othans 
h ave pale skin and light brow n, blond, or w hite hair, 
w hich is usually worn long. Male O thans have full 
beards. Othans tend to be shorter th an Klingons, wi th a 
h eavier build and more fatty ti ssue due to the co ld envi­
ronment of their ho m e world. 

Romu lan scienti sts spec u late that the Othans m ight 
b e an offshoot of an ancient Klingon colony or from 
Klingon stock tran splanted to Othan by the Hur'q or 
another a l ien race in the distant past. Although formida­
ble hand-to-hand combatants, Othan technology is gen­
erally inferior to that of the Romulans, so they are out­
classed in space battles w ith the Romulan f leet. 

STAR SYSTEMS 
The Othan Sector contains e ight star systems, five of 

w hic h are inhabi ted by Othans and their co lon ies. The 
other three contain only li feless C lass D and F worlds, 
w hic h host small mining colonies but little e lse. 

HISTORY 
Th e Othans achieved interplane ta ry space fl ight 

approximately o ne hundred fifty years ago and began 
expl o ring their own so la r system. Th ey trad ed w ith ear ly 
K l ingon explorers for warp-drive tec hnology and were 
briefly conquered by the K lingon Empi re. The Klingons 
w ithdrew from Otha in the 2290's when their all iance 
w ith the Romulans collapsed, forming a b uffer zone of 
system s b etween the two empires. Since that time, the 
Othans h ave co lo nized several nearby system s, building 
a sm all interstell ar empire si m i lar in som e ways to the 
K l ingon Empire. They refu se to join the K l ingon Empire, 
and th e Klingons haven' t con sidered it worth the effort 
to conquer the Othans. 

Recently, the Romulans have taken an inc reased 
inte rest in activity a lo ng the Klingon border and turned 
their attention toward the budding Othan Emp i re. The 
Romu lan Star Navy was assign ed to b ring the Othans 
under the p rotection of the Romul an Empi re, to e l imi­
nate the possibility of a renewed re latio nship between 
the O than s an d the Klingons, w hi ch wou ld place 
Kl ingo n forces uncomfortably c lose to Romu lan space . 
The Othans refused to join the Romulan Empire, so the 
Senate immediately d eclared the sector under Romulan 
control and b randed the Othans as ou tlaws. The Navy 
has orders to supp ress any insurrection in the sector and 
to b ring i t under the control of the Empire . 

A lthough they are o utmatched in terms of techno lo ­
gy, t he Othans con t inue to f ig ht fiercely aga inst 
Romulan incursion. The Senate has l imited the amount 
of mi l itary resources that can b e devoted to the taking of 
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a sing le sector, so Romulan f ield commanders must deal 
w ith logistica l p rob lems an d occasiona l shortages of 
supplies and personnel, g iv ing the Othans time to 
regro up and reinforce their p osi tion. 

The battle b etween the Romu lans and the O thans has 
n o t gone unno ti ced by t he K l ingon High Council. 
A l though the Council has decid ed it is wiser to avo id 
becoming entang led in another war with the Romulans 
at this time, it prefers to see an independent O than 
Empire as a b u ffer state between them and th e 
Romu lan s. Klingon agents have been dispatch ed to the 
O than Sector, often su rgi ca lly d isguised as Othans, to 
p rovide covert assistance against the Romulan fleet. For 
the ir p art, Romu lan comma nders are aware the Kl i ngons 
smuggle advanced weapon s and suppl i es to the Othans 
and that Klingon agents may prov ide them w ith tactical 
inform atio n_ The Tal Shiar has recently begun a coun­
terespionage campaign to root out these K l ingon agents 
an d, t hey h ope, trigger an incident that cou ld embarrass 
the K l i ngons and reflect poorly on the 
Federation/Ki ingon Alliance. 

IMPORTANT WORLDS 
O th a-Pr im e is the homeworld of the O th an s, located 

near the center of the sector and protected by the outer 
system s. The O tha system i s heavily gua rded by sh ips 
and planetary orbital defense systems_ 

Otha-Prim e is a co ld, rocky planet, regularly 
w hippe d by winter storms and constantly covered in a 
layer of snow in a ll but i ts most tropica l regions, I ts 
native l ifeforms tend to be large, lu m b ering h erbivores 
and the swift, powerfu l carnivores that hunt them, The 
wh ite pe lt of the Othan snow-cat is a regular decoration 
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for O than warriors, w ho hunt the b easts in t he m o untains. The Othan d i et 
depends h eavily on meat, supplemented by g rains an d som e vegetab les. 

The N ew O tha colo ny is similar to the homew orld in m any ways: b leak, cold, 
and ha rsh. The planet has extrem e ly rocky terra in, filled w ith mounta in ranges, 
broken plains, g laciers, and numero us sm a ll lakes and seas, m an y o f w hic h are 
frozen over yea r- ro und. The colo ny has a population of approx imate l y ten mil­
lion Othans. 

The Sankrax co lo ny i s co nsid e rably wa rmer than O th a-Prime, temperate b y 
human stan dards. Th e planet ra ises conside rable am o unts o f agri cultura l prod­
ucts, w hic h a re shipped to othe r worlds. The colo nies a re concen trated near th e 
subtemperate ban ds nearer to the p o les, w here the Oth an s a re more comfort­
able . 

The Romulan f leet seized the D ' Korin colo ny afte r a f ie rce battle w it h the 
Othans. The colon y i s under m ar t ia l law until th e entire O than Secto r can be 
pac ified and placed under the rul e of a regiona l go vernor. Ro mulan p e rsonnel 
consider duty on the cold, bleak p lanet o ne ro us at best, par ti c ula rly since the 
local Othan s conduct terro ri st acti v ities to d r ive t he Romulans off t he ir w orld. 
For her p a rt, the Ro mulan military governo r, Commander N'vera, handles any 
d isob edience swiftl y an d brutally. Round -ups and executio ns of suspected Othan 
terrori sts a re common occurrences. 

De rex colo ny is n earest to the Kl ingon borde r, so it sees th e m ost interste ll ar 
traffic in the Oth an Empire. Trade rs p assing through Klingon sp ace sometimes 
stop at the co lo ny, a lo ng w ith the o ccas iona l Klingon ship, but Romu lan patrols 
h ave v irtua lly ha l ted th e passag e o f any unc loaked Klingon vessel throu gh the 
area. Merch ant ships still m anage to p ass through fro m time to t ime, usua lly after 
b e ing stopped and search ed b y Romulan patro l ships. M any Klingon agents enter 
Othan space through D erex colony, and th e Romulans w ork o n closing off the 
Klingon su pply pipel ine to the Othan s. 

Tarquin Sector 
Tarq uin sector is located in th e Beta Q uad rant, coreward a lo ng t he Romulan 

N eutra l Zone. Th e Rom u lan s occu p ied th e sector a li ttl e over a centu ry ago. 

IMPERIAL POLITICAL ROLE 
For th e most par t, Tarquin Sector is a peaceful and productive part of the 

Em p ire. The recen t activi ti es of the Tarqu in separat ists, however, h ave becom e 
reason for concern in t he Romulan Senate and th e m ilitary. A ll efforts are being 
m ade to d eal w ith the problem quickly and qu ie tl y. 

DOMINANT RACES/CULTURES 
The Romulans have dominated Ta rqu in Sector for m any years. Severa l othe r 

species live in the sector, notably the Ta rquin, w hose ho m eworl d, Tegedaar, lies 
in t he secto r. A few oth er Romulan clien t races have co lo n ies in th e sector. 

The Tarqui n a re a h umano id, in telligent li feform, no ted for the ir peacefu l c iv ­
ili zatio n and t he ir love of f ine art, parti c ula rl y de l icate pottery made from clays 
native to Tegedaar. Th e Tarq uin possess gray skin, enlarged foreheads, and gold­
en eyes. They wear full, h ood ed robes that shade thei r faces and cover t he i r 
entire b odies, except for their h and s, w h ich are long-fi ngere d an d de l icate. The i r 
rob es are ri chl y patte rned and colored in deep j ewel tones. 

The Tarquin are n at ura lly empath ic, an ability w h ich has preserved peace and 
order in t hei r society throu gho ut the i r recorded histo ry. Th ey o ffered no resi st­
ance w hen th e Romulan s fi rst ca m e to Tegedaar an d con qu ered i t, since v i o lence 
was a foreign con cept to th em . Since that t ime, m any Tarquin h ave learn ed to 
understand the nature, an d even t he need, fo r v io len ce. 

STAR SYSTEMS 
Seven systems l ie w ithin the bounds of Ta rq u in Sector. The Tarqu in system 

i tse l f and two others a re inhabited. Th e rem a in ing systems are h ome on l y to m in­
ing and sci enti f i c fac ili t i es (at least offi cia lly; see b e low). 

UNUSUAL PHENOMENA 
Romulan sci entists b e li eve a componen t of the Tegedaar ecosystem provided 

the Tarq uin w i th t he ir em path ic abi li t i es. M any Tarquin l ifeforms appea r to have 



some sort of rudim entary p si onic abi l ity, and those who 
study them b e l ieve the ability may trace b ack to some­
thing in the food chain or other env ironmental condi­
tions. Th eori es o n the matter remain inconclusive, but a 
rumor among Rom ulan military personnel in the Tarqu in 
Sector warns that consuming native food and drink on 
Tegedaa r leads to an increased sympathy for the Tarquin 
and a general "pacify ing" effect, caus ing people to 
become soft and nonviolent. 

HISTORY 
For millennia, the Tarquin lived as the sole inhabitants 

of the sector. Their civilization rested on principles of 
peaceful coexistence and the c reation of art. The Tarquin 
created fantastic cities of stone, but their technology 
never developed much past the Renaissance level. 

When Romu lan exp lorers arrived on Tegedaar in 
2264, the Tarquin g reeted them with open arms. When 
the Romu lans seized control of the planet and annexed 
it, the Tarquin offered o nl y passive resistance, since vio­
l ence was not part of their way of life. For the most part, 
it did not matter to the Tarquin who claimed control o f 
their world, as long as they were a llowed to live in 
peace . Tarquin a r twork and satul potte ry quick ly 
became popular throughout the Romulan Empire, pro­
moting a brisk trade environment. 

Still, some Tarquin were unhappy under Romulan 
rule. Using the ir empathic ab il ities, they cop ied 
Romulan v iolent tendencies and p assionate emotions, 
and took it upon them selves to drive the Romul ans off 
their homeworld. At f irst, the resistance movement 
organized itself a round suc h methods as passive resist­
ance, hunger strikes, peacefu l protests, and the l ike. The 
Romulans ruthlessly crushed these uprisings, rounding 
up Tarquin ring leaders and publicly executing them . 
Many othe r Tarquin were arrested and n ever heard fro m 
again, having simply "d isappeared." 

Although the majority of the Tarquin resistan ce 
remains peaceful, it has spawned splinter groups who 
no longer ho ld to their people's philosophy of p eace. 
These Tarquin use their empathy to mimic Romulan 
aggression to commit vio lence, and they have a imed 

several recent attacks against Romulan personnel on 
Tarquin Ill. In fact, there are disturbing impl ications that 
the more a Tarquin commits acts of v io lence, the more 
violent emotional impulses he absorbs. V iolent emotions 
becom e almost like a drug to the affecte d Ta rq uin, pro­
voking further violent behavior and a continuation of 
the cycle. Some Tarquin h ave begun to fear that the 
pri ce of driving the Romulan s away may be to become 
just like them. 

IMPORTANT WORLDS 
Tegedaar is the centra l p lanet of the sector. It is a 

lush, temperate world, filled w ith natural beauty and the 
m ajestic ci ties of the Tarquin . Some of the cities are 
marre d b y damage from terrorist attacks or graffiti pro­
c la iming underground slogans. Romulan military per­
sonnel patro l the streets and a ll Romulans are asked to 
travel a rmed at all times, in case of terrorist activ ity. 

Several sma l l colony worlds exist wi thin the sector. 
They are large ly peaceful , a lthough there is a growing 
concern that Ta rquin terrorist cel ls hide out on some of 
them. Events on Tegedaar h ave increased the level of 
tension and security on the n earby colonies slightly. 

In the life less Gotara System, a secret Tal Shiarpsion­
ics research laboratory exists on t he largest moon of the 
Class J planet Gotara V. The l ab o ratory studies the 
empathic abilities of the Tarquin for possible applica­
tions for the Mind War Division of the Tal Shiar. 

In particular, agents dissect (and v iv isect) Tarquin 
bra ins in order to study their an atomy and neurochem­
istry, and subject living Tarquin to a wide battery of tests 
to study the limits of their abilities. The Ta l Shiar trans­
ports many Tarquin political prisoners here to take part 
in these experiments. The laboratory a lso studies sam­
ples of Tarquin flora and fa una for a possib le environ ­
m enta l cause of Tarquin psionic abi lity. 

Lab d irector Dr. Vol j an ara believes he is qui te close 
to isol ating information that m ay allow the replication of 
Tarquin abilities in Romul an subjects. Dr. janara is 
intense ly focused on his research, and he believes the 
development and control of psionic abiliti es is the key to 
Romulan expansion and the future security of the Empire. 

Tiber Sector 
Tiber Sec tor is located in the Beta Quadrant, well 

within the boundari es of th e Romulan Star Empire. It i s 
among the sectors colonized som e 100 to 150 years 
ago. 

IMPERIAL POLITICAL ROLE 
Tiber Sector has a history of strong loyalty to the 

Empire and a fairly conservative population . Of late, the 
sector has become an issue in Romulan polit ics because 
of the extensive outbreak o f Phyrox Plague there. The 
senators of the sector have u rged stronger and swifter 
measures from the Senate to end the p lague, including 
the radical possibility o f acquiring a id from the 
Federation. 

DOMINANT RACES/CULTURES 
Tiber Sector is dominated by several large Romulan 

co lonies. Some members of other Romulan c lient races 
live in the sector, but the m ajority of th e population is 
Rom ulan. 
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STAR SYSTEMS 
Tiber Sector holds eleven star systems, five of them settled by Romulans. The 

remaining systems contain only lifeless worlds or have no planets at all. A few of 
these lifeless systems are home to renegades and criminals, who use them as safe 
havens from Romulan authorities. 

UNUSUAL PHENOMENA 
Tiber Sector currentl y suffers from a virulent outbreak of Phyrox Plague affect­

ing all five inhabited systems within the sector. The Romulan Star Navy quaran­
tin es the entire sector. Travel to and from Tiber Sector is strictly prohibited except 
under direct order from the Romulan Senate or the Praetor. The Tal Shiar care­
fu ll y screens and monitors a ll incoming and outgoing transmissions to maintain 
control over the situat ion in the sector and to prevent disturbing news from 
reaching other cit izens of the Empire until the situation can be dealt w ith. 

HISTORY 
Romulans first explored and settled Tiber Sector around 2220. The sector con­

tains several C l ass M w orlds, and t he early Romulan settlers found ample oppor­
tunities on the new frontier. In a fairly short time, the colonies in Tiber Sector 
flourished and sported magnificent cities, nearly rivaling some of the architec­
tural w onders of Romulus itself. The planets of the sector trade heavily w i th each 
other and with the rest of the Empire. Tiber Sector i s seen b y many of the inhab­
itants as a living example of the v irtues of O ' era and w hat the Romulan people 
are capable of achieving. 

Recently, Tiber Sector was struck with disaster w hen a strain of Phyrox Pl ague 
erupted on Tigelis VII, one of the oldest colony worlds. Carried to the other 
colonies by traders and tourists, the plague spread like w ildfire throughout the sec­
tor. The Senate ordered the Romulan Star Navy to quarantine Tiber Sector imme­
diately, a nd to avoid al l contact w ith infected indiv idua ls to protect military per­
sonne l assigned to the blockade. Eme rgency m edica l supplies and personnel f lood 
into the sector, b ut on ly bare ly m aintain the ir ground aga inst the prog ress o f the 
plag ue. It continues to spread a nd appears to be mutating in resp o n se to Ro mulan 
medical treatm ents, c reating new stra ins resi stant to conventional treatments. 

Romu l an military personnel and agents of the Tal S hiar assigned to maintain 
order in the sector have a difficu lt job. The plague has m ade otherwise l oya l cit­
ize ns of the Empire p aran o id and v iolent. Communities o n various colony worlds 
isolated themse lves in hopes o f avoiding infectio n, and desire for additional m ed­
ical treatment and assistance f ro m the Empire has led to protests and even ri ots in 
some of the l arger c ities, w hic h have been the wors t hit b y the p lague. Although 
the Tiber Sector senators h ave p leaded for additiona l a id from the Senate, th ey 
have b een able to ass ig n o nly so many resources to th e relief efforts. Th ere is a 
growing concern in the rest of the Em p ire over the status of Tiber Secto r. The Ta l 
Shiar heavily edi t news reports a nd o ther t ra nsmiss ions fro m the secto r to prevent 
a panic o r publi c outcry over the handling of the plague disaster. 

Senator Jolle n Merek ofTigeli s V II has o ffe red the Sen ate a rad ical soluti o n to 
the Phyrox Plague c r is is. Sen ator Merek p roposed submitt ing a request for 
humanitarian aid to the U nited Federation of Pl anets, which, according to the Tal 
Shiar, successfull y h andled a s imilar, sma lle r o utbreak of Phy rox Plague o n Cor 
Coroli V in 2366. Unfortunately, t he Cor Corol i incident was classified by 
Starfleet Comma n d, so li ttle or no information is avail able about h ow Starfleet 
handled the disaster. The Senate rejected Merek 's proposal, preferring to avoid 
any appea ran ce of weakness o r incompetence b efore their counterparts in the 
Federation; if the Federation could ha ndle the Phy rox Plague, then surely th e 
Romu l an Em p ire can do so as well. Meanwhi l e, the Ta l Shiar h as dispatched 
agents to retrieve Starfleet's class ified files on Cor Coroli; so fa r, their efforts have 
been unsuccessful. Senator Merek, w hose family lives on Tigelis V II, is skeptica l 
that the Empire can find a solution o n its own . H e considers secretly contacting 
the Federation perso na lly, a lthough he knows that the Ta l Shiar placed him u nd er 
constant surv eilla nce aft er he made his rad ical proposal. 

An additional p roblem for Romula n ships oversee ing relief efforts is the 
inc rease in piracy si nce t he outbreak of the p lag ue . Rogue c rimin al b ands, oper­
ating f ro m o ne of the uninhabited systems w i thin th e sector, strike a t ships car­
ryin g suppl ies to the Tibe r colo ni es, hijacking the ir cargoes a nd killing the c rews. 
They the n sell the supplies on the b lack market to those a ble to m eet the h_ij ack­
ers' prices. The attacks have resulted in stronger protests b y the Tiber ian colo nists 
and increased mil itary patrol s a nd escorts of cargo vesse ls t h roug h the secto r. 



IMPORTANT WORLDS 
Tigel is V II i s the o ldest and largest colo ny world in 

Tiber Secto r. I t i s a lush, tem perate planet covered wi th 
old-growth fo rests and high , snow -capped m o untains. 
Severa l Ro mulan ci t ies an d settlements d o t the pl anet, 
inc lud ing the capita l c ity of Ro nikar, w ith i ts ta ll , silvery 
sp ires reaching u p in to the p a le blue sky by t he sho res 
o f the shin ing sea. The populat ion o f Tigel is h as been in 
c haos sin ce the start o f the Phy rox outbreak . Medica l 
facilities over flow w ith pl ague v i c t im s, we ll b eyond 
their abi lity to treat or even house th em a ll. Sm alle r, 
more i solated communities h ave cut them selves off fro m 
the o utside world com plete ly, and forbidden a ll t ravel in 
o rder to t ry to p revent infectio n. One o r two othe r sm a ll­
e r communi t ies lie p racti ca ll y d epopulated by th e 
plague, leaving them v i rtua l gh ost towns. 

Ro mulan mili ta ry p ersonne l i n biological protectio n 
gear patro l c i ty streets and strictl y enforce c u rfew s and 
travel restric tio ns. The Romulan autho rities a re doing as 
much as possible to a llevi ate the need s o f the popu la­
tion, but relief efforts are o nl y b a re ly ad equa te. C ivi l 
unrest has becom e more and m ore common , w ith 
pro tests an d the occasio n al r io t as the ci t izens of Tigel is 
ca ll fo r more h e lp fro m thei r government. 

The o ther inhabited worlds o f Tiber Sector face sim i­
lar di re strai ts. Sho rtages o f a ll k inds h ave forced m an y 
to turn to a thriv ing black market, w he re pirates and 
rogu e t rad e rs sell n eed ed supplies to the high est b id d er. 
M any of these supplies a re stol en f ro m legi t imate 
Romulan re lie f shipments, w hile the rest a re smuggled 
secretl y into the sector. The Romulan authoriti es (pa rti c­
ul arl y the Tal Shia r) w ork to close dow n the b lack m ar­
ket and arrest any smugglers, but they have the ir h ands 
full keeping the c iv il ian population unde r contro l an d 
simply don 't p ossess the p e rso nne l o r resources to track 
down the black m arketeers. 

The stro ngest p irate haven in the sector is hid d en in 
the Roulean System, based in a c luste r of l arge astero ids 
in the Ro ulean Be lt. The pirates a re a m otley collectio n 
of Ro m u lans, Fereng i, and Romulan cl ient races led by 
a " rogue" Fe reng i D a iMon nam ed Grax, c lustered 
aro u nd variou s stolen and p atched-together vessel s, 
mostly Ro mulan and Klingon . The p i rate ships use 
cl oakin g dev ices, m aking them d i f fi c ult to detect, 
although the ir cloakin g technology is anti qu ated and 
o ften in poor rep a ir, a llowing a skilled sen sor op e rator 
to pic k up th e ships w ith a Diffi cult Shipboard System s 
(Sen sors) test. 

The pirates h ave con tac ts t hrougho ut the Tiber Sector 
and plot the ir attacks o n Romulan sh ipments thro ugh 
the regio n using the information th ey g athe r. They a lso 
o perate a lucrative smuggling o peratio n in the sector, 
using vario us hidden bases as " drop po ints." The pirates 
have struck at severa l Ferengi trading ships as p a rt of a 
secret agreem ent w ith certa in Feren gi. They sell the 
"sto len " cargo for a substantial p rofit (well above market 
va lue), and the Fereng i A lliance is ab le to p rotest to the 
Romulan government and ga in an advantage in negotia­
tio ns. The Fereng i natura lly w i l l d eny any knowledge of 
th is arrangem ent, i f it is uncovered . 

Tul/us Sector 
Tu llus Secto r i s located in the far reaches of the Beta 

Q u adrant, on the fro nti er of the Romulan Empire, lead­
ing into unexplored space. It attracts Romulan explorers 
and adventure -seekers f ro m all corners o f the Empire. 

I MPERIAL POLITICAL R OLE 
Tullus Sector h as no Ro m u lan settl em ents o r colonies 

and little or no interactio n w it h Ro mulan po litics. 

DOMINANT RACES/CULTURES 
Tullus Sector co nta ins two in telligent species, n ei ther 

of wh ic h possess soph isticated inte rste ll ar travel. 
The N 'viri i are a h ive-m ind insect species fro m the 

second planet o f the unexplo red Fa rlo rn System . They 
are vague ly humanoid, stand ing up r ight o n the ir rear 
legs and possessing two pa irs of upper limbs a lo ng the ir 
thorax/torso. They are covered in hard, ch itino us she lls 
and possess limited (Level Two) techno logy. N'virii 
colo n ies are rul ed by a Queen Mother, a bloated , immo ­
b ile fem a le o f the ir sp ecies w ith p owerful telepathic 
abilities, a llow ing her to rem ain in contact wi th a ll her 
N'vi r ii " children " and direct t hem, p rovidin g the central 
inte ll igen ce for the colony. Q ueens cannot exi st in c lose 
prox imity to each oth er; the ir instin c ts drive them to try 
to destroy the ir " ri va l ," leadi ng to wa rs between 
co lo nies. Farlorn II co n ta ins con side rable mine ral 
resources, and the fantasti c hive-li ke c ities o f the N 'virii 
ho ld a w ealth of b iotechno logica l information and 
resources, including pless, the ho n eylike food produced 
b y N'viri i w orke r drones. 

The o the r sp ecies native to the Tu llus Sector are the 
Polla rians, the inhabitants of a large C lass M m oon in 
o rbi t a ro und the supe rjovian C lass J p lanet Po i l us V III. 
The Po llarians a re human o id, with large, d a rk eyes and 
w ide ears. They a re qu ite pa le, since the light on the ir 
h om eworld is dim, and they have very sen sitive h ea ring . 
Po ilus VI II radiates con siderable am ounts of h eat, keep­
in g the m oon's surface clim ate t ropica l. The Po l lari an s 
h ave an earl y industria l c iv il izati on (Leve l Fou r) based 
a ro und th e exploitati o n of thei r world's mi neral 
resources. Div ide d into sep a rate n atio ns, they occasio n­
a lly war o v er contro l o f resources. 

The Breen h ave explored parts o f the Tullus Sector, 
an d mad e contact w ith the Po llar ians a lmost fi ve years 
ago. In exchange for techno logy, the Po ll arians trade the 
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Breen some of Poilus' di l ithium deposits. Because o f Poilus' tropical climate, the 
Breen wear sealed li fe-support suits t h ere. C loaked Breen ships regu larly pass 
through the Poilus system, and t hey have a strong interest in protecting t hei r 
excl u sive trade agreement w it h the Po llari ans. 

The Taurha i have a lso exp lored severa l of the systems in th i s sector, a l though 
currently Taurhai vessels are rare ly spotted in the region. The sta tus of Tullus 
Sector may become dispu ted between the Taurhai Un ity and the Romulan 
Empire unless t he Romulans qu ickly establish a claim on it. 

STAR SYSTEMS 

Tu llus Sector contain s a g lobular cl uster of e igh teen densely g rouped star sys­
tems. The Romulans have charted, b ut not exp lored, the th ree systems c losest to 
th e Romu lan border. The on ly inform ation th ey have on the rema ining systems 
comes from lon g-range scanners an d probes. Informatio n on those systems 
rema ins sketchy. 

HISTORY 

Tullus Sector is on t he fro n t ie r of th e Romul an Emp i re, a new region open for 
exploration by the ships of the Rom u lan Star Navy. The Senate h as a llocated 
resou rces for an exp loration of Tu llus Sector with an eye toward establish ing 
some n ew co lo nies in the area, as we ll as conquering any indigenous species 
that might l ive t here. The sector lies fairly c lose to the space cla imed by the 
Taurhai Unity, so a ll Ro mulan vessels in the sector a re advised to use caution in 
dealing with alien vessels and to avo id conflict with the Taurhai if at a ll possible. 

I MPORTANT WORLDS 

Farlorn II is t he h omeworld of the N 'virii. It is a small , temperate world dot­
ted with numerous lakes, rivers and swamps. A lon g the p lanet's f lood plains an d 
other open areas r ise the h ive-cities of the N'vi r ii, constructed from a native 
bui lding materia l simi lar in app earance and compos ition to concrete. The cities 
are ta ll and c rowded , bu zz ing with millions of N'virii d rones and so ldie rs going 
about their business. The p lanet has a tremendous variety of insect species, a long 
w ith some reptiles and fish, but no m ammals. The envi ronment is a lso home to 
m any exotic bacteria and vires, some o f which m ay have u nexpected effects on 
m ammal ian b io logy. 

Poilus is th e home system of the Pollarians, who l ive on Pollar, the largest 
moon in orbit around the supe r gas g iant Po il us V III. The moon has rough, moun­
tainous terrain an d a dim, tropi ca l environment f i lled with a broad variety of 
p lant and funga l li fe that th rives in the heat and dim light. Poll ari an c ities tend 
to be bui lt simi lar to the c l iff dwell ings of many species, clinging to the sides of 
mountain va lleys. The mountains are r ich in many minera ls, including dilithium, 
w hic h the Pollarians mine in order to t rade with t he Breen. 

Drovna I ll is an M-class p lanet r ipe for colon ization. It contains on ly primi­
t ive na tive life forms (pr imari ly plant l ife). It a lso holds ancient rui ns of an exti nct 
c iv ilizati on that d ied out hundre ds of thousands of years ago. The ruin s hold no 
ind ications o f advanced techno logy, only ston e buildings, statu es, and carvings. 
Som e of t he crysta ls found w it h in t h e ru ins, however, contain information 
encoded o n the molecu la r leve l, sim ilar to isolinear computer chips. The infor­
matio n revea ls that Drovna Ill was terraformed by an unknown race more than 
500,000 years ago, but does no t reveal the name of that spec ies or w hy they later 
abandoned the p lanet. 

Venturius Sector 
Venturius Sector is loca te d in t he Beta Q uadrant, c lose to t he Romu lan 

Neutra l Zone. 

I MPERIAL POLITICAL ROLE 

In addition to its strategic importance along the Neutra l Zone, the sector is 
home to severa l Romu lan co lo ni es, as well as a secret Romulan Astrophysical 
Academ y research center. Th e sen ators from the colonies i n the area are aware of 
the research project but do not know i ts fu ll extent, w hich the Tal Shiar has classi­
f ied for security reasons. Each senator hopes to learn more informatio n abo ut the 
proj ect, both to gain a valuable resource and secure more power with in the Senate. 



DOMINANT RACES/CULTURES 
Venturius Secto r is controll ed entire ly by Romulans. 

Any nati ve cultures in the sector died out mill ennia ago, 
a lthough eviden ce o f their presence still rem a ins in 
som e cases. 

STAR SYSTEMS 
The re are five systems in Venturius Sector, three 

inhab ited by Romu lans. The colonies in the sector are 
fairly new, less than a century old. 

UNUSUAL PHENOMENA 
The H e llaro Corva system is home to an unusua l 

b lack hole being studied by the Romulan Astrophysical 
Academy. The black hole-known loca lly as "the Eye of 
Corva"-was on ce the companion star of a close binary 
system, and orbits Hell aro Corva at a d istan ce o f .74 
AU. The formation of the Eye of Corva destroyed the sys­
tem's inner planets. Stellar gases are drawn off the sur­
face of the star by the intense grav itation a l pull of the 
black hole, c reating an incandescent streamer of hot 
gases spiraling out into space. The interaction of the ste l­
lar gases with the b lack hole's event horizon m akes the 
outer edges o f the Eye of Corva v isible as the gases swi rl 
into the n o thingness at the heart of the b lack hole. A 
space station in o rbit of Hellaro Corva II (formally 
H e llaro Corva V II) takes regular astrometric read ings o f 
the black h o le and studies it for g reater understanding of 
quantum singula rity phenomena, w hich may be used to 
improve Romulan engin e and wa rp-drive technology. 

HISTORY 
Venturius Secto r is on the Fed e ration frontier of 

Romulan sp ace. It was first charted around the time of 
the Earth/Romulan War 200 years ago, but n ot exp lo red 
until much later. The establishment of new Neutral Zone 
boundaries b y the Treaty of A lgeron a llowed fo r co lo ­
nization in the sector, and three Romul an colonies have 
been established in the past fifty years. The discovery of 
a stable black hole in orbit of H ellaro Corva resulted in 

the establishment of a Romulan research station there a 
few years ago, d rawing additiona l attention to the sector. 

The senators from the colony worlds hope to use this 
new attraction to gain addit io nal resources from the 
Senate for their worlds. Thus far, the Romulan Senate has 
b een unusuall y coopera tive in g ranting the senators' 
requests, l eading them to wonder about the nature of the 
research project in the Hellaro Corva System. The senior 
of the three senators, Vargo D o rek, has made d i screet 
inquiries about the research, on ly to discover that the 
Tal Shiar has classif ied parts of it. Rather than dissuad­
ing him, this has only p iqued the senator's curiosity. He 
hopes to use some of his contacts in the Romulan Star 
Navy to find out more. He anticipates being ab le to par­
lay the information into greater influence with in the 
Senate and more resources assigned to the colonies in 
Ven turius Sector. 

IMPORTANT WORLDS 
W hile the Eye of Corva is a spectacu lar and scientif­

ica lly fasc inating phen omenon, i t is not t he t rue reason 
for t he presence of Ro mulan scient ists in the system. The 
second planet of the system, H e llaro Corva II, holds 
anc ient ruins that the Romu lans believe are from the 
lconian c ivi lization that vanished som e 200,000 years 
ago. The planet is completely ai rl ess and lacking in any 
surface water. The scientists b elieve it may have had an 
atmosphere at one time, but that it was destroyed in 
som e cataclysm, possibly triggered by the l conia ns. The 
g rav itational forces of the Eye of Corva as it orbits the 
star create tremendous tidal stresses on the planet, mak­
ing quakes a common occurrence. 

The quakes hinder the work of archaeologists o n the 
su rface and slow the progress of examining the ruins. 
Thus far, they have uncovered only primitive artifacts, 
but the glyphs and symbo ls on them appear lconian. 
Scien tists hope to d iscover some remn ants of lconian 
technology in the ru ins. Dr. Fel Honora, the head of the 
research projec t, h as some radical theor ies concerning 
the lconian presence in the system. Sh e believes the 
lconians were resp onsible for the formati on o f the Eye of 
Corva, either as an intentio nal project in stellar-quantum 
engineering, o r as an accidenta l outcome of some exper­
iment or mistake, perhaps the same o ne wh ich resulted 
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in the loss of Hellaro Corva ll 's atmosphere. Either way, she is certain that the 
black hole is not a naturally occurring one, but engineered. She hopes to find the 
key to unlocking the mystery within the lconian ruins. 

Dr. Honora's assistant, Ulan Braka, is an undercover agent with the Tal Shiar 
sent to spy on the research project and monitor its progress. Braka has orders to 
report at once if the researchers uncover any lconian technology, and to ensure 
that their finds are turned over to the Tal Shiar as soon as possible. He also 
watches the science staff for any signs of disloyalty and monitors all communi­
cations and passing sh ips to ensure no security leaks, particularly this close to 
the Neutral Zone. Braka is quite taken with Dr. Honora's bri lliant mind and 
attractive features, but the doctor has eyes only for her work and has ignored 
Braka's occasional signs of interest in her. The Tal Shiar spy has not a llow ed his 
infatuation to interfere with his work, but he might find himself torn if it comes 
down to betraying Dr. Honora or fulfilling his oath as a member of the Tal Shiar. 

Venturius Sector is a lso home to the Agurthan Outpost, a Romulan colony 
world and military base along the border of the Neutral Zon e. The outpost keeps 
careful watch over the Neutral Zone for any signs of Federation intrusion and 
maintains readiness to repel any such incursions. W ith the relative closeness of 
the H ellaro Corva sy stem, the outpost also has a number of Tal Shiar agents 
assigned to watch for signs of Federation espionage. 

Y,Varian Sector 
Y'varian Sector is on the frontiers of Romulan space in the Beta Quadrant, 

near th e border of the Romulan Empire and the Taurhai Unity. 

IMPERIAL POLITICAL ROLE 
Until recentl y, Y 'varian Sec tor was one of many embroiled in a war between 

the Romulans and the Taurhai Unity, a neighboring interste ll ar empi re. W ith the 
cessation of hostilities between the Romulans and th e Taurhai, this sector has 
b ecom e the center for a new peace initiative, where Romulan and Taurha i rep­
resentati ves work to negotiate a treaty between the ir tw o c iv ilizations. The sec­
tor has attrac ted the attention of the Romu lan underground, since the Taurha i 
agree w ith many of their ideals. Several Romul an colonies se ized by the Taurha i 
remain under Unity control, creating some political tension and instability i n the 
region. 

DOMINANT RACES/CULT URES 
The possession ofY'varian Sector is currently disputed between the Romulans 

and the Taurha i . The Romu lans have several new col onies in the secto r, whi le the 
Taurhai sei zed control of a Ro mulan col ony and estab lished o n e of the ir o w n. 
Romula n c ulture predominates in the sector, but the Taurhai are becoming more 
inf luential, and there is some Ro mulan concern over the long-ra nge impact of 
the Taurha i p resen ce (espec i a lly in light of the Ta u rhai 's superior technology). The 
treaty negotiations w ill determine w hich civilization w ill have o w nership of the 
sector, and the fate of the co lonies in it. 

STAR SYSTEMS 
There are eight systems in Y'varian Sector, five of w hi ch are inhabited. The 

Romul ans maintain two colonies nearest the Romulan side of the sector, well 
protected by Romulan ships and a network of early-warning satell ites (which are 
of o nly limited u se against Taurhai ships). Near the Taurha i side of the sector are 
two other colon ies, one a Romulan colony seized b y the Taurhai and the other a 
Taurhai colony on the outskirts of the sector. The centra l system, the Paxar sys­
tem , i s the location of the Romulan!faurha i peace ta lks. 

HISTORY 
Y'varian Secto r i s a fronti er region for both the Romu lans and the Taurha i. The 

Romulans b egan exploring and establishing co lonies in the sector first. When the 
Taurhai attacked the Rom ulan Empire (see page 21 ), severa l o f the colo nies in 
the Y'var ia n Sector were the fi rst to fall to the Taurhai onslaught. The Taurhai 
placed the pl an ets unde r their control and began the process of " helping" their 
Romulan populations rea lize the errors in their culture and traditions, educating 
them to the c iv ili zed ways of the Taurhai Unity. 



- - - ------- ---- ------------ -- -------

Fo llowing the Romulan counteroffensive against the 
Taurhai homeworld, the Taurhai withdrew from all but 
one of the sector's Romulan settlements, and the 
Romulans have began the process of rebuilding their 
colonies. Both sides agreed to a ser ies of meetings con­
ducted on Paxa r IV to negotiate a peace treaty between 
the Empire and the Unity. The Romulans host the nego­
tiations, but the process has been extremely slow, given 
the differences between the two societies. 

Both sides have proposed, and a lternately rejected, 
vario us proposals, including the c reation of a neutral 
zone between the Empire and the Unity, the formation 
of independent "buffer sta tes," and even an eventua l 
unification between the two sides (proposed by the 
Taurhai). The c reati on of some type of neutral zone 
seems the most likely prospect at this time, but both 
sides cannot agree on the boundaries of such a zone, as 
well as the fate of the systems and worlds falling within 
this new zone. The two sides a lso disagree about the 
continued use of Taurhai subspace ships, which are 
capable of bypassing Romulan defensive systems, and of 
Romulan cloaking systems, which are capable of defeat­
ing Taurhai sensors. 

IMPORTANT WORLDS 

Paxar IV, an uninhabited C lass K planet, is the loca­
tion of the Romulanfrau rhai p eace talks. The conference 
talks take place on board Paxar Station, in orbit above 
the planet. The Romulans constructed the station specif­
ically for the peace negotiations, providing facilities for 
all the delegates, their staffs, and the Romu lan and 
Taurhai military personnel stationed there. 

Both Romulan and Taurhai ships are a llowed free 
passage through the system, but secu rity on the station 
remains t ight, to avoid the possibility of treach ery or ter­
rorist activities. The Romulans prefer to keep their con­
tact with the Taurhai secret from other interste llar pow­
ers, li ke the Federation and t he Klingon Empire, so Tal 
Shiar agents strive to p revent any security leaks and to 
keep the Taurhai delegates isolated from any "danger­
ous" information. For their part, the Taurha i respect the 
peace of the stat ion and do no t cause trouble. They 
spend thei r time observing the Romulans, learning all 
they can about Romulan civi lization, while doing th eir 
best to demonstrate their superior c u lture by example. 

A prime point of contention in the peace negotia­
tion s is Ga iu s, a Romulan colony world on the Taurhai 
side of the Y'varian Sector. The Taurhai seized control of 
Gaius ea rly in their conflict with the Romulans and h ave 
reta ined contro l of it ever since. The Taurhai attempt to 
convince the severa l thousand Romulan colonists o n 
Gaius of the correctness of Tau rhai culture, demonstrat­
ing how Romulan cu lture has gone wrong. A ltho ugh 
many Romulans cling to their cultura l bel iefs, many 
others have been swayed by the Taurhai, leading to a rift 
in the population between those who oppose Tau rhai 
occupation and those who welcome the Taurhai and 
their ways. The Taurhai claim the Gaian colonists wish 
to join the Taurhai Unity, w hile the Romu lans maintain 
that Gaiu s is their world and deny any claim on the part 
of the Unity. 

Severa l Taurhai aides on Paxar Station are Romulan 
Taurhai sympathizers from Gaiu s. The Tal Shiar has 
these individuals under close survei llance to determine 
if they h ave been in some way brainwashed or o therwise 
influenced by the Taurhai, and to l earn more about the 
current situation on Gaius. Th e Romulan military secret­
ly sm uggles weapons and supp lies to loya l ist Romulans 

on Gaius to help them overthrow the Taurhai, but the 
Romulan Senate does not wish to antagonize the pow­
erful Taurhai and risk a renewed conflict, so the ship­
ments are conducted w ith the utmost secrecy. 

The Taurhai 
HOMEWORLD 

C hi 'tan, the centra l world of the Taurhai Unity, is a 
high ly advanced world where a soph isti cated techno­
logica l c ulture coexi sts peacefully with the natural envi­
ronment. Chi'tan suffered considerable damage during 
the recent confl i ct between the Taurhai and the 
Romulans, and is in the p rocess of being restored to its 
former glory. 

HOME REGION O R SOVEREIGN 
TERRITORY 

The Taurhai Unity is an interstellar civilization locat­
ed in the Beta Quadrant, bordering on the Romulan 
Empire's antispinward flank. 

TRAITS COMMON T O THE 
SPECIES 

The Taurhai have an enla rged cran ium and beetled 
brows, coupled w ith a fai rl y narrow, pointed ch in and a 
sm a ll mouth. They have dark hair, typica lly worn long, 
but the top of the h ead is bald. They have n o eyebrows 
and their eyes are comp letely black, conta ining no iris 
or pupil. Taurhai body and limbs are l ong, slender, and 
graceful, and they have long, dexterous fingers. Taurhai 
sk in color ranges from pale tan to dark brown. They typ­
ically wear long robes with wide sleeves, decorated 
w ith glyphs and symbols representing the individual's 
various ach ievements. 

STORY NOTES 

The Taurhai provide a formidable adversary for the 
Romu lan Empire, having techno logy superio r to the 
Romu lans and a cu ltura l imperative that forces them 
into conflic t. They can a lso provide an unusual dilemma 
for Federation characters. Taurhai c u lture and id eals are 
simi lar in many ways to those of the Federation and 
Starfleet: equa l ity, personal excellence, and the quest fo r 
knowledge and understand ing. Were they to encounter 
the Federation, the Taurhai wou ld like l y seek an 
a lliance. 

Unfortunately, the Tau rhai do not believe in the 
Federation's policy of nonintervention, placing their 
own cu lture above those of other species; the Taurhai 
believe their superior ideology must be v igorously 
exported, by force if necessary. Although Taurhai culture 
has much in common with the Federation, their superi ­
or attitude and interference in the development of other 
civi l izations m akes them suspect. 

DESCRIPTION 
The Taurhai are a humanoid race that first developed 

c ivi li zation on their ho m eworl d of Chi'tan tens of thou­
sands of years ago. Si nce that t ime, they have fo llowed 
a steady path of progress up the evolutionary and tech­
nological ladder, and are now inten t on helping to b ring 
o ther species a long w ith them. 
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Taurhai society is based around indiv i du al ach ievement and excellence, a 
quality they refer to as taurite (tor- ree-TAY). Each Taurhai works to become the 
most developed, skil led, and capable person he can be. Taurhai are en couraged 
to seek exce llence in whatever fields t hey are most su ited for, and to broaden 
th eir ski ll s and knowledge continually into new fie lds of endeavor. 

Their soc iety produces fantastic amounts of art, architecture, culture, and sci­
ence, and such achievements a re valued and recognized by other Taurhai. By 
following the precepts of taurite and seeking perfection, the Taurha i believe they 
add to the substance of the universe, and contribute to the conti nued develop­
m ent of their species as a whole. 

The Taurhai philosophy includes a strong sense of duty and responsibility. 
Taurhai do not seek taurite merely for self-aggrandizement, but to take what they 
have learned or created and u se it to benefit others less fortunate than they. This 
philosophy a llowed th e Taurhai to create a p eacefu l culture d evoted to progress 
and the improvement of quality of life for all members of the society, rather than 
simply a privileged e lite based on things like weal th or heredity. To the Taurhai, 
a l l achievem ents com e full c ircle, serving the public good in m y riad ways .. 

As might be expected, the Taurhai have a love of activities w hich allpw them 
to excel, like organize d c ompetitions, sports, puzzles and tests of mental and 
intel lectual prowess, and so forth. Their competitions are rarely ad versari al. Each 
Taurhai str ives to achieve more than h e has before, an d ind iv idual achievement 
is recognized more than winning competi t ions. Th e Taurhai claim thei r species 
is insatiably curious and cannot resist a ch allenge. The Taurha i a lways want to 
know w h at is on the other side of a mounta in, or what lies in the uncharted 
regions of space. Their c uriosi ty and thirst for knowledge make th e Taurhai capa­
ble scho la rs, scientists, and explorers. 

Modern Taurha i c ulture is a meritocracy, a government b y those w ho have 
ach ieved the most in society. The Taurhai Unity is ruled by a Council of Worth ies, 
recognized as the most accompl i shed members of society, the wisest and most 
capable of the Taurha i th emselves. They are chosen as part of a lengthy com pe­
tition among the various contenders, and they are expected to maintain the high­
est standards of exce llence for th emsel ves and their subordinates . They p rovide 
an example to the rest of their people of the h e ights that they ca n achieve. 

Taurha i society is stratified based on indiv idual achievement. The Taurha i rec­
ognize that all lifeforms are entitled to certa in rights of dignity, fa ir treatment, 
and freedom from war, hunger, and other b asic concerns. By the same token, the 
Taurha i know that a ll b e ings are not "equal." Individua ls must be judged o n their 
actions and achievemen ts, rathe r than any p reconceived not io ns. Work is per­
formed b y those b est suited to do it. A Taurhai laborer high ly skill ed at his job 
receives n early as much recognition as a great statesman, scientist, o r ath lete. 
Those Taurhai who ac hieve more receive great responsibi lities and o pportun ities, 
whi le unde rachieve rs a re entrusted with fewer important tasks (but retain the 
opportunity to red eem themselves). Taurhai w ho achieve the most have a respon­
sibility to he lp guide those w h o have ach ieved less, for the good of a l l. 

When t hey ventured out into space, the Taurh ai appl i ed their ph i losophy of 
taurite to other spec ies they encountered. The first race the Taurhai met were the 
B iloreans, a humanoid spec ies that had reached ear ly Level Five technological 
development. Bilor II, the ir homew orld, was to rn by wa rs over the d iv ision of 
land and diffe rences in ph il osophy. Using th eir superior techno logy, t he Taurhai 
put an end to these wars and forced the Bil o rea ns to dea l w ith each other w ith­
o ut violen ce. They taught them the ideals of tau rite and how to I ive together in 
p eace. The Bi loreans ab andoned the ir primitive ways and were soon ass imilated 
into the Taurhai Unity. 

Over t he c enturies, the Taurhai h ave encountered m any o ther species on 
hundred s of d ifferen t worlds. Eac h time, the Tau rha i encountered a less-devel­
oped species in the throes of development and, each time, the Taurhai offered 
thei r assistance, the ir w isd o m , and their experience to help e levate the species 
ab ove its humble b eginnings to become a produ ctive member of the U n i ty. In 
this way, the Unity grew and the influence of the Taurhai spread . Ass i sting each 
new sp ecies often took conside rable t ime, but the Taurhai con side red it their 
duty, as the m ost developed species, to assist t he less-developed. 

CONFLICT WITH THE ROMULAN EMPIRE 
The Taurhai first encountered the Ro mulans in 2309 w hen a Taurhai 

explo rato ry vessel m ad e contact w ith a Romula n patrol ship on the edge of 
Romulan space . The Taurha i g reeted the Romu lans peacefu ll y, but were met w ith 
distrust and ca ution. The Romul ans a l lowed t he Taurha i to make the f i rst move, 
in order to gauge their intent and cap ab ili ties. Th e a l i en vessel simp ly requested 



an exchange o f know ledge and diplomatic g reeti ngs, 
and o ffered informatio n abo ut the Unity, the Taurha i, 
and the ir culture. In return, the Romulans o rdered the 
Taurhai to respect Ro mulan borders and w ithdraw fro m 
Romulan space, w hic h they did. 

Upo n studying the information about the Ro mulans, 
the Taurha i w ere disappointed. Although they possessed 
some techno log i ca l sophistication and cont ro lled a 
large interste llar Empire, the Romulans were not as 
developed as the Taurhai first had hoped. They were 
parano id, iso lationi st , and w arlike. They took w h at was 
given to them without offering anything in return . 
C lea rly, the Romulans were a species in need of what 
the Taurhai had to o ffer, whether they wanted it or not. 

H aving reached this conclusion, the Taurha i Unity 
sent a second vessel into Romulan space in 23 13. Th e 
ship m ade contact wi th a Romulan outpost and o ffered 
to share the Unity's advanced technology as well as the 
" cultura l education " the Romulans required to become 
a "c iv ilized " sp ecies. The Romulans correc tl y interpret­
ed this m essage as a p re lude to war and o pen ed f ire on 
the Taurha i sh ip. The retaliation crippled the o utpost 's 
defen sive system s, an d the Taurhai destroyed t he 
Romulan wa rb ird sent to intercept their ship. The 
Taurha i vessel then va nished fro m normal sp ace, down 
som e type of "subspace funnel," using tec hno logy pre­
v iously unseen by the Ro mulans. From that m om ent, the 
Rom u lan Emp ire and the Taurhai Unity were at wa r. 

From the very b eginning the Unity's g oals w ere clear: 
They wish ed to put an end to Romulan aggressio n and 
to "correct" the ir militaristic and racist culture-by 
force, if necessary. Th e Taurhai had no wish to harm the 
Romulan s, but would not be swayed from the ir obliga­
tions to them and to the rest of the galaxy. They would 
save the Romulans from their barbaric culture, eve n if 
they h ad to d estroy it and force it to beg in again. 

Fo r their p art, the Romulans found the Taurha i a fa r 
greate r threat than any enemy they had ever faced . N o t 
only w ere t he Taurha i technologicall y superio r to the 
Ro mulans, but th ey ch a llenged everything the Romulans 
held d ear. They dared to consider the Romul an Star 
Empire, the greatest civ ilization in the galaxy, to b e 
nothing m o re than a g roup of savages. They d enied the 
truth of D 'era and w i she d to impose a w eak philosophy, 
l i ke tha t of the Fe d e ration, upon the Romul an s. 
A lthough the Romulans found themsel ves g reatly o ut­
m atched aga inst the Taurhai, not a single vote in the 
Senate w ent against the declaration of war. Any true 
Romulan preferred death to the destruction of the va lues 
upon whi ch the Empire was built. 

To deal with the Taurhai threat , the Romulan s sev­
ered contact with other civilizations, partic ularl y the 
Federatio n, who m they feared the Taurhai might see as 
potentia l allies. The Empire devoted all its resources to 
war prep a rat ions, and began developing more advanced 
ships and weapons to f ight the Unity. 

The initia l stages of the w ar w ent q uite badly fo r t he 
Ro mulans. Taurha i ships and technology o ut m atc hed the 
Empi re at every turn . The Romulans quickly d iscovered 
that t he ir cloaking techno logy w as all b ut u seless against 
Taurhai sensors, and that the ir disrupters and to rped os 
w e re inferior to Taurha i shie lds. Us ing their s"ubsp ace 
funne l techno logy, Taurhai ships could app ea r v irtua l ly 
anywhere, stri ke, and withdraw before the Ro mulan s 
could respond . The Taurha i alway s carefully restri c ted 
themselves to military targets, avoiding damage to c ivil­
ian populations and sites, and the Romulan milita ry 
strugg led to replace their losses and build newer and 
more powerful ships. 

Finally, the Empire's f inest m i l itary and strateg ic 
minds estimated it w as onl y a m atter of time b efore the 
Taurhai broke dow n Romulan d e fen ses and overran the 
Empire. The Romulans fou nd th em selves f ighting a wa r 
of attrition, and the Taurhai could afford to take as much 
time as was needed t o wear down the Empire's fo rces. If 
t he Romulans had any hope of w inning the w a r, they 
need ed to go on the o ffen sive, to take the fight to the 
Taurhai themselves. If t hey cou ld strike a c ritical b lo w 
against the Taurhai, t he Ro mulans might be able to force 
them b ack. 

This daring plan ca lled fo r a f leet of Romulan w ar­
b irds using improved cloaking tech no logy to invade 
Taurhai space. The Ro mulan leaders hoped the new 
cloaking system might conceal the warbirds fro m Taurhai 
lo ng-range sensors, long enough for the f leet to reach 
C hi ' tan, the Taurhai homeworld . The re t he Romulans 
w ould carry out a savage bombard m ent of the pl anet's 
surface, an attack intended to d em orali ze and dishearten 
the Taurhai. The Romulans susp ected that, like the 
Fede ration, the Taurhai lacked t he sto mach fo r a re a l war. 

The gambit paid off, and the Battle o f Ch i'tan in 2 343 
spe ll ed victory for the Emp ire . Although Taurhai defense 
forces destroyed many of the attacking Ro mu lan ships, 
the bombardment of their ho meworld forced t he Taurhai 
to retreat back into their own space, and ended their 
attacks on Romulan worlds. In the p eace negotiations 
that followed, the Taurhai agreed to respect t he Empire's 
borde rs and the Romulans agreed to avoid Taurhai space. 

A lthough the savagery and cleverness of the 
Ro mulan attack surp rised them , the Tau rhai have not 
g iven up on the ir plans. More than ever, they believe the 
Romulan Empire po ses a threat to more civi l ized species 
and must be dealt w i th. The Ro m u lans p roved to the 
Taurhai that t hey still have new th i ngs to achieve, and 
the Taurhai enjoy n o thing m o re t han a good ch al lenge . 

TAURHAI TECHNOLOGY 
The Taurhai U n i ty rests on the c usp of Level Seven 

technological development. The i r technology incl udes 
sophisticated grav ity contro l, the creatio n o f temporary 
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~fii'~J~IJRHAI ·STAR DRAGON-CLASS STARSHIP 
~ik:.5'ass. and Type: Taurhai Star Dragon doss 
tv· .. . . · 
~if~ flu// 'Characteristics 
~1:;; size: . IO (1,500 meters long, 55 decks) 
~)Resistance: 5 
lt;: Structural Points: 200 
-~··:'-~ ··-:·- ·.' . ' - . 

:~iLP/Je~~tions Characteristics 
·~t:::;; ~rew/Passengers: 1,500/6,000 [7 pwr/round] 
ft{fJci~puters:'4 [4 pwr/round] 
~·jJransporters: 8 of each type [12 pwr/round] 
r~~::·Trador Beams: I av, I fv, I fd [2/rating used] 
;\-)· .. ·· ..... 
t n 'ropulsion and Power Characteristics 
lr>:Silbspace Funnel System: [I pwr/parsec] 
~1iimp~lse System: .75c/.9c [7 /9 pwr/round] 
,,~;..:· Power: 250 

~:;s~~soiSystems 
~JL~nfi'range Sensors: +2/14light years [6 pwr/round] 
fi;1}1i!~!a.l ~e_nsors: +2/llight year [4 pwr/round] 
~,~a~,1gaflon~l Sensors: +I [5 pwr/round] 
~I•t.~~?~ors Skdl: 5 
~t)~eap.oiJS Systems 
~;1;H~~vy Graviton Beams 
it.~Wr.' ·.<.Range: 10/30,000/100,000/300,000 
.• r. ,. · · Arc· All 
~\{\ · Ace~ .. racy: 4/5/7/10 
r.c.-,. .. D 28 
~!~·. >~.. .amage: 
1'+· .: ~ower: [28] 
~- •· .· · 

~>:Weapons Skill: 5 

~!fii);~en~ive Syst~ms . 
W;;' !llu.~ha• . Absorption F1eld 

I.:·~·:··.·.:.: :. ~::~. i~:~r/1 oo 
~$~· .. -,·~. . . . 

I
,,:~;D~.scription/Notes: Tourhai starships

1 
nicknam~d "sJar 

.-;~· ;~ragQn,s" by fhe Romulans, are long and SIJ!UOus. T_he1r des1gn 
·~.:~·uses modular segments connected m a senes behmd a mom 

z;~:: ··erigifieerin_g and command section. Structural force fields and 
f'{:'gravity induction units are used to control the shape and posi­
~4_ktliln :_of the individual segments, allowin9 the sliip to make 
*~f. s.ome very novel maneuvers by "coiling and "bending" as 
;¥:!:;-:: ne~.ded. ·. . . , 
;t}.\.' ': ·: The heart of the sh1p IS the wedge-shaped command and 

~FI:ii;;·.engine.ering. se.ction .. The bottom of this section is flat, with 
yconcov~ .gravimetric deflectors to p~rt and aft. The dors~l s_ur­

. -~Joce curves .down from the aft port1on of the wedge, thmnmg 

l•i:;:out toward the edges, similar to the saucer section of many 
~-~~; Federation starshi~s. 
#,, 0::·, ·This section of the shi contains the command center and 

~:f.~. e·n.·gineering sv.s.tems, indu~ng the sophisticated graviton con­
Jf.f(tr~lsystemswhich pr_ovi~e propulsion and power the subspace 

l ;i;dnve systell). Taurlim sh1ps_ are powered by total matter/ener­
~:~·gy 'conversiOn, transformmg any type of matter (usually 

Lstored stellar gases li~e h ilrog~nl. mto p_ure ene.rgy. !h1s ""!T;~IIows·for shipS to ~nctmn ror unlimited penods of lime Wlth­
t~~~- i1Uf need for refueling. 
it:::.:: ;· .Subli.9ht propu_fsio~ is provi~e~ by grqvity_ induction, 
"';ilf" allowmg the Taurhm sh1p to "fall' m any d1rect10n and at 

l :..spe. e .. ds. approaching the fastest impulse dnve. This generates 
.• ·a graviton wavefront around the Taurhai ship detectable by 
/: gravimetric sensors. 

'1[.~-.~.i -:·· ~ :: -.. -.: 

subspace "funnels" that connect distant points in normal 
space, and advanced manipulation of matter and ener­
gy. Their knowledge of subspace is particularly devel ­
oped, and forms the basis for much of their technology. 

A standard piece of technology used by all Taurhai is 
the shen, a combination tool, weapon, and social sym­
bol. A shen is an ornate metallic rod, approximately 
half a meter in length, decorated with engravings, pre­
cious metals, and gemstones. The decorations on the 
shen signify its owner's achievements and rank in 
Taurhai society. 

The rod is packed with complex nanocircuitry and a 
compact power source, allowing it to function as a com­
puter and communications device. It routes transmis­
sions through subspace, giving the shen virtually unlim­
ited transmission range (although extreme long-range 
transmissions still require some time to reach their des­
tination). A shen displays information through holo­
graphic projection and contains sensor devices more 
sophisticated than a standard Starfleet tricorder. 

The tip of the shen contains an advanced microtrans­
porter device that can instantly replicate various tools 
and attachments at the end of the rod. If a Taurhai engi­
neer requires a particular tool, he simply reconfigures 
his shen to provide it. Thus, a shen functions as a uni­
versal toolkit. The microtransporter can only affect rela­
tively small amounts of mass, up to approximately 10 
kilograms, allow ing a shen to transport small objects 
anywhere within its owner's line of sight. 

The microtransporter beam can also become a dead­
ly disrupter beam on command. The pale violet beam of 
energy from the end o f the shen can completely vapor­
ize almost any substanc e, d o ing damage simil ar to that 
of a Federation phaser rifle. 

The surface of the shen is equ ipped w ith a neura l 
induc tion interface. The dev ice interfaces w ith its 
owner 's brainwaves throug h to u ch , with no external 
c ontrols need ed. This inter face serves as an effective 
security m easure; if the she n d etects a different neural 
patte rn, it locks out a ll functions. If it d etects a non­
Taurhai brainwav e p atte rn, the shen uses its own trans­
porter field to disinteg rate itself. This prevents shen from 
be ing c aptured and fa lling into alien hands. 

Taurhai transporter and repli cator t echnology is 
capable of produ cing ex act copies of objects down to 
the quantum level. The Taurhai do not duplicate liv ing 
b e ings, because they con sider it a violation of the indi­
vidual 's unique ac hievements. They ca n, how ever, 
reproduc e all the other necessiti es o f life at w ill. Taurhai 
a rti sts still c reate o rig inal w o rks by hand, but commo n 
ite ms are all replicated . These devices h ave e liminated 
the need f or manual labor among the Taurhai as any­
thing othe r than a hobby or an art form. 



WORLDS OF THE EMPIRE 
he Romul an Star Empire encompasses hundreds of star systems and 
many hundred s of planets, far more than could be described in a 
book seve ra l times this si ze. This section provides profiles of a num-

ber of different Romulan worlds to offer the N arrator a sample of the 
variety found within the Empire, and to provide exam p les for th e c reation 
of new Ro mulan worlds. These planets are g iven in the standard format 
desc ribed on pages 256-260 of the Star Trek: The Next Generation RPG. 

Agurthan Outpost 
Planet Name: Agurtha 

Class: M 

System Data: One moon, w ith a Romulan monitoring base equipped w ith 
subspace te lescopes and oth er equipment to keep a watchful eye on t he 
Neutra l Z o ne. 

Gravity: 1 .06 G 

Year and Day: 41 2/26 

Atmosphere : Oxygen-n itrogen at slight ly lower than Earth-norma l pressu re. 

Hydrosphere: 60% contained in four large oceans; numerous sma ll lakes 
and seas. 

Climate: Warm and d am p at the equator, tem pera te toward the poles. Wide 
seasonal variat io ns in weather. Powerful storms a re common near the 
equator in spring and summer, becoming less frequent toward the polar 
regions. 

Sapient Species: Romu lans. No r)ative sentient species, a l tho ugh many 
forms of plant and animal life (both native and imported ) are abundant. 

Tech Level : Leve l Six (Romulan) 

Government: Military o ligarchy 

Culture: Romulan cu lture, w ith a strong p aram i li ta ry b ent. The vast m ajor­
ity of p eop le o n Agurtha serve or a re related in some way to the Romulan 
mi l itary p resen ce in the area . There is strong support for the ideals of D 'era 
and the Rom u lan Star Navy, and strong distrust of the Federation and its c it­
izens. Outsiders are v iewed with suspicion and are a lways reported to the 
authori ties. 

Affil iation: Romulan Sta r Empire 

Resources: Agu rtha has sufficient resources to make the outpost sel f-suffi­
c ient fo r a ll of its regu lar needs. Specialized military equipment and 
techno logy a re supplied by the Romulan government. 

Places of Note: Agurthan Outpost is the l argest settl ement on the planet, a ~ 
small c i ty of just over a qu a rte r mi ll ion Romulan cit izen s. The outpost has Y 
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a large military base for the Romulan troops on the plan­
et, along with civilian support facilities and quarters for 
family members and other personnel. The primary duty 
of monitoring the Neutral Zone lies with the lunar base 
(which does not have to contend with atmospheric dis­
tortions or other such problems), but the majority of 
Romulan personnel live on the planet. 

Ship Facilities: The Agurthan Outpost has facilities for 
the repair and maintenance of Romulan ships and other 
vessels friendly to the Empire. Romulan patrol vessels 
regularly pass through the area on routine patrols of the 
Neutral Zone border, and can be refueled and resup­
plied at the outpost. Shore leaves for Romulan crews are 
also common on Agurtha, which offers vast areas of 
unspoiled territory suitable for camping and hunting, 
along with the recreational facilities of the outpost itself. 
The outpost maintains a number of small interceptor 
craft for the defense of the outpost and the Neutral Zone 
border against any attack. 

Other Details: The Agurthan Outpost is one of the more 
popular along the border of the Neutral Zone between 
the Romulan Empire and the United Federation of 
Planets. Many of the border outposts along the Neutral 
Zone are located on desolate F and K Class worlds, 
either on the surface in pressure domes or based on 
orbital facilities. In addition to being an outpost, 
Agurtha is also a thriving Romulan colony world, a 
monument to the ideals of D'era and a symbol to all 
those who would challenge the destiny of the Romulan 
people to conquer the stars. Agurtha is located on the far 
side of the Neutral Zone from the Delta Quadrant, so it 
did not suffer the fate of severa l other Romulan border 
colonies which were attacked and assimilated by the 
Borg. 

Since the outpost is located in the same sector as the 
Hellaro Corva research station, the Tal Shiar pay parti c­
ular attention to the goings-on at Agurthan Outpost and 

carefully monitor all traffic through the sector. Many Tal 
Shiar agents have been placed on the planet, and a Tal 
Shiar liaison is assigned to work with the commander of 
the outpost. According to the Tal Shiar, these measures 
are merely 0 routine," but the commander and his senior 
officers know there is something going on, although 
they do not know what. The true purpose of the Hellaro 
Corva research center is not commoniy known, 
although several people suspect that is what the Tal 
Shiar are concerned about protecting. Any suspicious 
individuals (especially non-Romulans) on Agurtha are 
likely to be taken in and questioned by the Tal Shiar to 
ensure that they are not Federation spies. 

fiaius 
Class: M 

System Data: One moon, currently occupied by a 
Taurhai monitoring station. 

Gravity: 1 .05 G 

Year and Day: 322/26 

Atmosphere: Oxygen-nitrogen at approximately Earth­
normal pressure. 

Hydrosphere: 55% 

Climate : Seasons ranging from warm-temperate to cold 
and damp. Rainstorms common in the winter seasons, 
but snowfall is a rarity except in the polar regions. 

Sapient Species: Romulans and Taurhai. No native sen­
tient species. Native lifeforms limited to plants and 
lower animal life (insects and marine life). 

Tech level: Leve l Six, with some hig her-l evel Taurhai 
technology. 

Government: Dictatorship (Most Worthy Administrator 
a nd Guide of the Taurhai Unity) 

Culture: Originally, Gaiusian c ulture was entirely 
Romulan, w ith a strong pioneering attitude: resolute, 
with a strong believe in D'era and the destiny of the 
Romulan people. The recent conquest o f the planet by 
the Taurhai has led to an enforcem ent of Taurhai c ulture 
and beliefs on the population, many of whom h ave been 
influenced by the Taurh ai philosophies. Presently there 
is a war for control of th e planet's culture between the 
Rom ulan colonists and thei r Taurhai "guides," who seek 
to teach the Romulans proper, c ivili zed ways so that 
Gaius can be shown to the rest of the Romulan Empire 
as an example of the benefits that the Unity h as to offer 
its people. 

Affiliation: In dispute. The Romulan Star Empire claims 
Gaius as a colony world. The Taurhai Unity claims it as a 
protectorate, pending full membership in the Unity. The 
m atter of Gaius' affiliation is under discussion at the Paxar 
IV peace talk s b etween the Taurha i and th e Romulans. 

Resources: Gaius has considerable untapped resources . 
The colony is fa irly new, only a few years old, and has 
just begun to survey and assess the planet's resource 
potential. The Tau rhai h ave encouraged the Romulans to 



continue their work, with an eye toward more advanced 
means of gathering information and more p roper ways 
of utiliz ing plan eta ry resources for the benefit of a iL 

Places of Note: Th e Gaius Colony is the sole settl ement 
on the p lanet's surface. It is under the administration of 
Romulans, who are overseen by the Taurha i. Those w ho 
show an acceptance of Taurhai ways and c ustoms are 
g iven greater positio ns of authority in the colony and 
permitted to serve the Tau rhai Unity by further educat­
ing their peers. 

Ship Facilities: Gaius h as limited ship faci li ties, for small 
shutt lecraft and simi lar vessels on ly. Traffic on and off 
the planet is carefu lly m o nitored by the Taurha i for the 
protection of the p opulation from terrorists and to catch 
smugg lers attempting to bring weapons and similar con­
traband to Gaius. The lunar station a l so sca ns for 
subspace signals indicative of transporters, tracing any 
unautho rized transporter activ i ty to its source. 

The Taurhai maintai n a military p resence near Gaius 
at all times, to protect the planet from Romulan attack. 
At least one sta r d ragon rem ains in o rbi t o r patrolling 
nearby space, and the Taurhai have established a moni­
toring station on the planet's sole moon that observes 
the who le Gaius system, particularl y scann ing for any 
indica tions of cloaked Romu lan sh ips in the area. 

Other Details: On the surface, li fe in Gaius Colony con­
tinues normally, but te rrori st attacks against the Taurhai 
are becoming more and more commonplace. Taurhai 
autho r ities have responded wi th consid erable p atience 
and restraint. They wi sh to demonstrate to the c itizens of 
Gaius that they are n o t b arba rians who must meet force 
w ith force. Instead, Romulans loya l to the Taurhai are 
sent to infiltrate terrorist groups and expose them so they 
can be a rrested and tried by the authorities. 

The Romulan military and the Ta l Shiarwork to smug­
gle weapons and supplies to the terrorist groups f ighting 
against the Taurhai . Many in the Rom ulan Senate fee l this 
policy m ay bac kfire disastro usly one d ay if the Taurhai 
discover it, leading to renewed hostilities between the 
Empire and the Unity, a b attle the Empire is not assured 
of winning. 

Hasdrubal 
C lass: M 

System Data: No moons. Romu lan ore-processing sta­
tion located in high equatori al orbit. 

G ravity : 1 .2 G . H asdruba l's high concentrat io ns of 
m eta lli c ores an d heavy meta ll ic core contribute to its 
high g ravity. 

Year and D ay : 422/1 8 

Atmosphere: Th in ni trogen-oxygen-carbon dioxide 
atmosph ere; requires breathing equipment for long peri­
od of exposure (lo nger than about an hour), otherwise 
carbon-dioxide poison ing sets in. 

Hydrosphere: 30% surface water, m ostl y found in sma ll 
lakes. Highly active hydrosphere, with powerfu l plane­
tary storms and regular ra infal l. 

C lima t e : Hot and damp , w ith rap id and frequent 
c hanges in climati c conditions. Vio lent storms and 
strong winds are common. 

Sapi ent Species: None. On ly Romu lans and m embers of 
client spec ies engaged in mining operations inhab it the 
p lanet. 

Tech Level: Level Si x (Romulan) 

Governmen t : D ictatorship (Romulan military governo r) 

Culture: Rough, frontie r env ironment, populated by min­
ing personnel. Muc h of the co lony's populatio n is made 
up of outcasts and malcontents from Romulan society, 
w ho chose H asdrubal rather than face difficulties or c rim­
inal c harges back home. The colony is relatively p eaceful, 
though more v iolent than Romu lan society. Romu lan mi l­
itary personnel enfo rce order and a m ilitary governor 
oversees the colony, ensuring that it remains p roductive 
and law-abiding. The rest i s not a concern and the 
colo nists are allowed to handle their own intern al affa irs. 
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Affil iati on: Romulan Empire 

Resources: Hasdrubal holds rich deposits of talantium, a 
metal used in the construction of warbird hulls and 
other military construction projects. There are also rich 
deposits of aluminum, titanium, and various other met­
als and ores. The Romulans use advanced strip-mining 
techniques, literally tearing away and pulverizing the 
planet's crust to extract the needed materials. The ores 
are shot into orbit using mass-driver systems located 
near the planet's equator, aided by Hasdrubal's own 
rapid spin. An orbital mining station processes the ore 
and ships the refined metals out of the system. 

Apart from its mineral resources, Hasdrubal contains 
little of value. Once the planet's resources are exhaust­
ed, it w ill be abandoned, leaving only a planetary slag 
heap behind. 

Places of Note: Hasdrubal features some high mountains 
and deep valleys created by ancient seismic activity (the 
planet is seismically stable currently). These features are 
often the sites of mining operations, since they expose 
the largest veins of usable minerals nearest to the surface. 

The planet is ruled from Hasdrubal City, a midsized set­
tlement near the equator, which oversees the operation of 
the mass-driver faci I ities and the planet's sole spaceport. 

Ship Facil i t i es: Hasdrubal has only a single spaceport, 
near Hasdrubal City. The spaceport has facilities only for 
shuttles and cargo-loaders, not for larger ships. All inter­
stellar ships dock at the mining station in orbit above the 
planet, n ever landing on the surface. Mass-driver sys­
tem s are used to ship materials into orbit, where they are 
retrieved by the orbital facility for processing. The 
orbital stati o n has facilities for the maintenance and 
refueling of starships, but very limited repair and con­
struction resources. 

Other D etails: During the excavation of a new mine in 
the northern hemisphere, an unusua l artifact was uncov­
ered by Romulan miners. It i s a metallic obelisk, some 
three meters high, covered in alien writing that does not 
match anything on record with the Romulan military. The 
obelisk appears to be made of refined talantium, using 
technology of at least Level Five or Six development. Its 
composition is resistant to sensor scan s, possibly indi­
cating a core or inner layer of a denser material. Its 
origin is a complete mystery. There are no other signs 
that Hasdrubal ever supported any kind of sentient life, 
and the mine rs estimate that the obelisk was buried b y a 
vo lcanic eruption more than 250,000 years ago. 

The governor has ordered the obelisk shipped to the 
mining station for evaluation, and has alerted the 
Rom ulan Star Navy of the di scovery. The next ca rgo ship 
to dock at the station wi II take the obelisk and transport 
it to a Romulan scientific facility where it can b e stud­
ied . Rumors already ci rculate among the mine rs of the 
colony that the obelisk is some kind of remnant of 
advanced alien technology, or th at it indicates some 
kind of ill omen for the colony. 

He/lara Corva II 
Class: F 

System Data: No moons; one permanent space station 
in orbit. 

G ravi ty: 0 .8 G 

Year and Day: 261/28 

Atmosphere: None 

Hydrosphere: None 

C limate : None 

Sapient Species: None 

Tech Leve l: Level Six (Romulan) 

Government: None 

Cul ture: None 

Affiliation : Romulan Star Empire 

Resources: Hellaro Corva II has some mineral resources 
locked in the planet's crust, but its primary interest to the 
Romulans is scientific. 

Places of Note: The southern equatorial plains of the 
planet hold ancient ruins that Romulan archaeologists 
believe belonged to the lconian civilization. The ruins 
are buried beneath the remains of an ancient volcanic 
eruption, from the time when Hellaro Corva II was vol­
canically active. There is some speculation that the 
eruption was due to the gravitational stresses on the 
planet, or because of some lconian technology (inten­
tional o r otherwise). The ruins appear to be those of a 
small city, colony, o r sett leme nt. The Romulans have 
only begun uncovering th em. 

Ship Faci li t i es: The sp ace station in orbit over H ell aro 
Corva II has facilities for starships to dock and offload 
supplies and personnel, but very limited repair and 
maintenance facilities. 

Other Detai ls: The Romulan Astrophysical Academy has 
a permanent space station located in orbit over Hellaro 
Corva II in order to study and measure the Eye of Corva, 
a black hole o rbiting the m ain star of the ' system. The 
research invo lves a study of singularity phenomena, 
with an eye toward enhanci ng the performance of 
Romulan quantum singularity drives. The researchers on 
the station are a lso secretl y studying the lconia n ruins 
on the p lanet below, and reporting their findings direct­
ly to the Tal S hiar and the Romulan military. The project 
is top secret and not even members of the Senate are 
aware of it as yet, although some are becoming suspi­
cious. For more information on the Venturi us Sector, see 
page 92 of "The Romulan Domain ." 

Justarus 
Class: M 

System Data: Three moons: one C lass F, the other two 
C lass D planetoids. The C lass F moon, named Terek, is 
home to a sma ll lunar mining colony that provides 
material s for justarus and other nearby worlds. 

G ravity: 1 .08 G 
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Year and Day: 393/26 

A tmosphere: O xygen -nitrogen at slightly higher th an 
Earth-norma l pressure. 

Hydrosphere: 85%; the water on Justarus has a green ish 
co lor due to the abundance of sea plants and traces of 
copper. 

Climate: Temperate, but g iven to strong winds and pow ­
erful storms. A weather modification grid contro ls most 
of th e excesses of Justaran weather, channeling them out 
to open water where they have littl e effect on settled 
areas. 

Sapient Species: Romulans. No native sentient species, 
but many native forms of plant and animal life. 

Tech level: Level Six (Romulan ) 

Government: O ligarchy (Romulan planetary governor) 

Culture: Romulan. Ju staru s is an old Romu lan colony 
world with a long history, settled in the early days of the 
Empi re. I t has strong cu ltura l ties with the Romulan 
homeworlds, and tends to follow the lead of Romulus 
when it comes to cultural mores and trends. 

Affiliation : Romulan Star Empire 

Resources: Justarus has only limited minera l resources, 
most of them hidden deep beneath its oceans, where they 
are harder to access. Most minerals are mined from its 
moon Terek instead. The planet's oceans contain rich bio­
logical material, however, and form the basis for an 
extensive aquaculture industry, w hich grows a w ide var i­
ety of sea proteins and plants that are processed to make 
different types of foods. Many of the sea c reatures of 
Justarus are considered delicacies in the Romulan Empire, 
such as fressenor cavia r and Justaran she llfish. Justarus 
a lso has a healthy tourist industry among Romu lan c iti ­
zens w ho visit the planet for its thousands of kilometers of 
whi te beaches and many different aquatic activities. 

Places of Note: Bratokka, the capital city, is located on 
t he largest landmass, in the northern hemisphere. 
Justarus' l andmasses are a l l is lands, scattered across the 
surface of the planet. Bratokka is an old-sty le Romulan 
ci ty, with g raceful column and broad p lazas cut from the 
native Justaran coral in beautifu l shades of white, cream, 
pink, and go ld. The c ity contains the Unive rsity of 
Justarus, renowned for its many scientific programs, par­
ticularly in the li fe scien ces. 

The Korrin Archipelago is an equatorial co llection of 
tiny islands and ancient coral reefs teeming with exotic 
marine life. It is a favorite place for tourists to visit and 
relax. Many hospitali ty centers dot the vario us islands, 
and small boats and pl easure craft carry people from one 
island to another, often no further than crossing the street. 

The largest of Justarus' underwater cities i s Vola 
T'nor, a sprawling metropolis of unde rsea pressure 
domes o n the floor of the southern ocean reaches. The 
city has vast aqu aculture farms, and also serves as a 
research center for exploration of the justaran oceans 
and sea l ife. 

Ship Facilities: Stations in orbit over Justarus provide 
docking and maintenance fac ilities for arrivi ng ships. 
Repair fac ilities are limited, but capable of handing 

most types of routine repair work, at least sufficient ly to 
get a ship o n its way to a better equ ipped facility. 

Other Details: Justarus i s the homeworld of Senator 
D'mora, rival of Senator Solos from Quatel (see page 
1 05 for more information). 

PaxariV 
Class: K 

System Data: No m oons; one la rge orbital fac il ity (Paxar 
Station). 

Gravity: 0.75 G 

Year and Day: 287/18 

Atmosphere: Carbon dioxide-nitrogen 

Hydrosphere: 1 0%, locked into ice and atmospheric 
water vapor. 

Climate: Frig id cold, with moderate winds, but very lit­
t le atmospheric activity otherwise. 

Sapient Species: None 

Tech level : Level Six (imported techno logy) 

Government: None 

Culture: None 

Affiliation : None. Paxar IV is considered neutral territo­
ry between the Romulans and t h e Taurha i. Travel 
through the system is restri cted; unauthorized sh ips are 
turned back by p atrol vessels. 

Resources: Paxar IV h as some limited mineral resources, 
but l ittle e lse of material value. 

Places of Note: Paxar IV was once volcanica l ly active. 
Although long since cooled and stabilized, the planet is 
still riddled w ith ancient lava vents and tunnels among 
i ts rock formations. These tunnels and caves are occa­
siona lly u sed for clandestine meetings by Romulans and 
Taurha i u sing l ife-support equ ipment. 

Ship Facilities: None. Paxar Station has docking facilities 
for up to half a dozen ships at once, along with the nec­
essary maintenance and repair facilities. The facilities 
a re Romulan in design, and are best suited for hand l ing 
Romulan vessels. A lthough Taurhai ships dock at the sta­
tion, they a re serviced only by Taurha i c rews u sing what 
limited facilities are ava ilable for the Romulan ships. 

Other Details: Following the Battl e of C hi 'tan and the 
cease-fire in the Romulan/Taurhai War, both sides chose 
a neutral world between their areas of space to conduct 
a peace conference. Paxar IV was suitable because of its 
location and because it was not claimed by e ither side 
of the conflict, having little to offer by way of coloniza­
tion or resource potentia l. 

The Romulans constructed a space station in orbit 
over the pl anet w ith limited Taurhai assistance . Th e sta­
tion houses the p eace n egotiations and the var ious 
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delegates, ambassadors, and their aides, support staff, 
and security personnel. The station is off-limits to civil­
ian traffic, and located so out of the way that few, if any, 
vessels pass through the system b y chance. Both 
Romu lan and Taurhai ships and personnel provide secu­
rity fo r the statio n, and the Paxar system is con sidered 
n eutral space for both parties. 

Treaty n egotiat ions between the two interstel la r p ow­
ers are slow and p ain staking. A lthough both sides are 
currentl y not prepared .for a new conflict, they both 
know that the n egotiations are mainly to buy th em time 
to rebuild the ir forces and come up w ith new ways to 
c ircumvent the ir opponent's advantages. Thi s c reates an 
atmosphere of paranoia and cynicism on board th e sta­
tion and in the p eace talks. Although some of the 
delegates truly des ire peace, most know that the 
Ro mulan and Taurha i philosophies cannot coex ist 
peacefully. Sooner o r later, there wi ll be another wa r, 
and the Romu lans, at least, want to b e sure they can 
w in. 

In order to d o so, they are working to learn every ­
th ing they can abo ut the Taurha i: thei r bio logy, their 
culture, the ir laws, and, most particularly, the ir technol­
ogy. The station is f i lled wi th Tal Shiar spies and agents 
try ing to gather information on the Taurhai. So fa r, most 
of the ir efforts have been frustrated by superior Taurha i 
technology. They haven't given up, however, and they're 
currentl y working on the possibility of inserting spies 
into the Taurha i d e legation through connections on 
Gaius (see p age 1 00). 

For their part, the Taurhai trul y want to show the 
Romulans the error of their ways. While the Romulans 
hurt the Taurha i with the ir attack on the ir homeworld, 
they have not stopped them nor weakened their faith in 
their way of li fe. The Taurhai are certain the Ro mulans 
wi ll come around to their way of seeing things, sooner 
or l ater, wi ll ingly or not. 

Pollar 
C lass : M 

System Data: Po l lar is the la rgest moon of the C lass J 
Poi lus V III, a superjovian plane t in o rbit around Po i lus, a 
G-type star. 

Gravity: 0 .8 G 

Year and Day: Pol lar orbits the superjovian in 94 days 
and rotates on its ax is every 28 hours. Poilus V III orb its 
its sun every 4,322 days (approximately 12 Earth years). 
This produces complex cycles of day and night on the 
moon, parti c ularly during periods when it is ecl ipsed by 
the gas g iant. 

A tmosphere: Oxygen-nitrogen at approximately 1 .2 
times Earth normal pressure. 

Hydrosphere: 50%; scattered among numerous lakes 
and ri vers. 

C limate: Dim, hot, and damp. Heat radi ated from Poi lus 
VII I m akes the enti re moon a trop ical environment, even 
though light levels are less than half of Earth-no rmal 
d ay light. Li feforms a re adapted to the low- light env iron­
ment. Most plan ts have broad, dark foliage, and vario u s 
forms of fungi are common. 

Sapient Species: Po l larians. Sma l l humanoids with large 
b lack eyes and overdeveloped ears, Pollarians have pale 
skin and no body hair from their warm, dim environ­
m ent. The ir eyesight is extremely sensitive, extending 
partiall y into the infrared portion of the spectrum. Bright 
v isible l ight is extremely p ainfu l to them. Their hearing 
is likewise quite sensitive, leading the Poll ar ians to 
speak quietly by most humanoid stan dards. 

Tech level : Leve l Four, w it h som e exampl es of higher­
leve l technology acquired from interstellar trade (below). 

Government: Largely feuda l, with several la rge nat ion­
states and many smal ler o n es. Wars and trading 
al liances are common. 

Culture: Highly curious and mercantile. Strong, growing 
middle class and early industrial developments leading 
to the ri se of capitalism and the rapid exploitation of 
resources. Trade and wealth are strong motivating fac­
tors; Pollarians measure success and happiness by an 
indiv idual 's wealth and materia l possessions_ Feudal 
fa milies are often owners of great wealth, but mercantil­
ism is beginning to redistribute some weal th to the 
middle class. 

Affiliation : Independent trading partners of the Breen 

Resources: Pollar h as large d eposits of val uab le miner­
a ls, inc luding di l ithium. The Pol larians have been 
unable to make ful l use of m any o f these resources, so 
they trade them to the Breen in exchange for more 
advanced techno logy and oth er u seful items. 
Competition is f ierce among the noble fami lies and trad­
ing houses for the Breen's business but, th us far, the 
Breen prefer to favor the Langel! Commonwea lth, the 
largest and most prosperous Pollarian nation. With 
Breen assista nce, the Commonwealth is rapidly expand­
ing and exerting power over its neighbors. 

Places of Note: Ovus-Fal, the capitol of the Langel! 
Commonwea lth, is the largest city on the moon. It is 
a lso the contact point between Pollarian and Breen 
traders. It is a spraw ling cliff c ity, buil t along t he wa lls of 
a vast, deep valley w ith m any different levels and layers. 
Narrow bridges span the va lley at va rious heights, 
a llowing for movement from one side o f the city to the 
other. The valley fl oor is largel y given over to park land 
and recreation, w ith a r iver and several small lakes. 

Ship Facilities: Very limited. The Breen have establ ished 
a landing field at t he north end of the Ovu s-Fal valley for 
cargo shuttles and similar craft. Most sh ipments and p er­
sonne l a re beamed to and from the surface. Pollarian 
technology is insufficient for anything but the most 
primitive repairs to Level Five or greater techno logy 
wi tho ut extensive amounts of work. 

Other Details: The Poilus system lies within the largely 
unexplored Tu ll us Sector of t h e Romulan Empire. 
Al tho u gh it has no t yet been discovered by the 
Romu lans, the moo n h as been discovered by Breen 
traders, w ho h ave a strong interest in maintaining their 
monopoly on Pollarian d ili thium an d o ther mineral 
resources- To protect their interests, the Breen may 
attack Romulan sh ips coming into the area an d wou ld 
certain ly arm or suppl y the Po lla ri ans to f igh t off a 
Romulan invas ion, if necessary (provided there w as 
minimal risk to t he Breen themselves). 



Qua tel 
Class: M 

System Data: Quatel has one moon, home to a Romulan 
mining and shipping facil ity. 

Gravity: 1 .2 G . Quate l has stro ng gravity due to the high 
concentrations of metals in its core. 

Year and Day: 468/32 

Atmosphere: Oxygen-nitrogen; slightly lower tha n 
Earth-normal pressure. 

Hydrosphere: 60% surface water, mostly locked into 
massive glaciers and polar i ce-caps. 

Climate: Frig id and c lear, with occasional fie rce snow 
and i ce storm s. 

Sapient Species: Quatellians (humano id, with fatty sub­
derma l t i ssue dep osits providing protection from 
extreme co ld), approx imately 3 bi llio n; Romulan, 
approximate ly 35 million. 

Tech level: O ri g ina ll y Level Two, c urrentl y Level Five­
Leve l Six due to importation of Romula n technology and 
education. 

Government: O ligarchy (Romul an p l anetary governor) 

Culture: Highly industrious and eager to please, focused 
on work and the support of family. 

Affil iation: Protectorate of the Romulan Star Empire 

Resources: Extensive mineral, metal , and crystal 
resources. The planet is covered w ith mines and factories 
producing refined meta l ores and m etal goods, including 
titan ium composites. There is a lso a thriving industry in 
c ut and refined gem stones and locally c rafted jewelry. 

Places of Note: Qua'no' l os (" th e Stone Heart") i s the 
planet's largest an d most spectacu lar mountain range, 
featuring g lacially sculpted terrain, h ig h cliffs, and deep 
canyo n s. Th e region is fi lled w i th m ines and factories, 
along with domed living fac i lities protected from the 
frozen c limate . Nearly a ll travel is hand led b y shuttles 
and o ther a ircraft, since the terra in is too rocky and 
treachero us for ground vehicles . 

Ship Facilities : There are landing fac i lities for shuttles 
and smal l c raft near a l l major popu la t ion centers. Mass­
driver systems are used to launch payloads of m ater ia ls 
into low p lan eta ry orb it fo r recovery by transport ships. 
Orbital stations han dle ship transfers and resupply ing, 
coordinated f rom lu nar command faci l i ties. Limite d sh ip 
repair and spacedock facil it ies i n orb it. 

Other Details: The Quate l l ians are a peaceful race and 
loya l cl i ents of t he Romu lan Empi re. They are heavy, 
broad humano ids w ith somewhat maskl ike features due 
to the fatty d eposits under their skin, which allow them 
to handle exposure to the cold cl imate of their home­
world. Quatel l ians are hard workers w i th a strong desire 
to please. Thei r native dress is made up of anima l fur 
parkas, pants, an d mittens, but most Quatellians have 
adopted quasi-Romulan sty le clothing since their induc­
tion into the Empire. 

They have comp letely abandoned their earlier, prim­
i t ive cu ltu re in favor of Romu lan va lues and ideas, save 
for a few m inor cu l tural elements, such as the use of 
face-pa in t ing for d ecorati o n (ori g ina lly part of a 
Quatelli an spiritual and religiou s r ite) . The Quatellian s 
credit the Romu lans for rais ing their c u l ture out of bar­
barism and g iv ing them the opportunity to be productive 
m em bers of a great empire. 

Subera Penal Colony 
Class: H 

System Data: Three small moons. One holds a n orbital 
security and monitoring statio n for the planet, w hich has 
three sma ll interceptor craft for p lanetary defense. 

Gravi ty: 1 .08 G 

Year and Day : 3 4 5/27 

Atmosphere: Nitrogen-carbon dioxide at 0.8 Ea rth-nor­
mal pressure. 

Hydrosphere: 10%, a l l locked into polar i ce a n d water 
vapor. 

Climate: Hot and d ry, wi th stro ng winds and regu lar 
sandstorms that sweep across the surface. High l evels of 
ionic radiati on in the upper atmosph ere p revent th e use 
of t ransporters to an d from the planet's su rface. Powerfu l 
e lectrical discharges in the upper atmosphere are com­
mon. 

Sapient Species: N one 

Tech level: Level Six (Romulan) 

Government: Mi litary di c tatorship (Romulan p lanetary 
governo r) 
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Culture: Extremely limited. Prisoners are expected to 
obey a ll orders from the military governor and any 
Romulan personnel. Otherwise the planet is given over 
to anarchy. 

Affiliation: Romulan Star Empire 

Resources: None 

Places of Note: The Subera faci I ity is a large c ollection 
of pressure domes and structures on one of Subera's flat 
desert plains. It is a Romulan prison fac ility for the hold­
ing of cr iminals and politica l d i ssidents. The facility 
currently h olds around 100,000 p ri sone rs of various 
species and it is reputed to be escape-proof. The outside 
environment is unlivabl e w ithout the use of a breath ing 
apparatus, and the only way off the planet is by 
Romulan shuttle to the lunar monitoring base. Anyone 
attempting to leave the surface without authorization is 
shot down by Romulan interceptor ships. 

Ship Facilities: The p lanet itself has facilities on ly for 
p ersonnel shuttl es, wh ich ferry prisoners and personnel 
in from the lunar command faci lity. The command facil­
ity has administrative quarters and offices and more 
extensive docking facil i ties for larger ships, a lthough 
transfers of personnel and equipment are still via shut­
t les o r transporters (which function normally outside the 
planet's atmosphere). 

Other Details: Subera is fairly typical of a successfu l 
Romulan penal colony. The prisoners are all owed consid­
erabl e freedom within the limits of the pressure domes. 
Apart from obeying the gu ards (who are rarely seen), pris­
oners are l argel y left to fend for them selves. Packs of 
gangs are common, organized around strong leaders. The 
gangs enforce their own rules on the other prisoners and 
often extort food (the on ly va luable resource) from their 
fellows, as well. Occasiona lly, the Romu l ans select pris­
oners for use in medical or scientifi c experi ments, as well 
as conduct behaviora l studies of prison society. 

Sentences to Subera are nearl y a lways for l ife, and 
prisoners sent to the planet are genera lly never heard 
from aga in. The facility is often used b y the Tal Shiar to 
make someone " disappear. " It keeps a pri soner in the 
Subera faci I i ty for as long as he is u sefu I, conducting 
lengthy interrogations to gath er information . Prisoners 
who " b e long" to the Tal Shiar are often given prefere n­
tial treatment (for as long as it serves th e Tal Shiar's 
interests to do so). When the Tal Shiar is finish ed, the 
prisoner is left to rot in the prison. Such former 
"favorites" rare ly last l ong in the prison environment. 

Sudelia Ill 
Cl ass: M 

System Data : Two moons, both uninhabited. 

Gravity: 1 .1 G 

Year and Day: 382/27.5 

Atmosphere: Oxygen-nitrogen at slightly lower than 
Earth-norma l pressure. 

Hydrosphere: 70%, contained in three large oceans and 
severa l sm aller seas and lakes. 

Cl imate: Temperate, wi th moderate rainfall and mild cli­
matic changes. 

Sapient Species: None. Lower forms of animal and p lant 
life are abundant, includ ing high-order mammals, rep­
tiles, and insects. Large forests cover the major 
landmasses. 

Tech Level: Level Five-Six 

Government: Romu lan colonia l governor 

Culture: Pioneering and occasionally harsh. Although 
the Romulan colonists subscribe to most of the same 
cultural ideals as other Romulans, the needs and 
requ irements of life on a new planet lead them to be 
str icter and more reserved than other Romulans. Laws 
are firmly enforced, since unlawful acts can endanger 
the surviva l of the co lony as a whol e. The success and 
survival of the colony is considered paramount, and the 
governor has broad powers in enforcing the l aw. 
Cultural pursuits are limited, whi le construction, explo­
ration, and development activities are emphasized. 

Affi l iation: Romulan colony world . Currentl y not repre­
sented in the Romu lan Senate until it ach ieves 
self-sufficiency and independent status. 

Resources: Extensive plant and anima l resources, along 
w ith va rious minera l resources. Resources currently 
devoted solely to the construct ion and maintenance of 
the co lony. 

Places of Note: The Valley of Jandara is a deep, w ide 
canyon cut across the northern continent of Sudeka, 
most likely by some kind of erosion pattern over the 
course of millions of years. The valley i s lush with vari­
ous kinds of p lant life, and layered w ith d i fferent 
ecosystems that stretch from the valley floor, two k il o ­
meters deep in some places, up a long the s loping sides 
to the top. The wide Jandara River flows a long the bot­
tom of the va lley, while j'akta, flying reptiles sim ilar to 
sma ll er versions of Ea rth pte rosau rs, nest in the hig he r 
e levations. 

Ship Facilities: Limited. A b are-bones l anding facility 
ex ists near th e colony, suitable for shuttles and small 
cargo vessels. Most equipment and supplies are beamed 
down to the colony from orbiting vessels. The heavy 
fo li age over the rest of the undeveloped land makes ship 
landings difficu lt. 

Other Details: Sudeka is a new Romulan co lony world, 
establi shed a few yea rs ago. The p lanet is ideal for colo­
n i zat ion: temperate c limate, no sentient l ife, but 
abundant plant and anima l l ife. The on l y potential prob­
lem is the fact that it I ies close to Breen space, and there 
have b een reports of Breen p i rates raiding ships in the 
area. No Romulan ships have been attacked yet, but one 
Ferengi merchant ship contrac ted to del iver supplies to 
the colony was attacked and looted, making other mer­
c hants reluctant to t ravel to the new co lony. The 
Romu lan Star Navy has plans to dispatch a ship into the 
a rea to sea rch for the pirates and put a stop to the raid­
ing. Until that happens, the colony itself may have to do 
without som e various suppli es, like repli catio n equip­
ment and medical suppli es. The co lonists are d o ing their 
best to get food and medicines from native materials in 
the meanwh ile. 
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Tareus Shipyards 
Class: J 

System Data: Twelve moons, a ll F, G, or K C lass. Six of 
the m oon s h o ld Romulan facilities for sh ip con stru ct io n 
and repai r, a lo ng w ith min ing facilities. Severa l orbita l 
stat io ns are pl aced at points around Tareus to handle 
repa i rs, constructi on , m ateri a ls transfer, an d o ther tasks. 

G ravi ty: 3.2 G. Most of the system 's moons h ave g rav i­
ties ranging from 0.4 G to 0.8 G. Artific ia l g ravity is 
uti li zed w ithin ground stations and on board ships. 
Microgravity is common w ithin orbital factories, to 
a llow for the manufacture of certain alloys and parts. 

Year and Day: 4,1 61/ 18 

A t m osphere : High concentratio n s of hydrogen , 
m ethane, ch lo rine, and oth er gases at f ive times Earth­
normal pressure. Moons h ave limited or trace 
atmospheres for the most part. 

Hydrosphere: None 

Climate: Cyclonic sto rms and high w inds a re common. 

Sapient Species: None 

Tech level : Level Six (Romulan) 

Government: Military o liga rc hy (Romulan Star Navy) 

Culture: Romulan military 

Affiliation: Romulan Star Empire 

Resources: The moons of Tareus contain substantial 
am ounts of m etals and mineral resources (including 
talan tium deposits, wh ich are nearl y exhau sted), along 
wi th hyd rogen gas. Mining operations strip usable mate­
ria ls from the moons and send them to the sh ipyards fo r 
use in construction and m aintenance. Regular ship­
ments of ou tside m ater ia l s are ferr ied in to the system 
using clo'aked ca rgo sh ips, to keep the location of the 
shipyards secret. 

Places of Note: Tareus IV, the largest moon , h o lds the 
central shipbuild ing and administrative faci li ty for the 
system. The moon has a trace nitrogen-ca rbon dioxide 
atmosphe re. 

Ship Facilities: Extens ive. The Tareus system holds the 
prime shipyards for th e Romulan Star Navy, constructing 
all classes of ships used by the Navy and in charge of the 
development and testing of new prototypes. The ship­
yard s have repa ir fac ilities for up to twenty starships at 
o nce, and they are generally in the process of building 
at least four new sh ips at any g iven ti m e. Most of the 
repair faci lities are located in orbit around the gas giant, 
i n stationary o rbits that make them accessible to the 
lunar faci li ties, w hic h handle admini stra ti on, resou rces, 
and most o f t he design and deve lopment work. 

Other Details: The location of the Ta reus Shipyards is 
co nsidered a state secret by th e Romulan Empire. T he 
Tal Shiar works h ard to keep the location of the ship ­
yards from fa lling into enemy hands. The Federatio n, the 

Klingon Empire, and several other stellar p owers w ould 
very much like to know the location of Tareus. 

Thus far, the vigilance of the Tal Shiar has kept that 
info rmation secret, but only because the t ightest and 
stri ctest security measures are observed at the si te. All 
sh ips traveling to Tareus must do so under cloak, even 
tho ugh they are in Romulan sp ace. Ship s cleared to trav­
e l to and from the system are tho rough ly checked and 
cleared b y the Tal Shiar, and regular ran dom searches 
a re required as part of the secu rity p rotoco l. 
Unidentified ships entering the system are destroyed 
without warning . 

The Tareus Shipyard s are currently working on new 
ship designs to incorporate improvements developed 
during the war w ith the Taurhai, partrcu larl y new sensor 
and cloaking techno log ies. One of the lunar fac i lities is 
devoted entirel y to the development of new quantum 
singularity propu lsio n and power techno logies, isolated 
from the rest of the facility in case of accidents. The 
faci l i ty is currently attempting to unravel the secrets of 
th e Taurhai subspace fu nnel technology, but with very 
li tt le success, since no working examples of the tech­
nology are available. 

Tegedaar 
Class: M 

System Data: Tegedaa r has two moons, on e med ium­
size d and the other a small , rocky planeto id. There is a 
Romu lan spacedock facil ity located o n th e larger moon. 

Gravity: .93 G 

Year and Day : 380/23 

Atmosphere: Oxygen-nitrogen, with Earth-normal pres­
sure. 

H ydrosphere: 65% surface water in several large 
ocean s; many seas and lakes. 

Climate: Temperate, with frequent ra infall and mi ld sea­
sonal vari at io ns. 

Sapient Species: Tarquin (humanoid, g ray skin, en larged 
foreh eads, go lden eyes, native em path ic ability), 
approx imate ly 2 bi ll ion; Romu lan, approximately 5 mil­
lio n. 

Tech level: Native technology orig ina lly Level Three. 
C urrentl y in possession of some Level Six Ro mulan tech­
nology. 

Government: Originally democratic. Currently military 
o li ga rchy under the Romu lan Empi re. 

Culture: Peaceful philosophical culture focused on art 
and developmen t o f t he spiri t. H igh ly empathic and 
accepting of outsid e rs. 

Affiliation: Pro tectorate of the Romu lan Star Empire. 

Resources: Pl ant and mineral resources, artworks (pa r­
ticularly fine pottery and ceramics). 

Places of Note: G es-Tenna ra, the capi tal city, is famed 
for its a rchitecture and artwork. I t is home to more than 
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a million Tarqu in and is also the seat of the Romulan 
milita ry government on Tegedaar. 

The Tarquin Temple of Contemplation, i n the nearby 
Voltin Mountains, is a famed site for Tarquin sp iritual 
seekers, where they develop their empathic abi li ties. It 
is said that the great spiritual masters of the past 
achieved complete empathy w ith a ll l iving things, a kind 
of oneness with the universe. Romul an authorities 
bel ieve the temp le may be a haven for members of the 
Tarquin Underground. 

Ship Facil i t i es: Landing areas near major c 1t1 es for 
Romulan ships. O rbita l spacedock facility for repa ir and 
mainten an ce of Romu lan military vessels o nl y. 

Other Detai ls: The native population, the Tarquin, are 
under the rule of the Romulan Empire, wh ich conquered 
thei r world severa l decades ago. Some Tarquin are g iven 
to passive resistance of the Romu lan occupation, and a 
small underground has formed, made up ofTarquin who 
are w illing to p ut as ide their race's traditiona l abhor­
rence of violence in order to d rive the Romulans off 
Tegedaar. 

Tige/is VII 
Class: M 

System Data: Two sma ll moons and a fa int ring, visible 
from the p lanet's surface at night as a shimmering silve ry 
path across t he sky. The Ring of Tigel is is considered one 
of the great natura l wonders of the Romul an Empire. 

Grav i ty: 1 .1 G 

Year and Day: 386/28 

Atmosphere: Oxygen-nitrogen at slightl y higher tha n 
Earth-no rmal pressure. 

H ydrosphere: 65%, found m a i nly in three major 
oceans. 

Climate: Temperate, with mild weath er patterns and reg­
ular ra infa ll . A s light ionic ch arge in the atmosphere 
g ives most of Tigel is a feel similar to that of Earth fo l­
lowin g a thunderstorm. M any Romul ans conside r the 
pl anet's atmosphe re and c limate rejuvenating. 

Sapient Species: Romu lans. No n ative sentient species, 
but many native forms of p lant and animal li fe. 

Tech Level: Level Six (Romulan ) 

Government: O l igarchy (Romu lan p lanetary governor) 

Culture: Romulan. Tigelis is an old Romulan colony 
world, so the inhabitants are strong ly influenced by the 
c ultural mores and trends of the Romulans core worlds. 
Tigelis itself often helps to set t rends in fash io n, cu isine, 
and the arts. Most of the inhab itants are staunc h sup­
porters of the idea ls of D'era and Romulan life. There is 
sti ll a pioneer spirit among the people of Tigelis V II, a 
can-do atti tude that gives them a reputatio n as innova­
tive and hard worki ng. 

Affil iat i on: Romul an Star El!lpire 

Resources: Tigelis has many different mineral and bio­
logical resources, particu larly the rich ecosystem of its 
arborea l forests, which yield volumes of new biological 
research each year. The planet has a large artistic com­
m unity, known for the cleverness of its crafts, poetry, 
and performance art (especially plays based on some of 
the cl assica l Romulan epics, like The Trials of Tel/us). 
Tigelis also hosts a thriving tourist industry. Hundreds of 
thousands of Romu lans travel to the planet to take 
advantage of i ts spectacular natural beauty an d the out­
door activities and to enjoy its cu lture and atmosphere. 

Places of Note: Ronikar, the capita l c i ty, is a sh ining 
example of Romu lan a rchitecture, w ith bu i ldings and 
plazas to rival those on Romulus itsel f. Statues and 
sculptures are quite common, and the tree-lined streets 
are w ide and fi lled with pedestrian traffic. The city is 
located on the shore of the A rex Sea, kept cool by con­
stant sea breezes and offering spectacu lar sunrises and 
various forms of aquatic recreation. 

The nearby Jolannian Mounta ins provide a scenic 
backd rop, as well as providing opportunities to ride 
garthan, native mounts w hi ch look like large mountain 
lions w ith mottled gray fur, quite sure-footed in the 
rocky mounta in terra in . 

Ship Facilities: Ron ikar has a spaceport for p lanetary 
vessels, and o rbi ta l facil i t i es exist for the docking and 
m a intenance of starships. Repai r facilities are limited, 
but more th an capable of handl ing minor repairs and 
system upgrades. 

Other Details: Th e scen i c and peacefu l world of Tige lis, 
a lo ng with the whole of the Tiber Sector, has recently 
suffered a disastrous outbreak of Phyrox Plague. The 
shin ing streets of Ronikar are cleared of a ll but essential 
military personneL Citizens cower in their homes hop­
ing to protect themselves, or else take to the streets in 
riots to protest and demand action from the government. 
All t ravel to and from Tigelis VI I is forbidden, crippling 
the p lanet's once prosperous tourist industry and trap­
p ing many tour ists on the planet, unable to return ho m e. 
The p ressure o n Tigeli s builds to a fever pitch, and more 
v iolence w ill likely erupt un less something is done 
soon . Present Romu lan medical efforts are simpl y not 
suffi c ient. 

Senator Jollen Merek of Tige lis V II has p roposed the 
ra d i ca l idea of seeking Federation aid to end t he pl ague 
on his ho meworld, but the Romulan Sen ate rejected hi s 
pl an. Senator M e rek may take it into his own hands to 
end the plague (see page 42 of Romulan Characters for 
more information). 



OMULUS 
verdant world of majestic vistas, sweeping plains, towering moun­
tains, and seas of blue and purple, Romulus is the heart and soul of 
the Romulan Star Empire. Known to citizens of the Federation sim-

ply as the capital of the Empire, to the Romulans Romulus holds a much 
greater importance: It is their native land, the world they invariably think 
of when thoughts turn to home, family, and peace. Even the most battle­
hardened Romulan warriors get a nostalgic look in their eyes when they 
think of Romulus, the homeland they fight to protect and whose glory they 
ever strive to enhance. 

The rich and detailed tapestry of life on Romulus cannot be described 
in thorough detail, of course; the Romulans themselves have written thou­
sands of books on the subject, and more always remains to be discovered 
about their world. This chapter instead concentrates on the broad perspec­
tive, the high points, the references that will intrigue and inspire. The pre­
cise details needed for an in-depth character background or a scenario are 
left to the fertile imaginations of players and Narrators. 

The Planet 
Romulus i s a Class M world approximately 14,000 kilometers in diam­

eter at its equator, making it slightly larger than most Class M worlds (such 
as Earth). Its atmosphere contains the oxygen-nitrogen mix typical of such 
worlds, without major con centrations of other gases or even, at this stage 
in its hi story, muc h in the way of g reenhouse gases or other pollutants. The 
inhabitants of other worlds in the Empire, particularly Remus, envy 
Romulus' fresh, clear air. 

In fact, Romulus could be considered a model Class M world. Unlike 
worlds on the fringes of the Class M category, it has a wide variety of 
ecologies and env ironments. As a travel er moves from the ice-covered 
polar regions toward the equator, he passes throu-gh northern temperate, 
temperate, subtropical, and finally tropical regions, each containing i ts 
own distinctive flora and fauna. In some regions geograph i c and atmos­
pheric conditions have conspired delightfully to c reate pockets of unusual 
climate o r wildlife, further enha nc ing Romulus' biodiversity. 

The planet's climate mirrors this environmental var iation. Although it 
has an average temperature of approximately 2 1° Celsius, the actual tem­
perature differs w ildly based upon the location and the season; Romulus 
has its beautiful, sunny days, sweltering ly hot days, and bitter, gray winter 
days. It also h as generous rainfall-an average of over 120 centimeters, 
with som e tropi ca l regions getting much more. Thunderstorms occur fre­
quently during the summer months, and in the flatter regions of the tem­
perate zone, tornadoes can a lso develop during that time. Due to the fact 
that it has only one large ocean, Romulus experiences few hurricanes or 
typhoons (kel'thrar, in the Romulan tongue); only the eastern coast of 
Brel'kar and western coasts of Umrika and Valcaria suffer from them. 
Sometimes one of these fierce storms squeezes through the Tereli x Strait to 
devastate the islands of the Apnex Sea before it plays itself out. 

CONT INENTS AND ISLANDS 
Five continents- Brel'kar, Folloss, Novak, Valcaria, and Umrika-cover 

the face of Romulus. They range from Brel'kar, the largest, most ecologically 
diverse continent, and the home of the majority of the Romulans on the 
planet, to Folloss, a small continent rising out of the sea between Novak, ~ 
Umrika, and Val cari a with a mostly tempe rate climate. Brel'kar includes the ' 
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planet's highest point, Mount Al'kathel, in the Kae'raktar Mountain chain; 
the lowest point is the Val ley of Fire in the Ar' hael D esert of southern 
Novak. 

In additio n to continents, islan d s have been generously sprinkled across 
Romulus' seas. According to the Grand Survey of the an cient Romulan 
explorer Lerod an , the re are over 400 islands at least one kilometer square 
on Romulus, as well as hundreds of smal ler isl ands. The largest concentra­
tions of i slands are the D 'vrex Archipelago between southern Brel'kar and 
southern Novak, the Sath' har Archipelago in th e eastern Apnex Sea, and 
the wintry Uulmar Islands near the p lanet's a rctic reg ion. 

Romulus is a world of seas, rather than oceans. Only one body o f 
w ate r, located between the cont inents of Brel'kar, Umrika, and Valcari a, 
holds enough water to qualify as an ocean; the Romulans cal l it the Nelrek 
O cea n . The pl anet's largest animal, the Ro mulan green wha le, lives in the 
N e lrek. Romu lus' other major bodies of water are al l seas. The most 
b eloved of these, the Apnex, separates Fo l loss, Umrika, and Valcaria; 
Romulan poets have rhapsodized about its pu rp l ish waves and gentle 
breezes for centuries. Other seas include the Garenak Sea {between 
Novak an d Umrika), the North Mendlanar Sea and South Mendlanar Sea 
{whi ch g irdle the planet 's a rc t ic and antarctic ice caps, respectively), the 
White Sea {between Folloss and N ovak; so called becau se of its often 
c ho ppy waves), and the Havrela r Sea and Sea of Lerod an {both between 
Bre l ' kar and Novak). 

In add ition to its seas, Romu lus a lso features two large bod ies of fresh 
water, both located in Brel ' ka r: the Sea of V rekess and the Sh erelak Sea. 
Togeth er these two g igantic lakes pour themselves out in to the k ilometers­
w ide Tha i ' Tharin River, which cuts through the no rthern h a lf of Brel 'kar. 
M any other lakes and rive rs cover the landscape of the f ive continents, but 
none is as la rge as these. 

MOONS AND SATELLITES 
Two moons orbit Romulus. The Romulans named the nearest of them 

Pirek, m eaning "the Leaper," si n ce t he geography of Pirek appears to the 
Romulan eye to display a leaping an imal of some kind {most Romulans 
t h ink of it as a predato ry cat). Pirek often dominates the night sky over 
Romulus, obscuring the v iew of the stars. Superstitious Romulans regard 
t he second moon, Elv reng, as ominous; according to old tales, the posi ­
tion and sh ap e of Elv reng in the sky on the n ight of a Romulan's birth 
d etermines whether h e w ill be lucky o r u n lucky in life {nights w hen Pirek 
eclipses Elv reng are the luckiest of al l, b ut an eclip se o f Pirek by Elv reng 
is the worst possible omen). Sharp-eyed Romulans can often see the d im 
sh adow o f their w orld's sister p lanet, Remus, in the sky as well. 

Several artificia l objec ts a lso o rbit t he Romulan homeworld-enor­
m ou s communicatio ns satellites, orbital m anufacturing faci liti es, and the 
like . The l argest of these i s Kaur'e/ Tennah rex {" the H igh Fortress"), the 
massive orbital defense platform w h ich stands as Romulus' final line of 
defense against invaders. It controls a vast network of smaller defense 
satelli tes scattered around the planet and the space near Romulus. {Th is 
n etwork resembles the Mars Defense Perimeter near Earth, but is located 
c loser to the planet it defends.) Non-Romulans are never allowed on 
Kaur'e / Tennahrex. 

Smaller than High Fortress, but no less important, is the Veldras Orbital 
Power Facility, a m assive power station wh ich produces energy that it 
beams down to Romulus to power the planet's cities and homes. It con­
ta ins a network o f several linked quantum singularities which it taps fo r 
p ower in muc h the same way as a Romula n starsh ip uses a quantum sin­
gularity d rive to fuel itself. 

THE FIRST ARRIVALS 
W h en the earliest Romul ans reached Romulus, and were told their 

diasp o ra was over at long last, they were astonished. Many had expected 
a world similar to their former home land of Vu lcan: h o t, dry, dusty, and 
with thin a ir. Their new home was a far c ry from Vu lcan. It was lush, ver­
d an t, and networked by rive rs, la kes, and seas. It had very cold a reas and 



very humid a reas, neither of w hich the proto-Romulans 
were accu stom ed to. The immigrants c hristened their 
world Rom'laas, after the home of Ket-cheleb, th e 
Vulcan god of wa r. 

In short, wh il e the new " Rom' laans" recognized 
Romulus as the ir n ew home, and as a paradise, it took 
some getti ng used to. Their people had to adapt to the 
new climate and l ea rn how to practice agriculture in it. 
Sailing, fishing, and other waterborne activities becam e 
a much g reater asp ect of their lives and their economy 
than had ever been the case on Vulcan. Fortunate l y, 
their experiences during the diaspora had prepared 
them for such difficulties, and they rose to the challenge 
of exp loring an d taming their new w orld. Thousands of 
years later, Romulus, now more of a p aradise than ever 
for the Romulans, is a silent w itness to their dedication 
and ski II. 

Brel'liar 
Of Romulus' five contine nts, Brel'kar is the largest. It 

occupies more than ha lf of the planet 's eastern hemi­
sphere. It looms even larger in Romulan socia l and 
political li fe, because the cap ito l , Val 'danadex Trel, is 
located here, w h ere the earliest Romulans f irst landed 
on thei r new ho m eworld; furthermore, more Romulans 
live on Brel'kar than on an y other continent. Despite the 
relatively high p opulatio n and presence of many c iti es, 
much of the continent rema ins pleasantl y w ild, offering 
the Romula ns m a ny opportunities for recreation . 

Geographically, Brel'kar can be broken down into 
si x distinc t regions: the n o rthern tundra and mountains; 
the Ta llesreld, the region a round the tw o vast inland 
seas; the western coasta l plains, where Val'danadex Tre l 
and m any oth er c ities are located; the central plain s; the 
east-centra l mountain/hill regio n ; and the southern 
woodl ands. 

THE NORTHERN REG I ON 
The northe rnmost p arts of Brel ' ka r reach nearly to 

Romulus ' a rctic c ircl e, making this region frigid a nd 
inhospitable-esp eci a lly in the w inter, w hen the nights 
last for many d ays (though several weeks of constant 
daylight in the summer prov ide a b a lance). Even in the 
summertime, t he w inds coming down off th_e polar ice 
cap ca rry a bitter chill ; the Romulans call them 
ath'rel'ithar, the "winds of frozen tears." As they race 
across the o fte n treeless tundras, the w inds finally col­
lide w ith t he southernmost boundary of this region, th e 
majest ic T'aresh Mountains, which stre tch more than 
halfway across the continent. 

The mounta ins funnel the winds upward, where they 
meet m asses of warm er a ir crossing the mounta ins from 
the south. The result: frequent thunderstorms in the 
summer and h eavy snows in the w inter. It often seems 
to the Romulans who live in this region-w ho are 
known as the T'areshi-that the land is a f rozen glacier 
ha lf the yea r, and co ld swamp the other h a lf! They build 
houses w i th an unusu a l architec tural style wh ich com­
bines c urved roofs (to resist heavy snow and ice accu­
mulati o n ) with construction on pilings raised about half 
a m ete r off the g ro und (to prevent flooding d a m age in 
the summertime). 

The T'areshi a re a hardy group of Romulans w ho 
enjoy pitting themselves aga inst the elements. While 
most Romulans prefer to avoid extremely cold weather, 
the T'areshi a lmost seem to embrace it. A n energetic 

p eople, full of life and eager for challenges, they p arti c ­
ipate in sp o rts and other outdoor activ ities regardl ess of 
the fact that the thermometer shows 'that it's twenty 
degrees below zero outside (wind-burn g ives many of 
them a ch aracteristic "green-cheeked" loo k). Th ey la ugh 
at outsiders w ho are unw illing to brave the e lements 
with them, but g reet anyo n e w ho can keep up w ith 
them w ith an open-hearted honesty and f riendliness 
which would shock Starfleet officers w ho think of all 
Romulans as soulless Tal Shiar operatives in tra ining. 

A lthoug h geographically and culturally o ne united 
reg io n , the northe rn plains are divided into five 
provinces for political purposes: Allorak, Chetris, 
D aa i 'Gareth, Mendrik, and Rel 'en ak. The senators from 
these prov inces usua lly present a united front on ques­
tions of imperial or planetary impo rt, but o n a m o re 
l oca l level the prov inces like to squ abble a m o ng them­
sel ves. Few real disagreements o r disputes ari se; the 
political quarreling amounts to no thing more than a 
form of good-natured intraregional rivalry. Similarly, the 
provinces like to pit themselves against each othe r in 
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sporting matches, game tournaments, and other forms of comp etition. If nothing 
else, a good game of yelbrek (the so-called " Romulan chess") helps to pass the 
long and windy w inter nights. 

0AAL'GARETH AND VENDRAS 

Daai ' Gareth tends to be th e most influential province in this region, for i t con­
tains the largest city, Vendras, and thu s the greatest number of people. Located in 
the southern pa rt of the region and bordering the Nel rek Ocean, Daal 'Gareth is 
the on ly province in the region w h ich has a long enough growing season to pro­
duce any of its own food. Th e other reg ions must rel y who lly on replicated food 
or food brought in from other parts of the world. Daai 'Gareth also has a large 
fish ing and wha l ing industry; many of its towns and vi llages were founded hun­
d reds of yea rs ago by the crews o f whaling vessels. Rei ics from that time of adven­
ture on the seas, many of them qu ite valuable, may be viewed at t he Marit ime 
Museum in the town of Nareq'mor. 

Vendras itse lf is but the largest of these former whaling towns, with a modern­
day popu lation in excess of one m i llion. While parts of it have been preserved as 
historica l landmarks, and even today exude a quaint sort o f "old world " charm 
wh ich attracts visitors, most of the city is highly modernized. With whaling and 
fish ing no longer a dominant part .of the economy, Vendras turned to other indus­
tr ies to sustain its growth. Foremost among these is fi nance; Vendras has become 
one of the centers of the Romulan Star Empire's monetary system. Many f inancial 
fi rms own bui ldings in the downtown region whose plastiglass towers mirror the 
iciness of the T'aresh Mountains to the west. Other mainstays of the local econ­
omy are several manufac turing faci li ties owned by the Romu lan military (and 
close ly watched by the Tal Shiar) and the remaining w haling industry. 

THE TALLESRELD 
Tallesreld i s th e Romu lan name for th e regio n surround ing the two in land 

seas, V rekess and Sherelak, and the Thai'Tharin River. The cl imate here ranges 
from northern temperate to temperate. The areas near the southern edge of the 
T'aresh Mounta ins can become qu ite cold indeed, but most of the rest of the 
region rema ins warmer because of the large bodies of water. That much water 
also means significant amounts of rain, making the Tallesreld well suited to agri­
culture. M any fields covered w ith golden vareet, the wheat like grain w ith which 
the Romulans brew the ir famous ale, can be found in the region, though not as 
m any as ca n be fo und in regio ns to the south. 

Tremendous swaths of forest cover most of the land not devoted to farm ing or 
urban areas. Some of the largest trees in the world fi ll these fo rests, especially 
the parts near the T'aresh Mountains which receive more rain. In fact, i n places 
the trees grow so huge that they block out the sunlight, kill i ng sma ller p lants and 
making the forests the perfect place for a h ike. On ly the occasiona l shaft of sun­
light breaks the con stant twil ight of the forest floor to guide the hiker on his way. 
Here and there streams and r ivers come crashing down out of the mountains to 
cut broad-stepped walled va lleys t h rough t h e forest, p resenting fabu lo us vistas to 
those who reach the right vantage points. 

The l akes and the r iver, not vareet fields or forests, form the true li feblood of 
the Ta ll esre ld , however. The lake t ides d ictate the pace o f l ife in much of the 
region, and those who live o n the ru shing, thundering waters of t he Thai 'Thar in 
cannot he lp but craft the ir l ifestyles around it. Fu ll y two thirds of the people in 
this region live within a half-day's journey by ground vehicle from either the 
lakes or the river. The people earn a living fishing and trawling the lakes for shell ­
f ish , providing food for those without a replicator. 

THE WESTERN COASTAL PLAINS 
South of the Thal'Tharin River and Sherelak Sea the landscape quickly turns 

to roll ing p lains covered with farm land or l ight woods, broken here and there by 
ranges of hi lls. Th is region, a lo ng with the centra l plains, forms the "breadbasket 
of Romulus"- the region which produces over a th i rd of the planet's naturally 
g rown food. One can f ly over the plains for hours and see littl e more th an ro ll ing 
golden fie lds of vareet swaying gently in the b reeze. 

The wooded hi ll areas, not su ited for agricu lture, house th e breweries of 
many of Romu lu s' fam ed a le-brewers. Drawing water from loca l sprin gs, and the 
essence of th e loca l vareet and several other plants (each brewery's recipe, of 
course, rem ains a secret), t h ey brew potent Romulan ale wh ich they trade a ll 
over the ga laxy (even in the b lack markets of the Federation, where it has been 
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outlawed). Romu lan connoisseurs debate long and loud 
about w h ich brew tastes t he best. O ccasional ly, in pl ace 
of a b rewery, o ne finds a b akery instead; in some ci rc les 
Romu lan breads and pastr ies are as well rega rded as 
Romulan ale. 

VAL'DANADEX TREL 

The western p la ins are the most heavi ly settled 
region of Bre l 'kar, largely because th e world's capita l, 
Va l 'danadex Tre l, is located here. Built on a pl ain abut­
ting th e coast and bordered by hill s on the east, 
Val 'd anadex Tre l attracts everyone from government 
employees to mi litary officials, from Tal Shiar agents to 
the dilettantes of the Romulan noble families, to o rdi­
nary fo lk w ho want to experience the thri lls of the 
g randest c i ty in the Romulan Star Empire. Over twenty 
millio n Romu lans ca ll the city and its satel lite commu­
nities h ome. 

Origina lly just a vi llage springing up where the fi rst 
Romulan settle rs landed, Val'danadex Tre l was rebuilt as 
a more p lanne d and struc tured communi ty over a thou­
sand years ago, that i t might better sui t the Romulan 
sense of o rganization , efficiency, and Imperia l g randeur. 
Many of the ci ty's most magnificent build ings date from 
that time. 

To walk the streets of Val 'danadex Tre l i s to experi­
ence a sense of wonder and magnificence. Large build­
ings, con structed in an ornate Imperial style an d often 
topped by m aj estic towers, dominate th e m ain thor­
oughfares. On the less traveled roads, the buildings 
become sm alle r, w ith a more personal and comfo rtable 
feel , but nevertheless they retain a certa in o rnate quali ­
ty w hic h te ll s all c itizen s they are in a c ity of power and 
wealth. 

The Boulevard of Heroes, so la rge it can be seen 
from space, ru ns from the shores of the Havrelar Sea to 
the c ity's cente r. M o numents and statues h onoring the 
g reatest Romu lans of history l ine its grassy m ed ian. The 
enormous statue of Emperor Salangen at Seta lep IV, t he 
Laneshra Monument, and the Mausoleum o f Reldek the 
Great, amon g o thers, can all be found h ere. Shops both 
e legant and qu a int fill both sides of the street, and the 
broad sidewa lks a lways bustle with peop le. 

The Boulevard terminates n ear the middle o f the c ity 
at the Plaza o f the Endless Sky, an open area m o re t han 
two square ki lo m eters w ide and b road. The cente r of 
Romu lan p o litical li fe, and of muc h of the c ity's socia l 
life as w e ll , the Plaza hosts many events and festivals. 
On most days thousands of Romulans com e h ere simp ly 
to enjoy th e sunshine and fresh air. Other d ays they 
might attend a mi litary parade, a speech by the Praetor, 
or som e othe r m ajor c ivic event. 

The Romu lan Senate, an enormous c irc ular bui lding 
w hose shape e very Romulan recognizes, occupies one 
side o f the Plaza. The front steps leading into the build­
ing rise over a h u ndred feet; in the middle of th e stai r­
case stands a colossal statue of the first Ro mulan em per­
or, Va lkis, his left hand stretched out benevolently to 
shelter his people f rom al l threats. As the senators p ass 
into the building each day to conduct the business of the 
Empire, they must pass ben eath the statue and be 
rem inded of th e honor and i dea ls w hic h i t represents. 

The Praeto r 's Pa lace, formerly the Emperor's Pa lace, 
fi lls the otlier side of the Plaza. The Praeto r resides here, 
and performs most of his governmental functions h ere as 
well. The Praeto ri an G u ard, a g roup of e li te t roops 
cull ed f ro m the Romu lan military, stan d v ig ilantly at 
every entran ce and c hokepoint to protect the rul er o f th e 

Empire. The palace, a compound rather th an a single 
building, is a sma l l city unto i tse lf. It contains not on ly 
offices and apa rtments b ut gardens, recreation facilities, 
and many other accommodatio ns fit for the g lorious 
Praetor. 

Other than t hese two, t he most important bui ld in g in 
the city undoubtedl y is t h e C itadel Var 'Theldun, head­
quarters of the dreaded Tal Shiar. So fearfu l of this build­
ing are most Romulans that many of them w ill not even 
let its sh adow touch them, believing that even so 
ephem eral a contact means they will end up there for 
good. Traitors to the Empi re who p ass th ro ugh 
Var'Th eldun's doors for interrogatio n are never seen on 
the streets o f Val'danadex Tre l agai n; at best, they can 
hope to live out the remainder of t he ir pitiable lives in 
some far-f lung Romulan penal colony. 

Not a ll p arts of the capita l are as awe-insp iring as 
these buildings, however. The so-cal l ed Old City houses 
t he poorest and most w retched of the city's citizens. 
H e re the build ings a re smaller, lack ing the grand eur of 
t he finer quarte rs of the c ity, and the street s seem narrow 
and cramped. Someti mes, the c rush of people becomes 
a lmost oppressive. Yet even here, the streets a re clean 
and the inhabitants appear re laxed and mil d l y fr iendly. 
The O ld C ity has som e attractions, am o ng them the 
la rgest open-air market in the c ity; citizen s often com e 
to shop for fresh, n onrepl icated foods and o ther items. 
The Tal Shiar keep the streets of the O ld C ity safe, and 
c rime is unknown. 

THE EASTERN HILLS AND 
KAE'RAKTAR MOUNTAINS 

The Kae'raktar Mountains and the footh ills surround­
ing them fill the eastern central part of Brel 'kar; onl y a 
small strip of f la t lan d exists between the hi lls and the 
ocean. Although the p lan et's equ ator runs through thi s 
region, the h igher e levat io ns created by the m ountains 
cool the climate, making the a rea a very pl easant o ne in 
whic h to l ive. Many sm a ll fo rest s are found h ere-conif­
erous forests h igher up in the m ountains, more j ung le­
l ike growths at lower elevati ons. 
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THE VALLEY OF CHU LA 

One of the most beloved areas on Romulus-the 
Valley of Chula-cuts right through the heart of the 
Kae'raktar Mountains. This vast, kilometers-long valley 
contains some of the most beautiful vistas and most 
exquisite climate on the entire planet. At the western 
pass into Chula, the Praetor's Summer Palace perches on 
a high hill overlooking the valley like a gold-winged 
eagle searching for prey. Similar to the palace in the city, 
the Summer Palace consists of many buildings grouped 
together to form a small administrative city. The Praetor 
resides here through the hot summer months, cooled by 
the Valley's breezes. 

The Tor'ren River, whose boiling rapids have defied 
many a boater, bisects the valley; the nearby Fareldi 
Brewery, perhaps the greatest of the Romulan breweries, 
uses Tor'ren water to create its fabulous ales. A distinc­
tive label shaped like a broad "Y" identifies Fareldi ale. 
Many resorts catering to the wealthy scions of Romulan 
society, including the renowned Chula House, can be 
found throughout the Valley. 

THE CENTRAL PLABNS AND 
SOUTHERN WOODLANDS 

Compared to the western coastal plains, the central 
plains and southern woodlands of Brel'kar seem bucol­
i c, even desolate in places. Settlements here are rela­
tively sparse, and few of them would qualify as cities. 
Instead, much of the land has been converted to large 
robotic farms which g row several staples of the Romulan 
diet (including gresh, a ricelike vegetable), or has been 
left wild. The southernmost part of the continent con­
tains several swampy jung le areas wh ich remain l argely 
unexplored-though rumor has it that the Tal Shiar 
maintains a few facil ities there. 

Folloss 
Sometimes known as " the Is land Continent," Folloss, 

the smallest landmass on Romulus, has a reputation for 
being a col d, inhospitable place. Whi l e this perception 

holds true for the northern portions of the continent, 
which approach the world's arctic circle, its southern 
subcontinent actually brushes the equator, making it a 
very hospitable place to live, the favori te of many 
Romulans. 

Folloss rests between the North Mendlanar, Wh ite, 
and Apnex Seas. Poets have often written of its 
"windswept shores/' and the "wave-tossed sou ls" o f its 
people, but thi s continent holds much of interest which 
has nothing to do with the sea. 

FAL'SERAS: THE NORTHERN 
REACHES 

The part of Folloss which holds the strongest grasp on 
the Romulan mind is the Fal 'seras-the far north ern th ird 
of the continent (general ly defined as all parts o f Fol loss 
north of the soar ing Anverok Mounta ins). The first 
Romulans to reach Fol loss landed here and created set­
tlements centered around la rge community meeting 
halls, where folk would gather in w inter to pass the long 
nights. Although not nearly as cold as the lands of the 
T'areshi in the far north of Brel ' kar, the Fal 'seras can 
become quite frigi d when the arct ic winds b low down 
from the bitter North Mendlanar Sea. 

Situated inland, on the northern bank of the mighty 
Gend'eroth River, whose bitterly cold waters f low west­
ward from springs high in the Anveroks, i s the largest 
city of the Fal 'seras, Namreshand. Home to over a m il­
lion Romulans, Namreshand was founded over 1,500 
years ago to serve as a trading post for the va rious small 
communities and fam i lies scattered across the face of 
th e Fal'seras. 

When the mineral kavlarium was discovered in th e 
Anverok Mounta ins about a t housand years ago, 
Namreshand became more than just a commercia l cen­
ter. As the nearest major city to the m ines, it developed 
into the natural focal po int both for t he kavlarium t rade 
and for those whose manufactu r ing concerns re lied on 
the mineral. Many major organizati o n s estab lished a 
business presence here to oversee their kavlarium min e 
holdings. Since kavlarium is an important e lement for 
the constru ct ion of parts for disrupters and related forms 
of military technology, Namreshand quickly developed 



military manufacturing facilities, as wel l. Today, even 
after the kavlarium veins are mostly exhausted, it remains 
an important manufacturing and financial center. 

THE MIDCONTINENT AND THE 
KELDRAK PENINSULA 

Two mou ntain ch a ins-the A nvero k, wh ic h borders 
t he regio n on the n o r th, and the D es'Reva l, which bor­
d e rs it o n the south-dominate t he centra l regions of 
Fol loss. D ue to its latitude and rel at ively high e levation, 
t he reg io n possesses a n o rthern tem perate climate 
wh ich, wh ile appea l ing to som e, limits th e g rowing sea­
son and th us, u n t il th e inventio n o f replication techno l­
ogy, the number of people willing and ab le to live th ere 
comfortab ly. The on l y exceptio n to this i s the lower­
ly ing Keldrak Pen insula on t he western coast. 

The Keldrak Peninsu la thrusts out westward f rom th e 
Folloss mainland, as if to po int an accu sing finger at th e 
continent of Va lcaria, which i t almost touches. The na r­
row stri p of water between them, t he Jen dran ax Strait, 
has been an important Rom u lan com mercia l route for 
over a tho usand yea rs. The Jend ranax Current which 
flows through it f rom northeast to southwest helps to 
warm the peninsula. 

Located at the very tip of t he p eninsula is the spraw l­
ing city of Peldrad, w hic h more than six mill i on 
Rom u lan s ca l l home. The Romulans say th at whatever 
one seeks-finances, fortune, fame, or p h i l osophy-on e 
can find in Pe ldrad. Much o f Romulu s' la rge enterta in­
ment industry b ases itself here, an d perfo rmers an d 
poets can be found o n the street corne rs and in the 
cafes. Bu t the c i ty is not just a m ecca for ente rtaine rs 
and artists; it a lso has a thriving business and m anufac­
turing community. 

THE TEL'GARCH 
SUBCONTINENT 

Romulans call the south e rn par t of Fo l loss t he 
Te i 'Garch Subcontinen t. In geograp h ic terms, they 
define it as the watershed of the vast D 'Gansar River, 
which f lows a lmost stra ight south f ro m the Des'Reval 
Mountain s to emp ty itself into t he Apnex Sea. A lt ho ugh 
not as fast or f ierce as many rivers, the D 'Gan sar is the 
broadest river on the planet. A t the r iver's del ta l ies the 
city of Atremon Tre l, a busy p ort and commercia l zone. 

Atremon Trel is not t he most interesting city o n the 
D'Gansar, however. That d i stinc ti on f a lls to Teph ren, one 
of the ho li est p laces on Romulus. Fo unded by severa l 
pri estly orders a few centuries after the earli est Romulans 
landed on th e p lanet, Tephren contains th e largest, most 
ornate temples on Romu lus. Even those who do not 
bel ieve in the Romu lan gods cannot fa il to experience 
awe when they see the vast temple complexes. 

Novak 
Running paral lel to Brel'kar, th is narrow, mountain­

ous continent was once part of a muc h larger lan dm ass. 
It, a long w it h the continents of Fo lloss and Umrika, 
form ed a si n g le co ntinent t h at wou ld dwarf any of the 
p resent-day continents. Mi llio ns of years ago, however, 
geo logical forces r ipped thi s megacont inent apart, form ­
ing it into the p rogenito rs o f the three conti n ents k nown 
today. Still other tecton ic ac t iv ity wore away at Novak, 
tearing isl an ds away from it he re and there, eventually 
forming severa l arch ip e lagoes, including th e D 'vrex. 

What rem a ins today is a continent resembling a th in 
strip of land supported by a large chain of mountains, 
th e Sen'lanarc . Where the continent "bends" slightly in 
the m idd le, a desert, the A r 'hael, has formed. Besides 
the desert and t he h igh mountains, Novak has two m ajor 
geographi cal regions: the northern equatoria l zone an d 
the southern tem perate zone. 

THE AR' HAE L 
The largest remaining desert on Romulus, the 

Ar'hae l f ills t he "bend" in Novak on the southern and 
western side of the Sen'lanarc Mountains. The moun­
tains prevent the rain clouds which come south from 
Brel'kar f ro m reaching that side of Novak, while w inds 
sweeping down from th e Wh ite Sea across western 
Novak d r ive away what rain might come east from the 
Garenak Sea, causing a desert to form. The result: a des­
i ccated waste lan d several million square k ilometers in 
s ize. 

The no rthern and southern edges of the desert con­
tain some life-scraggly scrub bushes; smal l, twisted 
trees; birds and anima ls adapted to the dry con d i tions. 
Furthe r in, however, the A r 'hael b ecom es more of a 
c l assi c d esert, d isplaying ki lometer after k i lometer of 
life less, und ulati ng sand dunes. The sere maj esty of the 
p lace strikes the sou l s of some visitors; somehow, even 
at its most li feless, Romulus manages to impress. But 
even th e most impressed visitors do not li r;1ger for long. 

On ly a few oases break the endless monotony of 
sand in the deep Ar'hael. Around these oases, some of 
w h ich are q uite large, cluster villages and small towns 
of hardy Romulans. Many of these inhabitants are sci­
entists who study the geological forces at work in the 
desert, o r the l ifeforms which manage to eke out a hard­
scrabble existence around the oases, but some are p er­
manent residents whose fam i l ies have lived in the 
d esert for gen eratio ns. These unsa'avit, as the Romula ns 
cal l them, seem to value the iso lation and p rivacy 
w hic h a desert l ifestyle affords them. Accord ing t o p op­
ula r thou ght, many o f the unsa'avit h arbor symp athy 
toward the ai m s of the dissident movement reluctantly 
led by Ambassador Spack. 
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NORTHERN EQUATORIAL ZONE 
The equator splits the northern half of Novak, rendering much of it a tropi­

cal or subtropical environment. Only the northern third of it qualifies as tem­
perate, but many of the people who inhabit this area believe it the nicest place 
on Romulus to live. 

Three major rivers, each pouring down from the heights of the Sen'lanarc, 
flow through this part of Novak. The largest, the Balsanra River, is one of the few 
northward-flow ing rivers on the planet. It is broad, deep, and slow; old folk tell 
many fanciful l egends of the water spirits which inhabit it. In contrast, the other 
two, the H'relgath and the Tai'eld, are fast, noisy, and shallow. All three support 
many towns and small cities, wh ich u se them for water, commerce, and fishing. 

The largest city in this part of the continent is Omrashar, located on the coast 
of the White Sea at the delta of the Tai'eld River. One of the earliest cities found­
ed by the Romulans, Omrashar retains muc h of its sleepy, backwater feel. Tall 
buildings built mainly of distinctive ivory-colored and rust-red-colored stone 
line the narrow streets, blocking out the sweltering sun at all but high noon. 
Many Romulans vacation here to take advantage of the tranquil lifestyle. 

SOUTHERN TEMPERATE ZONE 
The southern third of Novak stretches south and east away from the equator 

until it just b arel y brushes up against the South Mendlanar Sea. One wou ld nor­
mally expect parts of it to be much colder, but the currents in the Sea of Lerodan 
and warm weather patterns pushing down from Brel'kar keep the temperature 
raised to temperate levels. 

The portions of the Sen 'lanarc Mountains in this part of the continent were 
once extensively mined for minerals-every thing from gold and silver, to rubies 
and emeralds, and even mundane {but still valuable) ores such as veraktite and 
traxanite. The former mining towns and cities-Kor'Marel, Vandrok, and Gav'ros 
Trel, to name the three most prominent-have a ll found other ways to support 
themselves. Fortunately, Romulan technology now allows their citizens to work 
less and enjoy life more. Coastal cities, such as Ch'eren and Varald, still fulfill 
their ancient roles as ports and shipyards, but today the ships they help to build 
are mainly spacecraft, not sailboats. 

Umrilia 
Some Romulans ca ll Umrika the "Southern Continent," because it is the only 

continent on the planet w hich exists almost entirely in the southern hemisphere. 
It ranges from the hot, humid, swampy, and jung le-covered Beld'Rath Peninsula 
to the spacious grasslands of the interior where the kerosh run, to the stark and 
chilly southern coastal plain. Romulus' most famous natural wonders, such as 
the Firefalls of Gai'Gathong and the Jeweled Forest of Ath'reshaar, attract thou­
sand of visitors to Umrika every yea r. 

THE BELD'RATH PENINSULA 
Th e westernmost part of Umrika, above the western arms of the Wall of Fire 

Mountains, is known as the Beld'Rath Peninsula. It juts northward over the 
equator, approaching the continent of Valcaria but not quite touching it. The 
Terelix Strait, the Nelrek Ocean's only gateway into the Apnex Sea, runs 
between them. 

Due to its position straddling Romulus' equator, Be ld'Rath has an equatorial 
climate {except in its southern and eastern borders, w here the rising elevation 
as one approaches the Wall of Fire cools the temperature somewhat). It rains fre­
quently-in some places, on a n almost daily basis-and the humidity can be 
intense and uncomfortable to those unused to it. Because of these weather pat­
terns, houses and buildings here tend to be large and tall, with broad windows 
to catch the breezes and airy rooms to prevent stuffiness and mildew. 

Similarly, the Romulans who live here have a·dapted their lifestyles to the 
peninsula's climate. Slower and more easy-going than most Romulans, they 
often have a much more relaxed attitude about many subjects. The Romulans say 
"a Beld'Rath ian in the Tal Shiar" the same way that humans would say "a fish out 
of water," to indicate an unlikel y or unfavorable combination of things, since few 
Beld'Rathians join the feared intelligence service. Beld'Rathians are also known 
for their often scanty garments, which scandalize "proper" Romulans from lati­
tudes w here thicker, more e laborate dress remains the only appropriate fashion. 
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The Beld'Rath contai ns few large c i ties; the soil and 
weather discourage such sett lemen ts. The o n ly one of 
note is Fel'voth, on the western coast, which trades 
extensively with the Va lcar ian city of M i rek. 

THE NORTHERN COAST 
Umrika's northern coast, the strip of l and above the 

Wa ll of Fire which t he Apnex Sea gently wash es with i ts 
p u rp le waves, is one of t he most tem perate and del ight­
fu l reg ions on Romulus (despite the occasional minor 
earthquake). Sm a ll c it ies and towns dot the coasta l 
reg ion ; on l y Ba reldak Tre l, stand ing tall an d p ro ud at 
the southern en d of t he en orm o us Bay of Bare ldak, 
cou ld tru ly be considered a m aj o r c ity. By order of the 
Praetor, no other u rban area in the region ca n g row big 
enough to become a metropolis; th e Romulans want to 
preserve the area's countrified c harm. 

In t he eastern half of the Wa l l of Fi re wh ich forms 
this region's southern border, in a beautifu l, broad va l­
ley known by th e undeservedly ominous name of 
H'aareld va Groth'Chok ("the Mouth of Perdition"), 
rests one of the ga laxy's most amazing sights-th e 
Firefalls of Gai 'Gathong. Th e on ly remaining active vol­
cano, Karethvek, gen erates the Firefa lls. An enormous 
flow of lava cascades over the m ountain's n orthern c li ff 
side in a con stant stream of magma. Some of the 
magm a spreads o u t an d coo ls at the base of the cl i ff, but 
most of it oozes back thro ugh c racks in t he g ro und to 
sink into the depths of t he p lanet. Rom u lan s come from 
a ll over the qu adrant to see the Fi re fa lls and bathe in the 
va lley's del ightfu l h ot springs. 

THE CENTRAL PL.AI NS 
Broad, windswept grasslands f ill the central part of 

Umrika. An occasional sma ll forest breaks the monoto­
ny of the tikrik grass. Most of this area remai n s w i ld; 
Romu lan hands have disturbed nature but l ittle here, as 
the Romu lans prefer to maintain the region as a sanctu­
ary for b ird and beast. The most famous d en izen of this 
region is th e kerosh, a horsel ike quadruped. Many 
Rom u lans r i de tame kerosh as a hobby. Romu lans often 
travel to centra l Umrika on " nature safaris" to view 
thundering herds of wild kerosh running across the 
grass lands, seeing in their mastery of the p lains an anal­
ogy to the eventua l Romulan m astery of the End less 
Sky. 

EAST UMRIKA 
Romu lans refer to the tem perate region between th e 

Garenak Sea and A lle rash Mountains as East Umrika. 
Wh i le many Romulans live he re, typica lly in c i ties su ch 
as the m egalopol is of Torven at the t ip of th e Vondrak 
Peninsula, the region is best kn own for another of 
Romulus' spectacular natural wonders: the Jeweled 
Forest of Ath'reshaar. Like the Wall of Fi re, the A llerash 
Mountains contain many lo ng-dead volcanoes (an d a 
few which are but dormant). Mi l lions of years ago, one 
of these volcanoes erupted, completely covering a near­
by sm a ll forest w it h magma and ash. The trees died, of 
course, but as t ime passed th e minera ls in the lava and 
ash filtered in to the wood, petri fy i ng and p reserving it. 
Eventually the soft stone a ro und t he petrifi ed trees 
eroded away, leaving the trees to stand as stony monu­
ments to their former verd ancy. Than ks to t iny flakes of 
m ica and simi lar minerals i n the ir "bark," the trees g l it­
ter an d sparkle in th e l igh t of sun and m oon s. Th e result: 

a forest of "jeweled" trees, unlike anything else in the 
ga laxy, wh ich draws thousands of Romulan sightseers 
every year. 

Va/caria 
Surro unded by the cold, choppy waters of the North 

Mend lana r Sea, the crashing su rf of the Nelrek Ocean, 
and the gentle purplish waves of the Apnex Sea, 
Valcaria is a heavily inhabited continent w ith many 
c i ties and a lively economy. Mountainous in many 
p laces, and covered by several large forests, it manages 
to retain a cer ta in w il d an d unsettled quality. 

In shape, Valcar ia vaguely resembles an enormou s 
" L" t ipped on its side. The lower ba r-South ern 
Va lcar ia-points southward toward Umrika; t he larger 
ba r runs roughly parallel to the equator. About hal f of 
the conti nen t's popu lation l ives in Southern Va lcaria; 
the remainder is scattered across the wilder northlands. 
Very few people live on the northernmost coast, above 
the Ladrosh Mountains, for winters there are long, and 
even the summers are unpleasantly chilly. 

SOUTHERN VALCARIA 
South of the twisting, dagger-sharp peaks of the 

Raas'trek Moun tain chain, Valcaria is temperate, with a 
fine cl imate marked by frequent ra in storms and several 
snowfalls each w inter. One of the most heavil y urban­
i zed regio ns on the p lanet, Southern Va lcari a conta ins 
th ree major cities-Mirek, Dorvek, and Kromtar Trel­
and dozens of sma ller cities. 

Mirek, o n the southern t i p of the conti n ent, was set­
t led abou t o n e thousand years ago on bluffs overl ook-
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ing the Terelix Strait. Due to this advantageous location, 
Mirek quickly became a center of trade for ships and 
passengers traveling through the Strait. Controlled 
growth has al lowed the city to retain some of its o ld­
world features-narrow streets wh ich encourage foot 
traffic rather than vehicles, street lamps in the early 
Romulan sty le, and spacious v ill as and residenti a l com­
pounds hidden behind high wa lls. 

Today, Mirek is a center for a different kind of trav­
e l-space traveL Orbiting high above are the Mirek 
Sh ipyards, one of the planet's most productive starship 
construction facilities, and a state-of-the-art spaceport 
at Mirek's edge provides the l oca l factories with a con­
duit to send parts and suppli es up to the Shipyards. 

Dorvek, situated at the mouth of the river of the same 
name, serves p rimaril y as a commercial port. People liv ­
ing in the interior ship l arge barges filled with goods to 
the city down the Dorvek River, which remains naviga­
ble for most of its length. Workers unload the barges at 
the city and transfer the goods to ships (whether water­
or air-based) for journeys to every p lace on Romulus. 
Thanks to such extensive trade, Dorvek is a cosmopoli­
tan city where Romulans from all over the planet, and 
indeed the Empire, mingle. Ever-changing fashions and 
sty les constantly preoccupy many of the c itizens. 

Kromtar Trel is one of the interior ci ties which sup­
plies goods to Dorvek. As modern and diverse as any 
Romulan city, Kromtar Trel nevertheless remains best 
known for its arti st ic heritage. Craftworks and art are 
two of the c ity 's economic mainstays, and the famed 
Imperial Academy of the Arts call s Kromtar Trel home. 
Those wishing to experience the cultura l life of the 
Romulans without the freneti c energy and pace of 
Peldrad come here to wa lk the shop-lined streets and 
sip fine l oca l a les in sma ll, fam il y - run cafes. 
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l)}:JER'AK 
'(·• ·Type: Pouncing hunter 
·"1··,· "\. 

t;~J. Size: Ab.outl meter long (not including tail); weight about 50 kg 
~;~: ·. Form: F~ur-legged predatory cat relative, with large ears and 
~f :~: .. :eye_s; fur color ranges from chocolate brown to tawny. · 
t;:,:::~,: Attributes: Fitness 3 (Vitality + 1 ), Coordination 4 (Dexterity 
:_\.,: : +1, Reaction + 1), , Instinct 4, Presence 3 
·/-:'"··: BCise Movement: 15 

t1.{ R.esistance: 2 
~\: ·Special Abilities/Unusual Skills: None 
i{:~.;'we.apons: Claws/Bite (Difficulty 5, 2+1d6 damage) 
:~:<.:D~scription/Notes: A medium-sized predatory cat relative, 
(,-.·i the ter'ak is known for its fearless, and sometimes vicious, 
t:'.<·:natllre: There are many recorded instances of unprovoked 
t,-:;,_ ~:oitacks on adult Romulans. 
-~,~;~·.<=~: ·. -

NORTH-CENTRAL VALCARIA 

In primeval times, several enormous forests covered 
the north-central region of Valcaria. Today c i t i es and 
towns break up the forests, but l arge portions of them 
have been preserved a lmost untouched. To the Romu lan 
mind, this region wi ll a lways remain a dark and fore­
boding p lace where one can easily get lost am id the 
trees and fall prey to a vicious ter'ak (a smal l , agile, cat­
like pouncing hunter) or take a tumbl e into o n e of the 
small, rushing rivers and drown. 

The stereotypica l north-central Va lcarian is a quiet, 
serious, driven indi vidua l who seems to keep wildness 
and chaos at bay a lmost by sheer force of wi lL 
Romu lans who live here tend to support the Praetor 
with extreme loya lty and long service; the Tal Shiar 
obtains many recruits here. 

EASTERN VALCARIA 

Eastern Va lcaria s lopes away from the Ladrosh 
Mountains and the forested north-central region to form 
a flat, rocky p l a in wh i ch runs down to the North 
Mendlanar Sea. Histori ca ll y it was a lways the l east 
inhabited region of Va lcar ia, and that remains true 
today. Most of the people cluster into two large cities, 
Hlarek and Avretrel, both located on the eastern coast. 
Romu lans who live inland have the reputation of being 
intensely private l oners who don't care to have their pri­
vacy invaded. 



EMUS 
Romulus' sister in the Ket-cheleb system, Remus has never had the 

pleasant climates and striking vistas which makes Romulus a paradise to 
h er people. Although possessed of a stark beauty and a wealth of natura l 
resources, Remus has never captured the Romulan heart th e way Romu lus 
does, despite the fact that it was the scene of the Romulan Star Empi re's 
first great military victory. The a lways practical Romulans have found many 
ways to make Remus an important part of their Empire, however. Indeed, 
after Romulus itself, it is perhaps the key world in the Empire, for it hous­
es the Romulan military-ind ustrial complex and provides many raw mate­
rials to Romulus. 

This c hapter looks at Romulus' counterpart-Remus, the arsenal of the 
Romulan Star Empire. Most minor detai ls, such as the names of speci fic 
provinces, leaders, and the like, are typically left for the Narrator to create 
for her own campaign, so that they will better fit into the Narrator's ongo­
ing seri es or storyl ine . 

The Planet 
Like its sister Romulus, Remus is a class M worl d, but the two provide 

an excellent example of the wide variation which can exist between two 
class M planets. Somewhat smaller than Romulus, with a diameter o f 
11 ,450 kilometers at its equator, Remus is a lso cooler, with a n average 
temperature of 16.50 Celsius. The atmosphere contains the usua l Class M 
mi xture of oxygen and nitrogen; relatively heavy concentrations of green­
house gases (such as carbon dioxide) remain as a rem inder of the days 
before industrial repl icators and the lack of pollution controls. Remus has 
an atmosphe ric pressure somewh at heav ier t han that of Romulus; many 
Romulans find it mildly uncomfortable unti l they acclimate to it. C loud 
cover can often be heavy, contribut ing to the planet's sometimes oppres­
sive feel. 

Remus possesses on ly a small tropical belt, wi thin about e ight degrees 
of latitude on either side of the equator. Its subtropi ca l regions are similar­
l y sma ll; the bulk of the pla net's land m asses fa ll into the temperate and 
northern temperate zones. The tropical and subtropica l regions often expe­
rience v iolent storms, up to and including hurricanes, during the late sum­
mer and autumn; tornadoes may strike in some southern temperate areas 
during the spring and summer. 

CONTINENTS 
Remus has four continents- Astrakoth, Goreb, Kel 'var, and Valis'Shar­

spread over three landmasses. Valis'Shar and Astra koth are connected, 
much like Europe and Asia on Earth. The d iv iding line between them is the 
Korex River, the longest river on the world. Only the Astrakoth -Va l is'Sh ar 
landmass crosses the world's equator; Goreb lies entirel y south of the 
equator, and a lmost a ll of Ke l'var is north of it. A large group of islands, the 
Zandranek A rch ipe lago, shows w here Goreb a nd Kel'var were once con­
nected by an isthmus. 

Remus suffers from much greater tectonic instabil ity than Romulus. 
Three major fau lts traverse the worl d, each of them cutting through one or 
two continents. The Western Fault runs through western Goreb and Kel 'var 
and s low ly spli ts each of them down the middle. The Central Fault runs at 
a slight diagonal th rough western Goreb and central Valis'Shar; the 
Matarek Peninsula of Goreb and the subcontinent of Tansarr in northwest­
ern Va lis'Shar are both the result of its handiwork. The Eastern Fault neatly 
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bisects Astrakoth; the enormous p eaks of the Thale k ' Kar 
Mountains rise up where its tw o plates have crashed together 
over countless millennia. Earthquakes (and, to a lesser extent, 
volcanic eruptions) occur often on Remus; the Romulans 
learned early to build their homes and factories as sturdily as 
possible. 

OCEANS 
Remus has two large oceans and two major seas, in addition 

to the waters surrounding the polar ice caps (which lack names 
of their own; maps simply designate them both as " Polar Sea"). 
The Kor'Ren Ocean divides the Astrakoth-Valis' Shar landmass 
from the other two continents. The Baltaric Islands, a small 
archipelago along the equator right in the middle of the 
Kor' Ren, are considered o ne of the most beautiful plac es on the 
planet; Romulan factory managers often award loyal, hard w ork­
ing employ ees w ith a w eekend's vacation at one of the resorts 
there. Several other small groups of islands are scattered 
throughout this ocean. 

On the other hand, the Andrack Ocean, large r than the 
Kor' Ren by about thirty percent, contains few islands. Deep, tur­
bul ent, and often wracked by storms, the Andrack destroys ships 
and batters coastlines with seeming glee. Since its waters teem 
with fish and other sea life, and abound with dissolved minerals 
which enormous mining ships can suck up and process into 
usable materials, the Romulans have learned to live w ith the 
Andrack's caprices. 

The Sentravean Sea, w hich holds Goreb apart from Kel'var, is 
much the opposite from the Andrack Ocean, d espite b e ing fed 
by it. Its calm w aters se rve as a perfect conduit for trade 
betw een the two continents and the Zandranek island chain 
b etween them. When a major storm gets started in the 
Sentravea n Sea, however, the two continents and the is lands 
bottle it up so that it builds in stre ngth until it moves inland and 
unleash es its fury on some hapl ess c ity or pro vince. 

Remus' other m ajor b o d y of water, the South Goreb Sea, fill s 
the enormous b asin b etween Go re b p roper and the M atare k 
Peninsula w hic h d escends fro m its northeast corn er. Its waters 
are d eep an d co ld, and near the co astlines a re sometimes fouled 
w ith le ft o ver p o llutants as w ell. Fishermen w ho ply the South 
G o reb sa il fa r out into it b efore casting the ir nets. 

MOONS AND SATELL ITES 
No moo ns orbit Remus. Its nighttime sky still holds a n inter­

esting sight or two, however. One of the m is the p la net 
Romulus, whi ch hangs in the vault o f night like a tiny d 'eret-fruit 
w aiting to be plucked b y anyon e w ith a long enoug h arm. 

C loser to Remus itsel f are seve ra l o rb ita l manufacturing facil­
ities and bases . The most important of these to th e average c iti ­
zen o f Remus is the Remus High Port, a vast m e rcantil e and trad ­
ing b ase. Since Ro mulan law prevents no n-Romula ns f rom v isit­
ing Remus (see be low ), Remus' merchants and bu sinessm en 
meet o utw orlde rs h ere. 

The othe r structures orbiting Remus conta in ship co nstru c­
tion a n d m a intenance fac iliti es (s uch as }aralek 'Vanar, a m assive 
spaced ock capable of building as many as twenty D 'deridex­
class warbirds at o nce), military research and d evelopment 
b ases, and miscella neous o the r o rbital factori es (ore processing 
centers, pharmac eutical labo rato ri es, and the like). A pop ular 
rumo r on Remus mainta ins that the Tal Shiar has a c loaked 
orbital b ase som ewhere abo ve Remus, but every versio n of the 
sto ry describes the base differently. 

THE QUARANTINED \NORLD 
As m entioned above, Remus cannot be v isited by n o n ­

Romul a ns, an inv iol ate law w hic h h as b een in place since the 
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REMUS 

Planet Name: Remus {Ket-cheleb IV) 
Class: M 
System Data: Remus has no moons. It is the fourth of ten 

.::: . planets orbiting the Romulan sun, Ket·cheleb. Romulus {Kef· 
~· · · cheleb Ill) is also Closs M; the inner two planets ore Closs D 

and F, respectively; the outer six planets consist of Closs G and 
· · . J worlds. An asteroid belt which the Romulons mine exists 
· : between Ket-cheleb VI and VII. 

.. • . 

. ". .Gravity: 1.1 G 
' · ':: . Year and Day: 41 0/23.25 
:. ' .. ·Atmosphere: Oxygen-nitrogen, with slightly greater than 

· Earth-normal pressure 
Hydrosphere: Water covers approximately 71 % of Remus' 
surface. 

1 .:·: · · Climate: Standard Closs M climate, but slightly cooler than 
. . . normal; temperate and northern temperate zones predomi· 

note. 
Sapient Species: Romulons {2.4 billion); Zelvorions {5.8 
million) 
Tech Level: Six 
Government: Republic 
.Culture: Often perceived as o militaristic, honor-bound cui­

. lure, Romulon civilization actually exhibits o wide range of 
· · cultures, behaviors, and customs. Remon culture is much poor· 
· . · er than that of its sister Romulus; Remus has been given over 

almost entirely to production and manufacturing, with little 
attention paid to cultural matters. 
Affiliation: Romulon Star Empire 
Resources: Remus possesses extensive natural resources. 
Although not well suited for agriculture, its resources make it 
ideal for mining, manufacturing, and similar economic devel­
opment. 

: Places of Note: Kothlor Trel {capitol city), Strellod Gorge; 
· . ruins of Soloyo, Oolerok Battlefield, Zelvo,tresht 

: · Ship Facilities: Jorolek'Vonor {orbital ship construction and 
· .. repair bose), ship facil ities orbiting Romulus; three lesser 

.. · facilities scattered throughout the system 
Other Details: See text. 

Romulans began to d evelop Remus as the i r m anufactur­
ing cente r. The Praeto r and Senate fear that i f o ut­
worlders were allo w ed to go down to Remus, they would 
be ab le to spy o n the Empi re 's m i li tary techno logy d evel­
opment centers and o ther man ufac turing facil it ies . This 
w ould, of cou rse, pose a severe danger to the safety of 
t he Empi re. Non- Ro m ulan v isitors fo und o n Rem us are 
a rrested, th en summarily tried and execu ted ; no excep ­
t ion to th i s p ra c tice has ever been g ra nte d. 

The on ly exceptio n to t h is b an on a l iens con cerns the 
loca l Zelvor ian s. A fte r the Romu lan s co nq ue red Remus, 
the d ecisi on was m ad e to enslave the Ze lvor ians, turning 
them into an indentured w orkforce. They wou ld provide 
the l abor consid ered too m en ia l, or too d ange ro us, fo r 
Ro mu lans. The rem ainin g Ze lvor ians were herded into 

reservations, w hich eventually g rew into sm a ll Zelvorian 
v i llages. The Ro mulans im posed a "one child" pro gram 
on Remus's n atives, to keep the p opulat io n sm all, and 
thus no t a threat. Z e lvor ians are p ro hib ited fro m travel ­
ing off-world . Sin ce this t im e, th e few rema ining 
Zelvo rian s w ork in the Emp i re's factories, assembl ing 
componen ts for every th ing fro m wa rb irds to PA D D 's. 

Astralioth 
T he co ntinent of Astrakot h, the southern p art of t he 

l andmass sha red w ith Val is'S ha r, i s gen erall y consid e red 
th e best rea l estate o n Rem us . It suffers fro m few o f t he 
extrem es o f cl imate t hat b edevil many o the r par ts of the 
worl d. Most of i t is temperate, and, where it c rosses the 
equ ator, th e immense Thalek ' Kar M ountai ns raise the 
e levatio n an d cool the tem p erature to reasonab le leve ls. 
Because so m any Ro mulans want to live in th i s part o f 
Rem us, t he re are onl y a few t i ny Zelvorian vi ll ages h ere. 

BETWEEN THE RIVER AND THE 
MOUNTAINS 

The northe rnmost p art o f Astrakoth borders the Korex 
River. The m o st important geograph i c fea ture i s not the 
river, ho w ev er, but the Th a lek 'Kar M o untains. Beginn ing 
no t far sout h of the headw aters of the Q a llasa River, the 
Th alek' Kar Mounta ins thrust thei r sno w-capped peaks at 
t he cloud y sky above th em fo r we ll over tw o thousand 
k ilo m ete rs. A l though parts o f them rem ain virtua lly -, 
u nsp o iled, every few k i lometers al on g ano ther mining r:::,;tif 
operatio n o r m o un ta in factory ca n b e found. ~ 

A li tt le over a th i rd o f th e way so uth down the "-~ 
Tha lek ' Ka r, th e Tiama Va lley c uts through the great r­
m o unta in cha in as th e Tiam a River f lows w estward ..:l 
tow ard the Korex . Located j ust no rth o f the equator, the 
Tiam a Valley is co vered wi th verd ant subtropica l forests 
and j u n g les w h ere severa l n ative Rem an monkey 
spec ies and m any othe r an im a ls l ive. So, too, d o many 
Romul ans, i n the c i ty o f Ba lsta ra. Built in a quasi­
Zelvor ian sty le-mostly sing le-sto ry b u i l dings w ith low, 
rounded roofs an d la rge b asem ents-Balstara boasts a 
thriv ing pharmaceu tical industry. The forests, jungles, 
and w ildli fe o f A strako th have yie lded m any new and 
im p ortant compound s, than ks to the e ffo rts of the many 
Ro mulan scientists w ho w ork in the Ba lstaran laborato-
ri es. Rumors of an extensive Tal Shiar p resence among 
th e research ers rem a in unproven . 

THE ZELVORIAN PLAINS 
Traveling fu rther down the Th alek'Ka r, o ne fi nds the 

m o unta ins div iding a vast region of pl ai ns and w ood­
lands in ha l f. The eastern h a lf, b etween the m o untains 
an d Astrakoth 's A ndrack coast, fo rms a ho t, dusty savan­
n a, on ce ho me to gargantuan he rds of antelope-l ike 
hresta and the p redatory ca ts an d dogs w hi ch h u n ted 
them . Since th is area ho lds l i ttle of interest to the 
Ro m u lans, they fo rced several o f the larger Astrakoth an 
communi t ies o f Z e lvorians to m igrate here centu r ies 
ago. To day, the p redatory an im a ls are extinc t, an d the 
hresta nearl y so, due to Zelvor ian hunting . 

MERAKA TREL. AND LERAS'NEV 

The p la ins o n the western si d e o f th e Thalek ' Ka r, o n 
the o th er h and , are temperate, wi th plenty of ra in to irr i ­
gate th em. As the p la ins ro ll fu rth er to the w est, they 
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give way to wood lands and hills which eventuall y slope down to the Kor' Re n 
Ocean. Two Romulan cities control this fertile and well sett led region: Meraka 
Trel and Leras'n ev. 

Meraka Tre l, also known as the "City in the Clouds" because of its hig h e le­
vation, occupies the heart of the Thalek'Kar. It started as a mining town, and 
many mines can still be seen nea rby. Today it takes the raw materials pulled out 
of the mines and m akes things w ith them: a rmor plating for starship hulls, focus­
ing crystals for military and scientific applications, even toys and housewa res 
for Romul an c itizens. Every Romul an knows that the cloud-shaped seal of the 
Merakan Commerce Board indicates a quality product. 

The raw m ateria ls which Meraka Tre l does not u se are shipped to Leras' nev 
for th at c ity's own factories. Leras'nev's economy depends on a tripod of manu­
facturing, agriculture, and mari culture. Huge ships pull up to its immense spi­
der web of docks and w harves every day to unload fish and goods, take on loads 
of goods and agricultura l products, and so o n in a n ever-ending cycle w hic h 
does as muc h to define the Leras' n eva n d ay as does the ri si ng and setti ng of the 
sun. 

DAlEROK BATTlEFIElD MEMORIAl 

Far to the no rth of these two cities, a lmost at the equator, is the Dalerok 
Battlefield Memoria l, w hic h c ommemorates the Romulans' v ic tory over the 
Zelvorians nearl y two thousand years ago. On this site the Romula ns' military 
forces trapped the Zelvorian army in a shallow valley and annihilated it, sealing 
the Romulan conquest of Remus. The memo ri al, m ade of gadanite transported to 
Remus from Romulus, consi sts of a pavilion w ith a statue of the great G eneral 
Ke ltras, who won the battle that day with hi s clever tactics; an enormous muse­
um d etailing every event in the battle; and tours of the battlefield. Restored 
antique weap o ns h ave been a rranged on t he battlefield to show v isito rs how the 
opposing forces were arranged. 

By law it is a cap ita l crime for any Z e l vori an to approach w ithin f ive k ilome­
ters of the Dalerok Battlefield Memorial. 

ZElVA'TRESHT 

In the far southern part of the plains stands the only rema1n1ng m ajor 
Ze lvor ian religious site on Remus-an enormous ring of sculpted stones and 
obelisks which the Romulans call Zelva'tresht (the "Zelvorian Stones") . Most of 
the enormous stones weig h over a dozen metric tons. Their arrangement corre­
sponds, in part, to the rising of the sun on certa in days of the Reman yea r. The 
meaning o f the placement and positioning of other sto n es remains an enigma 
w hich the Zelvori an s refuse to explain. Earning the right to make a pilgrimage to 
the Zelva'tresht is a goa l of a lmost every Zelvorian worker, and more than one 
anti-Romulan riot h as f l ared h ere over the centuries. The Romu lans u se the t hreat 
of demolishing the shrine to keep the Zel vorians in line most of the time; they 
seem to believe that some great catastrophe wi ll occur if anyone moves o r dam­
ages the stones. 

Go reb 
West of Astrakoth and south of Kel'var lies Goreb, a continent where harsh 

steppes and barren p lains have been ravaged for resources and raw materials. 
Some Romul a ns call it the "Brown Continent" because it seems so colorless and 
g rim to them (partic ul arl y to t hose w ho have spent time on Romulu s). 

THE EASTERN STEPPES 
A l arge mountain range, the Ghestara Mountains, divides Goreb into a n ele­

va ted eastern steppeland and lo w er western plains. The Ghestaras are sm a ll and 
worn down, like the teeth of an old seldrak dog, and were mined out long ago. 

Several Romulan c iti es- sprawling, cheerless places full of buildings m ade of 
gray-brow n bricks-are l ocated in the steppes. The largest and most important of 
them, Pe nvar, s its a t the delta of the only s ign ifi cant river running through the 
regio n, the Vedrel. Penvar manufactures heavy m achinery, every thing from farm­
ing equ ipment to co nstruction veh i c les to mining drills. Its squat factories o n ce 
belched smoke and ch em ica l b yproducts into the a ir and other pollutants into 
the South Goreb Sea, before the advent of industri al replicators; the sea still 
shows signs of pollution. 



Be ing sent to one of the steppe ci ti es is usua lly 
regarded as a punishment. Romulans who h ave fa il ed at 
other jobs, w ho are disc iplinary problems, or w ho have 
d iffi culty adapting elsewhere may soon find themselves 
to iling away in a drab job in a facto ry or office h e re. 
Still , a few Romulans like it h ere; the isolatio n, the 
rough b eauty o f th e steppes in sp ringtim e, an d the dry 
cl imate appea l to some. 

~ATAREK PENINSULA 

H anging from northeastern Goreb like an en o rmo u s 
drop of b lood is Matarek Peninsula . This entire body o f 
land, millions of squa re kilometers of it, fa lls under the 
contro l of the Romulan military. Contingents of h eavy 
infantry guard al l c hec kpoints, and sh ips and aircraft 
constantly patrol the coast. 

The Romu lans con duct some of their m ost top-secret 
mil i tary resea rc h o n Matarek. Here one finds the deve l­
opment labs, testing ranges, p rov ing grounds, and train­
ing faci li ties w h ere loya l Romulan sold ie rs learn how to 
use a ll types of m ateri e l and military techno logy. 
Unauthorized presence on the Matarek Peninsula con­
stitutes a capita l o ffense. 

THE NORTHERN WOODLANDS 
North of the Ghestara Mountains, w hich bend slight­

ly to the east below the headwaters of the Vedre l River, 
Goreb turns temperate and wooded. Once exp loited 
heavily by the Zelvorians, these forests now protect 
sma ll communities of Romulans from the h arsh w inds 
b lowing down from the Ghestaras. 

SALAY A 

A lmost in th e middle of th is reg ion exists the largest 
Zelvori an ru in on Remus, the former c ity of Salaya. 
D estroyed by Romul an foot soldiers n early two th ou­
sand years ago, Sa laya was left to rot fo r over a millen­
nium. Then Romu lan scholars began excavatio ns he re, 
uncovering and restoring w hat were once large and 
majesti c Zelvorian buildings, giving some Romulans a 
new app rec iation for the once-proud culture of the ir 
Rem an subjects. 

The excavations at Salaya continue tod ay, for it w il l 
take centuries to excavate such a large ruin completely. 
Som e Romul ans say that smal l groups of Zelvorians 
sneak into the ruins a t night to worship a t their c rumbl ed 
temples and peer a t th e worn carvin gs o n their ances­
tors' lintels-and p erhaps, say som e rumors, for more 
sinister purposes. A few people believe t he Zelvorians 
seek som eth ing, som e object or datum, tho ugh w hat 
that might be remains uncerta in . 

WESTERN GOREB 
The two thirds of Goreb which l ies west of the 

G hestaras features dry plains covered with sho rt g rasses, 
scattered woodland areas, and a large number of lakes 
fed by underground streams and springs. The underlying 
land is composed mainly of limestone and similar min­
erals, and sinkholes an d low, swampy areas occur with 
some frequency, especial ly n ear coasts, rivers, and the 
line of the Western Fau lt. Many businesses strip-mine 
the limestone an d minerals for u se in construction and 
simil ar industries. 

Beyond the fault line, the western subcontinent con­
ta ins a region where extensive o il deposits were d iscov­
ered over a century ago. Thanks to careful management 
of thi s asset, t he Romulans are stil l able to pump oil 
there today; estimates say th at th e remain ing reserves 
h ere, and in untapped fields beneath the waters of the 
eastern Andrack, amount to severa l billion barrels. 

Severa l cities, including Torm'reth and Belshar, have 
grown up around the oil wel ls and the industries wh ich 
support them. These c ities use a large spaceport, 
Travenkha, to ferry the oil into space to the Remus High 
Port for shipment to p lanets wh ich sti ll use oi l-based 
techno logy. 

Ke/'var 
Ke l'var, the northern partner of Goreb, comb ines a 

dash of the trop ics with a large temp erate region, a vast 
central expan se of m o untains known as the To rek'Tan, 
and a northern zone which just b arely c rosses into the 
a rctic to create w hat would normally be a very p leasant 
place to live. The Romulans have overpopu lated much 
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of Kel'var, covering it w ith cit ies, homes, and many factories. Unfortunately, suc h 
heavy occupation has spoiled the one area on Remus wh ich once approached 
the scen i c beauty of Romulus. 

KATHLAR TREL 
Although not as large as Valis'Shar or Astrakoth, Kel'var ho lds the seat of the 

Reman planetary governme nt. The world's capital, Kathlar Tre l, covers hundreds 
of square kilometers along the shoreline of a w ide, shallow bay on the south­
eastern corner of the continent. A planned community, Kathlar Trel was built in 
a series of " bl ocks," each about a half a kilometer on a side. The b locks were fur­
ther broken down into sub-blocks and neighborhoods, each w ith its own school , 
p a rk, and o ther amenities. As more and more Romulans came to Kathlar Trel, 
though, the careful p lanning wh ich c ha racterized the c ity's earl y growth gave 
way to a more disorganized and eclectic style of c i ty managem ent. 

Today, a vis itor to Kathlar Tre l can eas ily tell w hen diffe rent parts of the city 
were built based on their appearances. The orderly, neat, t horoughl y Romulan 
city center is the o ldest part of the c ity. Beyond that lie belts and developments 
w here a more "Rem an" aesthetic, influenced partly by Ze lvorian forms, holds 
sway-the buildings a re much less un iform, the streets not always straight. The 
"suburban" a reas and satellite communities beyond that take many different 
forms. 

The center of the c ity's civic life is, as w ith Va l'danadex Trel, a w ide plaza. 
Kathlar Trel's plaza is known as D a lerok Forum. About one square kilometer in 
si ze, the D a le rok Forum i s lined with a series of fountains w ith statues, each of 
w hich commemorates one of the Romula n s' v ictori es over the Zelvorians. The 
largest fountain, in the very center of the p laza, honors the sold i ers who died at 
Dalerok. The entire forum i s paved in Kedossian m arb le fro m Romulus; no vehi­
cles m ay drive on it. 

The Reman Senate Building, also made of Kedossian m arbl e, towers over the 
western sid e of the forum. The Romulan rep resentat ives of Remus meet here to 
conduct local planetary government w hen they are not m eeting on Romulus 
with the other senators of the Empire. Matching it on the eastern side of the 
forum is the Te llurad, the sp iritual hea rt o f Remus. Built over a tho u sand years 
ago by the famed architect Kundarak, it stands as a monument to D'era. Insi de, 
it houses reminde rs of Romulan greatness, and displays extolling Romulan 
achievements. Many Romulans on Remus choose to take their Serona oath here, 
before one of the Tell urad's pontices (and a recruiting officer). 

STRELLAD GORGE 
An unusual geo logi ca l formation exi sts in western Kel'var, just south of the 

Torek'Tan Mountains, at the northern terminus of t he Western Fault. It is a vast 
gorge, or va lley, m any kilometers long and w ide, w he re the very la nd seems to 
h ave fallen away to reveal the base bedrock beneath it. In several locations 
throughout this place, named Strellad Gorge after i ts discoverer, hot spri ngs and 
geysers bubbl e up out of the ground. Some resorts have grown up he re to offer 
"soothing baths" to wea lthy Romulans. 

Stre lla d Gorge contains more than hot springs, though. Accord ing to some 
Romulan paleoanthropo logists, it may ho ld cl u es to the origin of the Zelvorians. 
The w ild and uninhabi ted northern end of th e gorge apparentl y contains foss il s 
or artifacts of the earliest proto-Zelvorians. Scientists h ave explored it for years, 
finding only a few objects offering tantalizing g limpses into Zelvo rian history. 
Two years ago a g roup of scientists announced they had m ade a major find. 
Before they could release details, the Romula n governme nt clamped down on 
them and the ir researc h camp. Since then Romulan soldi ers have occupied the 
northern part of the gorge, preventing any unauthorized vis itors from entering it. 
What was found, an d what it means, rem ains a m yste ry. 

Va/is 'Shar 
Va lis'Shar, the la rgest continent on Remus, a lso conta ins its g reatest d iversity 

of climates and ecological zones. The far northern part of the continent extends 
well into the planet's arct ic region, m aking li fe there difficult at b est. Many of the 
facilities in that part of the world are she ltered beneath huge, h eated domes, o r 
are simply so la rge that they function as towns, w ith res idences, commerci al dis­
tricts, and m anufacturing areas o n different level s or in different parts of the over­
a ll structure. As one travels further to the south, beyond the mountainous Tansarr 
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subcontinent, however, the land's e levation drops con ­
siderab ly and the cl imate quickly b ecomes temperate. 
The s lope of the land continues for hundreds of ki lome­
ters down to the cont inent-spanning Korex River, wh ich 
marks Valis'Sh ar's boundary w ith Astrakoth. The closer 
one gets to the river, the warmer the weather becomes; 
the Korex delta reg ion is tropical and swampy. 

THE TANSARR SUBCONTINENT 
The northernmost section of Valis'Sha r, which the 

Central Fau lt is slow ly but surely sp litting off from the 
main section, i s ca lled the Tansarr subcontinent. The 
name derives from an o l d Zelvorian word meaning 
"land of mounta ins." No more accurate words were ever 
spoken on Remus, for three great mounta in ranges t ra­
verse the land: the Jha i ' Kerak Mounta ins, which form a 
southw est-northeast b u lwa rk w h ich cuts the northwest­
e rn pen insulas off from t he rest of the subcontinent; the 
Danneri f Range, w hic h occupies t he southernmost part 
of the Tansarr; and the towering Valstorea n Mountains, 
w hi ch cut a neat northwest-southeast l ine through the 
very heart of the subcontinent . 

Remus' tall est m ountain, Mount Al ashk'Tar, is part of 
the Valstorean range. One o f the last and g reatest battles 
b etween the Zelvori ans and the earl y Romu lans was 
fought in the va l l eys which cluster a l l around 
A lashk' Tar 's feet; one who looks carefully may still find a 
few rusty Zelvorian b u ckles and broken w eapons, o r per­
h ap s, if one's luck runs true, a long-forgotten Zelvorian 
body p reserved by the mounta ins' co ld weather_ 

EBROST MINING COMPLEX 

Need less to say, mining and related industries domi­
n ate the Tansarr economy. The largest of the many m ines 
and m ining town s is the Ebrost Min ing Complex, owned 
by the Romulan company of the sam e n ame. Nestled 
with in a b road valley in the western ha lf of the 
Val storean Mounta ins, Eb rost controls over two dozen 
m aj o r mines. . 

Uridium, gentadium, and many oth er va luable m in­
eral s and m eta ls pour out of the Ebrost m ines every day. 
Becau se many of these minera ls have mi l itary uses, the 
Ebrost m ines constitute a strategic resou rce; a substan­
tia l garrison of Romul an sold iers has been posted h ere 
to gu ard them and m aintai n order. Dri lls an~ other min­
ing machines perform most of the h eavy labor, including 
v irtuall y a l l of the dangerous work, but a nearby town of 
over seven thousand Zelvorian s suppli es the laborers 
needed to d o the countless menia l tasks wh ic h must be 
pe rformed in and a ro und the mines. 

::-:-. 'ZELTROSE SHAR'N TRAINING 

. Romulan characters who spend most or all of their Serona 
a_l Zeltrase Shar'n should take the Physical fitness package 

:_ :-~ -option under the Serono life History section of their 
~" ·._- .. Background History. This reflects the physical development 
·: . which comes from living in such a demanding environment. 
i·<. The scruffs while away the long winter nights by playing 
:~' · .. games and getting info fights, so, based on their experiences 
i/: ' at the camp, characters could justify buying such skills as 
/. Planetside Survival (Northern Temperate), Unarmed Combat 
? :. (Brawling), or Gaming (choose character's favorite game os o .< ·_: Specialization) at some point during character creation. 
•·:.· 

THE VULTRIC PENINSU LA 
Muc h w ilder and less developed than the Tansarr, the 

Vu l tric Peninsula juts o ut of the northeast part of 
Va li s'Sh ar like a w ing from the back of some great beast. 
Centuries ago, when the Romu lans conquered Remus, 
this a rea was earmarked for "fu t ure development," but 
w ith so much other mineral wealth to explo it in more 
hosp itabl e cl imes, the Vultri c Peninsula ended up being 
left w ild. Now that some of the older, more estab lished 
m ines begin to play out, however, some Romulans cast 
eager eyes toward the potential wealth locked w ithin the 
p eninsula's ha rd, rocky soi l and thick coniferous forests. 
A few Romu lan eng ineers have already proposed estab ­
l ish ing testing stations with the latest m ineralogical 
equ ipment to eva luate the p oss ibi lities. 

For the present, t ho ugh, there remains on ly one 
m ajor Rom u lan settlem ent o n the Vultri c Pen insula: 
Zeltrose Shar ' n, a train ing camp for young Romulans 
serving th ei r Serona duty. Serona recruits are sent to 
Zeltrose Shar'n (or any of several simi lar camps located 
e lsewhere on Remus) to prepare them to work wi th the 
Romu lan military for the rest of their service period . 
Those w ho show little promi se m ay never get beyond 
Zeltrose Shar' n; these un lucky " scruffs" must spend their 
en t ire tour of duty in Zeltrose Shar ' n 's f rigid barracks, 
going on endless hikes through the Vultric woods. 

CHAM' REA 
The centra l temperate region- for w h ich t h e 

Romulans use the Zelvorian n ame, Cham'rea-encom­
passes most of the land drained by the great Korex River 
and tw o of its three major tributa ries (the Nech' a and the 
Qall asa). The Korex actual ly b eg ins in the southern p art 
of the Vu ltri c Peninsu la-its h eadwaters rise in a range 
of high hills there, the F'resu-but all except a few k i lo­
meters of its length lie in the Cham 'rea. 

Before the arr ival of the Romulans, the C ham'rea was 
heavily populated by the Zelvorians. Today, h idden 
unde r two centu ries of decay and plan t g rowth, the ruins 
of many a Zelvorian buildin g o r travel m a rker still exist , 
w a it ing to be found (Ro mulans who live in the C ham 'rea 
som etimes m ake a hobby o ut of such minor arch aeolo -
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gy). Near the Tas'Taree Mountains in the west, and the junction of the Tiama and 
Korex rivers, Zelvor ian communities can be found next to Romulan military out­
posts and factories. These communities remain small, thanks to harsh Romulan 
enforcement of their "one child" policy for the Zelvorians. 

The temperate climate and copio us supply of water make the Cham'rea ideal 
for manufacturing facilities. Unfortuna tely, many of the industri es here have yet 
to moderni ze, and still operate under a pre-repli cator parad igm. The plumes of 
smoke, ash, o r steam f rom these factories n ever stop rising to the heavens to 
make the seemingly omnipresent cloud cover worse. 

Some Romulans argu e to re locate Zelvorians from more desirable areas and 
resettle them he re, and forgo the modern ization of Cham'rea's industrial com­
plex. Since the Ko rex supplies drinking water as wel l, care is taken not to pol­
lute it too badl y, but t he many lakes which can be found in t he region make fine 
dumping grounds for a ll sorts of waste. Many Ze lvor ians suffer from diseases 
caused by exp osure to the pollutants. 

THE KOREX DELTA 
The southernmost part ofValis'Shar is the region around the Korex River 's ter­

minus in the Kor'Ren Ocean. As it reaches the coast, the river fans out to form a 
delta, w hic h in turn broadens into a vast morass called, with precise accuracy, 
the Great D isma l Swamp. Due to the difficulties involved with constructing 
bui ldings or running factories inside the swamp, not to mention the presence of 
dangerous anim a ls such as the trelka snake, the Romu lans h ave mostly left the 
swamp a lone. 

Just above where t he delta begins to form lies the eno rmous city of Guthara, 
built over the razed Zelvorian city of the same name. H ome to over four million 
Romulans, Guthara is a major center o f mi lita ry ind ustry. Factori es in the indus­
trial belt surrounding the city proper make, among other things, p arts of starship 
hull s, military body arm or, disrupter parts, and some of the delicately machined 
pieces needed to construc t quantum singu larity power-generating systems. 
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CHARACTER CREATION 
omulan characters are created using pretty much the same 
process as the basic character creation rules for the Star Trek: The 
Next Generation Roleplaying Came--those found on pages 

55-1 1 1 of the core rulebook. The player chooses a Template, adds an 
Overlay, and then choose options based on the character's Background 
History. Of course, Romulans have their own Overlays and 
Background steps. A number of unique Romulan Overlays and 
Background History options are described in this chapter. 

When creating a Romulan character, you're going to have to think 
a bit differently. In Star Trek, the Romulans are typically portrayed as 
the "bad guys." Think of Commander Sela, supporting the Duras fami­
ly during the Klingon Civil War in the hopes of destabilizing their 
neighbors. Or Commander Tomalak's attempt to capture the 
Enterprise-D. Even w hen Romulans are characterized as honorable­
like Mark Lenard's Romulan commander in "Balance ofTerror"-their 
methods are portrayed as aggressive, duplicitous, and cruel. Who 
would want to play such a character? 

Romulan characters are a lot of fun to play, but they are consider­
ably different from Starfleet c h aracters in several substanti a l ways. 
Although simi larly bold and inquisitive, they sometimes lack the com­
passion and "heroic" v irtues displayed by Starflee t personnel. After all, 
Romulans come from a society based on, in large part, aggression, vio­
lence, and conquest, a c ivili zation where inten se political infighti ng 
(and everything which it enta il s) is frequently the n o rm, and sp ies and 
informers are a fact of everyday life. Although they are far from sav­
ages, compared to Starfleet characters they sometimes seem cold and 
brutal. 

Wh ile you and you r fellow players may want to create co ld and 
brutal characters, this doesn't begin to explore the Romulans from the 
Romulan perspective. The Romulan people possess many admirable 
qualities. For example, many of them are honorable citize n s who try to 
do the "right thing", at l east as they and the Empire see it. The 
Romulans don't see themse lves as warlike, aggressive, or c ruel , and if 
you're going to play a Romu lan then you have to disregard the ste reo­
typical Romulan. Put yourse lf in a Romulan's shoes for a whi le, to 
understand why they do what they do. They possess a fundamentally 
different point of v iew from Federat io n c iti zens. 

Star Trek: The N ext Generation has certainly shown u s plenty of 
ruthl ess, scheming, and v ic io u s Romulans, but it's a l so shown us 
Romulans who care deeply about their crews, who are devoted to 
what they consider noble and worthwhile tasks, and who deal w ith 
their enemies in an h onorab le, even trustworthy, fashion. Follow their 
example on your path into the Endless Sky. 

The Measure of a Romulan 
Every character is, of course, an individual, and individ u a ls are 

often different-sometimes very different- from the stereotypical 
members of their society. It's quite possible to imagine "oddball" c har­
acters such as an aggress ive Ferengi , a ca lm a nd contemplative 
Klingon, and so forth. This applies to Romulans, too. Not every 
Romulan must support th e Empire, believe in D'era, or get invo lved in 
politics. Not every Romulan needs to be cunning, v icious, and cold. 
Indeed, playe r character Romul an s w ill often be the iconoclastic 
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members of society; heroes frequently "stand out" 
from the c rowd, moving through life b y testing c ul ­
tural limits, going against the prevailing moral a nd 
social grain. 

It's important to remember that Romulans grow up 
in Romulan society, and that's likely to color their 
attitudes, habits, and preconceptions, much in the 
same way that growing up Vulcan or human shapes 
Vulcan and human characters. Therefore it's a good 
idea to keep some of the better-know n or more com­
mon Romulan traits in mind when designing a 
Romul an c haracter. 

Remember that every individual will have differ­
ent ways of inte rpreting o r manifesting th ese traits; 
just because a Romulan is aggressive doesn't mean 
that h e initiates a fight whenever the opportunity 
presents itself. What about an aggressive diplomat? 
Or a scientist who is aggressive about pursuing hi s 
research? Use these traits as a jumping off point, as a 
foundation from which to explore your character's 
Romulan psych e. 

AGGRESSION 

Self-confidence combined w ith p ass ion often 
leads Romula ns to charge headlong after w h a tever it 
is they want, be it a planet, a position in the Imperial 
Senate, or a spouse. Once a Romulan commits to a 
particular course of action, h e usually puts every­
thing he's got into achieving that goal. Romulan 
comm anders often use similarly bold, decisi ve tac­
tics once a battle has been joined. O 'era justifi es 
Romulan aggression: If a species is unwilling to 
accept Romulan rule and Romulan ways, it must be 
made to see the errors of its ways. A Romul an who 
h as a healthy dose of this trait might be Bold or 
Innovative; on the other hand, he may a lso become 
Vengeful, develop a Rival or a Sworn Enemy, or 
cau se other problems for himself. 

Romulan aggression does not always lea d 
Romul an charact e rs to act recklessly, however. In 
fact, Romulans are renow ned for their cautious and 
often reactive natures. The Romulans didn 't develop 

cloaking technology by mistake; they deliberately 
sought that technological achievem ent as a method 
of keeping the ir ships concealed until they were 
read y to strike. 

Romulans prefer to observe and tempt an enemy 
into action; they then react a nd counter the e n em y's 
move decisivel y b y means of their often elaborate 
contingency plans. However, as discussed above, 
when they do hit bac k, they often hit back hard and 
aggressively. 

CURIOSITY 

Perhaps a holdo ver fro m their an c ie nt Vulcan 
roots, perhaps re lated to their pass io nate, aggressive 
natures, the Romul ans agressively pursue knowledge 
in all of its forms. One interpretati o n of O 'e ra sug­
gests that in order for the Romul an s to assume th e ir 
destiny as masters of the universe, they must under­
stand its secrets. 

Romulan curiosity may a lso be one of the motiva­
tions behind the intricate plans and actions of the Tal 
Shiar, w hich likes to stick its nose w h ereve r it pleas­
es. The Curious, Innovative, a nd Eidetic Memory 
Advantages can be used to rep resent this aspect of 
the Romulan persona lity. 

HONOR 
Romulan honor is a c urious con cept. Ro mulan 

soldiers will ruthlessly attack defense less colonists 
on the one hand, but on the other exhi b it the tem­
pered qualities of nobility, fa irness, a nd integrity. 
Romulans seem to respect those th ey think deserving 
of their esteem, but h ave littl e rega rd fo r those they 
consider weak or inferior. Indiv idua l Romulans treat 
each other with honor, becau se they are Romulan. 

While it does not necessa ril y make a g i ven 
Romulan honest or trustworthy, it u su a ll y means he 
ca n b e counted on to keep his word o n ce it is g iven . 
Terrorism and espionage are thus acceptab le instru­
ments to achieve goals, and do not m ake Romulans 
any less honorable in their own eyes. 



--------------------------- ~ ----- - - ----------------------------------

PASSION 
The second most important Romulan quality, one 

perhaps closely related to self-confidence, is that of 
passion. Like their Vulcan forebears, and unlike their 
current Vulcan "cousins," Romulans do not suppress 
their emotions. In fact, they all too often give in to 
them, acting rashly or passionately when they would 
do better to be a bit more rational. 

Thus, Romulans are often described as tempera­
mental, moody, vengeful, or cunning. A Romulan's 
passionate nature, roleplayed properly, can add a lot 
of d epth both to his character and to the series; its 
n egative aspects, such as temper, also make good 
tragic flaws. Disadvantages such as Impulsive, Rival, 
and Vengeful may be used to simulate the fiery emo­
tions of the Romulan personality. 

SELF- CON F I DENCE 
Perhaps the most characteristic Romulan trait, 

Romulans, particularly those in important positions, 
tend to be self-assured and confident of success. To 
other spec ies they encounter, this attitude sometimes 
seem s to border on, or even cross over into, sheer 
arrogance. Romulans often h ave no doubt of the ir 
success in any g iven venture, whether that success 
comes now or later. 

The overarching philosophy of D 'era remains one 
of the primary motivating factors behind the leg­
endary Romulan self-possession. They believe they 
are the worthy descendants of the Vhorani, who cre­
ated the Romulan species at Vorta Vor (the Romulan 
Eden), and are thus destined to shepherd the galaxy 
into a g lorious new age. Most Romulan c h a racters 
will be strong individuals, and should possess some 
form of self-confidence. It might even be reflected in 
the character's Advantages (Resolute and Strong Wi II 
are two possibilities). 

The Romulan Template 
To play a Romulan character, players should 

choose the Romulan Template (see the accompany­
ing box). As in the Star Trek: The N ext Generation 
RPC core rulebook, the number in brackets indicates 
the usua l m aximum level which a Romulan can 
achieve in a particular Attribute. Exceeding the indi­
cated level would require the Narrator's permission 
and a very good re ason . 

TYPICAL R O M ULAN FEATU R ES 
The typica l Romulan stands between 1 .6 and 1 .9 

meters ta ll, though some individuals are significantly 
taller or shorter. Their weight and build approximate 
those of huma n s. Their ears are pointe d, though th e 
points a re usually n o t as pronounced as those of 
Vulcan ears. 

Romulans hav e a bony ridge over each of their 
eyes w hich slants upward from inside to outside. To 
some humans this makes them look perpetually 
angry or annoyed, a psychological factor which like­
ly affects the ir reactions to Romulans (conv ersely, 
human faces often appear to display surprise, mild­
ness, or lack of aggression to Romulans, which m ay 
make some Romul ans think of humans as weak). 

, 
Romulan ha ir and eyes are a lmost a lways dark; ~ 

blonde Romulans are extraordinar il y ra re, a nd red o r 
auburn hair is a lmost unhea rd of. The h air i s u sua ll y ~ 
cut in a severe st y le wh ich leaves it plastered close to r­
the hea d. This t rad itional style creates th e distinctive ~ 
sharp angles along the hairline near t he ea rs and at 
the center of the forehead (where it typically comes 
to a kind of point or peak). Some humans have spec­
ul a te d that this hairstyle is reminiscent of old 
Romul a n military helmets. 

Romulan Overlays 
Th e n ext step in the character generati o n process 

is to choose an Overlay that represents the c h arac­
ter's profession, occupation, and/or genera l direction 
in life. Of course, society in the Sta r Empire is vast 
and multifaceted, and there are many more possible 
occupations than those I is ted in this chapter. Th e 
Overlays provided represent t h e types of profess ions 
players are most likel y to want to play as characters, 
or whom Crew members w ho work for Sta rfleet a re 
most likely to encounter. If you feel someth ing is 
missing, fee l free t o c x reate your own Overlay; use 
one of the existing Overlays as a foundation. 

Romulan soc iety is rigidly organized and strati­
fied. A person who chooses a profession or ca reer 
usually has to stick with that choice; most Romulan s 
see this as the ir d uty to the Empire. In m any cases it 
also allows the m to develop a h i g h level of expertise 
in the ir chosen profession. Some Romulans-those in 
th e military or with powerful benefactors, for exam­
ple- hav e m any m o re opportunities to learn and try 
new things, however. A Romulan military offi cer is as 
lea rned and w ell rounded as his Sta rf leet counte r ­
p a rt, and is often more devious to boot. 
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ROMULAN DIPLOMAT 

Administration (Romulon Government) 2 (3) 
Computer (Research) l (2) 
Culture (choose Specialization) 2 (3) 
Diplomacy (choose two Specializations) 2 (3) and (3) 
Espionage (Observation) l (2) 
History (choose Specialization) l (2) 
Languages 

Romulon l 
Player's Choice 2 

Low (Romulon) and (choose Specialization) l (2) and (2) 
Persuasion (Debate or Negotiation) 2 (3) 
Social Sciences (Political Science, Economics, or Sociology) l (2) 

· World Knowledge (choose two Specializations) l (2) and (2) 

DIPLOMAT 
While much of the political power in the Empire 

resides with the Senate, it takes a vast bureaucracy to 
ope rate a gov ernment the size of the Romulan 
Empire. Among this bureaucracy is the Fore ig n 
Service, the department cha rged with m a intaining 
the Empire's externa l rel atio ns. Diplomat s form one 
of the governme nt's most influe ntial politi ca l classes. 

The Ro mulan Empire does not depend so le ly on 
military conquest as a tool of statecraft. If negoti ation 
can achieve the Empire's a ims, th e Romulans do n o t 
hesi tate to e mploy it. Romula n diplomats receive 
extensive t raining in negotiation at the Imperia l 
Acad em y. 

The velvet g love concea ling the Empi re's iron 
h a nd, diplomats serve as the Empire's public face. 
They comprise the delegations who attend trade con ­
ferences, appear before government bodies (like the 
Federa tion Counc il), and negotiate on the Romula n s' 
behalf. Yet they a lso serve as a re liable source o f 
information for the mi lita ry. More than one Romul an 
diplomat h as provided insightful inte lligence on a 
pla ne t's milita ry capability, or a leader 's wi lli ngness 
to go to war. M any b e lieve, esp ecia lly those outside 
the Romula n governme nt, that Romulan diplomats 
are actual l y Tal Shiar spies. Diplomats also serve as 
liaisons w ith the Empi re's c lient worlds, interm ed iat ­
ing between a Romulan governor and t h e loca l p o p­
ulace. 

Diplomats attend one of many popula r Romu lan 
universiti es, a longside future intercessors, p o l iti­
cians, and bureau c rats. There they study the history 
a nd cu lture of v arious c i v ili zations (Taurha i , 
Federation, o r K l ingon, for example), making them 
more versed in a li en c ultures tha n the average c iti ­
zen. Romu lan universities admit appli cants based o n 
academic achieveme nt, though more th an one 
prominent family h as pulled strings to get a re la tive 
admitted. 

Oftentimes, a diplomatic ca reer serves as a 
springb oard to hig h er offi ce, including a poss ib le 

Senatoria l seat. Because diplo m ats possess first-h and 
knowledge of intergalactic affa irs, both w ithin and 
outside Romulan space, and frequently travel to 
other worlds, many senators m a intain close contact 
with at least one diplomat. 

Players involved in a politi cal campaign might 
portray a diplomat, o r a Romul an diplomat might be 
assigned to extended duty on a warbi rd- perhaps to 
advise a commander during the que lling of an upris­
ing or to negotiate a treaty w ith a new a lien species. 
Finally, a diplomat might becom e disil lusioned with 
the Empire's direction, and j o in the resi stance move­
ment. 

:t-·: 

ROMULAN INTERCESSOR 

Administration (Romulon Government) 2 (3) 
• . · · (Romulon Courts) (3) 
Chorm(lnfluence) l (2) 

. . Computer (Research) 2 (3) 
· . ·. Fast Talk l 

~:- · , -Intimidation (Cross Examination) 2 (3) 

~> Language 
.::. Romulon 1 

.... Low (choose two Specializations: Contract, Corporate, 
~- .... lntergoloctic Low, Military Regulations, Specific 
·• , Planetary/Government, Taxation) 2 (3) and (3) 
·.~. · Mediation (choose Speciolizolion) 2 (3) 

-Personal Equipment (choose Specialization) l (2) 

:.:.: . Persuasion (Negotiation) l (2) 
-.. (Oratory) (2) 

• Social Sciences (Political Science) l (2) 
:=~ . Streefwise (Locate Information) l (2) 

INTERCESSOR 
In Romulan society, inte rcessors serve much the 

same function as lawyers did on anc ien t Earth. They 
draw up contracts b e tween individua ls, m ediate dis­
putes, and represe nt their cli ents b e fore the Romulan 
courts. 

The Romul an system of justi ce resembles that of 
the Cardassian Union or th e Napoleonic Code on 
ancient Earth : The accused is con side red g uilty until 
p roven innocent. Unlike the Cardass ian system of 
justi ce, however, the state's finding is not presumed 
a u tomatically to b e correct. T h e accused can still 
prove his innocence. Intercessors are not sta te 
employees, an d they have pow erful too ls to protect 
the i r clien ts, such as the Romu la n Right of Sta tem ent. 

In civi l disputes, most Romu lans p re fe r to e ngage 
the services of an intercessor. In an effort to avoid 
embarrassm ent, they avo id taking th e ir disputes to 
court, w h ere a iring " dirty" laundry could h ave dire 
consequences. Romul an judges h ave w ide latitude in 
settling cases-everythin g fro m find ing summarily in 
favor of one side o r the other, to d etermining pena l­
ties from impri sonme nt to confi scati o n of property. 



--------------------------~---- --- -- -~ -------------- -- -------- ~--- - ----

Simi larly, the Ta l Shia r monitors court act ivi t y, in 
an effort to root o ut disloyal activities. A cit izen w ill­
ing to vio late a contract, or who cannot get alon g 
w ith h is n e ighbors, is more likely to commit oth er 
c rimes as we ll. Should a n intercessor, during the 
course of his duties, learn of any disloya l activity on 
hi s cl ient's behalf, the Tal Shia r expects to be 
informed. 

Intercessors attend one of the Romulan Empire's 
prestigious universities, a longside future diplomats, 
bureaucrats, a nd politicians . Entrance i s b ased sole l y 
on academic qualifications, thou gh some prominent 
fam ili es u se the ir influence to enroll a younger son o r 
daughter. People who become intercessors ran ge 
f rom those w h o want to help others to those hoping 
to u se the position to pro pel them into the Senate. 
M any end up working for the government, e ithe r as 
prosecutors o r as legi slative assistants. 

A Romulan inte rcessors i s most likel y to be a 
player c h a racter in a dissident or politica l campaign . 
The intercessor mig ht work for the justice system, 
prosecuting traitors to the Empire, or wo rk in t he 
Sen a te as an advisor to an influential (or no t so inf lu­
e ntia l) sen at o r. 

ME RC HA N T 
A lthough the Romu lan Sta r Empire h as repl icato rs 

just as the Federation does, not everyone has access 
to them - o nl y the military, the government, and cer­
t a in o ther e lites a re a llowed to u se them in man y 
instances. Th e refore, the Romulan Empire m a intai n s 
a m ore o r less trad itiona l economy. This, in turn, h as 
g iven r ise to a thriving m erchant c lass. 

The sort of Romulan m e rc hant who is likely to b e 
a p layer c h a racter is one of the traveling m e r­
chants/cargo ca rri e rs w h o are found throug hout the 
galaxy. They trav e l from planet to planet and c i ty to 
c ity, bring ing desired goods and exchanging them fo r 

money or other goods. Some work a predetermined 
route and sell th e sam e products most of their lives; 
oth ers a re more adventurous, going wherever the 
ava ilable cargo or a lmig hty sestar takes them. 
Merchants must receive a licen se fro m the govern­
m ent to conduct business; the licen se must be 
re n ewed every few years- a way for the government 
(an d the Tal Shiar) to reta in oversight over itinerant 
m e rchants. 

Merchants in Romulan space often h ave to take 
extra care not to attract su sp i c ion . Romu lan society, 
being rather rigidl y organized and devoted to mili­
tary goals, does not a lways look ki nd ly on people 
who travel frequently. The Ta l Shiar frequent ly keeps 
a c lose watch on Ro mula n m e rc h ants, since it tends 
to suspect them of engaging in smuggling, dissident 
activ iti es, or worse conduct. 

The truth is, the Tal Shiar isn't a lways wrong. More 
than o ne mercha nt m akes a lot of his m o n ey b y 
smuggling illegal or quasi-legal goods, carry ing m es­
sages for sp ies, and the l ike. Som e of the m ost daring 
(or profit-hungry) merchants actua lly smuggle goods 
back and forth across the Neutra l Zone into 
Fed e ration space! 

The re are a few Romulan goods (Romula n a le, for 
example) which are in h igh demand in certai n p arts 
of the Federation, and m a ny Federation goods can be 
so ld for a pretty riya l back o n Romulus. A p e rso n 
w ith a bit of d as h an d d aring can do we ll for him­
sel f- if he manages not to get ca u gh t, a ll the whi le 
avoiding the Imperial authorities. 

,. . ROMULAN SCIENTIST 

Skills 
Computer (Simulation/ Modeling) 2 (3) 

(choose Specialization) (3) 
Dodge l 
Engineering, Any (choose Specialization) 2 (3) 
History (Romulan Science & Technology) l (2) 
Language 

Choose one l 
. Personal Equipment (choose Specialization) 2 (3) 

Plonetside Survival (choose Specialization) l (2) 
· · Science, Any (choose three Specializations) 2 (4), (4), and (3) 
. Science, Any other (choose Specialization) l (2) 
Shipboard Systems (Sensors) l (2) 
Vehicle Operations (choose Specialization) l (2) 

, : ... Advantage 
· . Sec,urity Clearance +3 

SC IENTIST 
The Romulan scientist is, typically, a g raduate of 

the Romulan Astrophysical Academ y. Like his 
Federation counterpar t, h e is u su a ll y inte lligent, 
insigh tful, and resou rcefu l- t h ough o f course the 
Romu lan world of sc ien ce has known plenty of intel­
lectua l plodders and "absent-minded professors," too. 
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In the manne r of scientists all over the ga laxy, the 
Romulan scientist n o rma lly chooses o ne or m o re 
"spec ia lties," a subject or subjects that h e studies 
more than oth e rs. These are u suall y indicated by h is 
Specializations in the first Science Ski ll listed on t h e 
O verlay. The remaining Science Ski ll s describe other 
areas of inte rest or re la ted subjects with w hic h h e is 
famili a r thro u gh his researches or the study of his 
sp ecia lties. Fo r better or worse, in the modern e ra 
science i s such a vast fie ld that it's no longer possib le 
for m ost sc ientists to b e "generalists" w h o know 
something (or even just about everything) about most 
fields of study. 

In Romu lan soc ie ty, sc ientists are often employed 
by the military, w h e the r as part of a starship's crew or 
as the professional staff of some state-owned defense 
ind u stry. While m ost are content with, or even proud 
of, this ro le, a rare few object to being "too ls of war­
mongers." These scientists o ften aid, or are directly a 
part of, the dissident movement. 

SENATORIAL AIDE 
The business of the Empire is both complex a nd 

time-consuming. A ll m embers of the Romulan Senate 
require a staff to h e lp keep them apprised of situa­
tions, prepare reports and briefs, see to daily affa irs, 
schedule meetings, advise the m on important mat­
te rs, and even keep t hem ab reast of politica l machi­
natio n s. Typica l positions include legi slative affai rs 
ass istan t, chief of staff, and military advisor. 

The covert aspect of the job i s p erhaps the m ost 
inte resting, a nd littl e seen, function of b e ing a sena­
tori a l a ide. The Romulan Senate is rife with plots and 
counterplots. Coa litions sh ih, fortunes rise a nd fall, 

p lots a re h atched. An important function of any sen ­
atoria l staff i s keeping abreast of these shihs. Simply 
put, aides a re li ttle more than political bodyguards 
and spies, watch i ng for plots and e nacting their own. 
When Senator Mavet p roposed an increase in th e 
re lief a llocatio n to farm s flooded in the Chula Valley, 
it was his senatorial a ides who detected Senator 
Retam's plot to divert this to th e military. 

Ironically, t hese individuals end up w ie ld ing a 
g rea t dea l of power in Ro mu lan pol iti cs. Senators can­
not p ossibly keep cu rrent w ith a ll the m atters before 
the Senate, and t hey depend on loya l ass istants to 
keep them informed. It i s a senatoria l a ide w h o deter­
mines who shall see the sen a tor, advises him on 
impo rtant mat ters, and influences the way he wi ll 
vote. Some have even gone on to their own seats in 
the Senate. Wise individuals w i th b u siness before the 
Senate ensure that the sen ator's aides a re on his side. 

~-.~. TAL SHIAR AGENT 

· Skills 
, · Athletics (choose Specialization) 1 (2) 

·Behavior Modification (choose Specialization) 1 (2) 
~ ·. Computer (choose Specialization) 1 (2) 

.. Dodge 1 
:. ::: ~ Energy Weapon (Disruptor) 2 (3) 
':·- Espionage (choose Specialization) 2 (3) 
:; · . Intimidation (choose Specialization) 2 (3) 

~-< Personal Equipment (choose Specialization) 1 (2) 
;-,~: Security (choose Specialization) 2 (3) 
\ ·. Shipboard Systems (Tactical) 1 (2) 
·; · . Surveillance (choose Specialization) 1 (2) 

>,: · Unarmed Combat (Romulan Navy Martial Arts) 1 (2) 
r: : Vehicle Operations (choose Specialization) 1 (2) 
:·:· ' 

('"- Advantage ". : 
~,r .·: -Security Clearance +3 
~ ~. - . . 

TAL SH/AR AGENT 
Use this Overlay for a c haracter w ho is a member 

of the dreaded Tal Shiar, t h e Empire's secret pol ice 
and intelligence agency. Fu ll details about the Tal 
Shiar can be found in t he chapter entitled " The 
D efenders of D'era " in th e f irst book of this set. 

SOLDI ER 
Every Romul an serves in the military for a fi ve-year 

period of time, called th e Serona. After their requ ire­
m ent to the Empire i s complete, many Romu lans 
return to c ivil i an life and take up civ i lian careers. 
Those w h o prefer the martia l l ife remain in th e mil i­
tary and b ecome p rofessional soldiers. 

The life of a sold ier i s an exci t ing one. Romulan 
soldiers might see act ion a long the Taurhai b o rder, 
play cat and mouse with Federation sta rships along 



the Neutral Zone, or bri ng glory and honor to the 
Empire by subjugating a new p lanet. Those .who 
show promise reach the highest eche lons, or receive 
t ransfers to one of the Empire's e li te units. 

·f.~~~r;:~-~~~~).::·f{~ \;:::-::< <>_- ~-~ . .-}·.-;~,>- ·:-.'-­
~~~t- ROMUlAN SOLDIER 
~{:''":>:'"\ :.:·:.~· ..•. · 
~l:~'~Athletks (choose Specialization) 1 (2) 
':'~~·~4J. __ :_~, .-.. -· 

$;'~}/CompUter (Reseorchll . (2) 
i'('-~'--~-- -.-~--~-:~. ·.' _:>· 
~;:--·;. Dodge 2 :. · .. :; ':J~ .. _, __ -~. '· . ' . --. 
¥~-~-' ;Eriergy Wea-pon (Disruptor) 2 (3) 
~~)'~;' tiJVi (Romuiori Military Regulations) I (2) 
luf•.,•;•·o -:·- · • .. _ ,·_ · 

ti,:;:~.iPe.rsonal Equipment (choose Specialization) I (2) 

~i;!~·PI~rietsideSurvivol (choose Specialization) I (2) 
~) .: Ship:boord Systems (choose Specialization) 2 (3) 
if:f:<.S~st~~~ Engineeri~g {choose Specialization) 1 (2) 

~r~~~ Unof.rri~d . Combat (choose Specialization) 2 (3) 
)/::Ve_hide_ Operations {Shuttle) 1 (2) 

}:})(o_mrira~d· . · 
~?\ 'Ad~inistr~tion{Starship Administration) I (2) 
0;fJ~ili~~nd (Storship(ommond) I (2) .,.·.- .... _, . . - - ~ - - ... ' . 

?:'t Plqn~io~y ·To:ctics (choose _ Specialization) 1 (2) OR Storship 
,:,"'1· ·.·Tactics (choose Specialization) 1 (2) 

·~{;~!~~gi~~~~iirg . 
. 1;·, .. ; E~gi·h~ering, Any· (choose. Specialization) 2 · (3) 
·;~;:-YPhysic~l Sdence, Any (choose Specialization) 1 (2) 
ti~~:;~:merlicai ··,' 
~t".t:fit~ :i\id((ombot Trauma) I (2) 
;.·-'.' .... '\··~~;·,_- .· :-' . . ;_. , .. ·_ . . ·-. - . 

{<Medi~ol Scierice:(choose Specialization) 2 {3) 
~-:·;: \';. '· · .. , ~· . . . 

::. :·';:Qp~rations · 
~(\)dniinistrotion(choose Specialization) 1 (2) 
,;,:)~~ ~h"ipboa'r~ Systems (choose Specialization) I (2) 
'f{systerns. Engineering (choose Specialization) 1 (2) . 
'(:··,·... ·: '. 

y:') Science . ' 
--~ ... -~ -- :, .. . '_ ; ... - ' 

fL(Sdence; Ariy {choose Specialization) 2 (3) 
t~·~j·science)~y other. (choose Specialization) I (2) 
.::~~/'.Security:. : 
T\s~curi~ (SecuritY Systems) 2 (3) 
';{:iPicinetory Tactics (Small Unit) I (2) 
;;:<·f·~:._= -··.--. --:_- ·: - -. 
. ;t ;,TaiticaJ. . ;, 
g~:}'st~·rship ladies (choose Specialization) 2 (3) 
-~~.~ Systems · Engineering (choose Tactical Station, Disruptors, 
{:,·ci.Ciollking Device, or Deflector Shields) 1 (2) 

.?~~~:·.:ral ·oi~~n : 
fJ.~:; ·AJ~inistrotion (Romulan Military) 1 (2) 
~;'F-~-S~ctirity Clearance +3 
~~-•. \s~:rv~iHonci!(choose Specialization) 1 (2) 
!---~~ -~ --· .··. - . : · . 

::i;::: 

COMMAND 

The character showed a f lair for command during 
his Serona, or someone with influence pu lled some 
strings to .get h im a commission. At the Romulan War 
College, the character learned th e basi cs of leading 
men and women into b att le and conducting space 
warfare. He a l so gai ned a bi t of f i rst-hand knowledge 
about military politi cs. 

ENGINEERING 

During the character 's Serona, she demonstrated 
some Engineering ta lent and picked up enough skills 
to pursue the engineering sc iences as her chosen 
career. Or she simply desired a ca reer in the military 
and wanted to put her engi neering ta l e nts to work in 
serv ice to the Praetor. 

MEDICAL 

The c h aracter showed a ta lent for medicine, and 
studied to become a doctor whi l e atten ding the 
Romulan War College. H e c urrentl y serves t he 
Empi re as a doctor in the Romu lan military. 

OPERATI ONS 

This is a catch-a ll for a variety of posi t ions i n the 
Romulan mil itary, from operations management to 
f l ight con tro l, from environmental systems to logis­
tics p lanning. The character learned not only how 
things worked, but why. 

SCIENCE 

The Romulan fleet does not solely patrol space 
a nd conquer a lien worlds; Romulans are as interest­
ed in ste llar p h enome na and learn in g about the 
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galaxy as the Federation. The character joined the military for the opportu­
nity to exp lore space an d study its mysteries. 

SEC URITY 

Whi le soldiers trained in intelligence safeguard again st spies, security 
perso nnel serve as ground troops, mi l itary p olice, and secu r ity guards. At 
the War Co llege, the character learned e ven more about weapon s, g ro und 
warfare, a nd security p recautions. 

TACTICAL 

Romulans who receive t actica l training are experts in the a rt of interstel ­
lar warfare. Cadets learn, among other t h i ngs, how to operate a cloaking 
device in conjunc tion with deflector shields to provide m ax imum protection, 
how to target sensitive a reas of a starship, and planetary support tactics. 

TAL DIANN 

The character work s for the Tal Diann, th e military i ntell igence division. 
The Tal Diann tracks dow n dissidents and traitors w ithin the ranks, a lo ng 
with keeping an eye out for Klingon or Federation spies. Members com­
monly serve as legates (a form of poli t ical o fficer) throughout the Romulan 
fleet. 

Background History 
A charac ter i s m o re than his heredity and profess ion. Every character i s a 

collection of exp erie nces, c h aracter traits, events, a nd ca lamities that shape 
his life and personality. To flesh out your characte r, to add these tra its, the 
player makes a series of decisions that sh ape the character. Did she decide 
on a career in the milita ry after her Sero na? D id she serve a tour of duty on 
a backwater colony, or w as she promoted to t h e e li te Praetorian Guard? 
Eac h of these decisions affects the character 's development. 

Th e fina l stage of Romulan character c reation i s to take the c haracter 
through the va ri o u s stages of the Backg round H istory process. The steps 
involved d ep end on the t y pe of character b e ing created. Please con sult the 
" Profession Stages" sid ebar. 

As w ith traditio n a l Starf leet cha racters, the purpose of the Background 
History is to m ake the player think about the character's past during his life 
prior to the start of the series, and to obta in the skil l s and traits w hich reflect 
those activities and events. While Romulan soc iety is fai rl y rigid and organ­
ized, there's sti ll plenty o f room for indiv idua l initiative and interests-and 
of cou rse where a nd how a c haracter w as ra i sed ca n di ffe r g reatly. A char­
acter who grew up in a scientific outpost on the edge of Romulan space w il l 
know diffe rent things than o ne w ho grew up on Ro mulus itsel f; a c hild who 
had a senator for a p arent will look at things diffe re ntly than one ra i sed by 
reclusive schola rs. 

As in th e core rulebook, each stage of the Romul an Background History 
includes a li st of prebuilt " packages" representing specifi c ty p es of back­
grounds which a c h a racter might have experienced during that time of his 
life. Characters are not required to take these packages-they can simply 
spend the raw Deve lopm ent Points on any appropriate ski l l or advantage­
but they provide a quick "shorthand" way of simulating many common 
backgro unds. 

Un like Fed e ration c h a rac te rs, Romulans can learn any skills t h ey want­
all are u seful in the serv ice of the Empire. Ig n o re the icon s indicating " inap­
propri ate" skil l s in the core rulebook when creating Romulan c haracters. 

Costs for al l skills, edges, advantages, and the like are as l iste d in the Star 
Trek: The Next Generation RPC core rulebook on page 68. 

UNIVERSAL BACKGROUND LIST 

The lists on page 1 6 represent those advantages, disadvantages, and skills 
which a c haracter may choose at any t ime during his Backg round History. 
This is not a separate stage a long the Background, h owever; characters get 
no Deve lopment Po ints to spend. 
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RENO~N 

A ll Romulan s a re exp ecte d to live up to a n ideal­
O 'era, serv ice to the Empi re, expanding t h e b o und­
a ries o f Ro mula n space. The more a Romula n emu ­
lates th is idea l thro u gh his action s, the m o re likely 
someon e w ill take n o t ice. To reflect this re liance o n 
d eed s and reputa tion, Romulan c haracte rs depen d 
on Renown. 

In the Star Trek: The N e x t Generation RPG co re 
rul eb ook, Re nown i s u sed to measure a c h a racte r 's 
f am e a n d reputa tion. The higher a c h a ract e r 's 
Ren o wn, the m o re p eopl e have heard of hi s explo its. 
An office r with a hig h Renown has served the Empire 
w e ll and exemplifi es the Romulan ideal, whil e an 
o fficer w ith l o w Ren own may find himsel f going 
now h e re, fast. Renown is divided into fi ve asp ects­
A ggress i o n, D i sc ipline, Initiative, Ope nness, and 
Sk ill. Ro mulans place hig h value on Aggression, 
D iscipline, and Skill - these qua lities a re recogn ized 
as the h a ll marks of a "good" Romu lan . 

T hro u gh o u t the Backgro und History stage of c h ar­
acte r c reat ion som e o pti o ns prov ide po i n ts of 
Renown, represen t ing a number o f facto rs, fro m 
opp o rtuni t i es offe red b ecause of h eroi c actions to 
strings pulled o n your c h aracter's b ehalf. W hile c re­
ating a histo ry for you r character, you should h ave a 
c lear p ic ture of the ty p e o f c haracter you want. Did 
your soldie r ri se quic kly thro ugh the ranks th anks to 
favors provided b y influe ntial fr iends? Did your c h a r­
acte r come fro m a well know n famil y, but c hoose to 
accept less-prestig io u s assignments? Did h e com e 
from commo n b irth, o nly to rise to prominen ce 
b ecau se of hi s acti o n s? 

Certa in pack ages a t each stage o f t h e Background 
History prov ide a nu m b er of Re nown poin ts. 
Simila rl y, certai n tra its provide addi tio na l Renown , 
su c h as Benefact or, Po litica l A ffi I iat i o n , a nd 
Comm e nda tio n . T h ese amounts should a l so be 
add ed to the c h aracte r 's Ren o wn asp ects . Keep track 
of a ny Renown awards; you ' ll n eed t h em later on 
under Fi ni shing To u c h es (page 19 ), to determine how 
well known your c h a racte r i s b y v irt u e of h is p ast 
achievem e nts. Thi s w ill d e te rmine, am o n g o ther 
things, the c h a racter 's st a rting ran k in the Romulan 
Military o r Ta l Sh iar, an d how m an y favors the c h a r ­
acte r can ca ll in . 

EARLY LIFE 
This stage represents the characte r 's I ife from birt h 

until h e em barks o n hi s Sero na serv ice. T h e skill s, 
a d va n tages, and di sadvan tages acquire d at this stage 
a re t hose learned as a c hild o r young adul t. They 
could simulate the c h a racte r 's lesson s in schoo l (pa r­
t i c ul a rl y i n su b jects h e liked), h o bbies, th in gs h e was 
forced to lea rn by d o mineeri ng parents, and so forth. 

O n e of t h e m ost important indicators of su ccess i n 
Romulan society stem s from the family. Memb ers of 
a famil y w ith a stro ng history of meritorious service 
in the nam e of t h e Praetor are assumed to be some­
how better. T h ey h ave been inc ulcated in trad ition s 
o f d u ty to Empi re, n o uri sh e d o n stories o f g lorio u s 
forebears. T h ey h ave exte n siv e p ol i t i ca l an d milita ry 
connectio n s, o fte n re l atives. 

Yet commo n Romulan s have less to fea r f ro m 
poli t i ca l vende ttas and o n erous o bligatio n s. Less is 
exp ect ed of these commo n e rs, and t h ey n eed not I ive 
up to t he expectatio n s o f duty an d h o n o r. Fo r the m , 

D'era i s less an i mperative. Through D'era, however, 
oth e r, n ewer fa m i li es can r ise to greatness and fam e. 

O n e of the first q u estion s you must ask yourself is, 
" Fro m w h at p art o f society does my character o r igi­
n ate?" Did yo u com e from a privileged fam ily, the 
scion s of Rom u lan society, o r did you have more 
h umble o r i g ins? 

If you c h o o se to come from a prominen t Rom u lan 
family, c h o ose t h e fami ly to wh ich your c haracter 
b e longs. Each fami ly package p rovides those skill s, 
tra its, and Re now n rep resenting the advan tages o f a 
priv il eged birth. Altho u g h it might be fu n to play a 
ri c h , pow erful Romul an , this migh t not fi t the player's 
con ception for his character. Simila rl y, t h e N arra tor 
mig ht w ant to limit h is players to som ewh a t more 
mundan e o rigins. 

EXPLAN ATIONS OF EARLY LIFE PACKAGES 

ACADEMIC U PB RINGING 

The c haracter was raised by paren ts who were 
sch o la rs. They migh t have b een u niversi ty o r 
Ro mulan Astrophys ical Academy professors, consu lt­
ants working for the Em pire or for a vita l industry, o r 
som ething similar. Bei ng arou nd them gave the cha r­
acte r exposure to a l o t of inte resting information and 
sp arke d his interest in a part icula r academic subject. 
However, it also mad e him arrogant about h is inte lli­
gence. 

COLONY UPB RI NGING 

The c haracte r was ra ised on a Romulan colon y 
world. It was a tough li fe, but h e survived an d 
b ecam e st ro nger and tougher because of i t. Now that 
h e's o lde r, he's plan ning to put his abi l iti es to use on 
beh a l f of the Em pire. 

D ISSI D ENT UPBRI N G I N G 

The c h aracter's paren ts were d i ssiden ts, and h e, 
like them , was con stant ly hiding certain activities 
f ro m the authorities. H e learned a lot abou t the 
seam ier sid e of l ife, b u t now has a secret h e must 
hide i f h e w i shes to advance in norm a l Ro mulan 
soc ie ty. (If the c h a racter is still a dissident as an adult, 
find some other d i sadvan tage to take the p lace o f 
Dark Secre t if it is not ap p ropriate.) 

FAMOUS P AR ENTS 

T h e c h a racter 's pa re n ts were renowned sch o lars, 
p o litic ians, or soldie rs. T hat was a lot for th e charac­
te r to live up to, but t hanks to some of the things h e 
learned f rom being around his parents, i t looks like 
he's got a c h ance t o succeed. 

MILITARY UPBRINGING 

A l t h o ug h more p rominent famil i es h ave a long 
history o f g lorious service to th e Rom u lan Empire, 
your c h arac te r 's fa m i l y h as a less prestigiou s history. 
Your pa re nts were mi li tary officers, a n d you learne d 
a thing or tw o f rom t h em. Unl ike Starfl eet, which has 
a p o licy of k eepin g famil i es together, you rema ined 
o n Ro mulus, eagerl y awa iting news of you r parents' 
exp lo i ts. They continue to look ou t for your ca reer, 
an d provide a bit of Renown. 
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NORMA L UPBRINGING 

The safe, ordinary, traditional Romulan family. No major prob­
lems, but not much excitement, either. Romulan children on 
Romulus and Remus are encouraged to practice traditional mar­
tial arts in primary school; other planets vary this somewhat. 

P O LITI CA L UPBRINGING 

Someone in th e character's family was a politician or diplo­
mat-probably an important one. The c h aracter got to meet 
important people and witness important events. He also inherited 
his family's enemies. To counteract possibl e attempts on his life, 
he underwent a program designed to make him immune to the 
poison those enemies most often use. 

U NDERVVORLD BRAT 

The character's parents were criminals, which is almost as bad 
as having dissidents for parents. But it taught the character a thing 
or two about the street. As an adult he has to hide his shady past 
(unless, of course, he's still a criminal, in which case another dis­
advantage may be substituted for Dark Secret, if appropriate). 

THE SERONA 
Upon reaching young adulthood, all Romulans are required to 

undergo a period of mandatory military service known as the 
Serona. During this time they rece ive a modest amount of basic 
military training and are then assigned to duties based on the 
Empire's needs, their skills, and their inclinations (in that order). 

Unlike most Background History stages, this one is mostly pre­
d efine d. The character a utoma ti ca ll y l earns certain Ski ll s (he has 
no cho ice; these sk ills are those the Romulan Hig h Command 
dictates that all Romulans must learn during their Serona); only 
the "spec ial tra ining and missions" package can be c hosen. For 
the most part, the Serona missi o n s fulfill support roles; career mil­
itary men u suall y don't think muc h of Serona "scruffs," as they're 
ca lled, and use them to free "real so ldie rs" up for m o re important 
tasks. This is why, although a Serona en li stment lasts five years, a 
"scruff" learns very little in the way of u seful skills. 

Narrator's Note: Feel free to create add itiona l packages to h e lp 
steer characters toward the type of seri es you h ave in mind, or 
which better suit the characters wh ich players h ave already creat­
ed or proposed to you. The missions provided represent only si x 
of a myriad of possible assignments. 

EXPLANATION OF SERONA MISSION PACKAGES 

DISS IDENT 

After learning the basics of life in the Romulan military, the charac­
ter became disaffected with the Romulan way of life and joined the dis­
sident movem e nt. He was fed a steady diet of revolutionary thought, 
and learned the techniques to avoid capture b y the Tal Shiar. 

E NGI N EER ING S UPPORT 

Due to the character's ta lent w ith mechanical devices, h e was 
assigned to a starship or st arbase to ass ist the engineering staff. As 
a result he learned a thing or two about actual e ng ineering . 

M ED ICi\L SU P PORT 

The c haracter displayed a knack for the medical sciences, so 
h e was assigned to a starsh ip, starbase, or military hosp ital to 
assist the doctors. During hi s time there, h e lea rned how to per­
form basic medic a l proced ures. 



--------- -------------------- ---

PHYSICAL F IT NESS 

The character didn't display any partic ular talent 
or a rea of expertise, so he was shuffled from one job 
to another and g iven a lot of menial tasks. It d idn't 
teach him much, but it got him into shape. 

SECURITY 

A l though the Ro mulan mi li tary prides itself o n the 
superio r ability of its sold iers, it freque ntly sends 
young men and women to the front lines to serve as 
l ittle more than can n o n fodder. Your c haracter man­
aged to survive severa l years mainta ining a garrison 
on a c olony world, policing an unrul y protectorate, 
or guarding a mil itary installation. 

STELLAR CARTOGRAPHY 

The c haracter was assi gned to a stel la r cartog ra ­
phy mission to h e lp m ap the Endless Sky. 

ROMULAN WAR COLLEGE 
What Starfleet Academy i s to the c itizen s of the 

Federation, t h e Romulan War College (or, to g ive its 
proper n ame, the Military Rhetor of the Romu lan 
Sta r Empi re ) is to Imperial citize n s. A ll good 
Romu la n s want th e i r children to grow up and a ttend 
the War Co l lege, since on ly the best of th e best can 
ga in admission. Graduating from th e W a r Col lege is 
a sure ti c ket not on ly to a ca reer in the Romu lan mil­
itary, but to socia l p restige and, often, a li fe in the 
po litical a rena afte r the gradu ate's military career 
h as been completed . 

The War College i tself is located o n t h e world o f 
Devorren, w hic h was occupie d b y t h e Romulans 
centuries ago and h as remained in the ir hands ever 
since. In contrast to the lovel y, temperate cl imate of 
Romu lus, D evorren is a cold, harsh world with littl e 
vege tation. Its su rface i s frequently swept by strong 
w inds and storms. Since the ir environment offers no 
rea l distraction s, the W a r Co llege students are ab le 
to d evote themsel ves entire ly to the i r stud ies. 

T h e War College's cou rse of study lasts for four 
g rueling yea rs. Actua ll y, students o n ly spend three 
yea rs at t h e War College itsel f; th e fourth year is a 
yea r of "on-the -job training" served aboard a n actu­
a l starship. The f irst yea r is devoted m a inl y to gettin g 
the students into f i ghting sh ape and teac hing t h em 
basic mi li ta ry doctrin e. T his i s done primaril y by put­
ting the students thro u g h an intense physica l f itness 
regimen. 

This train ing inc ludes long runs i n t h e frigid 
Devorren weather, unarm ed combat tra ining (includ­
ing "fu l l c o ntact" competitions wh ic h h ave kil led or 
maimed more tha n o n e student), a nd feed i ng the stu­
den ts about two thirds of the ca lories they real ly 
need so as to make them lean and m ean . C lasses in 
mi li tary procedures, regu lations, and standards g ive 
the students a n occas iona l break. 

The second year is w h en the students rea ll y begi n 
to learn how to be t rue Romulan milita ry p e rsonnel. 
They are introduced to the basics of t h e Romulan 
mi litary, including its equipment, standard strategi c 
and tactical doc tri n es, ships, and so forth. They a lso 
do a " ro tation" am o ng c lasses devoted to each of the 
major areas of operati o n aboard a sta rship, so as to 
expose them to a broad-based, if sh a llow, knowl-

edge o f w hat goes on aboard such a ship a nd how 
the sh ip itself operates. 

The third year i s where the real learn ing takes 
place. At thi s time students f i nal ly b egin to speci a l­
ize in w hatever subject i nte rests t h em- or, i n some 
cases, w hich th e Empire thinks they should study. 
They learn this subject inside an d out, sitting th rough 
h o urs- long courses for up to half a day at a time, 
with only short b reaks for meals. Stu dents are 
expected to learn their l essons wel l; anyone w ho 
doesn't maintain an acceptab le record is summaril y 
e j ected from the school- usu a l l y after undergoing 
mind a l teration so th at h e canno t remember any­
thing he saw or learned at t h e War Col lege. 

The fourth year, as men t ioned above, is served 
aboard a Romulan sta rship. The student receives the 
rank of "Junior U hlan" and is p retty much at the 
mercy of all of the actua l milit ary p ersonnel-he can 
b e ord e red to do just about a ny t h ing b y any c rew ­
m an . 

The Empire h as n o inte ntion of wasting we ll made 
tools, h owever, so overt abuse is n ot permi tted a nd 
the student gen eral l y learns a great d ea l dur i ng this 
year. Assu ming a l l goes we ll , he w ill u su a lly be post­
ed to t h at same ship after g raduatin g . If a ll does not 
go well, or his performance is in an y way u nsatisfac­
tory, e jection a nd mindwipin g are the standard pro­
cedures (assuming h e survives the year). 

EXPLANATIONS OF ROMULAN WAR 
COLLEGE TRAINING PACKAG ES 

ADVA N C ED ENGIN EE R IN G R ESEARC H 

The character learns advan ced appli cations of the 
engineering scie n ces, in the process helping to p u sh 
forward the boundaries o f Romulan techno logica l 
ach ievement. 

ADVANCED S T RATEG IC C O M M A ND S C H OOL 

T h e c h aracter learns in deta i l how the Romu lan 
f leets a re supp l ied, o rgan ized , and used in pursuit of 
mil ita ry o bject ives . Many ASCS "graduates" go on to 
becom e wargames experts and military p lanners. 

ADVANCED WARB I I~ D T t \ C T IC"<L C OMBAT 

TRA IN ING 

A favorite of students w h o hope one day to com­
mand a starship, advanced tactica l tra ining teaches 
a ll the t i p s and t ri c ks about starship combat w hic h 

z 
0 

u 

< 
1 

< 

1 5 



., 
. - ~~---. - --------------------- -- --- - ----~~~~-~----~------~---- -

'. 
~-

- I~ c, ,,.., ll I a ,, C: 1, ..-"1 r ..-. <- t <.~ r s 

decades o f Romulan sta rship commanders h ave 
learned thro u gh cold , hard experience. 

EuTE UNIT T RAINING 

The c h a racter receives special trai n ing in forms of 
armed an d unarmed combat, taught b y elite soldie rs 
such as Praetor ian Guardsmen, the Zirphan Legion, 
or the Star Navy's D'asa Group. (If the c h a racte r does 
n ot h ave a Primitive Weapon Skill, h e may, at the 
N arrator's option, c hoose some other appropriate 
advantage in place of Weapon Master.) 

EXPL O RATIO N T RA I N ING 

Although it does not consider exploration its pri ­
mary miss io n, th e Ro mulan Star Navy d oes play a 
significant ro le in exploring Romulan space. Some of 
its ships and m embers a re specifically d esig n ed and 
trained for su c h missions. 

I N TELLIGENCE T RAIN ING 

The c h a racter served a n " internship" w i t h the Tal 
Shiar. M ost su c h c h a racters go on to counteri ntel l i ­
gence to urs of duty. 

PREVIOUS EXPERIENCE 

N o nmilitary c haracters, su c h as intercessors, sen a­
torial a ides, a nd merc hants, do not attend the 
Romulan W ar Co llege. After the Serona, your c h a rac-

PREVIOUS EXPERIENCE 

For every yeor the chorader lived after his Serona and 
prior to the star1 of the series, spend 2 points on the skills and 
trails listed on the Universal Background table. 

ter musters out of the mi l itary and is free to pursue 
w h atever career interest s him. H e may take h is m ea­
ger savings and open a sma ll stall in Va l'danadex Trel , 
travel the Empire as a merchant trader, or attend a uni­
versity and find a job in t h e government. 

For every year of t h e character's li fe from Serona to 
the b eg inning of play, t h e player receives 2 
Development Poi n ts to spen d on the Universa l 
Background l ist (page 18). 

Narrators shou ld limit civi lian characters to an 
equivalent number of points, to mainta in the balance 
among characters. This includes points spent by m i li­
ta ry characters on the Romulan Wa r College and Tours 
of Duty. 

Example: A group of players wants to play 
a d issident campaign, working to reunify the 
Romulan p eople with their Vulcan cousins. 
The Narrator d ecides to limit each player to 
10 points, representing five years' time . 

Example: A group of players wants to por­
tray the crew of a warbird. Each attends the 
Romulan War College and undergoes one 
Tour of Duty, for a total of nine years (four a t 
the War College, five on Tour of Duty). One 
player wants to play a civilian joining the 
crew, a senatorial aide. This player should 
spend 18 points under Previous Experience. 

TOUR OF DUTY 
This stage of the Background History represents 

the c harac te r 's f i rst tour of duty aboard a Romulan 
ship (or in some oth e r post) as a full-fledged m ember 
of the Rom u lan Star Navy. H e may, if the p layer wish­
es and the Narrator permits, have served addi tional 
tours of duty prior to the beginning of the game. 
Unlike Sta rfleet, wh ic h assigns its officers to a p artic­
ular posting for a va ry ing amount of time, a tour of 
duty in the Romu lan military lasts f ive years, after 
which the character ca n reenlist. 

TAL SH/AR BACKGROUND 
Those who a re recruited by the Tal Shiar follow a 

somewhat different path. They do not attend the 
Romulan War College or go on Tours of Du ty. 
Instead , they are sent to special Tal Shiar training 
schools w here t h ey receive i n-depth instruction (and 
indoctrination) in the methods of Romulan espi­
onage. Then they are sent o n various missions on 
behalf of the Tal Shiar-anything ranging from teach­
ing new recruits (or providing basi c instruction to 
Ro mulan Navy en l istees), to inte lli gen ce analysis, to 
undercover operations. 

Players play ing Tal Shiar agen ts sh o uld c h oose 
one package from those avai lab le for t h e ir course of 
study at Tal Shiar headquarters. A fterward, c hoose 
a nother package for the c h aracter's f irst To ur o f Duty. 



-- -- -- - --~ - -------- ----- ----- -- ------- -------- -------- ----------

The c h aracter m ay, if t h e player wish es a nd t h e 
N a rrator permits, h ave served additio n a l tou rs of d u ty 
prior to th e beginn in g of the game. 

FINISHING TOUCHES 

RENOWN 

Tota l th e Renown awards from t h e various pack­
ages selected d uring Background Histo ry. Thi s is your 
c h aract e r 's st a rtin g Re nown. 

Exam p l e: At th e end of characte r c reation , 
Subcommander T're t's player calc ula tes his 
Ren o wn. H e h as A ggression 7 0, Discipline 
7 0, and Skill 5, for a total Renown of 25. 

GLORY 

G lo ry measu res a characte r 's abi l ity to t rade o n 
his reputation, to mak e things happen , both in t h e 
Romulan Emp ire and in the gam e. Sp en d ing G lo ry 
p o ints, a player character c an call in a favor f ro m a 
cohort i n the Rom u lan Hig h Comma nd, request t h e 
suppo rt of a powerful b en efactor, o r p erh ap s even 
solici t t he a id o f the Praeto r or Tal Shiar. 

W h en a characte r w i shes to ca l l upo n ext erna l 
f o rces to affect gam e p lay, the p layer must spen d 
p o ints of G lory. W h en used in this w ay, any nu mbe r 
o f G lory p o in ts m ay b e spent at a given t ime. (The 
N arrator has more information on this in the c h apter 
e nti t l ed "Romula n Series," page 51). 

Li ke Courage, G lo ry ca n also be u sed to affect Test 
Resul ts. U sed in thi s w ay, o nce per round a player 
can spen d up to 4 Glo ry point s to imp rove a sing le 
Skill Test. Each G lo ry Point spent inc reases t h e Test 
Result b y o ne. 

To f ind your sta rtin g Glory, ca lc ulate you r 
Renown in Aggression, Discipline, an d Skil l. T h us, 
G lo ry depends o n your c h arac ter's reputat ion as a 
p a ragon of D'era. Those w ith little reputation have 
littl e G lory to t rade o n . Those w ith h igh Re nown can 
ca l l in favors from ac ross Rom ulan so c iety. 

RANK 

To fi n d your c h aracter 's starting rank, c ompa re t h e 
c h aracte r 's tota l numbe r of points under Aggressio n , 
Discip l ine, an d Skill o n the Renown and Rank Tab le; 
b e sure to include Re n own from any adva ntages the 
c h aracte r possesses. This is especia ll y impo rtant to 
c h aracters in t he milita ry, politics, or Tal Shiar; those 
o utside these fie lds do n o t ga in any tangible b e nefits 
f rom high Renown 

Reputatio n ca n never take the place of deeds. A 
Ro mulan soldier may receive h is pos it io n becau se 
his uncle is a d ecorated admiral, but if h e is unable 
to p e rform h is d u t i es he' l l so o n lose t hat p osition . At 
best, a good reputation give s you the o pportun ity to 
prove you rse lf. Those unqua lif ied to ho ld the i r posi­
tion eventu a lly begin accumulat in g n egative Renown 
an d lose t h e ir stand ing. D eeds p rovid e the su rest 
route to success an d g lo ry. 

Duri ng t h e cou rse o f play, a c h aracte r 's Renown 
wi ll go u p a n d d own b ased o n hi s actio n s. More so 
than skill level s, a Ro mulan 's Reno wn d et ermines his 
st anding in Romulan so c iety. A lthoug h a c haracte r 
can ea rn Renown w ithout m a king a Ski l l Test, this 
sh o u ldn ' t happen often. Most actions w arran t ing a 

· RENOWN AND RANK 

_·._. 

Renown Military Politics* Tal Shiar 

0 Uhlon File Clerk Uhf on 
10 Suhlieutenont Assistant Sub lieutenant 

. 15 Lieutenant Aide Lieutenant 

25 Suhcommonder Deputy Captain 

50 Commander Secretory Major 

75 Centurion Chief Colonel 

105 Admiral Senator General 

' 
*Ronks for politicians indicate their position within the govern-
men!. They ore usually attached to some function, such as 
Secretory for Colonial Affairs or Chief of Stoff. 

Renown award wi ll require some sort o f Ski ll Test . 
(See the Renow n rules o n page 57). 

Exam ple: T'ret's Renown in Aggression, 
Discipline, and Skill totals 25 points. 
Consulting the rank table, his player discov­
e rs T're t is a Subcom mander in the Romulan 
Star N avy. 

COURAGE POI NTS 

Unl ike Starfleet characters, Romu lan characters 
do n o t receive t h e benefit of Courage Points. They 
may u se Glo ry Points to affect the o u tcome of test s 
a nd die rolls. 

WOUND LEVELS 

See t h e Star Trek: The Next Generation RPC core 
rulebook, page 77, for t h e ru les on ca lc u latin g 
Wound Leve ls. 
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~ADVANTAGES 

Athletic Ability ( + 2} 
Benefactor (+2 to t4} 

Bold (+1} 
Cohorts (+2 to t5} 

Contact(+ 1 to t3} 

Curious ( + 1} 

~ DISADVANTAGES 

Argumentative (-1} 

Chronic Pain (-2} 
Code of Honor (-2 to -5} 
Dark Secret ( -1 to -3} 
Dark Secret Revealed (-2 to -4} 

Dependent (-2} 
Fanatic (-2 to -3} 
Greedy (-1} 

Hides Emotions (-2} 
Hypochondria (-1} 

Imprudent (-1} 

~ SKILLS 

Acrobatics 
Administration 
Artistic Expression 
Athletics 
Bargain 
Charm 

Computer 
Culture 
Demolitions 
Diplomacy 
Disguise 
Dodge 
Energy Weapon 

Famous Incident (varies} 
Favor Owed(+ 1} 
Hereditary Benefit (varies} 
Medical Remedy (varies} 
Quick-draw (+2} 

Resolute ( t3} 

Intolerant (-1 to -3} 

Medical Problem (-1 to -3} 
Obligation (-1 to -3} 
Obsessive Tendencies (-3} 
Pacifism (-1 to -5} 
Phobia (-2 to -5} 
Physically Impaired (-1 to -3} 

Poor Chemoreception (if later 
in life, due to disease or chem­
ical exposure} (-1} 
Poor Hearing (if later in life, 
due to trauma or increasing 

Engineering, Any 
Fast Talk 
First Aid 
Gaming 
History 
Intimidation 
language 
law 
Mediation 

Merchant 
Personal Equipment 
Persuasion 
Planetary Tactics 

Sexy (+2} 
Shrewd (+ 1} 

Strong Will (+2} 
Tolerance (+2 to t4} 

deafness} (-1} 

Poor Sight (if later in life, due 
to injury, radiation, or increas­
ing blindness} (-2} 
Power-hungry (-1 to -2} 
Riva l (-1 to -3} 
Shamed (varies} 
Sworn Enemy (-1 to -3} 
Vengeful (-1 to -2} 
Watched (-2}Skills 

Planetside Survival 
Politics 
Primitive Weaponry 
Science, Any 
Search 
Sleight of Hand 
Stealth 
Surveillance 
Unarmed Combat 
Vehicle Operation 
World Knowledge 



..... ATTRIBUTES 

Any 

~ ADVANTAGES 

Alertness ( + 2) 
Alien Upbringing ( + 1) 
Ambidexterity (+2) 
Double-jointed ( + 2) 
Eidetic Memory (+3) 
Engineering Aptitude (+3) 
Excellent Balance ( + 1) 
Excellent Chemoreception ( + 2) 

~DISADVANTAGES 

Bloodlust (-2} 

Low Pain Threshold (-2) 
Shamed (varies) 

~ SKIL.LS 

Academic Skills 
Culture 
History 
Language 
Law 
Sciences, All 
World Knowledge 

Excellent Hearing ( + 2) 
Excellent Metabolism ( + 1) 
Excellent Sight (+2) 
High Pain Threshold ( + 2) 
Innovative ( + 1) 
Language Ability ( + 2) 
Mathematical Ability (+3) 
Mixed Species Heritage (+6) 

Slow Healing (-2) 

Weak Will (-2) 
Weakness (-2) 

Survival Skills 
Dodge 
Energy Weapon 

First Aid 
Primitive Weaponry 
Stealth 
Unarmed Combat 

Night Vision (+2) 
Peripheral Vision ( + 1 ) 
Rapid Healing ( + 1} 
Sense of Direction ( + 1} 
Sense of Time (+2} 
Tactical Genius (+3) 
Telepathic Resistance (+4} 
Toughness ( + 2} 

Zero-G Intolerance (-2} 

Other Skills 
Animal Handling 
Psionic Skill (if applicable) 
Streetwise 



~ The character receives 6 Development Points to spend during Early Life. 

~ EARLY LIFE PACKAGES 
--------~~~----_.----~--~~~~ 

Common Early Life Packages (each costs 6 Development Points} 

Academic Upbringing: + 1 to Logic Edge, one Academic Skill {see box) {choose Specialization) 1 {2), Computer 
{Research) 1 {2), Arrogant-1 
Colony Upbringing: One additional Survival Skill {see box) 1 {2), Planetside Survival {choose Specialization) 1 {2) 
Dissident Upbringing: Stealth {choose Specialization) 1 {2), Streetwise {locate Information OR Locate Contraband) 1 
{2), Alertness +2, Dark Secret-2 
Famous Parents: 2 Skill Renown, one additional Intellect Skill at 1 {2), Benefactor {your parents) +2 
Military Brat: Administration {Romulan Military Bureaucracy) 1 {2), World Knowledge {choose Specialization) 1 {2), 
Contact {Romulan military) +1 , Strength +1 OR Dexterity +1 , Rival {in the military) -2 
Normal Upbringing: Dexterity + 1 OR Reaction + 1, Unarmed Combat {must be a Ramulan style) 1 {2), choose 2 points 
worth of Advantages 
Political Upbringing: Diplomacy {with Specialization reflecting your parents' career) at 1 {2), Favor Owed + 1, 
Tolerance +2 {poison or substance of character's choice) 
Underworld Brat: + 1 Perception OR Willpower Edge, Energy Weapon {Disruptor) 1 {2) OR Primitive Weaponry {choose 
specialization) 1 {2), Streetwise {choose Specialization) 1 {2), Dark Secret -1 

"'f7 NOBLE FAMILY PACKAGES 
------~----~------~~~~~~ 

Noble Family Early Life Packages (each costs 6 Development Points} 

Barel: 1 0 Skill Renown, Politics {Maneuver) 1 {2), -2 points Family Disadvantage {see box below) 
Gaius: 8 Skill Renown, Contact + 1, Politics {Intelligence) 1 {2), Rival-2 
Kassus: 6 Discipline Renown, Command {Warbird) 1 {2) 
Kayton: 10 Discipline Renown, Primitive Weaponry {Choose from Vrelnec, Lirash, or Kailune) 1 {2), Favor Owed +1 , Code 
of Honor {Romulan) -3 
Marrus: 6 Skill Renown, Merchant {choose Specialization) 1 {2) OR Science, Any {choose Specialization) 1 {2) 
Qellar: 4 Discipline Renown, Espionage {choose Specialization) 1 {2), Intimidation {Cross Examination) 1 {2), -2 points 
Family Disadvantage {see box below) 
Tela: 8 Skill Renown, Hereditary Benefit +3, -1 point Family Disadvantage {see box below) 
Terik: 6 Aggression Renown, Energy Weapon {Disruptor) 1 {2), + 1 Strength Edge OR+ 1 Vitality Edge, Impulsive -1 

Arrogant-1 
Code of Honor {-2to -5) 
Dark Secret {-1 to -3) 
Dark Secret Revealed {-2 to -4) 

Fanatic {-2to -3) 
Obligation {-1to -3) 
Rival {-1to -3) 
Species Enemy {-3 to -5) 

Sworn Enemy {-1to -3) 
Watched {-2) 



..... The character gets 9 Development Points to spend during his Serena . 

...., BASIC TRAINING 

All Romulan characters must buy these Skills during their Serona Background History stage: 

Energy Weapon (Disruptor) 1 (2) 

law (Romulan Military Regulations) 1 (2) 

Unarmed Combat (Romulan Navy Martial Arts, basic maneuvers) 1 (2) 

All Romulan characters must buy this Disadvantage during their Serona Background History stage: 

Obligation -3 (to Romulan military; character is subject to being called back to service at any time). 

If the character already has one of these Skills, at your option he may be sent for "alternate" training- in game terms, 

be allowed to buy some other Skill. However, the additional Skill should relate to his assigned mission. 

~ SERONA MISSION PACKAGES 

------------------------~~ 

Serona Mission Packages (each costs 3 Development Points} 

Dissident: Espionage (Counterintelligence) 1 (2) 

Engineering Support: Engineering, Any 1 (2) 

Medical Support: Medical Science 1 (2) 

Physical Fitness: + 1 to any physical Attribute, + 1 to any physical Edge 

Security: Energy Weapon (Disrupter) 1 (2) OR Dodge 1 

Stellar Cartography: Space Science (Stellar Cartography) 1 (2) 



~ The character receives 8 Development Points to spend during Romulon War College Life. 

~ ATTRIBUTES AND EDGES 

--------~-A----_.-=-----
Any 

~ADVANTAGES 

Alertness ( + 2) 
Commendation (+llo +3) 
Engineering Aptitude (+3) 

~ DISADVANTAGES 

Dark Secret Revealed (-2to -4) 

~SKI LLS 

Behavior Modification 
Command 
Heavy Weapons 

High Pain Threshold ( + 2) 
Innovative ( + 1) 
language Ability ( + 2) 

Watched (-2) 

Psionic Skills (if applicable) 
Security 
Shipboard Systems 

~WAR COLLEGE PACKAGES ______________ ._ ____ _ 

Mathematical Ability (+3) 
Tactical Genius (+3) 

Zero-G Intolerance (-2) 

Starship Tactics 
Strategic Operations 

Romulan War College Specialized Training Packages (each costs 8 Development Points) 

Advanced Engineering Research: Engineering, Any (choose Specialization) 1 (2), Science, Any (choose Specialization) 
1 (2), + 1 to Intellect 
Advanced Strategic Command School: 4 Discipline Renown, Administration (logistics) 1 (2), Strategic Operations 
(choose Specialization) 1 (2) 
Advanced Warbird Tactical Combat Training: 6 Discipline Renown, Starship Tactics (choose two Specializations) 1 (2) 
and (2), Bold +1 
Elite Unit Training: Planetary Tactics (Small Unit) 1 (2), Unarmed Cornball (2) OR Primitive Weaponry 1 (2), Weapon 
Master +2 OR 4 Aggression Renown 
Exploration Training: Planetary Science (choose Specialization) 1 (2), Space Science (choose Specialization) 1 (2), Zero­
G Training +2 OR 4 Skill Renown 
Intelligence Training: Behavior Modification (choose Specialization) 1 (2), Espionage (choose Specialization) 1 (2), 
Security (choose Specialization) 1 (2) Obligation -1 (to Tal Shior) 



Perception 

~ADVANTAGES 

Alertness ( + 2) 

Bloodlust (-2) (almost always 
tied to Vengeful) 
Chronic Pain (-2) 
low Pain Threshold (-2) 

~ SKILLS 

Administration 
Command 
Espionage 
Heavy Weapons 

-
~ TOUR PACKAGES 

Willpower 

Commendation (+ 1 to +3) 

Medical Problem (-1to -3) 
Physically Impaired (-1 to -2) 
Poor Chemoreception (-1) 
Poor Hearing (-1) 

Planetary Tactics 
Psionic Skills (if applicable) 
Security 
Shipboard Systems 

Innovative ( + 1) 

Poor Sight (-2) 
Slow Healing (-2) 
Vengeful (-1 to -2) 
Weakness (-2) 

Starship Tactics 
Strategic Operations 

~~~---~~~--~=-~~-=~~~~--~ 

The character receives 10 Development Points to spend during Ramulan Tour of Duty. 
Tours of Duty Packages (cost 10 Development Points each) 

Counterintelligence: 2 Renown (Discipline OR Skill), Espionage (Counterintelligence and one additional Specialization) 
1 (2) and (2), Intimidation (choose Specializalion)1 (2), Commendation + 1, Contact (an informer) + 1 

Deep Space Exploration Mission: Planetary Sciences (choose Specialization) 1 (2), Space Sciences (Stellar 
Cartography and one additional Specialization) 1 (2) and (2), Bold + 1, Species Friend +2 
Diplomatic Mission: 6 Skill Renown, Diplomacy (choose Specialization) 1 (2), one Language at 1, Contact + 1 
Dissident*: Espionage (choose Specialization) 1 (2), Security (Dissident Operations) 2 (3), Stealth (Hide) 1 (2), 
Streetwise (locate Contraband OR Locate Information) 1 (2), Contact (military OR dissident) + 1, Dark Secret-3 and 
Fanatic -3 OR Watched -2 and Dark Secret Revealed -4 
Garrison: Gaming (choose Specialization) 1 (2), Security (law Enforcement) 1 (2), Dodge 1, + 1 Edge (Strength, Vitality, 
Dexterity, Reaction, Logic, Perception) 
Neutral Zone Patrol/Hostile Frontier Defense Mission: 6 Renown (Aggression, Discipline, OR Skill), Starship Tactics 
(choose two Specializations)] (2) and (2), Strategic Operations (Neutral Zone Strategies or other Specialization) 1 (2) 
Praetorian Guard: 10 Skill Renown, Planetary Tactics (Small Unit) 1 (2), Primitive Weaponry (Lirash) 1 (2), Contact 
+ 1, Code of Honor: Personal Code -2 
Romulan High Command: 4 Discipline Renown, Administration (Romulan Navy) 1 (2), Law (Romulan Military 
Regulations)] (2) OR Strategic Operations (Fleet Operations) 1 (2), Contact +2 
Skirmish: 6 Renown (Aggression, Discipline, OR Skill), Energy Weapon (Disrupter) 1 (2), Planetary Tactics (Guerilla 
Warfare) 1 (2) OR Starship Tactics (Planetary Support) 1 (2), Famous Incident + 1 
Starbase Mission: Administration (logistics) 1 (2), Engineering (Environmental Systems) 1 (2), Vehicle Operation 
(Shu!!lecraft)l (2), Contact + 1 
War College Instruction: Any Academic Skill (with two Specializations) 1 (2) and (2) (see box under Early Life 
History), Intimidation (Bluster) 1 (2), Law (Romulan Military Regulations) 1 (2) 

*Dissident: While serving in the Romulan guard, the character became disillusioned with the Romulan way of life. 
He found others who shared his feelings, and he joined the dissident movement. 



~ TAL SHIAR PACKAGES . -"""""' ........ ......._ __ ...... 
The character receives 9 Development Points to spend during Tal Shiar Life. 

Counterintelligence: 4 Renown (Skill), Espionage (Counterintelligence) I (2), Intimidation (choose Specialization) I (2) 
OR Surveillance (choose Specialization) I (2), Stealth (choose Specialization) I (2), Fanatic (devotion to protecting Empire 
from spies) -2 

Cryptoanalysis: Espionage (Cryptography) I (2), Physical Sciences (Mathematics) I (2), one Language of player's 
choice all 

Intelligence/Traffic Analysis: Espionage (Intelligence Analysis OR Traffic Analysis) 2 (3), Storship Tactics (choose 
Specialization) I (2) 

Interrogation: 2 Renown (Skill), Behavior Modification (choose Specialization) I (2), Intimidation (choose 
Specialization) I (2), High Pain Threshold +2 

Shipboard Intelligence Officer: S~curity (Security Systems and one additional Specialization) I (2) and (2), Shipboard 
Systems (Tactical and one additional Specialization) I (2) and (2), Favor Owed +I 

Strategic Analysis: Computer (Simulation/Modeling) I (2), Starship Tactics (Starfleet, Taurhai, or other) I (2), Strategic 
Operations (choose Specialization) I (2) 

Undercover Operations: 4 Skill Renown (secret, of course), Artistic Expression (Acting) I (2), Culture (Vulcan or other 
Specialization) I (2), Disguise (Human or other Specialization) I (2), Espionage (Covert Communications) I (2), Fanatic 
-3, Sworn Enemy -2 (enemy counterintelligence agents) 

War College Instructor: Any Academic Skill (with two Specializations) I (2) and (2) (see box under Early Life History), 
Administration (choose appropriate Specialization) I (2), 2 Contacts +I 

~ATTRIBUTES AND EDGES 
------~~~~~~~~~ 

Any 

~ ADVANTAGES 

Alertness ( + 2) 
Commendation (+I to +3) 
High Pain Threshold ( + 2) 

~DISADVANTAGES 

Bloodlust (-2) (almost always 
tied to Vengeful) 
Chronic Pain (-2) 
Dark Secret (-Ito -3) 
Fanatic (-2 to -3) 

~SKILLS 

Administration 
Behavior Modification 
Command 
Heavy Weapons 

Innovative (+I) 
Language Ability ( + 2) 
Mathematical Ability (+3) 

Low Pain Threshold (-2) 
Medical Problem (-Ito - 3) 
Physically Impaired (-Ito -2) 
Poor Chemoreception (- 1) 
Poor Hearing (-1) 

Planetary Tactics 
Psionic Skills (if applicable) 
Security 
Shipboard Systems 

Tactical Genius ( +3) 

Poor Sight (-2) 
Rival (- Ito - 3) 
Slow Healing (-2) 
Sworn Enemy (- Ito - 3) 
Vengeful (-Ito -2) 

Starship Tactics 
Strategic Operations 



ROMULAN TRAITS 

Romulans tend to be as skilled as their Federation counterparts­
like Starfleet, Romulans place a high va lue on Sk ill Renow n. A 
competent Romulan advances throug h the ranks and earns h o nor 

and glory for himse lf and for the Empire; an unskilled one is like l y to 
get himself killed, or, at the very least , transferred off the ship so h e can 
antagonize some other commander w ith his incompetence. 

As you read this section, please keep in mind that most statemen ts 
about how Romula ns regard or use certain ski lls are genera lizations. 
They don't have to a p p ly to a partic ular c h a rac te r if you don't wan t 
them to; even in a rel atively rigid society su c h as the Romulan Star 
Empire, the re i s room for many different viewpoints and p racti ces 
regarding su c h m a tters. 

Romulan Sliills 
Almost all Romulan c haracters should know the skills listed in the 

accompanying box, which are all a part of either the Romulan 
Templ a te or each of the Romulan Overlays described in the previous 
chapter. 

These skill s and sp ecia lization s represent the basic info rm ati o n and 
abilities w hic h a n yon e growing up on Romulu s, or as a Romulan, 
would probably learn. A Romulan character who for some reason was 
not exposed to Romulan c ulture as he grew up w ill not h ave these 
skills. Such a character probably should not use the Romulan 
Overlays; instead, h e should pick up th e basic ski lls common to the 
culture to w hic h h e was exposed while growing up (typ ically those 
provided in the b as ic Overlays 
described in the core rulebook). 

If the character h as made a 
special effort to tra in himself in 
Romul a n culture, howeve r, he 
may know both sets of skill s. On 
the other h and, non-Romulans 
raised in Romulan soc ie ty should 
have the skill s listed he re. 

When choosing specializations 
for a Romulan character, keep in 
mind th at creating a Romulan 
character requires a diffe re nt per-
spective-the Romulan perspective. 

ROMULAN DEFAULT SKILLS 

Culture (Romulan) 2 (3) 
History (Romulon) 1 (2) 
language 

Romulan 2 
law (Ramulan) 1 (2) 
World Knowledge (Romulus) 1 (2) 

The c haracter hasn't followed the typical Starfleet training program 
common to most characters in the Star Trek: The Next Generation 
Roleplaying Came. For example, the "default" (or standa rd) special­
ization for Starship Tactics among Romula n starship office rs will be 
Starship Tacti cs (Romulan)-the basic tactics they learn a t the Romulan 
War College. I f they want to learn about, say, Starfleet tactics o r 
Taurhai tactics, they ca n select another speciali zation. 

In short, a character trained on Romulus is going t o have a signifi­
cantly different set of skill specializations than the "standard Starfleet 
character." Some of the ski lls w hich are likel y to be affected by this 
include Administration, Culture, History, Law, Planetary Sciences, 
Planetary Tacti cs, Starship Tactics, Strategic Operations, and World ~ 
Knowledge. 1 
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COMMAND SKILLS 

ADMINISTRATION 

This skill i s a common o ne among Ro mulan c h a r­
acte rs. Ro mula n society is rigid and stratifie d , an d 
muc h o f it i s organized around the goa l of suppo rting 
the mi li ta ry. M a ny Ro mulans make p e rso n a l sacri­
fi ces so tha t pub l i c funds c an be devoted to the 
Empire's d efe n se a nd security. Therefore, it's impor­
tant to m a ke sure th at a ll a spects o f soc iety fun c tio n 
a s effi c ie ntly as poss ible and tha t th e milita ry 
rece ives th e m ax imum b e n efit from the e xtra funds. 

After a ll, the Romul ans wou ld be far less sa ng uine 
about th e sac rifi ces they are ca lled on to m a ke i f the 
funds were sp e nt fri volously. As a result, few 
Romul an p o li tic ia n s, bureaucrats, or lea d e rs lack thi s 
ski II. 

BEHAVIOR MODIFICATION 

Sta rfleet officers may be " abov e" suc h things, but" 
Ro mula n s lack the squ eamishness of their Fed e rati o n 
counterparts w h en i t c omes to co nduc ting bru ta l 
inte rrogations o r b ra inwashing captives. They won ' t 
u su a ll y go so fa r as to en g age in outright to rture, b ut 
they can m ake interrogatio ns extre m e l y unpleasan t. 
Ro mulan p sych o log ists h ave become m ast ers at 
breakin g prison e rs and " rebuilding" the ir minds to 
m ake them serva nts o f the Empire. 

The efficacy of Ro mulan brainwashin g techniques 
can b e seen in an inc ide nt which took p lace in th e 
yea r 23 67. Ro mulan forces mental l y reprog rammed 
Lt. C omman der Geordi La Forge of the Ente rp rise-D 
to, am o n g o th er things, attempt an assassi n a ti o n of a 
Klingon governor. The pl o t was subsequentl y unc o v­
e red and foi l ed , but the f act remains th at Romulan 
m e nta l reprogramming m ethods and psych o logica l 
tactics a re q uite powerful. 

COMMAND 

Because Romu lan s are accustomed to a strati fied 
society w here the pen a l t i es fo r disobedience can be 
severe, they are usu a ll y qu ick to obey orders from 
an yone a uthorized to g ive them--or even som eon e 
w h o ca n make it seem that h e h as such au t h o riza­
ti o n. A t the Narrato r 's o ption , Comm a n d ro ll s m ade 
aga inst Ro mulans m ay receive a + 1 to th e Test 
Resul t . 

ESPIONAGE 

N eedless to say, thi s ski ll i s pa ramoun t for m em ­
b e rs o f the Ta l Shia r, a nd m ost mem bers know it a t 
hig h levels of skill. Typ ica lly their primary special ­
ization i s Intelligence Techn iqu es (Ta l Shiar), b ut 
Covert Communications, Counteri n telligence, and 
Intelligence Tech niqu es (Federatio n or Tau rh a i ) a re 
a l so commo n. 

M a n y Romul a n d i ss iden ts also know som e 
Espionage tec hniques, though they are rarely as 
ski lle d at them as Ta l Sh iar agents--their learning is 
more piec emeal, ra ther than th e a d vanced, formal 
esp ionage education w h ich Tal Sh iar agents receive. 
Thi s i s u suall y bou ght as the spec ia l izat ion 
Inte lligence Techniqu es (Ta l Shiar ) and u sed to fo il 
a ttempts b y the infamo u s Romula n security agency to 
uncover or thwart d iss iden t act ivities. 

0BSE f-!VAT ION ( N EW S P EC IA LI Z ATION) 

Thi s is the ability to observe your su rroun d ings, 
suc h as notic ing a combinatio n as i t's being e n tered, 
recogn i z ing f u rtive gestures, or catching snippets of 
conversations. 

OPERATIONS SKILLS 

Operatio n s skills u sua lly depend heavily on con­
soles a nd similar in p ut devices (th ough vo ice com­
m ands m ay a l so b e available). Romu lan i nterfaces 
a re s ig ni f i cantl y d i ffere n t f rom t h ose used by 
Starfleet; not o n ly th e l an gu age used, but the gen e ra l 
a rra ngem ent a nd logic behi n d that arra ngem e n t, a re 
fa r different. For t h i s reason , when Romulans attempt 
to u se unfamilia r e q uip men t, su c h as Starfleet e q u ip­
m ent, or v i ce-versa, t h ey sh o uld suffer an inc rease of 
one step in the D iffi c ulty fo r a ll Operatio n s Skill Tests 
(fo r example, a Moderate task becom es C h a ll en g ing); 
the exact target number fo r t he Test should be t h e 
l o w est o n e in the high er ca tegory (th u s, C h a lle ng ing 
(9), to u se the ab ove exam p le). Th ere m ay also be d i f­
f ic ulties w h en attempti ng to read the "keys" o r read­
o uts o n o th e r spec ies' equ ipment, th ough m odern 
tran slatio n technology usu a lly prevents this from 
bein g to o muc h of a prob lem ("Computer, p lease 
st ate the answer in Romulan") . 

A characte r who has an appropriate specialization 
(su c h as Shipboard Systems (Starfleet System s)) does 
not suffer a Difficu lty increase. Su c h a specia l ization 
a lso provides a c h aracte r w ith the ab i lity to read the 
a l ien lan g u age on an interface, b u t n o t to u n derstand 
o r read its o utp ut. 

ENGINEERING, PROPULS ION 

A s described in The Romulans, "C h apter Five: The 
Too ls of Conquest ," Romula n starsh ips use an arti f i -



cial quantum singularity drive. As a result, virtually 
every engineer in the Romulan Star Navy knows a 
particular specialization for Propulsion Engineering, 
Artificial Quantum Singularity Drive. 

QUANTUM S iNGUL A RITY DRIVE (NE'N 

SPECIALIZATION ) 

While Starfleet officers and Klingon warriors 
(among others) employ the warp drive to achieve 
faster-than-light travel, the Romulans use a quantum 
singularity drive. An artificial quantum singularity is 
a microscopic black hole. While this produces enor­
mous amounts of energy, it can also be dangerous. 
Once activated, an artificial quantum singularity 
drive cannot be deactivated- that would create a 
full-fledged black hole. 

A similar result occurs if the energy fields used to 
keep the artificial quantum singularity "safe" are 
damaged. Romulan engineers learn how to keep a 
quantum singularity drive functioning properly, as 
well as how to repair them. 

E N GI N EERI N G, SYS TEMS 

C LOAK ING D EVICE (NE'N SPECIALIZAT ION) 

This specialization is frequently found among 
Romulan engineers and tactical officers, since 
Romulan ships often rely heavily on their cloaking 
devices to prevent detection. This specialization cov­
ers maintenance and repair of cloaking device tech­
n o logy. 

If it is n ecessa ry to w o rk on a c loaking device 
while it is in operation, there is a chance that this will 
temporaril y eliminate the effects of the cloak (as 
d escribed on page 216 of the core rulebook), thus 
allowing a nearby ship to detect the fluctuations in 
the cloak and know the cloaked ship's location. This 
requires a Challenging (11) Shipboard Systems 
(Sensors) Test. 

I f the character performing the work fails his 
Systems Engineering (Cloaking D ev ice) Test, the pos­
sibility of sensing the cloaked ship is reduced to 
Challenging (9). If the engineer suffe rs a Dramatic 
Failure, the cloak immediate ly disengages. However, 
any such fluctuation or dise ngagement lasts only for 
one round, so the enemy ship has to act quic kly to 
take advantage of it. 

SECU RITY 

This sk ill is pretty much a requ irement for all Tal 
Shiar officers, si n ce they are respons ible, in part, for 
Romulan internal security in addition to their stan­
dard intelligence gathering duties. Law Enforcement 
is the ir typica l specialization. 

D I SSI D ENT O P ERATIONS (NE'N SPECIALIZATION) : 

M any Romulan dissidents possess the Security 
skill, but use it to avoid or counteract security proce­
dures used to spy on them or capture them. While 
dissident c haracters could take the Law Enforcement 
specia li zation (learning policing techniques in order 
to avoid them), they can also take the ir own special­
ization, Disside nt Operations. 

Dissident Operations can be thought of as "count­
er-Security"; wh ile it doesn't prov ide the abi li ty to 

disarm actual alarms and security devices (that 
requires the Security Systems specialization), it does 
teach the character how to avoid a tail, detect and 
disarm listening devices, hold a meeting with a fel­
low dissident without being seen or overheard, and 
similar tricks of the dissident's trade. 

SHIPBOARD SYST EMS 

Most shipboard systems a ren't all that different 
between Federation and Romulan technology; the 
equipment looks different but functions more or less 
the same. Romul ans often learn an additiona l spe­
cia liz ati o n, however, that their Starfleet count erparts 
do not. 

C LOAK ING D EVI CE (NE'N S P ECIALIZATION) 

Thi s specialization covers the operation of the 
cloaking device. A skilled cloaking device operator 
can eliminate some of the risk inherent in decloaking 
and activating shields. Normally there's a multisec­
ond period between the instant a Ro mulan ship 
decloaks and when it turns on its shields. A deft h and 
at the cloaking device controls can reduce this time 
period, and t hus the chance that an enemy can fire 
on the Romulan ship while it has no shields. Per the 
rules on page 1 44 of the Star Trek: The Next 
Generation Role-playing Game core rulebook, it 
requires a Challenging (11 ) Shipboard Systems 
(Sensors) Test for a n enemy to detect the "window of 
vulnerability," at which point it can attack the 
Romulan ship at + 3 Difficulty-and, if it hits, do full 
damage, since the Romulan shields will not yet h ave 
been activated. If the cloaking device operator makes 
a Challenging (1 0) Shipboard Systems (Cloaking 
Device) Test as he decloaks his ship, the Shipboard 
Systems (Sensors) Test b ecomes Nearly Impossible 
(13), and if su ccessful the enemy must targe t the 
Romulan ship at a +4 Difficulty. 

U N ARMED COMBAT 

Given their long, proud military tradition, it's not 
surprising th at the Romulans have deve loped a wide 
var ie ty of m artial a rts styles and tec hniques. The 
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seemingly constant political infighting, which occa­
sionally flares into violent encounters in the shadows 
between "soldiers" hired by rival factions, has only 
created yet another forum in which Romulans can 
exercise their unarmed fighting skills_ Some of the 
more important or interesting Romulan martial arts 
a re detailed below_ 

Romulans tend to be very secretive about their 
fighting styles. Few, if any, non-Romulans have ever 
learned them. In fact, some of the styles and maneu­
vers described below aren't even known to exist by 
the Federation and other enemy races. Any time the 
Romulans have had to use them in combat, they 
make sure that all witnesses do not leave the battle 
alive. 

ROMULAN NAV Y MARTIAL ARTS 

(N EVV SPECIALIZATION) 

This style could be considered the equivalent of 
the Starfleet Martial Arts techniques taught a t 
Starfleet Academy_ Every Romulan who goes through 
the Serona learns a few basic maneuvers from this 
sty le; Romulans who attend the Romulan War 
College learn the entire package of maneuvers. 

Naval Martial A rts represent a basic cong lomera­
tion of other styles. The result is a fairly simple and 
straightforward meta-style which avoids fancy or 
flowery maneuvers, and instead con centrates on 
direct attacks and defenses. The purpose of the style 
is to knock an opponent out or kill him as quickly as 
possible, not to defeat him using esoteric tech­
niques. 

Romul a n Navy Martial Arts maneuve rs are listed 
on the table on page 29. Those marked w ith an aster­
isk (*) represent those which cadets learn during 
Serona training. 

TENA L RI (NEVV SPECIALIZATION) 

If Humans knew about this martial art, they'd 
probably call it "Romu lan kickboxing." Tenalri was 
developed severa l hundred years ago by street 

toughs who haunted the alleys of some of the larger 
Romulan cities, f ight ing with each other and com­
mitting petty crimes. Eventu a ll y they concentrated 
solely on fighting among themselves; skill in combat 
was seen as a sign of superiority and power, and 
brought profit and prestige. 

Eventually the art became legitimate a.nd gradual ­
l y moved from the streets and into the mainstream. 
Today, it is best known to m ost Romulan c itizens as 
a sport on which they bet. Broadcast Tenalri match­
es are one of the most popu lar forms of entertain­
ment on modern Romu lus, and r ival r ies among fans 
of the most popu lar fighters can become intense. In 
addition to the style's maneuvers, practitioners of 
Tenalri shou ld also know the Dodge skill at level 2 
or higher. 

KORMEREK (N EVV SPECIALIZAT ION) 

The precise origins of t his martia l arts style are lost 
in the mists of time, but none can deny its roots are 
quite ancient. Some scholars believe it derives from 
fighting techniques learned by the proto-Romulans 
before they fled Vulcan, perhaps from one o f - the 
ancient relig ious orders. Others claim it was devel­
oped by Romulans to help them f ight the Zel v orians. 
The truth will probably never be k nown. 

Kormerek is a swift, brutal figh t ing style. It con­
centrates on nerve strikes, bone- and joint-breaking, 
and similar techniques _ When two Kormerek p racti ­
tioners meet on the field, one of them, a t least , is 
going to leave i t b l o ody (if he l eaves at al l)-and it's 
not uncommon for bot h fighters to be covered in 
their own blood b y the end of a m atch. Althoug h 
blocking attacks are allowed under the conventions 
govern ing the style, Kormerek practitioners consider 
dodging to be cowardly and do not engage in such 
practices. 

Kormerek practitioners are sometimes looked at 
askance by "respectab le" Romulans. The style is 
known for its viciousness, and many believe that 
a nyone who prac tices it is a violent, ruth less thug 
and leg-breaker. 



Action Difficulty Damage Notes 
Block* Parries unarmed hand-to-hand attack. The character rolls on 

Unarmed Combat Test to establish o Difficulty for hitting him with 
such attacks. 

Disarm 9 Attacker and forget make Opposed Fitness Tests (modified by 
Strength); the attacker receives o +2 bonus to his roll. If the attacker 
succeeds, the target drops his weapon or other item he is holding. 

Grab 8 This maneuver is identical to the basic Grab maneuver described on 
page 126 of the core rulebook, but is slightly easier to execute. 

Kick* 84 +1d6 
Punch* 73 +1d6 
Throw 81 +1d6 Target is thrown to the ground and suffers penalties for being prone 

until he gets to his feet (which tokes on action) . 

....... TENALRI 

Action Difficulty Damage Notes 

Block Parries unarmed hand-to-hand attack. The character rolls an Unarmed 
Combat Test to establish o Difficulty for hitting him with such attacks. 

Hand Strike 7 3+1d6 
leg Sweep 7 2+1d6 In addition to taking damage, the victim is thrown to the ground and 

suffers penalties for being prone until he gets to his feet (which takes 
an action). 

Pivoting Kick 6 4+1d6 A character who uses a Pivoting Kick suffers a -1 to the Difficulty to hit 
him with any hand-to-hand combat maneuver or weapon in the round in 
which he uses the kick. 

Roundhouse Kick 8 5+1d6 
Snap Kick 7 4+1d 

~ KORMEREK 

Action Difficulty Damage Notes 
Block Parries unarmed hand-to-hand attack. The character rolls an Unarmed 

Combat Test to establish a Difficulty for hitting him with such attacks. 
Durasha 7 4+1d6 A fist-smash or punch. 
Kuluri 9 2+2d6 This maneuver is a strike, usually using the hand or fist, against nerve 

dusters and other vulnerable dtoints on the body. Stun Damage only; 
Strength does not odd to the amoge; see rules for Stun Damage on page 
133 of the core rulebook. Increase the Difficulty of the Test by 1 if the 
target is a humanoid but a non-Romulon, and by 3 if the target is a non-
humanoid. 

M'larek 11 5+2d6 This is the infamous "bone-breaking strike" of the Kormerek masters. 
Usually performed with a fist or the edge of on open hand, it allows the 
practitioner to break bones and inflict grievous internal injuries. In many 
cases the only visible sign that on injury has been suffere (other than 
the look of agony on the victim's face) is a bruise or small cut. 

Sidrok 9 Special This maneuver allows the attacker to grab one of the tor~et's arms or 
other limbs and break it, typicoll~ at a joint such as the e bow or wrist. If 
the attack is successful, the ottoc er must make an Opposed Test against 
his target using Fitness (modified by Strength and the practitioner's sig-
nificont advantage) to break the limb. This causes the target to become 
Incapacitated and the limb to be useless until healed. 



~ N'DELREK 

Action 

Golrodi 

Grab 

Huunor 

Kellod 

Strike 

Difficulty 
7 

7 

3 

7 

9 

~ CH'VASHREK 

Action 

Blind 

Block 

Disarm 

Grab 

Kick 
Nerve Strike 

Power Kick 

Punch 
Rapid Punch 
Throw 

Difficulty 
11 

9 

8 

8 
9 

9 
7 
6 
8 

Damage 

1t1d6 

3t2d6 

1t2d6 

Damage 
Special 

4t 1d6 

Notes 

This maneuver is a joint lock. If successful, the character has grabbed 
one of his opponent's limbs (usually an arm) and effectively immobi­
lized it, preventing the attacker from using that limb until he frees it. 
The characters must make an Opposed Test using Fitness (modified by 
Strength) each round to determine whether the grabbed character can 
free his limb. This Opposed Test is an Immediate Action, but may only 
be attempted once per round. The attacker is free to use his other limbs 
to attack, but all such attacks are at-2 due to awkwardness. A 
Romulan may, if he wishes, use both of his arms to immobilize oppo­
nents, but this will of course restrict his own ability to make other 
attacks. 
This maneuver is identical to the basic Grab maneuver described on 
page 126 of the core rulebook, but is easier to execute. 
This maneuver may only be used after the character has successfully 
used a Grab or Golrodi on his target. It consists of throwing or slamming 
the target to the ground hard enough to hurt him. Typically the attacker 
goes to the ground as well (without suffering any damage), but if his 
Unarmed Combat Test Result is 5 or greater, he may remain standing if 
he so chooses. In either case the attacker maintains his hold on his target. 
This maneuver is a nerve strike; it may only be used on a target who 
has been grabbed or overborn. It causes Stun Damage only; Strength 
does not add Ia the damage; see rules for Stun Damage on page 133 
of the core rulebook. Increase the Difficulty of the Test by 1 if the tar­
get is a humanoid but a non-Romulan, and by 3 if the target is a non­
humanoid. 
A basic punch, kick, or other strike. 

Notes 

The practitioner strikes the target in its eyes (or other sensory organs)­
nol hard enough to injure them, only hard enough to cause temporary 
blindness. The victim cannot see for 1 d6 rounds; he is at -4 on all rolls 
to hit targets in melee combat and -8 for all rolls to hit targets in ranged 
combat unless he has some other means of sensing them accurately. 
Parries unarmed hand-to-hand attack. The character rolls an Unarmed 
Combat Test to establish a Difficulty for hitting him with such attacks. 
Attacker and target make Opposed Fitness Tests (modified by Strength); 
the attacker receives a + 2 bonus to his roll. If the attacker succeeds, the 
target drops his weapon or other item he is holding. 
This maneuver is identical to the basic Grab maneuver described on page 
126 of the core rule book, but is slightly easier to execute. 

2 + 2d6 This maneuver causes Stun Damage only; Strength does not add to the 
damage; see rules for Stun Damage on page 133 of the core rulebook. 
Increase the Difficulty of the Test by 2 if the target is a humanoid but a 
non-Romulan, and by 4 if the target is a nonhumonoid. 

5t1d6 
3t1d6 
2t1d6 
1t1d6 Target is thrown to the ground and suffers penalties for being prone until 

he gels to his feet (which takes an action). 



N 'DELREK (NE\N SPECIALI Z A T ION) 

N 'delrek, thought to be nearly as old as Kormerek, 
i s also c o nsidered m uch more " respectable" t h an the 
bone- breaking art. Comparable in some ways to 
Earth styles su c h as jujitsu and w restling, N 'delrek's 
techniques con centrate on obtaining a h o ld o n the 
target and then immobi liz ing him or forc ing him to 
the g ro und. Once a target is v ulne rable, he can be 
re nde re d unconsc io u s-or even dead-with attacks 
and n erve strikes. 

Cl-l ' V ASI-IREK (NE\N S PECIA LIZATION) 

A ltho u g h not as o ld as Kormerek or N'delrek, 
C h 'Vashre k has still been around for a long tim e­
well over a tho u sand y ears. Modern-d ay masters 
trace it s origin s to a n ancient temple of warr ior­
p riests, the Ch ' Vash. The leade rs of the tem p le deve l­
oped a seri es of exercises to keep the m o nks in f ig ht­
in g tr im. Gradu a ll y, over the course of a century o r 
so, these exerc i ses m erged w ith certa in weapon tech ­
niques to c reate an unarmed f ighting sty le. The 
m o nks o f Ch ' Vash b ecam e fea red through o ut the 
la nd for their p rowess, and k ings and genera l s sou ght 
their servi ce as mercenaries. 

Over time, the monks taugh t o utsiders th e ir tech ­
niques, and the number of instructors c laiming to 
teach "true" Ch ' Vashrek proliferated . With th i s pro li f­
eration, the style began to diverge, as these outside rs 
d evelo p ed the ir own techniques. Even tua lly there 
were m a ny diffe re nt fighting styles a ll lumped togeth­
e r under the n ame of Ch'Vash rek. Som e were h ard, 
fast, direct sty les; oth ers were sinuo u s and g raceful 
and e mphasized reacting to attack rath e r than in itiat­
ing i t. M an y o the r variations d eveloped. Today the re 
are hundreds of d ifferent Ch' Vashrek "schools" o n 
Romulus, each teaching its own blend of t h e various 
techniques. 

Since it is rare (som e would say impossible) for 
any o n e Romu lan to learn every Ch' Vashre k m a n e u­
ver, c h a racte rs should choose up to f ive m an e uve rs 
from th e I i st below to represe nt the ones k nown to 
the m. They m ay learn an additional five m an e u vers 
for a n additional Ch 'Vashrek specia lizat ion . 

SC I ENCE S KIL LS 

By a nd large, Romulan scientific ski lls and 
accomplishments a re rough ly the same as those of 
t h e Federation. While Romulan scientists a re more 
freque ntly ordered to direct th e ir researc h toward 
mil i tary ends-build ing b igge r, faster, better-armed 
sta rships, for example- they go about their resea rc h 
in the same way Fede ra tion scientists do. They a lso 
have m ore o r less t h e sam e special i zations, though 
again often w ith an eye toward the mi lita ry 's needs. 

SOCIAL SCIENCES 

Of parti c ular n ote h e re is th e speciali zation 
Archaeo logy. Study of the an c ien t p ast and i ts relics 
has a lways been popular among Ro mulan s, even 
those w ho m ere ly have a " di l ettante's interest." 
Furthermore, archaeology i s thought to serve the 
interests of the state as w e ll . Ro mulan leaders a re 
well aware that there a re m any long-dead ga lactic 
civilization s w ho h ave le ft beh i nd techno logy of 
amaz ing power-power that the Romu lans wou ld 
like to h arness. 

Romulan archaeological team s can be found 
investigatin g sites su c h as th e dwelling places of the 
proto-Ro mulans during thei r diaspora after leaving 
V ulcan , the ruins left behind by t h e D ebrune, and 
possible lconia n sites (wh e re the Romulan high com­
m a nders a re p a r t i cu larl y hope ful o f finding a n 
a n c ien t superweapon they can use to further the 
cause of D'era). 

O TH E R S KILL S 

A RTI STIC EXPRESSION 

Despite their reputation a s warlike drones, 
Romulans a re in fac t very interested i n a ll forms o f a r t 
an d hold th e ir a rtists in h igh regard . Both private 
patrons and (for the more t rad itional artists) govern­
ment funds e n sure that Romula n c i ties a re always 
g lo riousl y decorated. Som e of the more popular art 
forms inclu de cooking and brewing (esp ecia lly o f the 
pot ent Romulan a le), p lay ing the sirun e (a h arplike 
instrument w i th twenty strings) or the levroc (a 
pianolike instrument w ith fo urteen keys and six ped­
a ls), painting (espec ia ll y of "firescapes", portra its of 
t h e Firefa ll s of Ga i 'Gathong an d sim il a r natural fea­
tures), and til/ion (a type of sculpture governed by 
strict rules regarding t h e too ls, materia ls, and meth­
ods wh ic h can b e u sed). 

I NTIMIDATION 

Th i s skill i s a spec ia lty of t he Ta l Shiar; all 
Ro mulans, even t h ose in posi tions of power, fear the 
poss ib ility o f falling in to Ta l Shiar h ands for this very 
reason. Plenty of o the r Ro mulans, however, a re good 
at B lusteri n g, p articularl y mi l itary officers. 

C ROSS E XAMINATION (N E\N SPECIA LIZAT ION) 

A more subtle, though b y n o m ean s less e ffective, 
m e ans of extracting information from a n unwilling 
su spec t. Cross Examination re lies o n the use of 
pointed quest ion s to obta in an swers, moving on to 
an unrelated subject, then su rp r ising the suspect with 
t h e original subject in the hopes o f tripp ing him up; 
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knowing when to badger a suspect and when to lay off; and turning the sus­
pect's own words against him. Those subjected to an expert cross examina­
tion comment that they feel as though they were tortured. It is commonly 
used by intercessors and Tal Shiar agents. 

PRIMITIVE WEAPONRY 

As with Unarmed Combat, the Romulans have a long history of creating 
and using m e lee weapons and other "primitive" weapons. Although they 
don't have as many, and don't use them as often, as the Klingons, their proud 
warrior tradition will not let them simply discard their primitive weapons as 
useless in the age of disrupters. 

Most Romulans who learn to use these weapons do so either from private 
tutors or at the Romulan Collegium of Ancient Warfare. The latter institution 
is an adjunct to the Romulan War College; the government maintains it pri­
marily out of a sense of martial pride. Anyone who has completed his 
Serona or is in the military is eligible to undertake a course of study there. 

For a list of primitive Romulan weapons, and thus the specializations 
available, see "Chapter Five: The Tools of Conquest," in The Romulans. 

PSIONIC SKILLS 
Psionic skills are very, very rare among Romulans. Approximately 

.00001% of the population possess any sort of psychic ability, and usually 
the talents are so weak that they are effectively useless. Very few reach level 
1 with any Psionic skill, much less level 2 or higher. 

Of those Romulans who do possess useful Psionic skills, Mind Shield is 
by far the most common. Other than that, the Psionic skills are distributed 
roughly equally throughout the psionic population. Mind Control is gener­
ally regarded as the most desirable ability, but any of them are useful and 
worth having. The government and various government officials usually try 
to snap up young psychics and train them to be bodyguards, advisors, spies, 
and the like. There is no central t ra ining authority or academy for p sychics, 
since anyone who has control of a young psychic prefers to keep that secret. 
Other psychics are brought in as tutors instead. 

It is well known on Romulus that Romulans have great psychic potential. 
Like their Vulcan forebears, the possibility of g reat psionic powers i s loc ked 
within their brains. Unlike the Vu lcans, the Romu lans have done little to 
develop that p otentia l, and so remain without a large numbe r of psionics. 
The government conduct s e xtensive research into the problem, hoping to 
find a way to "jumpstart" psionic powers in Romulans and create a vast 
co rps of "psychic warriors." Meanwhile, the Tal Shiar maintains a program 
for the few Romulan psychics they find. 

New Sliills 

~MEDIATION (PRESENCE) 
Mediation measures a character's ability to assist disputants in resolving 

th e ir differences. He ca n listen to each side's argument, analyze and objec­
tivel y desc ribe t h e weak points in each position, and in so doing help the 
quarreling parties reach a compromise. judges, intercessors, negotiato rs, 
lawyers, and mothers wi th multiple ch ildren often possess this skill. 

Mediation is related to skill s such as Diplomacy, Persuasion, Charm, and 
Law, but is subtly different. It d oes not invo lve arguing or negotiating one's 
own position; rather, it allows the c h aracter to help two (or more) oth e r peo­
ple to analyze their own arguments so that disputes can be ended in a man­
ner beneficial for everyone concerned . While a mediator, i n a sense, per­
suades other people, he really just provides a neutral, third-party view of 
their arguments to help th em see the weaknesses in them, so they can real­
i sti ca ll y and rationa lly eva luate how good their position really is. 

Routine: Mediating a property division during a friendly divorce; 
h e lping two allied powers to divide a territory 

Moderate: Mediating a property div is ion during a contested divorce; 
h e lping two n eutral powe rs to divide a territory 



Challenging: Media t ing chi ld c u stody during 
a con tested divorce; h e lping two antagonistic 
powers to divide a territory 

Difficult: Mediating a property div ision o r 
chi ld c u stod y during a bitter, spiteful d ivorce; 
helping two an c ie nt en emies div ide a te rrito ry 

Nearly Impossible: Mediating a territory divi­
s ion b etween Bajorans a nd Cardassian s 

Specializations: C ivil, Commerc ial, Politica l 

!>POLITICS (INTELLECT) 
Whil e the Poli t i cal Scien c e specializatio n of the 

Socia l Sciences skill covers t h e study of pol i t i cal sys­
tem s a n d p rocesses, the Politics skill represents the 
actu a l practice o f politics. Politics combines e le ­
m ents o f C h arm and Social Sciences (Politics) with 
informatio n-gathe ring techniques. A charact e r would 
use thi s sk ill to manipu late the politica l system and 
n avigate the pol itical a ren a. C h a rac te rs with this skill 
can u se it to learn about a bac kroom deal, for p o li ti ­
ca l " h o rse-trad ing", to plot political strategy or an t ic­
ipate som eon e e l se's pol itica l strategy, t o in f luence 
senato rs, a nd to forecast the likely effects of a p o li ti­
ca l decisi o n . This sk ill a lso en compasses pol iti ca l 
psychology, t h e practice of manipulating l a rge 
g roups of p eople . 

W h en used aga inst anothe r politici an-to discov­
er Senato r Kassus' n ext move, to plot to embarrass 
Senator Miret, to oppose Senator Pardek's legis l a­
tion-ma ke an Opposed Test using his Politics ski ll . I f 
the act ing ch aracter 's maneuver was intended to be 
secret, t h en a fai led Skill Test may ind icate that i t can 
b e traced back to the sou rce. 

The Maneu ver specia li zation determines how 
well the character can turn political even ts in his 
favor, such as u sing a vote to embarrass a p o li tica l 
foe, sm earing anothe r 's reputation, or swaying la rge 
g roups of p eople . The Intelligence specia li zation 
focuses o n the c h a racte r 's ability to gath e r informa­
tion in the pol iti ca l aren a, su ch as discoveri n g the 
real sponsor of legi s latio n o r d e tect ing a shift in 
coa litio n s in advance. 

Routine: Influenc ing a sympathetic sen ator; 
sway ing a receptive audien ce; gauging t he 
political w inds (e.g., who's up and who's down) 

Moderate: Inf luen c ing an opposing se nato r; 
sway ing an undecided audience; uncover ing 
a sen ator 's agenda 

Challenging: Recovering from a minor scan­
d a l (e.g., accu sed of u sing your office for p e r­
sona l gai n); sway ing a hostil e a udie n ce; 
uncovering a "back room " deal 

Difficult: Recovering from a m aj o r scanda l 
(e.g., accu sed of treason ); uncovering a secret 
"backroom" d ea l 

Nearly Impossible: Th e re is n o Near ly 
Imposs ible task in politics 

Specializ ations: Inte lligence, Maneu ve r, 
Propaganda 

DSURVEILLANCE ( I NTELLECT) 
Th is optiona l skill a llows a c h a racter to observe a 

person, place, or object, e ithe r w ith his own senses 
o r e lectro nica lly, to gath e r inte lligen ce about the 
subjec t or find out w h at he/it is doing. Depending 
upon the specialization c h osen, the c h a racter may be 
ski lled at planting e lectro nic listening and recording 
d evices ("bugs"), u sing specia l su rveillance sensors 
and re lated equipment, o r fo llowing a subject with­
out b e ing detected. 

Routine: Planting a b ug in a typica l room; 
following someon e in a crowd 

Moderate: U s ing e lectron i c su rvei ll an ce 
equipment th rough low -level interference 

Challenging: Plantin g a bug o n a starsh ip; fol­
lowing someon e in a li gh t l y occupied a rea 

Difficult: Plant ing a bug in Starfleet 
Headquarters 

Nearly Impossible: Fo llowing someo ne in a 
desert 

Specializations: 
Survei llance, 
Survei I lance 

Advantages 

Bugg ing, 
Sh adowing, 

Electronic 
Standard 

EXISTING ADVANTAGES 
Th e following advantages a re good fo r representing 

various aspects of the Romulan personal ity o r c ulture. 
Rem ember that Romulan c ha racte rs m ay view or use 
advantages differently than the ir Starfleet counterpa rts. 
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ALIEN UPBRING I NG (+1) 

Thi s a d vantage is fairly ra re for Romulan c harac­
ters b ecau se of the general insu la rity of Romulan 
society. On the other hand, a p layer could easi ly 
design a c h aracter w ho, for example, as a baby was 
th e on l y survivor of the wreck of a Romu lan sta r ­
ship. Th e plane t's natives ra i sed the c hild as one of 
the ir own. This might be o n e way to a llow a player 
to h ave a Ro mulan c h a racter w ho i s a m em ber o f 
Starfleet. 

COMMENDATION (+1 TO +3) 

Th e Romul an Empire hands out awards and h on­
ors to those w h o distinguish themse lves in servi ce to 
the Empire. T hi s a lways involves an award of Renown 
points, inc luded on the Commendation table. The 
player and Narrator shou ld determine the reason for 
the commendation and assign the points to the 
appropriate aspect (Aggression for va lor in batt le, 
Discipline fo r loyalty to the Empire , etc.). Som e of 
the most pro mine nt awards and honors wh ich t h e 
Romu lan Star Empire ca n bestow include. 

CONTACT ( + 1 TO +4) 

The c h aracte r knows som eon e somewhere w h o 
cou ld com e in handy some day. The c ontact w ill per­
form a small favor for the c h aracter, such as provid­
ing inform ation, ru n n in g a n e rra nd, or supplyi ng 
m ateria l assistance . A contact in the Ro mulan mili ­
ta ry might k now w hy warbirds have b een d ispa tc h e d 
to the Jube l Sector, w hile a contact in the Tal Sh iar 
mig ht a l e rt you to a n invest igation into your past. The 
amoun t o f points spent on this advantage d etermines 
the contact's posit ion and u sefu lness. Unlike Coh o rt 
a nd Benefactor, this advantage does not provide 
Renown. 

DEPARTMENT HEAD (+1 TO +4) 

The cost of this advan tage depends on the class of 
ship on w hic h the cha racter serves. The Renown l ist­
ed o n the tabl e refers t o the tota l Renown in 
Aggression , Discipline, a nd Skill, an d merely repre­
sents a su ggest ion for Narrators. 

COST 

:.·( 2 
3 
4 

+1 

RENOWN 

10 
15 
20 
25 

+5 

CLASS OF SHIP 

T'rosus-class ship 
Meret-class ship 
D'volek-dass ship 
D'deridex-dass or 
Vereleus-dass ship 
First Officer 

, · These totals apply to the standard departments on a 
Romulan ship, such as Chief Medical Officer and Chief 

:. Engineer. To be the First Officer, add 5 to the Suggested 
~ ::~ · Renown for the ship involved (e.g., 15 for a T'rosus-dass ship}. 

FAMOUS INCIDENT (VARIES) 

You parti c i pated in a n event of fa r- reaching 
importance, bring ing g lory to the Praetor and the 
Empire. The p layer and Narrator shou ld work togeth­
e r to determine the natu re of the inciden t. The c h ar­
acter rece ives 2 Re nown Poi nts for every 
D evelopment Point spent on this advan tage (either in 
Aggression [for b attle], Discipline [for serv ing the 
Empire], or Ski ll) . 

The more Development Points spent on this 
advantage, the more famous the incident. Players 
should work to make such incidents both interesting 
an d re levant to their character 's background. T his 
advantage may explain how a Romulan c h a racter 
joi ned Starfleet, i f that's w hat a player wants. For 
example, perhaps the characte r is renow ned as a 
d e fector from the Empi re w h o saved thousands o f 
Federation l ives t h rou gh a time ly and n oble sacri fice. 

MIXED SPECIES HERITAGE (+6) 

Romu lans can cross-breed w ith humans, 
Klingons, and Vulcans (othe r crossbreeds may be 
possib le, but they cu rrently remai n undocumented). 
Usually such " h a lfb reeds" a re steril e, but in some 
cases, particularly i n the case of Vu lcan/Romulans, 
m ay be capable of breed ing w it h either species. 
Players are free to construct their own Mixed Species 
Templates according to t h e ru les in the core r u le­
book (page 1 0 3 ), but some su ggested Templates are 
i n c lude d in t h e box on t h e following page. 

These Te m pla tes include on ly A ttributes, and 
assume the Romulan side of a characte r 's heritage 
remains dominant; th e player chooses the skill s from 
the Temp late which reflects t h e soc iety h e was ra ised 
in (norm ally this w i ll be Ro mulan soc iety-typ ic a ll y 
a cha racter w ith M ixed Species Heritage is ra ised by 
h is "dominant" specie s- but in som e rare insta nces 
the situation migh t be oth erwise). 
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f~J~~'fltlloMULAN TEMPLATE 
(J.~i-~ ~:{oo~di~ation 2 [5] 
~i .. ~-~. Fitness 2 [6) · 
~.;_,.:~'~' :· Strength + 1 
F.···.' ::r,.:: .. :- l~tellect 2 [51 
~..... . p . 1 G:> ·. · · ercept1on + 
f!-.~ :_:_Presence 2 [5] 
~i';:. ·:, ... Willpower + 1 ')1·•·· -.· . . 
t.;~;.: .:,Psi o [51 
~·;~:.'~ .. ' 

t~::~ :: I(LI~GON/ROMULAN TEMPLATE 
w .. ':-'. 
~: :.~.coordination 3 [5] 

~~f:-. Rtness 3 [6] 

Z/·.:... -Vitality +2 
~:~-;:: Intellect 2 [5] 

f :~ ; :. · Perception + 1 
~ .. '. . ' . 

~~: · .. ~ Presence 2 [5] 
h··.' :. : ·. Empathy -1 
l~' .. ' 
t< ·. Psi 0 [6] 
~:..~- .. :· . 
~.~.- - . 

~y.::;_VULCAN/ROMULAN TEMPLATE 
~:~:·;_,_ ~ .. : ~ . ,. 

~-, .. ~:. Coordination 2 [5] 

~/;)itntiss 2 _[6] 

(,f .. :• ·. Strength +1 
~:-::~: ; Intellect i. [6] 

): :::·· Logic +1 

~,--:·;. : -~resence 2 [5] 
:<· .. Empathy -1 
,_ '. _·Psi 1 [6] 

~f}:;::_ Range -1 

N EW ADVANTAGES 
The following section p rovides som e new advan ­

tages that Romul an characters can purchase. Players 
should consult the N arra tor before purc h asing them. 

BENEFACTOR (+2 TO +5) 

Someone important o r influentia l h as taken an 
interest in your l ife and wants to see yo u succeed. 
From tim e to time, you m ay ca ll on th is person to 
p rov ide advice, h e lp y o u o ut of troub le, o r manipu­
late events in your favor, but don't expect thi s for 
free- there may come a time w h en your b e nefactor 
needs som ething from you . 

B y v irtue of your benefactor's position, you 
receive a Renown award for b e ing known as h is pro­
tege. The cost of thi s advantage d e termines how 
influe ntia l the benefactor i s, and how muc h Renown 
h e provides. The p layer and Narrator sh o uld work 
togethe r to c reate t h e Ben efactor c h a racter. 

... COST RENOWN 

4 

BENEFACTOR .•. 

2 

3 6 

4 8 

Moderate figure (e.g., a com 
mander, a Tal Shiar major) 
Influential figure (e.g., a cen­
turion, Tal Shiar colonel, or 
senatorial aide) 
Important figure (e.g., a sena­
tor, an admiral) 

+ 1 for Tal Shiar Benefactor· 
+ 1 per 2 additional points of Renown 

Note 

'Because of the far-ranging reach of the Tal Shiar, a benefac­
tor in the Romulan secret police costs one additional point. 

COHORT ( + 2 TO +6) 

The c haracter has a close relationship-either a 
fri end o r a relative-w i th someone in a position of 
power and influence. You r cohort wi l l go out of his 
way for you, more so than a benefactor (who migh t 
throw you overboard for political reasons). You m ay 
ca ll on this person to prov ide informat ion, h e lp you 
out of trouble, or m anipulate events in your favor. 

In re turn, your cohort m ight require your assi s­
tance from time to time; repeatedl y turning down a 
cohort may lead to an e nd to the relationship. 
Con sult the table below for the cost of this advan­
tage, th e cohort's posi t i o n , an d the a m o un t o f 
Renown awarded. (The player, with ad v ice fro m the 
Narrator, shou ld decide how this relationship affects 
his Renown, and app ly the Renown l isted on the 
tab le to the appropriate aspect). 

,. 

' ' 

·cosr RENOWN COHORT* 

2 4 Moderate figure (e.g., a commander, 
a Tal Shiar major) 

3 6 Influential figure (e.g., a centurion, 
Tal Shiar colonel, or senatorial aide) 

5 10 Important figure (e.g., a senator, an 
admiral! 

+ 1 for Tal Shiar Cohort* 
+ 1 per 2 additional points of Renown 

Note 

. *Having a cohort within the Tal Shiar can be a powerful 
advantage, and thus costs one additional point. 

HEREDITARY BENEFIT (VARIES) 

Romulans w i th this advantage gain a tangible 
b enefit as a resu l t of their li neage, such as a parcel of 
land t o ca ll the i r own , a fab led f amily h ei rl oom, or a 
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~--- . USING ALLIES AND BENEFACTORS 
~-'=':: .. 

t·:.~ In the Star Trek: The Next Generation RPG, the frequency 
~:;:: with which allies and patrons appear in a game, and their 
~~-. · effect, is left largely to the Narrator's discretion (see page 
t;:: ' 104 of the ST:TNG RPG core rulebook). 
~; ·:: In Romulon society, calling upon one's powerful friends has 
if·(-a cost. The more a character calls on outside help to solve his 
~i~:: ( problems, the less effective he appears, and the less willing to 
p.·- answer his requests his connections become. Senator Pordek 
t~::~ .. may be willing to help a friend, especially if that friend is well 
W · · regarded, but con only do so many favors before he loses his 
t-~- . patience, for example. 
~--· • .. • . f'\ · To_bring one of the~e nonplayer choro~ers into on episode 
~\/: ~eqUJres the expend1tu~e of Glo_ry Pomts .. As your Glory 
~'l":. mcreoses, so does your mfluence m the Emp1re; people tend 
~::':; to .like a winner. Once you spend all your Glory, however, 
t.~.; -~·:-you've traded in all your favors and exhausted all your con-

t; nections, and must wait until you earn more Glory. 
{-~~.: :::: ~· : 

~:.. .. _.._ .•' . 

sm a ll merc h ant fre i gh ter. A lthough yo u b egin t h e 
gam e w i t h thi s b enefit, you can lose i t thro ug h t h e 
c ourse of gam e play (family lands confi scated by t h e 
Ta l Shia r, for example) . An antique lirash , annua l 
pro fits fro m a sm a ll fa rm, or a persona ll y own e d 
Romul an shuttle a re o nly some examples. 

Becau se o f the w ide range o f p ossibilities, th e re 
ca n be no set g uide lines fo r the c ost in D evelopm ent 
Po ints. Gen e ra ll y, t h e m o re u seful or powerful the 
H e redita ry Benefi t, t h e m o re p o ints i t sh o uld cost. 

TOLERANCE (+2 TO + 4 ) 

The characte r has b uilt up a to leran ce to a part ic­
u la r substance. Whi le this could b e fa irly innocu o u s 
(a To leran ce for Romulan a le, a llowing the c h a racte r 
to d r ink o the rs under the tab le w itho ut a ny t rou b le), 
i t i s m a inly purc h ased b y characte rs w h o fear assas­
sinati o n b y po ison (a n a n c ient, a nd still respected, a rt 
in the Romulan Sta r Empire). By ta king sm a ll d oses o f 
a p o i so n, a c h a racter can build up an immunity to i ts 
effects. 

A c h a rac te r w ith To le ran ce gets a b ase +2 on a ll 
Tests m a d e to resist the e ffects o f, or d am age fro m , 
p o i son s and simila r substan ces. For purposes of 
d ete rmini ng th e c h a racter 's Resi stance to po isons, 
an d hi s Wound Leve l from su c h a ttacks, his Fitness is 
con side red dou b led, and a ny Glo ry Points spen t to 
res ist t h e damage further h ave d o uble effect ( i .e., 
they add +2 Resista n ce p e r G lo ry Po in t spen t) . 

.;;.,:_- ' - . 
:1J.::T~LERANCE COST 
~·-" .. r._. ·Cost Substance 
~~ '.- 2 . ~ Uncommon and/or mildly dangerous substances 
~;.::.. (rare alcohols or poisons) 

~
'f;: ~ · 3 Common and/or dangerous substances (Romulan . ~r 4 . . :~~ ~::~::::~~::·::: dongeroU< substonres 

::,:, , __ .__ (poisons such os curare) 

ESPIONAGE ADVANTAGES 

The Starfleet Inte ll igence H a ndbook con ta ins sev­
eral new A d van tages fo r spies, su c h as Deep Cover 
and Secu ri ty Clea rance. Both are repr in te d h ere , 
t h o u gh · modif ied for Romulan cha racte rs. The Ta l 
S h iar Overlay p re sented earlie r in thi s chapter p ro ­
v ides a 3-po i nt Securi ty Clearance; wi th the 
Narrato r 's p ermissi o n , p layers m ay alter this a s they 
see f it. 

DEEP COVER (+2) 

The character h as an extremel y we ll deve lo p e d 
a lte rnate identity. G rea t ca re h as b een take n to 
en sure the cove r ident ity's records, perm its, and 
backg ro und history a re im peccab le. I f the c haracter 
does a ny thing to " blow" his cover-like exhibiting 
a n em otional t irade as a Vu lca n-th e damage c ould 
b e irrep arable; the c h aracter loses his a lterna te iden ­
tity (and the poi nts sp ent on th i s Advantage). The 
player must defi n e his character's Deep Cover at the 
time of c h aracter c reation. 

SECURITY CLEARANCE ( + 1, +3, +5 ) 

Th e c harac ter p ossesses a secu r ity clea rance an d 
ca n access re stric t e d i nfo rmation. Secu rity clearan ce 
depends less on ra nk an d m ore o n the c h a racte r 's 
" n eed to know." Th us, Sen ator Pardek m ay h ave 
access to secret m ateria l, w hi le Sen ator Kassu s has 
acce ss to u ltrasec ret data . A c h a racte r m ay take this 
Adv an tage t o rep resen t a g reater secu r ity c lea rance 
t h an hi s ra nk would typ ica ll y warrant. The cost 
d epen ds upon t h e level of clea rance desired. 

Disadvantages 
EXISTING DISADVANTAGES 

T h e fo llowing disadvan tages are, genera ll y, good 
for simulating some of the more common aspects of 
the Romulan persona l ity or soc iety: A rgumentative, 
Arrogan t, Cod e of H onor, Obligation, Riva l, Sworn 
Enemy, Ven geful. 

CODE OF HONOR (-2 TO -5) 

The Romula n s, as is wel l known, are an h onorable 
peop le. W hile it's tru e some individua l Rom u lan s 
( inc luding just ab o u t an y Tal Shiar agen t) aren ' t very 
h o norab le, the average Rom ulan p laces great impor­
ta n ce o n his honor. T h e fo l lowing box l i sts so m e of 
t h e most commo n Rom u lan Codes of H o n o r. 

A Ro mulan c h a racter m ay take two of these cod es 
i f the p layer so desires. In fact, a lot of inte resting 
ro lep laying can resul t from bringi ng the two cod es 



into conflict- for example, a situation in w hic h the 
c haracte r must act ignob ly or go back o n his w ord in 
o rder to support th e Empi re. 

IMPULSIVE (-1) 

Ro mulan s ra re ly ta ke this di sa dvantage. T h ey are 
taught from an earl y age to wa it, observe, and then 
act afte r their oppone nt h as made the fi rst move; 
patie nce is seen as an essentia l v irtue. Thu s, impu l­
siveness i s frown e d upon, a nd most Romulans learn 
no t to act w ithout thinking. 

OBLIGATION (- 1 TO -3) 

This disadvantage i s t h e flip side of advantages 
like Coh o rt or Benefac to r. W h i l e m an y Romulans 
have a network of contacts a nd peop le w h o owe 
them favors, at the sa m e t ime they themselves a re 
p a r t of other peoples' networks. 

A t th e Narrato r's opti o n, the c h aracter m ay owe 
his Obliga tio n n o t to a specifi c individua l b u t to a 
discre te g ro up-fo r example, th e N e j'ahar Party. 
Since this may exp a nd t h e scope of the di sadvantage, 
the N arrato r m ay w i sh to inc rease the va lue of the 
disad vantage by - 1 or m ore. 

.. 
~ :· . 
,.~. VALUE 

., .· -1 

-2 

-3 

-4 

;, .. ·.· , . 
. ·. 

OBLIGATION 

Family or small circle of associates 
A small £ommunity (e.g., home town, 
organization, politkal staff) 
A large £ommunity (e.g., o £ountry or 
provin£e, o fleet, o governmental agency) 
Widespread (e.g., all fellow citizens, all 
military superiors or personnel, all 
Imperial clients) 

N EW DISADVANTAGES 
H ere a re severa l new d i sad v antage for Romu lan 

c h a racte rs. At the Narrator's option, some oth e r cha r­
acters m ay be allowed to take these as wel l. 

DARK SECRET REVEALED (- 2 TO -4) 

Th e c haracter not only has a dark secret, but 
som eon e knows it an d u ses it against the c h aracter. 
Thi s could range f rom a superior officer w h o k nows 
you c h eated at the War Co llege and h o lds you back 
for prom o tio n, to t h e Ta l Shiar u sing your b rother in 
t h e Ro mulan underg ro und to coerce you. Typ ica l 
examples of dark secrets inc lude membership in the 
Ro mu lan underground, you r p lot against a ri va l sen­
ator, o r your sympath e tic feelings for the Federatio n. 

The p layer a nd Narrator should work o u t the 
nature of the secret; i n gen era l, only a sma ll n u mber 
of p eop le sho uld know you r dark secret. If the char­
acter's cla r k secret becomes widely k nown , he m ay 
ea rn a large am o unt of n egative Renown. Players are 
n o t requ ire d to purc h ase t h is disadvantage sep a rate ly. 

VALUE 

-2 

-3 

-4 

SECRET 

Embarrassing ("You're only half­
Romulan!") 
Career-ruining ("Your brother belongs to 
the underground!") 
Ufe-threatening ("You belong to the 
underground!") 

IMPRUDEN T (- 1) 

The darke r side o f Resolu te, Impr u d en t d i ffe rs 
from Impulsive. An Im p u lsive c h a racter takes rash 
acti o n ; an Imprudent c h a racter doesn 't know when 
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to g ive up. Yo u 've n ever h eard the say ing " H e w h o f ights and ru n s away l ives 
to f ig h t an o the r day." Yo u stay a t your p o st, firi ng the sh ip's disru ptors, ev en 
though the ship is lost; conti nue to arg ue you r point, even though the deb ate 
i s settle d ; a nd p e rsi st in your atte mpts to travel to leonia, even t h o u gh the 
Fede ration sta nds in yo u r way. I f you spend 1 Glory (or Courage) Poi n t, you 
abandon you r reckl ess beh avio r. A ttempts to d i ssu ade an Impruden t c h a rac­
ter from foo li shl y pu rsuing his goa l are made at a - 1 die p e n a lty. 

OuTCAST ( - 1 TO - 4) 

Thi s Disad vantage i s appropriate sole l y for n o n-Rom u lan s w i t h in the 
Empire, a nd is inc luded h e re for Narrators w ho w i sh to include th em a s sup­
porting cast c h a racters. The a lien has at taine d c iti zen sh ip in the Romulan 
Empire , typi ca ll y thro u g h Serona servic e, and h as been ostrac i zed b y his 
people as a co ll ab o rato r. In c ases where t h e c h a racter m ust interact w ith 
membe rs o f his sp ecies, h e ro lls an additiona l d i e when making a Renown 
Test. Recognitio n is m o re li kely to be n egative, even i f th e c h a racter's 
aspects wou ld n o rmally indicate a p o sitive resp o n se. 

The va lue o f this d isadvan tage depen d s upon the num ber of peop le w h o 
shun the c h a racte r. 

POWER- HUNGRY (- 1 TO - 2) 

The c h a racte r i s o b sessed w i t h accumulati ng power, b e it in th e m ilita ry, 
Ta l Shiar, o r pol i t i ca l aren a. Thi s pow er n eed not be official, as a p ositio n o f 
in fl u ence. I t cou ld be power fro m the sh ad ows, power derived f ro m b e ing 
owed favors, o r c rimin a l power. W hen ever th e c h a racter h as an opp o rtun i ­
ty to enhan ce his own person a l pow er, h e must spen d 1 Glory Poi nt to resi st 
pursuing hi s own p o litica l agen da. Examples in cl ude m aking a side dea l 
with someone, p e rhap s counte r to the mission objectives; black mailing a 
dissident, trading f reed o m for a favor; and d oub le-c rossi ng you r f ri ends for 
politica l ga in . 

For an a d d iti o n a l 1 D eve lo pment Point, th e c h aracte r loses one d ie when 
attem p ting an y Com mand, D ip l o m acy, Persuasio n , or C h arm Ski l l Tests, 
unless h e spen ds 1 G lo ry Po int. The c h aracter ca n not resist lordin g his c lo ut 
o v e r o thers, ra ng ing fro m na m e- d ro pping to outrigh t insolence. 

SHAMED (VARI ES) 

T h e c h aracter h as committed som e act that caused him to lose p restige-
. surre ndered to a Sta r f leet capta in, abandon ed h is post, or fa iled spectacu ­
l a rl y in fron t of a l a rge g ro u p . T his stigm a cont i nues to h au nt the c h a racter, 
n o m atte r w h at h e does to regai n his honor. For every 2 n egative Renown 
Poin ts, the character rece ives 1 Deve lopmen t Point. The b igger the disgrace, 
the more Renown lost; the c h a racter ca n earn a "negative" total Renown in 
this f ashio n (e.g., go ing fro m Aggressi o n 0 to Aggression -2). 

Th e p layer sh o u ld determine the n atu re of hi s c h a racter's sh am e, and 
reduce the appro p r i a te Renown asp ect. I f a support ing cast ch aracter suc ­
ceed s in a Renown Test aga inst the c h aracte r, h e in va r iab l y recognizes the 
c h a racte r fo r hi s sh am efu l beh avior. 

WATCHED (-2) 

The c h aracte r is being watc h e d o r i s u n d er su rvei llance by someon e who 
is su spi c io u s of, or h ostile toward, him. In Romulan society th is usu al ly 
means either t h e Tal Sh iar or Ta l D iann, but it cou ld a l so be a rival, an 
enemy p o li tica l faction, or someone simi lar. T h e watch er wil l u se any mean s 
at h is d isposa l, from p hysica l surveillance to e lectronic "bugging" to t rack­
ing the c h a racte r 's u se o f com p ute r syste m s, to watch the cha racter. 

A watch e r 's purpose i s mainl y to keep tabs o n the character and com pile 
a dossier of inform a tion o n h im. T h e re m ay be a sini ster p u rpose behin d this 
activ ity-collecting b lackma il informati o n ab o u t the c h a racter, fo r exam­
p le-or it m ay be t h at th e watche r w ants to mainta in a comp lete f il e o n the 
c h a racte r "j u st in case." In an y case, it's bad n ews for the cha racte r, w h o wi l l 
h ave di fficulty con d ucti ng p riva te m eetings an d keep ing thi ngs to h imself. 



SCIONS OF THE 

Praetor Neral 
ATTRIBUTES 

Fitness 2 
Strength+ l 

Coordination 3 
Intellect 3 

Perception + l 
Presence 4 

Empathy -1 
Psi 0 

SKILLS 

Administration (Romulon Government) 4 (5) 
Charm (Influence) 3 (5) 
Computer (Hocking) 3 (4) 
Culture (Romulon) 2 (4) 
Diplomacy (Interstellar Low) 3 (4) 
Dodge 2 
Energy Weapon (Disruptor) l ( 3) 

EMPIRE 
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Espionage (Observation) 2 (4) 
History (Romulan) 1 (3) 
Intimidation (Influence) 4 (5) 
Language 

Romulan 3 
Law (Romulan) 2 (4) 

(Romulan Military Regulations) (3) 
Persuasion (Oratory) 4 (5) 
Politics (Intelligence) 4 (5) 

(Manipulation) (6) 
Primitive Weaponry (Lirash) 1 (2) 
Social Science (Political Science) 1 (3) 
Stealth (Stealthy Movement) 1 (2) 
Strategic Operations (Romulan Strategies) 2 ( 4) 
Unarmed Combat (Romulan Navy Martial Arts) 1 (2) 
Vehicle Operations (Romulan Shuttle) 1 (2) 
World Knowledge (Romulus) 1 (2) 

ADVANTAGES/DISADVANTAGES 

Cohort (Proconsul Kola) +5 
Conlads (Romulan Military) +3 
Favor Owed + 5 
Resolute +3 
Security Clearance +5 
Arrogant-! 
Code of Honor (D'ero) -3 
Obligation (Romulan Military) -3 
Vengeful (Kiingons) -2 

GLORY: 180 
RENOWN: 206 

Aggression: 49 Discipline: 70 
Openness: -1 0 Skill: 61 

WOUND LEVELS: 2/ 2/2/2/2/ 2/ 0 

Initiative: -16 

The Praetor of the Romulan Sta r Empire, 
C h ampion of the Romulan People, Guidi n g Star of 
D'era, and Supreme Commander of the Romulan 
Star Navy is Neral, a fo rmidab le politician who h as 
held his position for littl e more than a year. 

N e ral started out as the son of a Romulan senator 
and the representative of an influentia l family on 
Romulus. His fa ther taught Nera l f rom a young age 
the intricacies of Romulan politics and encouraged 
him to exce l both physically and mentally. After his 
Serona, Neral c hose a career in politics, serving on 
his father's staff. His career was an illustrious one, as 
he gained a reputation not only for m astering a 
wea lth of details but also for his skill at polit ica l 
intrigue. 

He quickly assem bled a network of contacts and 
informants, w hich kept him apprised of curre n t 
Impe rial policy and the sh i ft ing political fortunes 
among the numerous senatorial colations. His polit­
i ca l connections served him well with the passing of 
hi s father; the Ja rida n Coal ition sponsored Neral to 

take his father's place in the Senate. At the time, c rit­
i cs w hispered that the Jaridan had no choice-Neral 
knew where a ll t heir skeletons w h ere buried. It was 
said that even the Tal Shiar feared Neral 's influence 
and power, although that is p robably a bit of an 
exaggeration. 

Yet Neral's life h as not been a p e r fect story of 
o nly triumphs and success. In 2349, Neral 's wife 
and two c hil d ren were killed in a Klingon raid o n a 
Romulan colony. Th e three had been on the planet 
for a vacation, v i si ting her relatives. T he loss 
changed Neral. Whi le always ambi tious, Neral 
threw himself into his work in an attempt to hide his 
pain. 

He a lso became perhap s the most o utspoken pro­
ponent for the mi l itary in the Jaridan Coalition (a 
group famous for its support of the military) . He 
voted numerous times to allocate more resources to 
the Romulan Star Navy, and sided doggedly against 
reso lutions calling for a sca ling back of Romu fan 
expansion.· Each K l ingon attack on Romu lan c i t i zens 
inward ly hardened hi s resolve against the Klingon 
Empire; he supported Tal Shiar efforts to destabilize 
the Klingon Empire th rough the actions of agent 
Sela. 

Neral served for a number of years as the 
Proconsul of the Rom ulan Senate. During his tenure, 
he managed to hold on to the position through a 
combi nation of effective management and guile. 
Neral astute ly guided th e Senate's agenda, ensu r ing 
that t h e military and Tal Shiar received adequate 
funding a nd coopting hi s r ivals' initiatives. He con­
tinued to use his network of operatives (now 
expanded) to keep tabs on potential plots to unseat 
him. Senator Trebiak's a rrest for disloyalty to the 
Romulan Empire is seen by many as the result of one 
such p lot. As a result, Neral served the longest term 
as Proconsul in the Senate's history. 

With the death of the previous p raetor, Neral 
seized yet another opportunity for pol itical advance­
m e nt. He had demonstrated his loyalty to the Empire 
through his m any legi slative initiatives, as well as 
his well known hatred for the Klingon Empire. He 
h ad the support of both the military and the Tal 
Shiar, as well as numerous senators spann ing the 
political spectrum (after ca lling in a few favors and, 
some say privatel y, making a few well backed 
threats). 

Thus, it came as no surprise when voices from 
the Senate floor nominated him to be the new prae­
tor; after only minimal debate, the Continu ing 
Committee swiftly confirmed the new choice. Nera l 
even refused the office the first t ime, leading to a 
great public outcry and a concerted e ffo r t among 
the populace encouraging him to take up the role. 
Fina ll y, w ith considerab le humility, in front of both 
the Senate and th e Romulan people, Nera l accepted 
the great honor and was confirmed as th e Empire's 
new Praetor, given the responsibility of gu iding the 
Romulan people. 

Thus far, Praetor Nera l has remained popu lar in 
the eyes of the Romul a n people, although it remains 
to be seen i f he will continue to such widespread 
support in the f u ture. A lthough he supports the 
recent alliance with the Federation in response to 
Dominion attacks, h e does not approve o f it. 
Instead, ever th e politician, he's adopted a "wait­
and-see" a ttitude, counting on the Federation's best 
nature. 
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Senator Kassus 
ATTRIBUTES 

Fitness 2 

Strength+ 1 
Vitality +1 

Coordination 3 
Intellect 3 

Perception + 1 
Presence 3 

Empathy -1 

Psi 0 

SKILLS 

Administration (Romulan Star Command) 3 (5) 
(Romulan Government) (4) 
(Storship Administration) (5) 

Athletics (Running) 1 (3) 
Command (Worbird) 3 (5) 
Computer (Research) 1 (3) 
Culture (Romulan) 2 (3) 
Dodge 2 
Energy Weapon (Disruptor) 2 (4) 
History (Romulan) 1 (2) 
Intimidation (Bluster) 3 (4) 
language 

Romulan 3 
low (Romulan) 1 (4) 

(Romulan Military Regulations) (2) 
Personal Equipment (Tricorder) 2 (3) 

Planetside Survival (Forest) 1 (2) 
Politics (Manipulation) 4 (5) 

Shipboard Systems (Command) 2 (4) 

Social Science (Political Science) 1 (3) 
Starship Tactics (Federation) l (2) 

(Planetary Support) (2) 

(Romulan Tactics) (3) 
Strategic Operations (Invasion Strategies) 2 (3) 
Systems Engineering (Computer) 1 (2) 

Unarmed Combat (Ramulan Navy Martial Arts) 2 (3) 
(Tenolrn (3) 

Vehicle Operations (Shuttle) 1 (2) 

World Knowledge (Romulus) 1 (2) 

ADVANTAGES /DISADVANTAGES 

Bold +1 
Cohort (Admiral Sojah) 
Contacts (Kassus' fleet) +3 
Famous Incident (Suppression of Breen Pirates) + 1 
Security Clearance +3 
Arrogant-] 
Code of Honor (Code of Ket-cheleb) -3 
Obligation -3 (Romulan Military) 
Power-Hungry -1 

GLORY: 126 
RENOWN: l52 

Aggression: 42 Discipline: 48 
Openness: - 16 Skill: 36 

WOUND LEVELS: 3/ 3/3/3/3/3/0 

Initiative: -1 0 

Senator Morror Kassus is an a m bitious man, yet 
m ost of his peers h ave n o idea just how ambi t i ous_ 
A powerful figure in the Romulan Senate, Kassus 
wants to be nothing less t han the Praetor of the 
Romulan Star Empi re_ 

Kassus is the cu rrent head of the Kassus family, a 
fami ly with a long history of service to the Empire_ 
As a child, h e learned the basic skills n ecessary to 
every warbird commander at his uncle's side_ His 
father was a famed warb ird comma nder in his own 
right, and eventually the boy served during his 
Serona under his father's command _ 

Kassus spent many yea rs serving in the Romulan 
Star Navy, rising to the rank of AdmiraL H e was well 
known for his aggressive and decisive batt le plans, 
and his devotion to the ideals of O 'era_ Admiral 
Kassus added many worlds to the Romulan Empire 
and oversaw m a n y successful campaigns_ 
Eventually, as a reward for his service, the Senate 
offered him a seat in thei r august forum_ 

Kassus accepted the offer, although h e continu ed 
to maintain his old military con tacts, as wel L Kassus 
retains considerable influence w ithin th e Romulan 
Star Navy (including hi s personal senatorial f leet) 
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and could call up an e n t i re legion of troops if h e 
needed them to serve his interests. 

Kassus sees a n opportunity w ith the recent insta l­
l at ion o f a new praetor. He believes the new prae­
tor remains weak, not yet able to con so lidate his 
support and so lidify his hold o n th e office. The sen­
ator has been working o n ways to strength en hi s 
power and infl uence w ithin the Senate, mostl y 
throu gh mi li tary operation s against t h e enemies of 
the Empire, like th e Federation. If he can eng ineer a 
few spectacu lar v ictories for the Empire, Kassus 
h opes to e leva te himself into a position w h ere h e 
ca n become Praetor, e ithe r by calling for the still ­
v ulnerab le Nera l 's removal, or throug h a c leverl y 
plotted assass ination. 

To these ends, Kassus h as been u sing hi s infl u­
ence w ithi n the Romu lan Star Navy, as well as cu l ­
tivating extensi ve contacts within the Tal Shiar. In 
a n attempt to p lacate hawkish admirals in the m ili ­
tary, as well as to cover himself in glory, Kassus 
a t tempted to orchestrate the hostile takeover of a 
planet in Federation space (detailed in the adven­
ture A Fragile Peace: The Neutral Zone Campaign , 
Vol. 1), for w hich he received some c ri ticism from 
hi s fe llow Senators. 

H e currently p lots to frame Senator Tomek, the 
most voca l of Kassus' cri t i cs, as a tra ito r, a n d sacr i­
fice him on the Tal Shiar's altar. That Tomek is an 
innocent, loya l ci tizen of the Empire concerns 
Kassu s little. H e presents an obstacl e in th e way of 
Kassus ' ambition, and must be removed in the most 
efficient way possi b le . If this manages to furthe r 
Kassu s' reputation in the bargain, so m u c h the bet­
ter. 

Once he is Praetor, Kassus p la ns to use the 
power he has gath ered to strengthen hi s rol e. His 
Praetorian Guard will be the largest and most pow­
erful ever, a nd hi s i n fl uence over th e Tal Shiar w ill 
a llow him to ferret out those who wou ld oppose his 
rule and e limi n ate them. His power as Praetor w ill 
be supreme, and no longer wi ll the Romu lan Empire 
be forced to h esitate when it can act a n d seize 
oppor tuni t i es t h a t t h e Senate's e n d less debates 
a llow to sli p away. 

In a Romu lan campa ign, Senator Kassus is best 
suited as a powerfu l enemy for the player cha rac te rs. 
They can begin by brushing aga inst the outer edges 
of Kassus' p lans. Anyone who discovers the truth 
about Kassus' ambitions is a target for discrediting 
a n d death, so characters may find the m se lves hunt­
ed by the Tal Shiar and facing powerfu l pol iti ca l 
opposition if they go up against Kassus unprepared. 

Figh t ing the sen a tor w ill require shadowy p lot­
ting and manipulatio n in the fi n est Romu lan sty le. 
Who knows? Some c haracter might even f ind t h e 
senator 's view of a new Imperium qui te a ttractive. 
Others may decide that Kassus presents a threat to 
both the Empire a nd D 'era, and make it their sworn 
duty to d e feat o r disgrace him. 

In a Federatio n campa ign, St arfleet c h aracte rs 
are certain to encounte r some of Kassu s' plots 
aimed at Federation worlds. T hey may even b e con ­
tacted by e lements wi thin the Romul an Empire w h o 
n eed outside a id to bring about the se n a tor's down ­
fall and fo il hi s p lans, since n o o n e within the 
Em pi re ca n b e e ntire ly trusted . Such a scen ari o 
mig ht be an inte resting way to bring two sets of 
p layer c h aracters (Romu lan and Starfleet) together 
for a particu larly harrowing a dve nture ! 

Senator Mereli 
ATTRIBUTES 

Fitness 2 
Strength+ 1 

Coordination 2 
Intellect 2 

Perception + 1 
Presence 2 

Empathy - 1 
Psi 0 

SKILLS 

Administration (logistics) 1 (2) 
(Romulan Government) (4) 
(Starship Administration) (3) 

Athletics (lifting) 1 (2) 
Charm (Influence) 2 (3) 
Command (Starship Command) 3 (4) 
Computer (Research) 3 (4) 
Culture (Romulan) 2 (3) 
Diplomacy (Interstellar Low) 2 (3) 
Dodge 3 
Energy Weapon (Disruptor) 2 (4) 
Fast Talk 2 
First Aid (Romulon) 1 (2) 
History (Romulon) 2 (3) 
Intimidation (Cross Examination) 2 (3) 
Language 

Romulon 3 
life Sciences (Botany) 1 (2) 
Low (Romulon) 1 (3) 

(Romulon Military Regulations) (3) 
Personal Equipment (Tricorder) 1 (2) 
Persuasion (Debate) 3 (4) 
Physical Sciences (Physics) 2 (3) 
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Planetary Tactics (Small Unit) 2 (3) 
Planetside Survival (Jungle) 1 (2) 
Politics (Intelligence) 2 (3) 
Security (low Enforcement) 2 (3) 
Shipboard Systems (Tactical) 2 ( 4) 
Starship Tactics (Federation) 2 (3) 

(Romulan) (3) 
Strategic Operations (Invasion Strategies) 2 (3) 
Systems Engineering (Cloaking Device) 1 (3) 
Unarmed Combat (N'delrek) 2 (4) 
Vehicle Operations (Shuttle) 2 (3) 
World Knowledge (Romulus) 1 (3) 

(Tigelis VII) (3) 

ADVANTAGES/DISADVANTAGES 
Cohort +2 (Romulan Commander) 
Contact (Military Commander) +2 
Contact (Senator Chotak) +3 
Curious + 1, Security Clearance + 1 
Code of Honor (Code of Fidelity) -3 
Dependents (family) -2 
Obligation -3 
Obsessive Tendencies -3 
Watched -2 

GLORY: 115 
RENOWN: 149 

Aggression: 34 Discipline: 40 
Openness: 14 Skill: 41 

WOUND LEVELS: 2/2/2/2/2/2/0 

Initiative: 20 

Senator Joll en Merek g rew up on the Romu lan 
colo ny world of Tige li s VII in t h e Tiber Sector, an 
older colon y world w ith a rich and illustrious history. 
Merek's family was one of the first to settl e Ti gelis, 
an d held considerable influence on that world . I t was 
l ittle su rpri se the young scion of the family rose to 
prominence. Merek d i d everyth ing to honor his 
an cestors and his fam ily name, en li sting in the 
Romul an milita ry and serving severa l d i sti n gu ish ed 
tours of duty before ente ring Romulan politics as an 
a ide to hi s uncle, the Senator of Ti gelis . In a few shor t 
yea rs, it b ecam e c lea r that many of the aging sen a­
to r 's m ost innovative and c lever ideas cam e f rom his 
aide, and when his unc le retired to the fami l y estate 
on Tige l is VI I, Merek succeeded him. 

For a lmost thirty years, Merek has served as a 
Romulan senator, and he is well known for his repu­
tation for innovation and openness to new ideas. 
W hile some in the Sen ate admi re M erek's abi lities, 
others wonder if the senator's open-mindedn ess m ay 
eventua ll y l ead him in to trouble. They fea r his 
involvem ent w i th dangerou s ideas might o n e day 
lead him down the path of sedition. For tunate ly for 
Merek, his loya lty is u nquestionab le an d his record is 
spotl ess. Even the Tal Shiar can f ind n o evidence of 
any d is loya l or treasonous behav ior on his part. 

The senator was away from Tigelis V II attending to 
Sen ate bus iness w he n Phyrox Plague f irst broke ou t 
o n the p l an e t. By the time the Romu lan authori t ies 
began efforts to contain i t , t he disease h ad spread 
like w ildfi re th roughout the planet's population, t h en 

began sp read ing to other worlds in the sector. The 
Senate quarantined the Tiber Sector, restricting t ravel 
to and from the affected region, and even Senator 
Merek has been unable to return home. 

H e communicates regularly v i a subspace radio 
w ith h is fam il y, a wife and three children, who cur­
re ntl y remain safe a t the Merek fam i ly estate. 
Conditio n s on Tigelis and throughout the Tibe r Sector 
con t inue to deteriorate rapid l y. As the plague claims 
more an d more victims, riots and c ivi l disobedience 
become more common. Romu lan troops continue to 
do t h e ir b est to maintain o rder, but they are short­
h anded; despite their best effort s at conta inment, 
some h ave come down w ith the disease t h emselves. 
I f someth ing is not done soon, the en tire secto r may 
erupt into mass panic that could increase the alread y 
high death count. Senator Merek fears for the lives of 
his family trapped on Tigelis, and for the l ives of his 
people, who look to him for guidance and protection. 

Frustrated by the slow response of Romulan sci ­
entists and doctors attempting to treat the plague, 
Merek recently proposed a bo ld initiative before the 
Senate: request h umanitarian aid from the United 
Federation of P lanets. Ta l Shiar repor ts h ave revea led 
that Star fleet successfully conta ined an o utbreak of 
Phyrox Plague on Cor Coro l i V. If so, then perhaps 
the UFP possesses a means of treating the disease 
unknow n to Romu lan medica l science. Th e 
Federation h as offered human i tar ian ass i stan ce in th e 
past and such a request o n the p art of the Romulan 
government could be an importa n t gestu re, Merek 
argued. 

Th e Senate rejected Merek's proposa l o u t of hand. 
Th e Empire could take care of its own citizen s, w ith ­
o u t any help from the Federation or Starfleet, oppo­
n ents argued. Merek was forbidde n to bring up the 
suggestion aga in. In the light of his persona l c risis, 
senators were willing to overlook his behavior. The 
Tal Shiar, h owever, placed Senator Merek under 
c lose surveillance. (Unknown to Senator Merek, the 
Ta l Shiar has a lso attempted twice to obtain Starfleet 
fi les on Cor Coroli V, with n o success.) 

Merek rema ins a l o ya l Romulan, but he feels bit­
ter and ang ry toward the Senate and the Empire fo r 
refusi ng his request for aid, and for their h andl ing of 
the plague cr i si s. H e knows the Tal Shiar watch h im, 
so h e must move carefu lly, but h e is wi ll ing to do 
w h atever is n ecessary to p rotect the lives of hi s fam­
il y, the people of his homeworld, and the b i ll ions of 
other lives in Tiber Sector. 

In a Federation campaign, Senator Merek might 
take the supreme risk and contact Starfleet on his 
own, informing them of the situation in Tiber Sector 
and requesting their help. Of course, Starfleet might 
refuse, part icularly since the Romulan government 
has made n o official requ est for aid in what is an 
internal matte r. For this reason, Merek may lie to the 
Federation about his authority to contact them, leav­
ing any Starfleet personnel who do inte rvene in an 
awkward position. 

In a Romulan campaign, Senator Merek may call 
in favors from h is m ilitary an d politica l con tacts to 
find Rom u lan offi cers will ing to violate t h e Senate's 
orders and go to the Federation to get the information 
and medical su pp lies needed to treat the plague. 
Such a mission could easily e nd the careers of th e 
officers invo lved, u n less they are su ccessful and 
become public heroes, in wh ich case the Senate may 
prefer to bury the who le affair qu iet ly. 
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Senator Pardeli 
ATTRIBUTES 

Fitness 2 
Strength + 1 

Coordination 2 
Intellect 4 
Presence 3 

Willpower -1 
Psi 0 

SKILLS 

Artistic Expression (Sirune) 3 (4) 
Administration (Romulan Courts) 5 (6) 

(Romulan Government) (6) 
Charm (Influence) 4 (5) 
Computer (Research) 3 (4) 
Culture (Romulan) 2 (5) 
Diplomacy (Commercial Treaties) 4 (5) 

(Federation law) (5) 
Dodge 2 
Energy Weapon (Disruptor) 2 (3) 
Espionage (Counterintelligence) 3 (4) 
Fast Talk 3 
History (Romulan) 4 (5) 
Intimidation (Cross Examination) 4 (5) 
language 

Federation Standard 3 
Romulan 3 
Vulcan 1 

law (Contract) 4 (5) 
(Romulan Military Regulations) (4) 
(Romulan) (5) 

Mediation (Civil) 3 (4) 
(Contracts) ( 4) 

Persuasion (Debate) 5 (6) 

(Oratory) (6) 
Personal Equipment (PADD) 3 (4) 
Politics (Intelligence) 5 (6) 

(Manipulation) (6) 
Primitive Weaponry (Neco) 3 (4) 
Search 2 
Security (Dissident Operations) 4 (5) 
Social Sciences (Political Science) 4 (5) 

(Sociology) (5) 
Stealth (Stealthy Movement) 2 (3) 
Strategic Operations (Neutral Zone Strategies) 3 (4) 
Streetwise (locate Information) 4 (5) 
Unarmed Combat (Romulan Navy Martial Arts) 2 (3) 
World Knowledge (Romulus) 4 (5) 

ADVANTAGES/DISADVANTAGES 
Benefactor (Nerall +5 
Cohort (Brother) +2 
Contacts (Underground leader) +2 
Contacts (Underground Member) + 1 
Contacts (Romulan Government) +3 
Favor Owed + 1 
Security Clearance + 1 
Code of Honor (Personal Honor) -2 
Outcast (Reunification Movement) -2 

GLORY: 102 
RENOWN: 149 

Aggression: 1 0 Discipline: 44 
Openness: 24 Skill: 58 

WoUND LEVELS: 2/ 2/ 2/ 2/ 2/ 2/ 0 

Initiative: 13 

Pa rdek is a senio r Romu la n sen a tor w ith a l o n g 
a nd illust rious c a reer. Since th e earl y settlement o f 
th e Ro mula n homeworl d, Pa rdek 's famil y h as b een 
i nflue ntia l in the K rocton Segm e n t of Romu l us . A s 
a young m a n , Pard ek took p art in the peace con­
ference o n Kh itomer i n 2293, where he f i rst m e t 
Fed e ra t ion Ambassador Spack, then an officer in 
Sta r f leet. 

Pa rdek h as served in the Ro mu lan Senate for 
nine ty years and is cons idere d "a m an o f th e p eo­
ple" by hi s consti tu ents. Pa rd ek i s well known f o r 
ta kin g strolls through t h e Kroc t o n Segm e n t w h e n 
t h e Sen a te is in recess, sp eak i n g wi t h the people 
an d l istening to t h ei r prob lems a n d concerns. 

T h ro u g h o ut h is career, he h a s bu i lt a reputation 
for himself as a refor mer an d a stro n g su pporter o f 
p eace w ithin t h e Romu lan Empi re. Rom u lan con­
servati ves con s ide r m an y o f Pa rd ek 's proposed gov­
e rnm e nta l refor m s to be much too radica l to en act, 
inc luding the sen a to r 's e ffor ts to provi d e the gene r­
a l pub li c with a g reater vo ice i n how they a re g o v­
e rned. 

Par dek 's poli t i cs have earned h i m no small 
n u m ber o f enem ies over t h e yea rs, b ut the senator 
i s so popula r and wide ly k n own that few can move 
again st him fo r fea r o f p u b l ic back lash. To ensure 
hi s p os ition, Pardek carefull y keeps himse l f i n t h e 
publ ic eye and away from scandal, a llowing him to 
continue to w ork fo r th e g reater good o f the 
Ro mula n p eople . 
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His d evotion to his duty and his n a tio n is so 
great , in fact, that in 2368 Pardek agreed to take 
p art in a Romu lan p la n to lure hi s old friend 
Ambassador Spack to Romulus as part of an inva­
sion o f Vulcan. Parde k c ontacted Spack on th e pre­
text of setting up t a lk s regarding a re unification 
b e tween the Romul a n s and the Vulcans. 

Spack logicall y d e duc ed th a t Pa rde k h ad 
b e trayed him, once h e disco vered som eon e within 
the Ro mulan unde rground h ad been le aking infor­
m a ti o n to the Senate . Pa rde k d id not ap o logi z e for 
hi s action s, which he fe lt were for t h e good of 
Romulus. His coope ra t io n a lso ensured him c er­
tain favors from then Proc onsu l Nera l , a llowing 
Pa rde k to advance hi s o wn politica l ca u ses in the 
Se n a te . 

Even though t h e invasio n a ttempt was unsuc­
cessful , a nd Parde k 's invo lvement is know n on ly in 
certain c i rc les of the Romul a n governme nt, i t was 
su ffi c ie nt furth e r t o secure his positi o n in the 
Sen a te and to que ll m a n y of Pardek's p o l iti ca l ene­
m ies. 

Hi s pos i tion sec ure d once aga in, Pa rdek 
resumed his work to bring p eace a nd prosp e rity to 
th e ·Empire . He is m ost concerned a b o ut the 
Romu lan Empi re 's recen t travails and w a rs, partic­
ularly th e w ar against th e Tau rhai and re la t ions 
w ith th e Federation. A l tho u g h h e believes firm ly in 
the idea ls of D 'era, Parde k thinks th e Empire 's 
reac h m ay hav e exceed ed its grasp in so m e way s. 

H e ca ll s for an exte n siv e conso l ida ti o n o f cur­
rent Romu lan holdings and protec tora tes, the 
que lling of re b e llion a m o ng the p eople a nd va ri ­
o u s clie nt species, a nd a n eas ing of th e h a rdships 
a nd shortages the Ro mula n people suffer in the 
n am e o f g reate r mi li ta ry spending. Pardek still 
lac k s th e in f lue n ce to achieve a ll o f h is go a l s, but 
the favor of the n ew Praeto r m ay go a lo n g way in 
the ri ght direction. 

I n a Romula n-based campa ign , Senato r Pardek 
could b e an i nfluentia l a nd unusua l p a tro n for a 
group of p layer c h a rac t e rs, parti c ula rly those lo y a l 
to the Empi re who b e lieve in the cau se o f peac e 
and g reate r stabi l i t y. Pa rdek might a lso c h o o se to 
act as m entor to Ro mulan m i l ita ry o r politica l 
c h aracte rs w h o sh ow pro mise, w orking to bring 
th em over to his c amp and show th e m the impor­
tan ce o f hi s work. 

Even radica l c h a racte rs might find the m se lves i n 
c ontact with Pa rde k. H e h as t rade d on hi s reputa­
tion as "a m an of the p eop le" a nd a re fo rm e r to aid 
th e a uthoriti es in cap turing spies a nd reb e ls 
b efore, a nd h e m ay well do so aga in. Whil e c h ar­
acters asso c ia ted wi th disside nt m ovem e nts m ay 
n o t a lw ays agree with Pa rde k 's m e tho d s, m ost can ' t 
h e lp but admire hi s legenda ry composu re and 
sen se o f p resen ce. 

Fed era tion c h aracte rs might m eet Pardek in a 
dip lo m a tic capac ity. T h e sena tor h as exte n sive 
dip lo m a tic experie nce d a ting back to th e Khitomer 
confe re n ce, a nd h e h as contact s thro u g h o ut the 
Fed erati o n a nd even t h e Klingon Empire (altho u g h 
t h e K lingon s d o n ' t like Pa rdek, they do at least 
respect his in f lue nce). 

The sen a to r m ig ht b e sent as an e missa ry of the 
Romul a n Empire to negoti a te a part icula r agree­
m e nt, o r to feel out th e Fed e ra tion/ Kiingon a lli a nce 
about a poss ible info rma l a lli a n ce aga inst the 
Bo rg . 

Major Sela 
ATTRIBUTES 

Fitness 2 
Strength + 1 

Coordination 3 
Intellect 3 

Perception + 1 
Presence 3 

Willpower +1 
Psi 0 

SKILLS 

Athletics (Running) 1 (2) 
Behavior Modification (Brainwashing) 2 (3) 
Command (Combat Leadership) 2 (3) 
Computer (Hacking/ Data Alteration) 3 (4) 

(Programming) (4) 
Culture (Romulan) 2 (3) 
Dodge 2 
Energy Weapon (Disrupter) 2 (4) 
Espionage (Counterintelligence) 2 (4) 

(Intelligence Techniques) (5) 
(Traffic Analysis) (3) 

History (Romulan) 1 (3) 
Intimidation (Bluster) 4 (5) 

(Cross Examination) (6) 
Language 

Romulan 2 
Law (Romulan) 1 (2) 

(Romulan Military Regulations) (2) 
Medical Sciences (Psychology) 1 (3) 
Personal Equipment (Tricorder) 2 (3) 
Planetary Tactics (Small-unit) 2 (3) 
Search 3 
Security (Security Systems) 2 ( 4) 
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Shipboard Systems (Command) 1 (2) 
(Tactical) (3) 

Stealth (Hide) 1 (2) 
Surveillance (Electronic) 1 (2) 
Unarmed Combat (Romulan Navy Martial Arts) 1 (3) 
Vehicle Operations (ShuHie) 1 (2) 
World Knowledge (Romulus) 1 (3) 

ADVANTAGES/DISADVANTAGES 
Benefactor (Father) +3 
Famous Incident +5 
Favor Owed + 1 
Mixed Species Heritage +6 
Security Clearance +3 
Fanatic -2 
Obligation -3 
Vengeful-2 

GLORY: 54 
RENOWN: 69 

Aggression: 22 Discipline: 17 
Openness: -10 Skill: 15 

WOUND LEVELS: 2/ 2/2/ 2/ 2/ 2/0 

Initiative: -5 

If anyone in th e known galaxy has claim to an 
unusua l birth or parentage, it is Sela, a major in the 
Tal Shiar. Her story b egins with the Romulan attack 
on the Klingon outpost at Nare ndra Ill in 2344. The 
Fede ration starship Enterprise NCC 1701-C 
attempted to aid the outpost, but, horribly out­
gunned, the ship suffered defeat. During the battle, 
a Romulan genera l captu red several members of 
the Enterprise-C's bridge c rew, amon g th e m 
Lie utena nt Tash a Yar. Yar came from twenty years in 
the future, from an alte rnate timeline where the 
Federation fought a losing wa r with t h e Klingon 
Empire. Th e Enterprise-C ventured into th i s a l ter­
nate future throug h a te mporal rift. 

Lie ute nant Yar vo lunteered to go b ack in time to 
help the Enterprise's crew, in the h opes of altering 
history and preventing the war w ith the Klingons. 
Iro nica ll y, th e crew of the Enterprise-0 determined 
that their time line was incorrec t by the existence of 
Tash a Ya r- th e " rea l " Yar had died yea rs ago o n 
Vagra II. T hus it was thi s a lternate Yar who travel e d 
back in time a nd stra ig ht into the h ands of t h e 
Romulan s. 

The Romulan gen e ra l a greed to spare the li ves of 
the surv iv i ng c rew members if Lieutenant Yar 
agreed to be his consort. Ya r d id, and th e 
Enterprise's br idge crew was sent to a Romu la n 
p e nal colony. A year later, Se la, Yar's d a u g h ter, was 
born. 

(That Ya r came from twenty yea rs in the future, 
and from an altern ate timeline, perhaps remai n ed a 
secret. Sela apparently knew her mother was a 
Starfleet officer, but it remains unclear wheth e r o r 
not sh e knew the whole story. Certa inly, Lieu tenant 
Yar would not h ave wide ly shared h er origins, for 
fear of tampe ring with the future, even thou gh sh e 
knew she came from an a lternate tim e line.) 

Whe n Se la was four, Yar tried to escape Romulu s 
w ith h er (perhaps i n a futil e attempt to free her for-

mer comrades). Sela cried out, warning the house­
hold. H e r mother was killed fleeing the estate by 
the General's guards. Sela cla ims that everything 
human in her died along with her mother. She has 
considered herself comp letel y Romulan from that 
day forward. 

Sela joined the Tal Shiar, perhaps in an effort to 
demonstrate her loya l t i es to the Empire. Her ambi­
tion and her zealous hatred fo r the Federation 
made her a prominent figure in several Romulan 
operations conducted against th e Federation in 
recent years. In 2367, Sela oversaw the assassina­
tion attempt against Klingon Governor Vagh , 
designed to foster distru st between the Federation 
and the Klingon Empire. Later that year, Sela com­
manded a Romu lan task force provid ing covert 
support to the Duras family in th e Klingon Civ il 
War. The Romulan ships were fo rced to withdraw 
after a Federation fleet successfull y b lockaded the 
Romulan/K iingon border, preventing supp l ies from 
reaching the Duras faction. 

Sela a l so masterminded the u se of the Romulan 
underground resistance as a too l for th e invasion of 
V ulcan in 2368. She conspired w ith Senator Pardek 
to lure Federation Ambassador Speck to Romulus 
whi le Romulan agents acquired Vulcan ships that 
wou ld carry a Romulan invas io n force. Sela's plan 
was thwarted by the efforts of Starfleet. 

Major Sela is a highly ambi t ious woman wi t h a 
considerable grudge against the United Federa tion 
of Planets (whether because they never mounted a 
rescue of the Enterprise 's c rew, which may have 
spared h er mothe r's I i fe, or beca u se she fee l s she 
h as something to prove re mains unknown). Though 
sh e is devoted to Romulan goals and ideals, her 
h a lf-human heri tage and the stigma of h er mother's 
treason forced Sela to drive herself h arder than 
other Romulan officers to excel. 

Sh e is outwardly cold a nd ruthless, a lthough 
g iven to outbursts of a n ger when provoked. 
Secretly, Sela feels g uilt over the death of h e r moth­
er. Sh e knows that what Yar tried to do was w rong, 
but she feels that, if she h adn't cr ied, her mother 
would sti ll be alive. Attempts to appea l to Sela's 
humanity usually invoke th i s buried gu i lt and anger 
her. 

Major Sela makes a very usefu l a nd unusual 
Romulan adversary for Federa ti on or Klingon c har­
acters. She is the quintesse ntial Romulan plotter: 
devious, subtle, and patient, working behind the 
scenes to achieve her goa ls. Se la knows well 
enou g h to retreat when a pl a n has fai led, and she 
rare l y underestimates her opponents. Sela can be 
the prime mover behind any numbe r of Romulan 
plots, and a long-term adversary. H er c urrent 
whereabouts, and h e r role in the Federation­
Romu lan a lliance, rema i n unknown. 

For Romulan characters, Sela may be an a ll y, a 
commanding officer, or even a rival. Se la's ambi­
tious rise to power has earn ed h er f rie nds and ene­
mies in th e Tal Shiar, mili ta ry, a nd government. 
C h aracters who work with her h ave a chan ce to 
share in her success, but a lso in h e r fa i lures, and 
they may become the targets of Se la 's frustration if 
things do not go as planned. Romu lan s serving 
under Major Sel a a re a lmost a lways guaranteed 
interesting missions from tim e to time. Those 
Romulans who have Sela as a n enemy h ave to deal 
w ith a c unning and dangerous oppone nt. 
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Captain Seylar 
ATTRIBUTES 

Fitness 2 
Strength+ 1 

Coordination 2 
Intellect 2 

Perception + 2 
Presence 2 

Empathy -1 
Psi 0 

SKILLS 

Artistic Expression (Acting) 1 (4) 
(Vulcan lute) (2) 

Athletics (Climbing) 1 (2) 
Behavior Modification (Resistance) 1 (3) 
Computer (Hacking/Data Alteration) 3 (4) 
Culture (Romulan) 2 (3) 

(Vulcan) ( 4) 
Disguise (Vulcan) 1 (5) 
Dodge 3 
Energy Weapon (Disruptor) 2 (4) 
Espionage (Covert Communications) 2 (3) 

(Intelligence Techniques) (3) 
First Aid (Romulan) 2 (3) 
History (Romulan) 2 (3) 

(Vulcan) (3) 
Intimidation (Torture) 2 (3) 
language 

Romulan 3 
Vulcan 3 

law (Romulan) 1 (2) 
(Romulan Military Regulations) (2) 

Medical Science (Physiology) 1 (3) 
Personal Equipment (Communicator) 3 ( 4) 
Primitive Weaponry (Knife) 1 (2) 

Security (Security Systems) 2 (3) 
Shipboard Systems (Tactical) 1 (2) 
Social Sciences (Archeology) 2 (3) 
Streetwise (locate Information) 2 (4) 
Surveillance (Shadowing) 3 (4) 
Systems Engineering (Weapons) 2 (3) 
Unarmed Combat (Romulan Navy Martial Arts) 1 (3) 
Vehicle Operations (Shuttle) 1 (2) 
World Knowledge (Romulus) 1 (3) 

(Vulcan) (3) 

ADVANTAGES /DISADVANTAGES 
Alertness + 2 
Deep Cover + 2 
Eidetic Memory +3 
Security Clearance + 1 
Arrogant-] 
Dark Secret (Underworld Brat) -1 
Hides Emotions -2 
Sworn Enemy ( V'shar) -2 

GLORY: 40 
RENOWN: 51 

Aggression: 9 Discipline: 17 
Openness: 0 Skill: 14 

WOUND LEVELS: 2/2/2/2/2/2/0 

Initiative: 11 

Captain Seylar is an agent w ith the Tal Shiar's 
Special Operations Division. After a ch ildhood grow­
ing up p oor in th e slums of Val 'danadex Tre l, Seyl a r 
sees the Tal Shiar as a stepp ing ston e to bigger and 
b e tter things; she likes the power a nd prerogatives 
th at come w ith her position, and is utte rl y d evote d to 
th e Romulan intelligence service. 

Seylar was recruited for the diffic ult task of under­
cover operations w ithin the Federation. Sh e h as been 
speci a ll y tra ined to impersonate a V ulcan, lea rning 
Vulcan c u stoms and language, as well as to suppress 
h e r emotions and Romulan passions behind a co ld, 
controlled facade. Her training h as also given Seylar 
cons iderabl e w i II p ower; it takes a g reat d ea l to c rack 
h e r contro lled, ca lm exterior. 

Seylar was smuggled onto V ulcan and began her 
ass ig nme n t, sending regualr reports back to Ro mulus. 
So far she h as not been caught; th e Vulcans do not 
even suspect he r, which has only d eepen ed Sey lar's 
disdain for the Federation. T h ey are clearly as weak as 
she'd a l ways b een taught. At first, Seylar's surve il ­
l ance turned up little of interest to the Tal Shiar. 

Th e V ulca n Isolationist Movement eventu a ll y 
cam e to her attention. With its ca ll s for the isolat ion 
of Vulcan from the rest of the galaxy, and th e expu l ­
sion of non-Vulcans from their world, th e VIM great­
l y inte rests the Tal Shiar. H er spym asters back on 
Romulus instruc ted Seylar to get close to the di ss ide nt 
m ovement and learn all she could about it. 

She did so and eventually b ecame a m ember. 
Ex pressi ng disdain for non-Vulcan cultures is not dif­
ficult for Seylar (it's m e rel y a n exten sion of he r into l­
e ra n ce for non-Romulans), a nd she's m a n aged to con ­
v ince the i sol ationists that she is a l oya l a ll y. (For 
m o re informa tion on the V IM, see The Way of 
Kolinahr: The Vu/cans). 
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Of particular interest to the Tal Shiar is the isola­
tionists' desire to revive ancient Vulcan traditions and 
techno logy-partic ularl y psionic technology- in use 
before the Romu lan exodus. They believe that such 
technology may be the key to unloc king the latent 
Romulan psionic potential. Sey lar has learned every­
thing sh e ca n about V ulcan researc h in to this area, 
studying ancient texts and archaeo logica l information 
on Vu lca n and Romulan ruins. She hopes to f ind a 
lead to some va luable in formation she ca n d ivert to 
the Tal Shiar, while su btly directing the isolation ists 
to attack Federation targets. 

In a Federation campaign, Seylar ca n become an 
adversary of Starfleet or Vulcan ch aracters. At first, 
th ey may bel ieve sh e i s mere l y a Vu lcan di sside nt, but 
if Sey lar ga ins access to an ancien t psionic weapon or 
simila rl y va luable information , sh e w ill do everythi ng 
in her power to get it back to Romulus and into th e 
hands of the Tal Shiar. The Federation wou ld go to 
great lengths to keep the Romulans from developing 
new psionic weapons or technology. 

In a Romu lan campaign , Seylar might be in charge 
of a sma ll group of undercover spies a nd operatives, 
directing th em in espionage operations posing as 
Vu lcans. She might ca ll upon the characters to assi st 
h e r in getting va luable inte lligen ce back to Romu lus. 
Fina ll y, Seylar could a lso go rogue, b ecoming swayed 
by the isolati on ists' cause a nd betray ing the Tal Shiar. 

Commander Tomalali 

l r 

ATTRIBUTES 

Fitness 3 
Strength + 1 

Coordination 2 
Reaction+ 1 

Intellect 3 
Logic+ 1 

Presence 2 
Empathy - 1 

Psi 0 

,....- 1 . - ~ -- . I r 

SKILLS 

Administration (Starship Administration) 5 ( 6) 
Athletics (Lifting) 1 (2) 
Command (Starship Command) 4 (5) 
Computer (Research) 3 (4) 
Culture (Romulan) 2 (3) 
Diplomacy (Federation/ Ramulan Treaties) 3 (4) 
Dodge 2 
Energy Weapon (Disruptor) 3 (4) 
History (Romulan) 1 (3) 
Intimidation (Bluster) 2 (3) 
Language 

Romulan 2 
Law (Romulan) 1 (2) 

(Romulan Military Regulations) (4) 
Personal Equipment (Tricorder) 3 ( 4) 
Physical Sciences (Physics) 2 (3) 
Planetside Survival (forest) 1 (2) 
Shipboard Systems (Command) 3 (5) 

(Tactical) (4) 
Space Sciences (Astrophysics) 2 (3) 
Starship Tactics (Planetary Support) 1 (3) 

(Romulan) (3) 
Strategic Operations (Neutral Zone) 3 (4) 
Systems Engineering (Command) 1 (2) 
Unarmed Combat (N'delrek) 2 (3) 

(Romulan Navy Martial Arts) (4) 
Vehicle Operations (Shulllel 2 (3) 
World Knowledge (Romulus) 2 (3) 

ADVANTAGES/ DISADVANTAGES 

Bold +1 
Commendation (Imperial Star) +2 
Commendation (Ribbon of Distinction) + 1 
Commendation (Senatorial Award of Merit) +3 
Excellent Metabolism + 1 
Famous Incident + 1 
Innovative +1 
Arragant-1 
Code of Honor (The Centurion's Oath) - 3 
Obligation -3 

GLORY: 72 
RENOWN: 100 

Aggression: 20 Discipline: 24 
Openness: - 15 Skill: 28 

Wound Levels: 3/ 3/ 3/ 3/3/3/0 

Initiative: -13 

A skilled and well- regarded c ommander in the 
Romulan Star Navy, Tomalak began his career as a 
Romulan subl i eutenant with unusual drive and a tal ­
ent for taking initiati ve and assuming responsibility. 
H i s action d u r ing the war with the Taurhai earned 
Tomalak severa l commendations for bravery and 
va lor. For his qu ick thinking and sel f-assu redness 
Toma lak received many choice duty assignments and 
severa l p ro motions. So fa r, h e has ri sen to the rank of 
Comman der, of t h e Romu lan warbird Terix, and i s 
ass igned to the Federation Neutra l Zone border. 
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In 2366, the Terix received a distress call from the 
Romul an scout ship Pi, whic h h ad suffered naviga­
tiona l fai lu re an d c rashed on Galorndon Core, a bar­
ren planet in the Neutral Zone. Tomalak ignored the 
orders of the Fe d e ration starship Enterprise-0, then in 
o rbi t over Galorndon Core. H e c rossed the Neutral 
Zone to ret r ieve t h e c rew o f the scout ship. One crew 
m ember d ied o n board the Ente rprise, but the other 
was su ccessfully recove red afte r a ten se face-off 
b etween the Enterprise and the Terix. 

Late r that year, Toma lak aga in encountered the 
Enterprise when the Federation ship illega lly e nte red 
the Neutra l Zone to investigate reports of a Romul an 
incursion a t N e l vanna Ill. Th e reports were a tri c k, 
engineered by the Tal Shiar a nd the Romulan gov­
ernment to lure the Enterprise into the Neutral Z o n e, 
making i t appear that the Federation was the aggres­
sor. To m a lak prepared a we lc oming committee of 
two Ro mulan warbirds to capture the Enterprise. The 
plan was thwarted by the Enterprise b ring ing an 
escort of three cloaked Klingon b irds of p rey into the 
Neu t ra l Zon e w ith it, o utma n eu vering the Romulan 
plan . To m a lak w i sel y withdrew, g iv ing his respects to 
the Enterprise's Captain j ean-Luc Picard. Toma lak 
ga ined a great dea l of personal respect for Captain 
Picard during th is inc ide n t. H e consider s the 
Federation a worthy adversary and is eager to pit h is 
exp e ri ence and ski li s aga inst those of Starfleet. 

To m a lak loves the role of a commanding officer 
on the front lines of the Romulan Empire, and craves 
opportuniti es to demon strate his initiative and clev­
erness to his superi o rs. He remains a firm b e liever in 
the idea l s of D'era, a good so ldier and a good com ­
m ander, passionate about his cause and devoted to 
th e p eople under his command. Although h e is 
know n for his wi ll i n gn ess to take the ini t iative, 
To m a lak avoids risks t h at would place him o r his 
crew in u nnecessary danger. For him, brinkman ship 
is a comp lex and fascinating gam e, somet imes 
requiring stra tegic w ithdrawa ls. But he a lways returns 
to t h e f ro n t lines aga in , looking for new chall en ges. 

In a Federati o n campaign, Tomal ak makes a u se­
ful recurr in g a d versary. His skill in nego tiations and 
his wi ll i ng ness to ca ll t h in gs off b e fore they go to o far 
can h e lp e nsure that To m a lak escapes and returns to 
en counter the c h a racters again and aga in . Tomalak 
likes to toy wi th hi s o pponents; as lo n g as he h as t h e 
upper h and, the Commande r is also willing to g loat 
a bit. If th e sca les tip the other way, Toma lak is qu ic k 
to cut his l osses and w ithdraw. Alternately, the c rew 
might e ncounte r Toma lak and the Terix in a com­
pletel y unexpected way: as an a ll y. With the a lli an ce 
b etween th e Federation and Romulan Empire, 
Toma lak could turn up in Federation space, fighting 
the D om inio n a longs ide a starship crew. 

In a Romulan campaign, Com mander Tomalak is 
an idea l c h a racter to command a Romulan sta rsh ip 
with the player characters as m embers o f the crew. 
Romu lan c rewmen should find Tomalak a fa ir and 
capab le command er, an d To m a lak encourages in itia­
t ive and responsibility amon g his c rew, g iv ing t h e 
c haracters an unusua l d egree of freedom on board 
the Terix. The crew can take part in Neu tral Zon e 
patrol s a lo n g the borde r, mainta ining order in n e igh­
boring sectors, a nd even covert operations w ithin t h e 
Neu t ra l Zone itsel f. Tomala k a l so makes a formidable 
riva l o r e n em y for Romula n military c h a racters who 
h ave earned his wra th, parti c ularly those who dare to 
que stio n the m a rti a l idea ls that Toma lak h o lds d ea r. 

Admiral Tovan 
ATTRIBUTES 
Fitness 3 

Strength+ 1 
Coordination 3 

Dexterity + 1 
Intellect 3 

Perception + 1 
Presence 4 

Willpower +1 
Psi 0 

SKILLS 
Administration (Romulon Star Command) 4 (5) 

(Starship Administration) (5) 
Artistic Expression (Til/ion) 2 (3) 
Athletics (Climbing) 2 (3) 
Charm (Seduction) 2 (3) 
Command (Starship) 5 (6) 
Computer (Research) 3 (4) 
Culture ( Romulan) 2 ( 4) 

(Taurhai) (3) 
Dodge 2 
Energy Weapon (Disruptor) 2 (4) 
First Aid (Romulan) 2 (3) 
History (Romulon) 1 (2) 
Language 

Romulan 2 
Low (Romulan) 1 (2) 

(Romulan Military Regulations) (5) 
Personal Equipment (Communicator) 1 (2) 
Persuasion (Oratory) 3 (4) 
Planetary Tactics (Small Unit) 2 (3) 
Plonetside Survival (Jungle) 1 (2) 
Shipboard Systems (Command) 3 (5) 
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(Flight Control) (4) 
Social Sciences (Archaeology) 1 (3) 
Space Sciences (Astrogotion) 3 ( 4) 

(Stellar Cortogrophy) (4) 
Storship Tactics (Romulon) 4 (5) 

(Tourhoi) (5) 
Strategic Operations (Invasion Strategies) 5 (6) 
Systems Engineering (Conn) 3 (4) 
Unarmed Combat (Kormerekl 2 (3) 

(Romulon Navy Martial Arts) (3) 
Vehicle Operations (Shuttle) 1 (2) 
World Knowledge (Remus) 2 (3) 

(Romulus) (3) 

ADVANTAGES/DISADVANTAGES 
Bold +1 
Cohort (Senator Vento I) + 5 
Commendation (Praetorian Ribbon) +3 
Contact (Romulon Military) +2 
Famous Incident (Bottle of Chi'ton) +3 
Security Clearance + 5 
Intolerance (Everybody Except Romulons) -3 
Obligation -3 
Rival (Admiral Ellivok) -2 
Species Enemy (Tourhoi) -3 

GLORY: 133 
RENOWN: 148 

Aggression: 47 Discipline: 41 
Openness: -15 Skill: 45 

WOUND LEVELS: 3/3/3/3/3/3/0 

Initiative: 0 

Admiral Tovan is a high- ranking Romul a n mili­
tary official, o ne w ith no small amount of influence 
in the Romulan Senate. Tovan's military career 
stretches bac k some eighty years, f rom the t ime h e 
first e ntered the Romulan Star Navy for hi s Serona. 
Tovan found the military li fe to his liking and-fil led 
with a strong desire to serve the Empire and bring 
honor to hi s fam ily-he chose to remain after his 
requi re d serv ice exp ired. 

Tova n continued as a helmsman o n board 
Romul an starships for several years before earn ing a 
promotion to command. Once there, his strong 
leadership ab ilities became clear and h e proceeded 
up the rank s to become prime officer of a variety of 
Romulan ships, and eventually commander of his 
own. His ship performed deep-space exploration 
and pacification, a nd Tovan oversaw the addition of 
many worlds to the Empire, including severa l where 
he saw extensive combat action against local mili­
tary forces. His c rews recognized him as a stern but 
fair commander with a brilliant tactical mind. 

Tovan truly came to prominence in th e war 
between the Rom ulan Empire and the Taurhai Unity. 
His vesse l was one of the f irst Romulan ships able t o 
engage a Ta urha i st a rdragon, and Tovan was the first 
to d estroy a Taurha i ship in combat. To accomplish 
this feat, Tovan cam e up w ith a radical, and danger­
ous, plan. His vessel had been crippled fighting the 
Taurhai-their weapons and technology were vast ly 
superior to those of a Romulan warbird. Damaged, 

adrift in space, the Romulan sh ip was fi nish ed . 
Knowing the Taurhai often simply crippled Rom ulan 
ships rather than destroying them, he ordered all 
remaining nonessential systems turned off to con­
vince the Taurhai that his sh ip was completel y dis­
abled. He then assisted his ship's e ngi n eer in con­
stru c ting a mechan ism to launch the warbi rd 's quan­
tum singularity engine at the Taurhai ship. 

The moment the Taurhai opened a subspace fun­
nel, Tovan launched h is crude "singu larity torpedo." 
It co llapsed the subspace funne l a t a critical 
moment, and the gravimetric stresses tore the 
Taurhai ship apart. The Romulan Star Navy recent ly 
introduced a new missil e w eapon design to be used 
aga inst the Taurhai in the even t of renewed hosti l i­
ties. Using base specifications derived from Tovan's 
maneuver, the new Vereleus c lass of d readnoughts 
are the first vessels o utfitted w i th these singu larity 
torpedos. 

For his valor, Commander Tovan received a 
medal f rom the Praetor, wh ile th e Romulan Star 
Command promoted him and p laced him in charge 
of the war effort against the Taurhai. Tovan carefull y 
studied everything he could about this t h reat to the 
Empire. Although the Taurhai were powerful, Tovan 
believed they did not have the s to m ach for conquest 
and battle the Romu lans did. Th e Taurhai were brave 
e nough w hile they had the upper h and, but Tovan 
was certain that, struck a vita l blow, the Taurhai 
wou ld lose h eart and the fight wou ld go out of them. 

Tovan proposed a bold p lan: an attack on the 
Taurhai homeworld itself. He believed that a fleet of 
c loaked Romulan ships could reach Chi'tan and 
strike at the very heart of the Taurha i Unity. Although 
the Senate ini tially balked at comm itting Romulan 
forces in this way, Tovan won o ut and t h ey agreed t o 
his plan. Th e loses for the Romula n Fleet were h igh, 
but they secured v icto ry in the war. The Taurhai 
agreed to meet and n egotiate a p eace treaty. Admiral 
Tovan was once aga in decorated by t h e Empire, and 
a statue was erected in his honor on Romulus. 

Since the cease-fire with th e Taurhai, Tovan, now 
an admira l, has turned his a t tention to the 
Federation. At f i rst, w ith the discovery of a stable 
wormhole near th e planet Bajor, Tovan drew up 
p lans to invade the Federatio n a n d take thi s strategic 
p ri ze. As reports filtered into Romulan space o f a 
new threat- calling itsel f the Dominion-he began 
gathering as much strategic info rmation as he could 
on these myster ious a l ie ns . 

When he h eard rumors o f a Tal Shiar fleet mass­
ing to invade the Gamma Quadrant with the 
Cardassian Obsid ian Order, he bel ieved the move 
had a high probability of su ccess; after all, h e'd 
advocated the same thing against the Taurhai. The 
destruction of the f leet disheartene d him, as did 
continued Federation losses when the Dominion 
took the offensive in the A lpha Quadrant. 

Currently, Admi ra l Tovan supervises the Romulan 
contribution to the Dominion War. With the recent 
a llia nce between th e Federation, Klingons, and 
Romulan Empire, Tovan h as been busy plotting 
Romulan military strategy, selecti n g targets, and 
charting ship assignments. A l though he supports the 
a lli an ce with the Federation, Tova n is not a fool. He 
observes Starfleet's mi l itary capabi l ities closel y, and 
coordinates as n eed e d wi t h Starflee t officers, 
preparing for the battl e for th e domination of the 
A lpha Quadrant to come. 



ROM ULAN SERIES 

C reatin g a Sta r Trek seri es using the Romulans requires some 
modifi cation s and addition s to the info rmation in "Chapter 
Eight: Where N o One Has Gone Before" of the Star Trek: the 

Next Generation Role-playing Came core ru leb ook. Som e o f the 
themes and c h a ll en ges of a Romulan-based series a re the sam e, or at 
least similar, to those of a Federation-based one, but oth e rs a re quite 
different. 

A Sta r Trek seri es ca n invo lve the Ro mulans in two ways: a 
Romulan-centered series set in Romulan space with Romulan c har­
acters, or a series b ased around Federation or other fore ig n characte rs 
w ho interact w ith the Romulans. The f irst is probabl y the m ost c h a l­
leng ing, becau se of the diffe re nces between Romul a n a nd Federation 
viewpoints. 

Romulan-centered Series 
What if the re were a Star Trek series produ ced entire l y from the 

Romulan p e rspective? The series could f o llow th e adventures of a 
Romulan warbird, o ut on the e d ges of known space, exp lo ring, h an­
dling diplomati c missio ns, m aking contact with n ew races and dis­
covering new worl ds, just like th e Ente rprise-a on Star Trek: The Next 
Generation. What wou ld su c h a series be li ke? H ow would the 
Romul a n s handle some of the probl em s encoun tered by the 
Enterprise? The Ro m ulan -cente red series attempts to an swer just these 
sorts o f q u estions. 

T his series is focu sed o n the Romulans as the main c h a racte rs of 
the story. I t might t ake the form of the crew of a sta rship, muc h like 
the S ta r Trek: The Next Generation series, or it might fo l low oth e r for­
m a ts (see below). T h e key e lem e n t is that th e Romu la n s a re the m a in 
characters, a nd the series should reflect not o nl y thei r unique poi n t o f 
v iew, but a lso stro n g Romu lan themes. 

AXIOMS OF THE ROMULAN VIEWPOINT 
Like o th e r Star Trek stories, a Romulan series should conta in c ine ­

mati c acti o n , opportuniti es for indiv idua l achievem ent, and triumphs 
of sp iri t and wi ll over adversity, as d escribed on page 162 o f the S tar 
Trek: The Next Gen e ra tio n RPG core rul ebook. 

T h e questi o n o f individual acti o n and f ree w ill is a bit more com­
p lex when dea l ing w ith the Romulans. Romu lan soc iety is con sider­
ably m ore rigid a nd controlled than that of the Federati o n , so 
Romulan c h a racters m ay b e more l imited in their c h o ices. It is possi­
ble, however, to turn thi s to the advantage of the series by making t h e 
struggle between d uty to the Empire a nd the need to do w hat is ri ght 
a theme of its own. In the p ast, other Romu lan s have faced su c h cri ses 
of consc ie n ce. How w ill the p layer c h aracters c h oose? 

COMMON ROMULAN T HEMES 
Certa in stori es le nd the m se lves well to a Romu la n series. A 

Romu lan series a llows the Narrator and p layers to exp lo re som e 
" d a rke r" the m es that would n o t be appro priate in a Federa tion or 
Starfleet-based series, like wars of conquest, p o litica l in trigue, and so 
forth. These themes f it quite well into the Romu lan point of v iew. Not 
every episode needs a meaningfu l the m e, h owever. Stori es m i ght 
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focus on the mundan e, day-to-day existence of a group of Romulan char­
acters. For example, the officers on the Enterprise-0 ran holodeck p ro­
gram s and got together for weekly poker games to relax. What do officers 
on board a Romulan ship do for recreation? I f Federation citizens take 
vacations on Risa, where do Romulans go? If you're a Romulan, what do 
you do on shore leave? These and other questions can make for an inter­
esting c hange-of-pace episode or two. 

DEFENDING T H E EMPIRE 

Loyalty to the Empire is a prime Romulan theme. Romu lan s emphasize 
the virtues of duty, honor, and service. Th is theme can ra nge from fighti n g 
in a war to protect the Romulan Empire from a powerful threat l ike the 
Borg or the Taurhai, to a crew working to protect their ship, or even a 
Romulan vessel doing its utmost to safeguard the life of a single crewman, 
such as when Commander Tomalak's warbird risked cross ing the Neutral 
Zone to recover a Romu lan centurion (in the Star Trek: The Next 
Generation episode "Th e Enemy"). Note that Romulans have a tradition of 
noble sacrifice in defense of the Empire. Such stories often possess a trag­
ic element if a character i s willing to make the ultimate sacrifice. 

EXPLORATI O N AND C O NQUEST 

Like Starfleet, the Romulan Star Navy exp lores t h e ga laxy, d iscovering 
new worl ds and c ivilizations. Unlike Starfleet, the Romul ans eva luate new 
worlds from the perspective of w hether or not they can be conquered and 
added to th e ever-exp anding Empire. They do not concern themselves w i th 
issues like the Prime Directive. Romulans tend to be quite blunt in stating 
their intentions. If a newly encountered race defies the Empi re, it must be 
taught a lesson. Th is means that Romulan exp loration episodes are more 
like l y to con tain combats and space battl es than Federati o n-based 
episodes. 

This does not mea n t hat every time the Romu lans discover a new world, 
it is a simp le matter of moving in, disrupters b laz ing, and taking over. The 
Romulan s ca refu lly eva luate a new world first, to see if it is of some va lue 
to the Empire, e ither as a potential colony site or as a client state. If so, then 
the Romulans m ake contact w ith the native inhabitants, if any. While a 
show of force m ay be necessary, a Romulan first-contact team must be 
careful to keep the natives in the dark about their intentions. Prematurely 
warning the inhabitants that the Empire intends to conquer them may make 
the eventual job of conquest a more difficult one. 

Additionally, w hile the Romulans may possess superior technology, a 
single landing party can still be threaten e d by a less-advanced race that 
vastl y outnumbers them. A h andfu l of Romu lans armed with disrupters ver­
sus hundreds of primitive a lien s arm ed with spears can sti ll resu l t in sig­
nificant Romulan casualties. 

If t h e Empire does decide to annex a world, then the tru e campaign of 
conquest b egins. This may be as si m p le as i ssuing an ultimatum to the plan­
et's populace, backed by a suffi c ient show of force to break any resistance, 
or it may require a military campaign of many ships and battl es to over­
come the species' defenses. Some species join the Empire willingly, whi le 
others must be crushed under the force of its mi l itary might. A Narrator can 
turn a campaign of conqu est into a short series of its own where the char­
acters struggle to overcome the obstacles in the way of victory for the 
Empire. 

The Romulans explore the frontiers of science as well as space. A Crew 
can become involved in the study of unusual phenomena, or in the testing 
of new technologies. The test of a new Romulan singularity drive or cloak­
ing device mig ht lead to an adventu re when an unexpected effect of the 
technology catapults the ship o ut of the normal universe and into another 
p lace, dimension, o r parallel real ity. 

INTRIGUE 

" It's always a game of c hess" with the Romu la n s, as Captain Picard once 
sa id. The Romu lan c harac ter le n ds itself to scheming, plotting, and 
intrigue. W hile the Federation i s an open and honest soc iety, the Romu lan 
Empire i s riddled with individuals who have their own agendas and the 
means to carry them o ut. The Tal Shiar is everywhere, watch ing for any 
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signs of disloyalty, and one wrong move can mean 
the end of a promising career. A Romulan series has 
a considerable edge of paranoia to it, mostly 
because everyone reall y is out to get everyone else. 

Romulan characters need to deal with the con­
stant surveillance of the Tal Shiar, and the issue of 
whether or not to report infractions on the part of 
their fellow Romulans, even friends and family. They 
can a l so become caught up in the various plots and 
schemes of high-ranking military officers, senators, 
intelligence agents, and underground rebels. 
Characters may wish to hatch some plots of their 
own, designed to advance a political agenda or sim­
ply secure more power for themselves. 

The Narrator shou ld take care to avoid setting the 
player characters against each other in intrigue 
plots. It is better to create plots that make the char­
acters depend more strongl y on each other because 
there is no one else they can really trust. A common 
enemy is an exce llent way to unite a group of oth­
erwise mistrustful Romu lans. 

It is also important not to let intrigue and schem­
ing completely overshadow the series, unless you 
want a series based almost entirely on it, such as a 
Tal Shiar series (see page 58 of The Romulans). Plots 
and intrigues te nd to take over a series quickly if 
there are too many or they are a llowed to run out of 
control. 

MORAL DILEMMAS 

Romul a n mora lity i s not the same as that found in 
the Federation. Romulans believe they possess a 
moral imperative to conquer the ga laxy and bring a ll 
races under their benevolent rule. They believe they 
have a duty to those under their protection, and act 
with a certain measure of honor. 

There are times when a Romu lan's duty and his 
conscience come into conflict. For example, a 
Romu lan officer i s ordered to arrest a group of polit­
ical dissidents, only to discover that one of the dis­
sidents i s a woman he was in love with many years 
ago. Does he i gnore his duty and warn her, or does 
he put as ide his personal feelings and carry out his 
orders? Can one of the characters turn a friend over 
to the Tal Shiar? What if that friend rea ll y is guilty of 
treason ? Th ese are some of th e tough c h o ices 
Romu lan characters have to make in this type of 
ep isode. 

It is important when running Romu lan episodes 
centered around moral dilemmas not to forget that 
the Romulan point of view is different. Many things 
a Starfleet officer would consider moral di le mmas, 
such as violating the Prime Directive, or conquering 
a newfound c ivilization, are not rea ll y di lemmas for 
Romu lans, who do such things a ll the time. Th e key 
is to pit the character's persona l fee lings against his 
duty to the Empire. One excellent exampl e from the 
Star Trek: The Next Generation series is the episode 
"The Defector", in which a Romu l a n admi ral must 
c hoose between his loyalty to the Empire and his 
desire to avert a war which he thinks may destroy the 
Empire. Of such choices are dramatic stories made. 

D'ERA 

All the above themes are neatl y summed up in 
the Romulan ideal of D'era. Thi s i s a primary theme 
that li es a t th e h eart of a ll Romu lan epi sod es. D'era 
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is quite different from the Vulcan (and Federation) philosophy of IDIC, 
described on page 1 64 of the Star Trek: The Next Generation RPG core 
rulebook. The Romulans do not consider other civilizations and philoso­
phies equal to their own. They believe they are the descendants of the 
Vhorani, an ancient civilization that created the Vulcanoid species and 
deposited it on the harsh world of Vulcan to make it strong. 

Only the strong survive, and thrive, according to D'era. As the children 
of the Vhorani, and the keepers of their legacy, the Romulans believe they 
are destined to gather the galaxy's weaker species under their banner. 
Other civilizations must either acknowledge the truth of D'era, and accept 
Romulan rule, or be swept away. 

This philosophy provides a certain clarity to a Romulan series. Players 
rarely need to concern themselves with issues of diversity and equality as 
in Federation-based series. They know they are Romulans, and therefore 
superior. On the other hand, D 'era limits the opportunities for playing non­
Romulan characters in a Romulan series. While Federation starships are 
crewed by members of dozens of different races, a Romulan series i s about 
the Romulans, and no one else. 

SETTINGS 
The Rom ulan Empire contains a vast number and variety of different set­

tings. There are hundreds of worlds, sectors of unexplored space, ~nd 
numerous different cultural factions to take into account. A quick look 
through the information in this product shows only a portion of the vast 
scope of the Empire. 

STARSHIPS 

There are many differe nt types of Romulan ships, from powerful war­
birds to smaller scouts and everything in between. As in a Federation 
series, much of the action in a Romulan series takes place on board a ship. 
A Romulan starship ca n provide a mobile home base for a C rew to exp lo re 
the galaxy and carry out g lo ri o u s missions in the name of the Empire. 
Stori es can also tak e place on board ship, making it an excellent backdrop 
for episodes about the c h aracters' personal lives. Starships may encounter 
unusua l phenomena, suffer from equipme nt malfunctions a nd damage, or 
be invaded by enemies or stran ge aliens. 

Romulan sh ips have an additional factor to them that Federation vessels 
do not, namely the cloaking device. The cloaking device i s a powerfu l tool 
enabling players to take tactical control of a situation, a llowin g them to 
break off conflicts and escape or avoid them altogether by remaining effec­
tively invis ible to opposing vessels. Of course, enemies of the Romulans 
have come up with ways t o counter their cloaking devices in the past, and 
technical problems with th e c loaking device can lead to som e inte resting 
stories. 

OLD WORLDS 

The h eart of the Romulan Empire possesses innumerab le fantastic 
worlds, including the homeworlds of Romulus and Remus. These older 
worlds are the center of Romulan c ul ture and c iv ili zation, and are at the 
same time hotbeds of political intrig u e and activity. A series could easi l y 
take place a lmost entire ly on Romulus and Remus, focusing on the politics 
o f the Empire and the activities of the Senate . 

Romulan characters ca n also return to the co re worlds of the Empire on 
business or simp ly for a v isit to f rie nds and fami ly. Episodes set in the heart 
of the Empire shou ld emphasize the g randeur and majesty of the Romulan 
homewo rlds, and take advantage o f their many unique features and attrac­
tions. 

NEW WORLDS 

The Romu lan Empi re includes hundreds of different worlds, each with 
unique features and challenges for a Romulan Crew to encounter. The 
worlds d eta iled in The Romulans provide examples and jumping-off points 
for Narrators to create new Romulan worlds of their own. A Crew can visit 
these worlds for various ro utine reasons (encounte ring a ll manner of 
adve nture a long the way), eithe r to h and l e a spec if ic proble m or for o th e r 



reason s. Narrators w h o w i sh to focus o n speci fi c 
worlds can h ave a C rew assi g n e d the re as part o f a 
garri son o r occupatio n force. For example, a series 
could b e based a round the Romulan conquest of 
Tegedaa r; the c h aracters would be forced to deal not 
o nl y w i th a t e n se poltica l climate, b ut also w ith the 
growing rebellion the re . 

An interesting series mig ht be based on a n ew 
Romu lan co lony or outpost, w ith the playe rs assum­
ing the ro les of the leaders or officers. Th e n ew 
col o n y wou ld f ace cha lle nges from the environ ­
ment, n a tive li feforms (some of w hic h m ay be inte l­
li gent) , a n d unknown h azards of th e ir n ew home. 
Perhap s the characters would even be charged w ith 
terraforming or " taming" the n ew world, i n prepara ­
t i o n fo r the a rri va l of co lon i sts. 

NEW FRO N TIERS 

Li ke the Fe d e ration, th e Romu la n s explore the 
ga laxy an d push the borders of the ir Empire ever 
o utward. A Romul a n Crew can encounter v irtua ll y 
a n y sort of planet tha t a Fe d eration C rew m ig ht, 
a lthough the Romula n s w ill most like ly d ea l with 
their discovery differen tly. A ll th e ideas in the Star 
Trek: The Next Generation RPG about "strange n ew 
worlds" and specie s app ly equ a lly well to th e 
Ro mula n s. 

It ca n b e q uite inte resting to take a fam ili a r plot 
from a Star Tre k: The Next Gen e ration ep isod e a nd 
re p l ace the Ente rprise- 0 w i th a Romula n v essel. 

How would a Romulan c rew h a ndle some of th e 
challenges faced by Picard and company? 

Additionally, Romulan c rews encounter more 
than just n ew planets. Th e re a re a ll manner of 
unusual spatial phenomena, from wormholes to 
quantum filaments to new things as yet undiscov­
ered. A temporal phenomena could send a Romulan 
Crew forward or backward in time or into a parallel 
dimension. Imagi ne how the Romulans would react 
to a para llel universe where a Klingon/Cardassi a n 
Alliance has conquered th e galaxy, turning 
Romulans a nd humans into allies against this 
alliance. The possib ilities a re limited o nly by your 
imagina tion . 

FEDERATION- CENTERED SERIES 
Of course, Romulans can also be used in a series 

in their traditional role as adversaries of the 
Federation. Information on the Romulans and their 
cu lture and goa l s can enhance the use of Romulan 
supporting characters in more traditio nal Star Trek 
series and episodes. 

ROMULAN ADVERSARIES 

Narrators can use material in this set for c reating 
more detailed and interesting Romulan adversa ries 
for a Federation Crew. A recurring Romul a n n eme­
sis-like Commander Sela or Commander 
Tomalak-can g ive t h e Romulans more personality , 
and c h aracter in ep isodes than simply having them ~ 
as face less enemies. A good Romulan adversa ry _.A 
sh o uld be someone the Crew can resp ect, a nd who ~....,. 
eventua ll y comes to respect them. The Romulans act r­
w ith honor, and they understand the va lue of a w ar- ~ 
thy adversa ry. They a lso know the better part of va lor 
an d a re like l y to re treat in order to fi ght aga in anoth -
er d ay. 

An ad versary i s even b etter if you can provide 
occas ional reason s fo r the C rew to work w ith their 
n e m es i s aga inst som e kind o f common prob lem. 
Perh aps Federation and Romulan c rews are stranded 
together by a spati a l rupture, equipment failure, or 
the capri ces of an entity li ke Q , forc ing the m to 
work togeth e r toward a solution. Or perh aps the 
Crew g oes to represent the Federation at an inter­
stella r conferen ce and the Romul a n rep resentative 
turn s out to be their o ld adversa ry. T he players may 
f ind o ut some rem arkabl e things about the ir 
"en e m y" w h en forced to work w ith him. 

ROMULANS IN THE FEDERATION 

While the United Fede ration of Planets a nd th e ill 

Romula n Empire m ay be enemies, that doesn' t mean 
there a ren't Romulans liv ing in the Federation, o r 
humans living in the Empire . Some a re h o n est ci ti­
zens, w hil e othe rs a re inte lligence agents e n gaged 
in esp ionage. 

ROMULAN EXPATRIATES 

Romulans h ave b een k n own t o d efect from the 
Empire and settl e in the Federation for variou s rea­
sons, u sually to have the kind of political and soci a l 
freedom Federation c itizen s enj oy. Most of these 
"defectio n s" a re of litt l e con cern to the Em p ire, 
e x cept for the b a d example the y set . 
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Unless a Romulan has sens 1t1ve information o r materials, once he has 
left the Empire there i s I ittle I i kel ihood of trouble from the Tal Shiar or other 
Romulan forces. On the other hand, important Romulans a re carefu lly 
watched to prevent their defection. Still, some have succeeded in leaving 
the Empire and passing on military and technologica l secrets to the 
Federation. 

It i s quite possible a Romulan defector to the Federation might choose 
to serve Starfleet, the very embodiment of Federation ideals. Th e Federation 
and the Empi re h ave been in contact for more than a century, so a Romulan 
citi zen of the Federation may have parents or even grandparents who left 
the Empi re for reasons of their own. Such a Romulan would never have 
even been to the Empire or seen his homewor ld. Of course, th e re's always 
th e possibility of Romulan c rossbreed characters with the Mixed Species 
Heritage Advantage, particularly if the character's Romulan parent defect­
ed for reasons of love and fam ily. One c rewman on the Enterprise was 
revealed to be one-quarter Romulan during the series episode "The 
Drumhead." 

Whi le Starfleet does not officia lly discriminate against a ny applicant, a 
Romu lan character living in the Federation may still face certain prejudices 
and presumptions. The Romulan Empire is considered an enem y of the 
Federation, so a Romulan character i s likely to be viewed with suspicion 
by those who suspect he might be a spy or double agent. Starfleet runs the 
same background checks on Romulan app licants as they do on everyone, 
a lthough a Romu lan expatriate is viewed with a touch more susp icion than 
a Romul an who was born a nd raised in the Federation. 

ROMULAN SPI ES 

The Tal Shiar takes advantage of the openness of Federation society a n d 
t heir acceptance of Romulan expatr iates to place agents in the Federation . 
They gather information a n d report thei r findings back to Romulus. Most 
Romul an agents in the Federation pose as Vu lcans, a lthough the Romu lans 
can surgica lly a lter the i r agents to appear as humans or members of other 
humanoid species. Romu la ns posin g as Vulcan s need to be sk illed actors 
to control their natural emotiona l impulses, but the Tal Shiar chooses only 
the m ost capable for m issions of such importance. 

A Tal Shiar spy could conceivably take on a lmost any role i n the 
Federation. One spy successfu ll y p osed as a Vulcan diplomat for yea rs 
before returning to Romu lan space, so it is quite possible for a Romulan 
spy to be a Starfleet officer or other important officia l , perhaps someone 
a lready known to the Crew. 

Playe rs can run a group of Romulan spies operati n g in the Federation as 
part of a series, work ing together to gather information and avoid detection 
by the Federation authorities. The role of a Romulan double agent would 
a lso be an interesting one to play. Imagine w hen it is revea led that the 
"Vu lca n " bridge officer of a Federation sta rship is actually a Romulan Tal 
Shiar agent! 

What happen s i f the agent, through hi s contact w ith Starfleet officers, 
begins to q uestion his mission and decides to turn against the Tal Shiar? Is 
there an y way for the agent to escap e from the long reach of the Tal Shiar 
without a lso destroying his Starfleet career a nd losing the many friendships 
he has built? 

THE FEDERATION IN THE ROMULAN EMPIRE 
Federation cit izens defecting to the Romu lan Empire are much rare r 

than the converse, but it h as been known to happen. Some f ind t h e 
Romula n way of life simpler than t h e complex ph i losophies of the 
Federation. The Romul an s have order an d a clear sense of purpose that can 
be appealing. Most non-Romulans would find themse lves second-c lass cit­
izens in the Empire, unless they had some particularly u seful information 
or ski lls they could provide. More likely a re individuals from the United 
Federation of Planets and other worlds entering the Romulan Empire on 
business or for the purposes of esp ionage. 

BUSINESS IS BUSINESS 

The Romulan Empire takes part i n interstellar trade, even w ith some 
worlds of the Federation. There are serious t rade restriction s about goods 



crossing the Federation/ Romula n border; al l ships 
are checked on both sides. Of course, t his doesn ' t 
stop ente rpri sing privateers and smu gglers from try­
ing to sl ip past Federation and Romulan patro l s 
w ith, say, an i ll egal shipmen t of Romu lan a le for 
sale in th e Fede ration . For the most part, trade 
between th e Federation an d the Empire remains 
qu ite l imited. 

O n th e o th er hand, a number of third parties, 
inc luding both the Ferengi and the Orion s, trade 
actively with both t h e Federation and th e Romula n 
Empire. Thi s a llows them to act as "midd lemen" 
between the two states, keep ing trade lines open 
an·d send ing ships across the border into Romulan 
space. 

Both the Romu lans and the Federation carefull y 
monitor ship traffic to ensure t h at t raders a re not 
used for smu ggling, but there are s imply too many 
vesse ls to c h eck every single ship; a cunn ing trader 
can often find a means of gett ing into the Romulan 
Empire or the Federation secretly. 

A free trading ship would make an interesting 
basis for a seri es featuring c h aracters of diffe rent 
species, who could become e ntangled in politica l 
intrigue b etween different fact ions. 

FED.ERATION SPIES 

Although the Federat ion doesn 't ta l k abou t i t 
much, they do employ intelligence agents to gather 
informatio n v ita l to the security of th e Federa tion 
an d its a lli es. Federation spies h ave a considerab ly 
h arder time in the Romu lan Empi re than Romu lan 
spies do in the Federation. For one th ing, a 
Federation spy must be disguised as a Romu la n in 
order to b l end in and gather any useful information. 
This u su a lly means surg ica l alteration of human 
agent s. V ulcans ca n pass as Romulan, but they can­
not act Romula n withou t sacrific ing their e motional 
control, something no Vulcan wou ld do. Therefore, 
Federat ion agents can be d e tected by fa irly routine 
scans and m edical tests. Addi t ionally, the constant 
presence of the Tal S hiar makes it diffi c ult for any 
spy to operate in Romulan terr i tory for long without 
being su spected and captured. Long-te rm spy mis­
sions in to the Romulan Empire nearl y a lways fail. 

More common i s fo r Federation agen ts to enter 
the Empire on a spec i f i c mission, accomplish it, 
then leave without be in g detected. A lthoug h the 
Treaty of A lgeron specifica ll y forb ids the Federation 
from developing a nd using c loaking tec hnology, 
Federation agents have "borrowe d " cloaked K lingon 
ships in the past to get into Romu lan space unde­
t ected. They a l so u se trad ing vessels as a means to 
get across the Romu lan b o rder. It is not uncommon 
for the Fe d eration to c hoose Sta rfl eet officers for 
these missions, and a mission into Romu lan space 
could be a n inte resting-and eye-opening- adven­
ture for a regular Starfleet C rew. 

For m ore informatio n on Federati o n inte l ligen ce 
activities, see The First Line: Star f/eet Intelligen ce. 

New Rules 
Play ing a Romu lan series involves two n e w 

m echanics, wh ic h Narrators sh o uld be familiar w ith : 
Re nown a nd G lo ry. 

RENOWN 
Romu lans l ive in a privileged society where peo­

ple gain prerogatives by v i rtue of their status. A sol ­
dier w ith friends in the Senate could find himself on 
the fast track to centurion, whi le a soldier without 
th e r ig ht connections might languish for years on a 
backwate r garri son world. At the same time, a 
Romu lan citizen is measured b y his deeds. Bringing 
a n e w wor ld into the Empire, saving a senator from 
assassi n at io n, or outfoxing a Federation starship 
attracts favorab le attention. With attention comes 
recognition. Thus, when running a campa i gn cen­
te red o n Ro mulans, Renown becomes a much more 
important facet. 

Renown affects a character's status in Romulan 
soc ie ty. The more Renown a c haracter earns, the 
more well known he becomes, the higher his rank in 
the mi litary or politics, and the more po liti ca l capi ­
ta l h e h as to expend. To get ahead in Romu lan soci­
e t y takes h av ing a favorable reputation, and reputa­
tions are made through action. I t is enti re ly possib le 
for a young, inex perienced character to go far in the 
Romu lan Empire, as long as he exhibi ts the right 
attitude. A c h aracter with a lucky roll at the right 
time-sav ing a centurion's l i fe with a dramatic suc­
cess-can be promoted w i thout possessing suffi ­
c ie nt sk ill. 

RENOWN AWARDS 

Narrators should reward players with Renown 
points for good role-playing. The number of points 
d ep e nds on the characte r 's actions during an 
ep isod e. In genera l, if an accompli shme nt could 
con ceivabl y garner a character a ttention, h e earns 
Re nown. Wh ile a c h a rac ter can earn Re nown in an y 
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of five aspects, Romulans value three tra its in particular­
Aggression, Discipline, and Skill. Th ese traits form the essen ce 
of D'era, the Romulan manifest destiny that states that they, as 
c hildren of the Vhorani, a re destined to ru le the Endless Sky. 
Th ose w ho emulate O'era through t h e ir actions can go far in 
Romulan soc iety. 

Although Experience Points a nd Renown both reward play­
e rs for good role-play ing, the criteria for awarding Renow n 
p o ints differ f rom Experience Point award s. A player, for exam­
ple, might ea rn Experience Points for letting a c rippled Taurhai 
stardragon escape destruction, because it fits his c h a racte r 's 
con cept (as an honorable, almost noble, soldier). But such a n 
action runs counter to D 'era, and the character might not earn 
Aggress ion Renown (or mig ht not earn as muc h as h e would for 
destroying the sta rdragon). Experience Point and Renown Point 
awards w ill n ot a lways coincide. 

Typically, Re now n should be awarded on ly fo r t rul y distin­
guished actions, those that would earn respect and admi ration 
(or envy), and w hich conform to D 'era; the action should be 
something Romulans would celebrate and acc laim, bringing 
g lory to the Empire and the Praetor. A c h a racter w ho simply 
remains at his post shouldn't ea rn much, or an y, Renown. A 
character who rem ains at his post wh ile the bridge of his war­
bird burns around him displays heroism and d iscip line, and 
sh o uld receive a Renown award. The Narrator is th e fi n a l arb ite r 
of w h e n a Renown award is appropriate. 

Re now n can be awarded for a character 's overall perform­
ance during an episod e-for achievi n g the story's goa ls, for 
example-for individual actions during a n ep isode, or for both, 
as the N arra to r sees fit. The group might ea rn Skill Renown for 
su ccessfully saving their ship, w hile one player might receive 
add itiona l Aggression Renown for his determination. Similarly, 
w hile t h e group may not achieve the mission's goals-recover­
ing an ancie nt lconian artifact, for example-individual c h ar­
acte rs m ay have performed actions that improve (or h a rm ) their 
reputation s. 

A n action does not necessarily have to succeed to garner a 
character Renown. Sometimes, mere ly trying is e n ough. If, for 
example, the group attempt s to acqui re se n si tive Federation 
defense plans, and they fail, they still m ade th e attempt, and 
may be deserving of a point or t wo of Renown (at t h e Narrator's 
discretion). This often makes a nice "con sola tion prize" for 
c h aracte rs w h o tried and failed. 

ASPECTS 

Renown is always awarded to a particular aspect. 
Demonstrating o ne's loyalt y to the Emp ire, for example, sh o uld 
earn a character Discipline Renown. Developing an innovative 
way t o fo il Federa tion sensors should g ive the c h a racter Skill 
Renown. W h en awarding Renow n , Narrators shou ld consider 
th e c h a racte r 's actions carefull y, decide w hic h quality the 
action embodies, then award Renown Points to t h e appropria te­
Aspect. Refer to page 14 in the "Characte r C reatio n " c hapter for 
a cha racteri st ica ll y Romulan definition of Aggression , 
Discipline, and Skill. 

Some actions w ill warrant a Renown award to multiple 
aspects. C ircumventing a rebellion on a Romulan protectorate 
might earn a c h aracter Aggression Renown (if h e used the threat 
of force), Disc ipline Renown (for making an example of the t ra i­
tors), or Skill Renown (finding a unique resolution to the situa­
tio n ). The Narrator should consider awarding Renown to sever­
a l aspects (e.g ., 2 Aggression, 4 Skill). 

Earning Renown in asp ects frowned upon by Romulan socie­
ty-Initiative a nd Openness-does not adversely affect a c h a rac­
te r, except at the Narrator's disc retion . A hig h Openn ess does not 
affect a c h aracter 's rank or Glory, but Admira l A lidok might react 
poorly to such a tolerant indiv idua l. Similarly, a character w h o 
d emonstrates high Initiative might be v iewed w ith su sp icion. 



PROMOTI O N S 

Narrators and players w ill note that promotio n s 
depend sole ly o n a character's Renown. Experience 
Points and Skill levels a re not required for advance­
ment in soc iety. The more a character acts 
" Romu lan," fo llowing the path of D 'era, the m o re 
l ikely his actions wi ll a ttract the attention of superi­
or officers and noted m embers of society. A sub­
commander w ho skillfu ll y uncovers a K l ingo n inva­
sion p lan , disp lays va lor in the re su lting batt le, a nd 
saves t h e life of a Ro m ulan admi ra l m igh t earn 8 
Renown points-well on h is w ay to a p romotion to 
Commande r. 

Once a c h a racte r earns suffic ient Renown, h e 
moves up the c h a in of command. Players shou ld 
keep track of Renown awards in those aspects 
favored b y Romulan society. Add the va lues in the 
favored aspects, subtracting any negative numbers, 
and consult the Rank Table on page 1 7 to find the 
character's new rank. W hile Renown is l ess impor­
tant for c h a racte rs su c h as m e rcha n ts a nd scienti sts, 
they sti ll gain the benefi t o f h igher G lory (see 
below). 

E xAMPL E: Subcommander T'ret currently 
has 7 3 Aggression, 7 2 Disc ipline, and 8 Skill 
Re nown, fo r a to ta l of 33 (for the purposes of 
calculating his rank). H e earns 3 Discipline 
Renown and 5 Skill Renown during the 
course of the evening's episode. T 'ret's play­
er adds these points to h is current Renown, 
for a total of 4 7, and consults the Rank Table. 
T'ret deserves a promotion to Commander! 

Unfortunately, Subcommande r N'tal has 
0 Aggression, 7 0 Discipline, and 7 5 Skill. 
While he r Renown is high enough for her to 
attain the rank of Subcommander, during a n 

D'ERA AND RENOWtJ 

Some players may try to upstage the other characters for a 
few extra points of Reno.,n, or they may do things that earn 
their character Reno'lln otthe expense of the group. To keep 
the group working together, tlorrotors con use D'ero to keep 
disruptive players in line. While Romulon society praises indi· 
viduols who excel, o character who puts his desires over the 
needs of the group, mission, or society as a whole is seen as 
self-aggrandizing. Romulons ore expected to work together to 
achieve a common goal-the od•1oncement of Romulon civi· 
lizotion. 

Narrators con use P.eno·un awards to discourage bod behav­
ior. If, for example, a character '1Dporizes a Federation officer 
for no reason, he should not earn Renown, even though his 
action is certainly "oggr~si'te." Such on oct does not advance 
the Empire's objecti'l~s. In fact, he may lose Renown, for 
"show&ooting. • A choroct~r who constantly upstages his crew­
motes, by seizing the mamenl and charging ahead with both 
disrupters blazing, may e·tentuolly begin to lose Discipline 
Renown. Finally, o choroct;:r interested solely in advancing his 
own career moy hoYe to explain himself to his superiors, 
benefactors, and cohort~, or to the To/Shior. 

episode she earns -3 Aggression. H e r total 
Renown in Aggression, Disciplin e, and Skill 
equa ls 22 (-3+ 7 0+ 7 5). N 'tal receives a 
demotion in rank. 

C h a n ges in rank do not necessarily come auto­
matical ly, a s soon as the c h aracter ach ieves t h e 
required Renown. They should instead serve th e 
n eed s of t h e story, as determined by the Narrator. 
Ju st because a character accumu lates enough 
Renown to become a cen turion, for example, does 
n o t mean he takes the place of t h e curren t centuri­
o n. H e might be reassign ed to command a shi p of 
his own , or continue to serve at a lower ra nk. Being 
pa ssed over for promotion cou ld even become the 
subject o f a story a rc, as th e character looks into the 
reason s for the snub. 

Narrators should keep cl ose track of t h e numbe r 
of Re nown points they allot. Provide too few, and 
t h e c h a racters adv an ce slowly. Provide too m a ny, 
and th e c haracters adva nce too quickl y. In gen e ra l , 
Re nown shou ld on l y be given o ut for extraordina ry 
activities that would attract t h e notice of o thers. If 
yo u find your characters moving up t h e chain of 
comma nd too quickly, perhaps you should reduce 
the number of Renown points you award. 

LOSING RENOWN 

Just as a character earns Renown thro u gh hi s 
actio ns, h e can lose Renow n (or, more appropri ate­
ly, earn negative Renown ). Re m em ber, Renown 
serves as a range, reflecting the c h a racte r 's reputa­
tion for p articular attitudes. A character wi th p os i­
t ive Aggression Renown is well known for aggres­
sivel y exp a nding the Romu lan domain, for instance. 
A n egative number rep resents a reputation for the 
opp os ite attitude-peaceful ness fo r aggress ion, self­
indu lgence i n place of discipline, or inco mpetence 
ra th e r th an com petence. 
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During play, a character may do something that deserves a 
negative Renown award, such as negotiating a settlement w ith 
the Federation or allowing a prisoner to escape. When this hap­
pens, a Narrator shou ld g ive the character a negative Renown 
award. This is subtracted from the character's cu rrent total in a 
given aspect. At first, this reduces the character's reputation in 
a particular area. The character may have been known for his 
loyalty, but his undisciplined behavior begins to cancel that 
out. Eventually, if the character does not change his behavior, 
he wi ll slip into negative va lues. 

Romulan characters who fall below the required number of 
Renown points lose their positions in society immediately. 
When calculating Renown for the purposes of rank, treat any 
negative values as negative numbers. Thus, a character w ith 
Aggression 10, Discipline 5, and Skill - 5 has a total of 10 
Renown when determining rank. 

Example: Commander Suvath (Aggression 14, 
Discipline 16, Skill 1 0) is in over his head, having 
achieved his rank through political maneuvering and 
luck. During an episode, the dice do not go we// for 
Suvath, and his player bungles some important Skill 
Tests. The Narrator gives Suvath -5 Skill Renown, mak­
ing his totals Aggression 14, Discipline 16, and Skill 5, 
for a total of 35. Suvath is demoted to Subcommander, 
where perhaps he'll work off his reputation for incom­
petence. 

STORYTELLING 

Renown can be used for more than simply measuring a 
character's fame. Narrators can use Renown as a storyte lling 
tool. 

Characters can gain and lose Renown for events beyond 
their control, as part of the Narrator's series. A bene factor might 
become disgraced as a traitor to the Empire, and thus affect h i s 
protege. The Jol Tan Coalition might gain the upper hand in the 
Senate, attracting attention to its key members. Perhaps a rela­
tive performed some heroic service to the Empire, bringing 
honor to the entire family. 

As with Renown awards, the Narrator shou ld choose the 
appropriate aspect affected. The number of points involved 
depends on the severity of the event affecting the character. In 
this, as in other things, moderation is the key. I f a benefactor 
suffers a political setback-an admira l losing a critical battl e, 
for example-his player character protege might lose one or 
two points of Aggression Renown. Because players don't like 
events beyond their control to affect their characters (e special­
l y adversely), affecting Renown in this way should be rare, and 
should be no more than a few points at a time. Simi larly, these 
turns of events shou l d be short-lived; it's not fair to penalize (or 
reward) a playe r for something beyond his contro l. 

Affecting a character's Renown in this way provides the 
Narrator with an interesting way to involve the characters 
directly in events sweeping the Empire. Why has a characte r's 
benefactor sudden ly lost favor in the Senate? Is it because his 
enemies embarked on a smear campaign? Why is the Tal Shiar 
suddenly investigating the character's family? Did someone 
accuse them of disloyalty? Each instance leads the player to 
wonder about the change in his character's Renown, and 
encourages him to investigate personally. 

Some Advantages and Disadvantages provide Renown, 
which Narrators can use to enhance their stories further. Rather 
than g i v ing a character Experience Points and Renown, 
Narrators could give a character a new benefactor, cohort, or 
accolade (like Order of the Terrik) . This provides another way to 
tie Renown awards into the overarching story line. These types 
of awards should result naturally from events in the ep isode­
the c h a rac ter saves th e life of a sen ator, who ta kes a n inte rest in 



the cha racter 's career; the Prae tor hears of the char­
acte r 's exploits an d g ives him a commendation; or 
the c h aracter offends an important dignitary, earning 
a sworn enemy. When u sing thi s o ption, th e 
Narrator shou ld provide the new tra i t i n lieu of 
Ex p erie nce Points and Renown awards. Sim ilarly, a 
player can opt to sp end Ex p erience Po ints o n o n e of 
these Advantages, w ith the Narra tor's approva l. 

GLORY 
G lo ry ca n b e spent to a ffect the direction of a n 

ep isode, by ca lling on outside h e lp. A c haracter sen t 
to a pl anet to negotiate a treaty, for instance, might 
determine th a t a show of force is required; by 
expending G lo ry, h e can summon another warbird 
to demonstrate the Empi re's might. Glory a lso 
al lows players to inc lude their character's benefac­
tors a nd cohorts in a n episode. Is a benefactor ava il­
able to h e lp t h e c h aract e r? Can he provide th e i n for­
mation or assistance the c haracter need s? Glory p ro ­
v ides a way to answer these questions. 

To u se Glory Points in this way, th e player should 
describe exactly w hat h e's after. Does he want h e lp 
from Procon sul Kota? What kind of help-info rma­
tion o r inte rventio n ? How soon does he want i t ? Th is 
allows th e Narrator to determine the cost, in G lory, 
of the plot c h ange, u si n g the G lory Costs tab le. The 
costs listed o n the tab le a re c umulative. Once the 
Narrator informs th e p layer of th e Glory cost, the 
player can e lect w heth er or not to spend those 
points . 

Narrators should refrain from u sing G lory for 
mino r requ ests for a id- such as from a fe llow sup­
porting cast shipmate o r a c haracter that's a lready 
part of t h e sto ry. Glory is intended to b e used to ca ll 
on la rger fo rces, beyond t h e normal scope of the 
episo de. 

USING GLORY 

Th e player spends the points of Glory a t the time 
h e makes his requ est . Players must be ab le to pay 
the tota l cost in fu ll at this time. Players m ay n o t 
" owe" G lory points. If a character does not have 
enough p o ints to spend to affect th e story, then he 
doesn ' t have the p o li t i ca l capita l to spend, and the 
desired e ffect does not occur. 

Once a player sp e n ds Glory Points, the desired 
effect must occur, though the ultimate outcome 
remains open to N arra tor interpretation. The player 
characters may con v ince the Star Command to send 
a warbird to h e lp them, but the commander m ay be 
less than happy about it, or be wi l ling simply to put 
in a n appearance. The N arrator ultimate ly con tro ls 
th e actions of supporting cast characters a nd 
decides the gam e's direction . 

O f course, t h e Narrator is the f inal judge of when 
Glory can be spent. If allowin g the g ro up to sum­
m on a fleet of warb irds to assist th em would ruin the 
episode, the N arrator i s not obligated to cooperate. 
Thi s does not mean th e c haracters can ' t ask; the sup­
porting cast c haracte r may be unavailable, o r the 
request may b e beyond th e supporting cast c h a rac­
ter's abi li ty to prov ide. I f th e Narrator vetos t h e use 
of Glory Points, no points are sp e nt. 

Glory should never be used in place of a Ski ll 
Test. Influen c ing a sen ator's vote, convin c ing a Ta l 
Shiar agent to drop hi s inquiry into a c h aract e r 's 

pa st, or p e rsuadi n g t h e Romu lan Astrophys ica l 
Academy to provide the u se of a new superweapon 
sh o uld require a Cha rm o r Persu asio n Skill Test. 

CHANGING THE OUTCOME 

Just as with Courage, p layers can spend Glory 
Points to inc rease a character's chance to succeed at 
actions during dramatic situations. If failure in a par­
ticu la r Skill Test wou ld lead to disastrous resu l ts, or 
th e player simply wants to be assured of success, the 
player can spend up to 4 Glory Points to improve the 
Test Result. 

Each G lory Point spent inc reases t h e fin al Test 
Resu l t b y 1 . As w ith Courage Points, t h e player does 
not have to decide to u se Glory before he makes his 
ro ll. When u sed i n thi s way, a p layer may not spend 
more t h an 4 Glory Po ints in a single round. 

In addition, a player may not use G lo ry in this 
m a nne r (to modify a Test Resu lt) m ore t han three 
times during a single episode. After a ll, G lory i s 
intended to simu late the la rger aspects of a charac­
ter's ro le in Romu lan society; it shou ld not become 
a simple safety n et , always t h e re to save a cha racter 
every time h e gets into trouble. 

REGAINING GLORY 

Unlike C ourage, G lory does not " refresh" at the 
e nd of the episode. Political capital, once spen t, is 
gone (until the character earns more). Regaining 
G lory depends on Renown . When a c haracter earns 
Renown in one o f the three favored aspects, add a 
similar number to the character's Glory. The corol­
la ry is a lso true: I f a character loses Renown, h i s 
G lory a lso decreases b y an equal am ount. 

EXAMP LE: Subcommander T'ret successful­
ly uncovers a dissident cell at the Mirek 
shipyards, and the Narrator awards the c har-
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acter 4 Skill Renown. T 'ret's p layer a lso adds 4 points to T're t's 
Glory. 

Later on, T'ret fails to attack a Federa tion starship w h e n he had 
superior advantage. H e earns - 2 Aggression Re n own fo r his peace­
ful actions. T'ret also loses 2 points of G lory. Should his pac ifism 
continue, T'ret w ill ga in a reputation as a paci fist, and other 
Romulans will become less likely to aid him. 

GLORY AWARDS 

In addition to Experience Points an d Renown, Narrators can reward 
characters with G lory Points. These c h aracters have influence beyond their 
m ean s. I f a character con ducts himself particula rl y we ll , then an award of 
G lo ry might be appropri ate. Examp les inc lude lead ing a n attack o n an 
enemy ship w h e n outnumbered and outgunned, fo llowing orders despite 
great personal risk (perh aps even death), o r overcoming a disadvantage to 
accomplish some valo rous feat. 

G lo ry could be awarded at times when a Renown award would be inap­
propriate. A character 's actions during an ep isode might not warrant 
Renown, but deserve some recognition (successfu ll y m ediating a dispute 
with a Federation captain might not deserve Renown, but might earn the 
character a few points of Glory, for instance). Fina ll y, players may trade in 
Experie nce Points for G lory at a rate of 2 Glory per point of Experience. 

Narrato rs should be wary of lett ing characters have too many Glory 
Points. Because players can spend these points to influe nce t h e cou rse of 
an episode, their use cou ld ser ious ly compromise a p a rticular story. 
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THE GENTARA I NCIDENT 

T his adventure is designed for an experienced Crew of 
Romulan players assigned to a O 'deridex- or O'va/ek-class 
warbird. At least one of the Crew must be of officer rank, and 

it is extremely helpful if at least a couple of Crew members have 
purchased Department Head status, and attained a rank of at least 
Lieutenant or Subcommander. 

Background 
The planet Gentara is a Romulan fringe province, located in the 

Jezerek Sector, along the Romulan Neutral Zone. In many respects, 
it is an unremarkable planet, a watery world with modest mineral 
resources and little strategic importance. Yet Gentara is a client 
state of the Empire, whose native population and culture the 
Romulans have allowed to survive intact since its conquest a cen­
tury ago. 

The manner by which the Gentarans procured their freedom is 
not unlike the o ld Earth legend of Scheherazade. After the invad­
ing Romulan force h ad established superiority over their techno­
logica ll y in fer io r .opponents, the Gentaran chieftain, the shaddath 
B'nir, beamed aboard the Romula n command vessel to plead for 
the lives of his subj ects. The military commander, Centurion 
Tovath, gave B'nir one night to make a case for their survival- if h e 
failed, h e could watch their annihil ation in the morning. The shad­
dath spoke passionately of the sp i r itual devotion of his people to 
their Goddess of the Deep, Meshaad, while marveling a t the g lory 
and the greatness of his conquerors. Amused and intrig u ed by the 
shaddath's oratory, Tovath spared the Gentarans for one more day, 
but announced he would . destroy them the next day, if not further 
convinced of their worth. This 24-hour stay of execution continued 
for sixty days, a nd each day th e shaddath learned more about the 
Romulans and th e ir philosophy of O 'era, and figured out how to 
cast his people to offer no real conflict with that manifest destiny. 

Fina ll y, on the s i x ti e th night, B'nir made his final app ea l to 
Tovath. "You seek the universe, while the Gentarans w ish only to 
become one w ith Meshaad. If we freely share all that we have with 
you , what harm will it bring you to let us live?" Thus was the 
Gentaran Pact born, a pact g ranting the Romulans broad powers to 
commandeer any and a ll of the planet's resources as needed, in 
exchange for Gentaran sovereignty. 

Yet as control of the planet passed from Tovath to other gover-
nors, the Gentarans learned of the dev il's bargain they h ad made. 
Romu lan concerns brutally strip-mined vast areas of the ocean 
floor, leaving Meshaad to scream in mute agony to the Gentaran 
priests. Meanwhile, the Romulans conscripted tens of thousands of 
Gentarans to serve as front-line shock troops, using them in the 
conquest of a dozen other worlds. Thus it h as come to pass that th e 
c urrent shaddath of Gentara seeks to find a way to break the .,.. 
Gentaran Pac t , and to remove the sh ackles of Romul an contro l. 
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Instead, the Gentarans have become embroiled 
in a power struggle between rival Romulan politi­
cal factions. One faction, the Suketh, believes that 
the Empire has already been stretched thin by war, 
and needs time to absorb the worlds it has already 
conquered. They secretly arranged for the 
Gentarans to receive help from a mercenary clan 
of Nausicaans, who plan to commit various acts of 
terrorism in hopes of triggering an incident 
designed to show that the Empire's reach exceeds 
its grasp. 

News of this plan, howev er, has reached the 
ears of Kassus, the ambitious senator last seen in 
A Fragile Peace. Kassus hopes to use these events 
to forward his own aspirations to become Praetor, 
by exposing the plot and revealing the identity of 
a major Suketh sympathizer, Ambassador Sorgun, 
in the process. Kassus brings the player characters 
into this conflict, asking them to investigate the 
situation on his behalf. They must uncover and 
survive the machinations of both sides to resolve 
the conflict successfully while preserving their 
own reputations. 

SYNOPS IS 

The adventure begins on Romulus, outside the 
capital city ofVal'danadex Trel , as the player char­
acters receive an unexpected inv itation to attend a 
state dinner from Senator Kassus. After they dine, 
Senator Kassus ca ll s them aside and announces 
that their sh ip is being sent to the planet Gentara, 
a clie nt state of the Empire recently plagued by 

unrest. Their official mission is to ferry a Romulan 
ambassador there and show the flag of the fleet 
while the ambassador negotiates a suitable peace 
offering of tribute from the Gentarans. Kassus 
requests that the Crew work behind the scenes 
while the negotiations take place, however, to find 
out whether outside influences are inciting the 
Gentarans. 

At Station Avril Nine, the Crew's ship picks up 
Ambassador Sorgun and a second surprise pas­
senger, a Tal Shiar agent who immediately rubs 
some members of the Crew the wrong way. On 
the way to Gentara, curious events aboard ship 
may cause the Crew to suspect whether one of the 
passengers is in league with the rebels. 

Once in orbit around Gentara, some Crew 
members beam down w ith the ambassador to pro­
vide security and assistance for the negotiations, 
while others remain on board and employ the 
ship's sensors to search for signs of a missing 
Romulan freighter in the Gentaran system. Both 
groups soon have more on their hands than they 
bargained for. 

Sorgun's hard-line negotiating tactics cause the 
Gentaran chieftain, the shaddath, to invoke the 
loca l custom of trial by combat to resolve the dis­
pute, and one of the Crew members is named as 
the Empire's "champion." Meanwhile, the war­
bird's scans lead it to Gentara's moon, where they 
find the wreck age of the fre ighter and signs of an 
anc ient "bird of prey," an anc ie nt starsh ip design 
primarily used today by th e Nausicaans. 

At this junc ture, a number of other forces may 
appear on the scene. The shaddath's Nausicaan 
allies may show themselves, and attack either the 
n egotiatin g team, the shuttle patrol, or both. 
Based upon which side has the upper ha nd, 
Ambassador Sorgun may commit his own ace in 
the hole-a warbird w ith a crew loya l to the 
Suketh-to the fray. Finally, the Ta l Shiar agent 
Kaya attempts to commandeer the Crew's sh ip and 
call in h er own reinforcements. 

The final reso lution of the conflict may involve 
both hand-to-hand and ship-to-ship combat. As 
the natives fight desperately for their freedom, the 
various Romulan factions face off against each 
othe r, vying to see whi c h group can blame the 
others for fomenting the rebellio n and take c redit 
for defeating it. Throughout it a ll , the Crew must 
attempt to quell the rebellion, preserve their repu­
tations, and stay a live. 

ACT ONE 

SCENE O N E: AFFAIRS OF STAT E 

As the episode begins, th e C rew's warbird is 
docked for severa l days of routine maintenance at 
the Mire k spaceport o rbitin g Romulus. The C rew 
e njoys a muc h-deserved sh ore leave o n the home­
world. For utility's sake, they shou ld all stay at the 
same ho tel-a small military hostel-alth ough 
individuals m ay instead vi sit home. One m o rning, 

' ' - ' . .. - ~ - . ' - - : ' -- . - . - - -



as the player c harac te rs (PC's) pre p a re for a day's 
s igh tseeing, a messenger arrives with an invitation 
for an even ing at the estate of Senator Kassu s, for 
a dinne r honoring th e promotion of three com­
m ande rs to the ra nk of Centurion. 

The invitation names each officer, so those trav­
elin g on their own shou ld be informed (PC's trav­
elin g o ut of town can beam in for t h e party). If 
asked about th e reason for the invitatio n, the m es­
senger, a n aid e to Senator Kassus, m ere ly shrugs 
and suggests th a t th e sen ator likes to c ultivate 
connections with up-and-coming young sold ie rs. 
O ne thing is c lea r : One does not turn down an 
inv itation from a prominent senator. 

Before th e d inner, th e Crew might u se a ny loca l 
contacts th ey possess to try to find out m ore about 
Senator Kassus (consult an appropriate contact, 
a lly, or p atron, o r m a ke a C halleng ing.Test aga inst 
Log ic to ide ntify Sen ator Kassus as their patron) . 
See Sen ator Kassu s' entry in Romulan Characters, 
in th e "Sc ions of the Empire" chapter, for m ore 
informatio n . 

A s dusk fal ls, the invitees rece ive th e coordi ­
nates to beam down to a security c h eckp o int, 
where impassive m embe rs of the senato r's securi­
t y d etai l carefully f ri sk al l guests. The guards direct 
the Crew across the well-manicured grounds of 
the senator's estate t o a n e normous covered pavil­
ion fill ed w i th lo ng wooden tables and a lmost a 
tho usand other g uests. Give the Crew time to min­
g le w ith the other g u ests-the c ream of Romu lan 
society. When dinner is served, the C rew finds 
themse lves sea ted separately about th e room. 
Desc ribe the fl atware adorned w ith the c rest of 
the house of Kassu s, the sparkling crystal goblets, 
a nd the su ccule n ce of the meal they are served 
(which includes a ric h, thick soup, severa l m eat 
courses, and a flaming dessert). 

The Crew should b e su itably awed by w hat 
they see, for o nl y those of nob le b irth o r w ith two 
or more levels of sk ill in Diplomacy h ave proba­
bly encountered such grandeu r befo re . Give each 
c h aracter the opportun ity to rolep lay h is dinner 
conversations w i th fe llow g u ests. The emphasis 
should be on "role" rather than "ro ll " p layi ng, 
though Narrators should give cha racters with 
Dip lomacy, Persuas ion, or Charm skil ls the bene­
f it of the doubt if tb ey commit a minor fau x pas. 
Remember, many of the other invitees are people 
of g reat in fl uence on Romulus a n d in the Empire; 
t hus, PC's can come o ut o f the evening w ith new 
fr ie nds or i mporta n t n ew enem ies-and the 
N a rrator can plant leads and con tacts fo r future 
adventures here, as well. 

A fte r dinner, a troupe of acrobats begins to per­
form . During t he act, an officiou s- looki ng aide 
gathers th e Crew togeth er a nd di rects them to a 
nearby sculpture g a rden out o f earsh ot from the 
pavilion. The re, seated beneath a sta tu e of Te l l us, 
Sen ator Kassus awa its. H e thanks th em for com­
ing, and announces t hat he invite d th e m to ask for 
their help. He tells them their ship has been 
ordered to depart tomorrow for station Avril N ine, 
to pi c k up Ambassador Sorgun of the Diplomatic 
Corp s. From there they are to proceed to the p lan­
et Gentara, one of the Empi re's client states, which 
thus far h as been a llowed to maintain i ts own 
internal government. 

Of late, a number of ter rorist inc idents have 
occurred against Romu lan p e rsonne l on - p lanet, 
c ulminating last week in a bomb exp los ion at the 
Trade Ministry w hich ki lled seven Romulans, 
including the Deputy Administra to r. A mple cir­
c umstantial e v idence exists to indicate the 
Genta ran government supports t h ese terrorists, 
though no concrete proof. The C rew's officia l mis-
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WHAT KASSUS WANTS 

Based upon his information, Kassus believes the Suketh fac­
tion is involved in fostering the crisis on Gentara. He wants to 
foil them and expose their involvement to enhance his awn 
standing in the Senate. He hopes the player characters can 
accomplish this task on their own, but he takes no chances and 
adds another of his supporters, the Tal Shiar agent Kayo, to 
the mix. As long as he comes out looking like a hero, Kassus 
does not really care who gels the job done. 

sio n i s to deli ver th e a mbassador to G e n ta ra, sh ow 
th e fl ag o f the Empi re, and ass ist the a m bassad o r 
in hi s n egotia tio n s fo r a pea ce offering to affirm 
Gentara's con ti nuing commitm ent to th e Emp ire. 

H e re Kassus m o tio n s th e C rew cl oser, and 
speaks to th e m in his m ost con spiratoria l to n e. His 
own person al i ntelligence n etwor k, he says, sug­
gests the si tuatio n m ay be much m o re seri o u s. 
O n e mon th ago, a Ro mula n frei g hter carry ing a 
cargo of ship-m o unte d d isr u p to rs disappeared 
w ithout a trace near G e n ta ra n sp ace. Kassus su s­
pects the two events a re re la ted , an d that Gen ta ra 
p repares to m o unt an a rmed insurrectio n to throw 
o ff Ro mula n rule. 

H e wan ts the C rew to sea rc h fo r a ny trace of 
the missing f re ig h ter and i ts cargo, us ing the i r mi s­
s io n as a cover. H e a lso notes that Gen taran 
sp acecraft, equipped w ith o utdated techno logy, 
lack t h e strength to down a f re ig hte r. Kassu s th ere­
fore b e lieves the Gen ta ra n s receive assistance 
f rom a n o u ts ide force, th e Klingon s perhaps, or 
th e UFP. In return fo r th e ir atten tion to th is matter, 
Kassu s pledges his persona l g ratitude. 

SCENE Two: STRANGE PASSENGERS AND 
UNEXPLAINED EVENTS 

The journey to Statio n Avril N i ne takes two days 
at wa rp factor 8, and the journey is uneven tful , save 
for a report f ro m Eng ineeri ng that main te na n ce o n 
the lo ng- ran ge sensors re m a ins unfinished, a nd 
they appear imprope rl y ca l ib rated . If a p layer c har­
ac ter works in Eng ineering, he can run a full diag­
nostic o n the sen sor arrays and complete th e nec­
essary repairs. Treat this si tu ation as a n Extended 
Sk ill Test u sing e ithe r the Eng ineering (Sen sor 
System s) specia lty o r the System Eng ineering ski ll. 
Full ca libratio n of the syste m requires f ive su ccess­
ful Challe ng ing ro ll s, w i th Dra m atic Su ccesses 
counti ng as two successes, and one roll a llowed 
each ho ur. Regular fa ilures cost th e p rocess nothing 
but t ime, b u t a Dramatic Fa il u re throws th e p rocess 
c omp le te ly off sch edule, and returns the work to 
square o ne (zero su ccesses). If n o n e of t he C rew is 
an Eng ineer, assu me the prob lem takes twelve 
hours to repair; if two o r m o re PC's h ave 
Engi neerin g assignme nts, use th e rul es fo r 
Combined Ski ll Tests to reso lve the p rob le m . 

A rri v ing a t Sta ti o n Avril Nine, a space stati o n 
o rbiting th e o u ter pla n e t of a nea rby sta r system , 

. · AMBASSADOR SORGUN 

Attributes 
Fitness 2 

Strength +1 
Coordination 2 
lntellect4 

Logic+ 1 
Perception + 1 

· Presence 4 

Psi 0 

·Skills 
Administration (Diplomatic) 3 (4); Charm (Influence) 2 (3); 
Command (Diplomatic) 2 (4); Computer (Research) 2 (3); 
Culture (Romulan) 2 (3); Diplomacy (Romulan Client States) 2 
(3); Dodge 2; History (Romulan) 3 (4); Language: Gentaran 
2, Romulan 4; law (Interstellar low) 3 (4), (Romulan) (5); 
Personal Equipment (PADD) 2 (3), (Comlink) (4); Persuasion 
(Oratory) 4 (5); Search 1; Social Science (Political Science) 4 

;: (5); Vehicle Operations (Shuttlecraft) 1 (2); World Knowledge 
'.· · (Romulus) 3 (4), (Genlara) (4) 

statio n p ersonne l acknowledge th e C rew's h a iling 
message and b ru sque ly no tify t he m th a t two peo­
p le a re ready to beam aboard. H ave th e warb i rd 
comma n der o rde r the h igh est- ra n k ing Crew m em­
b er(s) t o re port to th e tran sporter room to wel­
come the p assengers. Th e new a r r i va ls materia li ze 
in th e t ra n sp o rter c h a m ber. O n e, a ru ddy-faced 
man w ith a g rayin g crown of h air a nd a m iddle­
aged p a u nch , cordi a lly introdu ces himsel f as 
A m b assador Sorgun , a n d g ives t h e warrior's sa lu te 
to each C rew m e m ber presen t (th o u g h i t app ears 
it's been some time since he's seen m il i ta ry ser­
vice). The second passen ger is a p hys ica ll y fi t 
young wom a n w i th sh ort-c ropped h ai r an d hig h 
c heekbo n es, a fe line grace, an d a haugh ty mien. 
A ltho u g h she d oes n ot iden t i fy h e rse lf until 
requested t o b y a senio r office r, Lieutenan t Kaya's 
distinc tiv e uniform m a rks h e r as a mem ber o f th e 
Ta l Shia r. 

If a ny player c h aracters h ave the d isadvantages 
Sworn En em y o r Vengeful in regard to th e Ta l 

WHAT SORGUN WANTS 

The Suketh Coalition wants its operative, Ambassador 
Sorgun, to place the negotiations in a position where the 
Romulans will fail, while making it look like someone else is 
responsible for the failure. Sorgun plans to use the Crew as 
the fall guys, if possible. He is suspicious of Kayo's presence, 
and tries to make the Crew suspicious of her intentions as 
well. By nature, Sorgun is extremely cautious, and while he 

· plays his part in forcing the crisis to the point of challenge 
· tombat, he will hesitate to commit his own reserve forces fa 

the side of the Gentarans unless their victory is certain. 
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Shiar, Kaya's presence o n b o ard reopens o ld 
wounds, rem ind i ng the m how t his h atred devel­
o ped. Note: If no PC C rew membe rs have these 
disadvantages, g ive a n impo rta n t supporti ng cast 
c rewm a n (the f irst officer, th e legate, o r even the 
cap ta in) a -2 Sworn Enem y d isad van tage-the Tal 
Shia r took away an u ncle in a m idnig h t ra id- to 
c reate th e appropriate am o unt o f dra m atic tensio n 
o n board. 

Throu g h o ut th e e pi sode, Li eute n ant Kaya is 
a rroga n t, imposs ible t o please (for example, w he n 
sh own to h er quarte rs, she immediate ly d e m a n ds 
accommodations at th e opposite end of t he crew 
secti o n, even if som eon e e lse must be m oved), and 
com p letely close-m o uthed about h e r reason for 
b ein g o n board (i nstead giv ing typ ical Ta l Shiar 
answers l ike "you 're no t clea red fo r t h at info rma­
tio n"). No matter w h e re the PC's turn, Kaya even­
tua l ly shows up, g ivi n g t he C rew th e uneasy feel­
ing that sh e's snoop i ng a ll around the sh ip. A ny 
encounter w it h Kaya teeters on the edge of v io­
le n ce: C rewm e n wi th no prior b ias toward t he Ta l 
S hiar m igh t develop o ne after a d ay o r two in c lose 
proximi ty to Kaya. 

So rgun, too, i s extrao rd inaril y inte rested in 
learning about the PC's' ship and its capabilities, 
but h e cou c h es his inquiries diplomatica ll y, so 
they seem like f ri en d ly c uriosity. During t he tr ip to 

Gen ta ra, he m akes a po int o f hav ing a p r ivate c on­
versatio n wi th each PC, so l ici t i ng each o n e's input 
a bo ut th e mission and attempti ng to bu ild a b o nd 
of f ri endship between the two of th e m . 

Let the Crew's reactions to these characters be 
d ic tated thro ug h ro leplaying (both the Narrator's 
portraya l of Sorgun and Kaya and the p layer's reac­
t ions), rather tha n making d ie rol ls to see w heth er 
they are Int i m idated, Charmed, o r Persuad ed. The 
N a r rator sh o u ld be aware of the vibe he creates 
w he n p o rtrayi ng the Supporting Cast; i t largely 
depend s o n h is portrayal w hether th e p layers like 
Sorgun o r dislike Kaya. 

W hile the ship makes the week-long t ri p t o 
G e n tara (at w a rp 8), three events occur t hat m ay 
att ract the Crew's n o ti ce a n d heighten t h ei r con­
cern : 

Sometime on th e fi rst day, the Commun icati o ns 
stati o n d etects, w i th a Moderate Shipbo ard 
System s (Comm un icatio n s) Test, an outgoi ng sub­
space t ran smission bei ng sent from somewh ere on 
ship (actua lly be ing sen t by Kaya, to he r t ri o of 
small assault c raft lying cloaked off Gentara) . A 
secon d M o d erate Test pinpo ints the sou rce of the 
t ransm ission to t h e crew quarters a rea. A sweep of 

- -WHAT KAYA WANTS 

Kassus has provided lieutenant Kayo with essentially the 
same information os the Crew, and told her to hold her 

· resources in reserve in the event that lhe PC's (whom she 
knows are also working for Kassus) get into trouble. She is 
_certain the Crew will fail, however, and operates throughout 
·the mission on the assumption that the Tal Shior will hove to 
. save the day. 
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the area by a Security team uncovers-on a Challenging Searc h test, -1 
for each additional five minutes spent searching-a relay used to redi­
rect transmissions emanating from another source aboard ship. This lead 
dead-ends here for the moment, though Crewmen can deduce th at the 
technique u sed would require a fairly sophisticated Communications 
skill. A Crewman making a Difficult Test vs. Systems Engineering 
(Communications), Shipboard Systems (Communications), or even 
Personal Equipment (Communicator) can construct a tap on this relay, 
w h ich would enable any future transmission over it to be traced to its 
source. If su ccessful , this increases t he C rew's ab i lity to react quickly to 
events during Acts Two and Three. Kaya does not send any add i tional 
transmissions until then. 

Beginning midway through the third day, Medical personnel or any 
Crewman visiting sickbay can make a Moderate Intellect Attribute roll 
(including any Perception Edges) to notice someone has jimmied open 
o n e of th e supp ly cabinets (Sorgun, shortly after midday). An inventory 
of the cabi net reveals that a spray-hypo and a quantity of a fast-acting 
sedative have been stolen. A search of the ship fai ls to turn up the miss­
ing equ ipment (though N arrators can ask the Crew to make several 
Diffi c ult (13) Search Ski ll Tests during the trip); Sorgun hides the spray­
hypo on his person, believing that none wou ld dare search an ambas­
sador. 

On the evening of the fifth day, Comm station personnel making a 
Routine Shipboard Systems (Communications) Test detect an incoming 
transmission bypassing normal channel s (and bein g sent by the 
Gentarans to Sorgun). Again, a Security team dispatched to the identi­
fied shipboard destination finds no one there, but a Moderate Search 
test reveals anoth er h idden relay, which works similar ly to the device 
in Event 1, but has a less sophisti cated design and is not as well hid­
den. Again, though tracing the message back to its recipient is impos­
sible, the relay may be tappe d (via a Challenging Test of relevant skills) 
to trace futu re transmiss ions 

Based upon these events, members of th e Crew may decide to put 
one or both of the passengers unde r survei llance. To determine the suc­
cess o f such a tai l , make an Opposed Test using the player c haracter's 
Stea lth against the Search ro ll of the NPC being followed . Ro lep lay the 
results of the tail , based on the degree of success achieved. N o te that 
Kaya attacks any shadow she discovers, fighting unti l restrained by a 
third party. If such a tail is set o n the right person before these events 
transpire, someone may even be caught in the act. 

Finally, player characters may attempt to do computer research 
about the Gentarans or their two passengers. On a Moderate 
Computer Test , the Crew can learn any basic background data th ey 
wish to know about Gentara and its customs (see accompany ing side­
bar). W ith a Dramatic Su ccess, the PC's learn about th e Gentaran cus­
tom of resolving disputes by ritual combat (known as the Call to 
C ha llenge), and that the person cha llenged can invoke the right to 
select the form of combat-death, submission, first blood-and the 
weapons to be used. 

Personnel records on Sorgun summarize h is background (born and 
ra ised on one of the Frontie r co lony worlds) and d istinguished service 
record. All persona l data o n agent Kaya is class if ied, and can on ly be 
obtained by hacking into the Tal Shiar f il es, requ i ri ng a Diffic ul t 
Computer (Data A l teration/Hacking) Test. 

If successful, the Crew learns two use ful nuggets of info rm ation: 
Fi rst, agent Kaya suppressed two prior planetary rebellions, by ca lling 
in a specia l assault force; and second, Senator Kassus arranged her 
commission in the Ta l Shiar. If unsuccessful, the computer a lerts Kaya 
to the attempt to h ack into secure files. Depe nding on the level of the 
fai lure, the C rew m ight hand Kaya a powerfu l weapon to u se against 
them: evidence of treason. (Sim ilarly, the computer might simp ly log 
th e successful intru sion, filing the detai ls away fo r later use by the· Tal 
Shiar.) 



-----------------------------------~--- -------

ACT TWO 

Narrator's Note: On- and off-world scenes 
throughout this Act occur in tandem, so it is nec­
essary to jump-c ut between them as time passes. 
Sorgun and his Gentaran a llies largely control the 
timeframe for events on the planet; the timeframe 
for off-world events, however, d epends on the 
speed w ith w hich th e C rew finds the downed 
freighter. Th is can greatly impact the course of 
events for the rest of the scenario. It is vita l , there­
fore, for the N arrator to keep accurate track of 
time throughout thi s Act. 

Seven days late r, the Crew's ship assumes a 
standard orbit around Gentara II. See t h e Gentara 
I I template for more info rmation . 

SCENE ONE: A TENSE A R RIVAL 

Th e sh ip 's commander a llows Sorgun to make 
the a rrangements for beaming down to the p la n­
et's surface, while he assembles the PC's and 
Supporting Cast in private to discuss w hich Crew 
m embers travel with Sorgun, and w ho stays on 
board to search for signs of the miss ing f re ighter. 
Le t the players decide w hich assignment appea ls 
to them, within reason (i.e., make sure that at least 
one c haracter with ski l ls in sensor o p e rations, 
weapon systems, and Engineer ing stays beh i nd) . 
To the away team's su rprise, Kaya d oes not accom­
pany them to the pla n et. 

Using the coordinates obtained by Sorgun, the 
n egotiating team mate ria l izes on a small is land, 
o utside of the shaddath's estate, a sp rawl ing com ­
p lex of one- a nd two-story bui ldings of pinkish 
sandstone, accompa ni e d b y a twe lve-man 
Romu lan secur ity force (see Centaran Estate map). 
Though the tempe rature is mild, the a ir is thick 
with humidi ty, and off to the west a wispy fog 
shrouds the w ater's edge. 

The terms of the Romulan occ upation forbid 
G enta rans from carrying e nergy weapons. Anum­
b e r of n ative gu ardsmen wait in the· courtyard, 
ca rry ing pole weapo n s with sickle-l ike blades on 
each end, and eyeing the Romu la n security con­
tingent (whom they o utnumber two to one ) wari ­
l y. Ten sion hangs thi c k ly in the air, a lmost as thick 
as the st ifling haze. 

T he f ront door o f the estate open s, and a 
Gentaran in priestly robes emerges. H e exchanges 
formal, but frost y, g reetin gs with Sorgun and the 
PC's, and conduc ts the m inside, whe re the negoti ­
a tion s w il l take place. Th e C rewme n p resent may 
e ither el ect to sit in o n the negotiations, o r wait 
o utside to add their stren gth to the security force. 
If one or more PC's g o inside, their actions are 
resolved in Scen e Two. If o ne or more PC's remai n 
o utside, their actio n s are reso lved in Scene Three. 

SCENE Two: WHAT PRIC E TRIB U TE? 

Th e negotiating team moves through th e ha l ls 
of th e grand estate, passing a number o f sp ac io u s 

but sparsely f urnish e d rooms, b efo re entering 
what appears to b e a la rge formal dining cham­
ber. A long, low tab le, surrounded no t by c h a irs 
but by large, p l ush cush ions, dom i nates the room. 
The negotiators must arrange themse lves cross­
legged on the floor, then wait for severa l more 
minutes. 

Final l y, the priest ri ngs a large bel l, and the 
shaddath, accompanied by scribes with PA DD's, 
vari ous ceremon ial func tionaries, and a pair of 
hulking persona l bodygu ards, ente rs the room 
through a side door. His yel low-brown eyes 
unblinkingly appraise each member of th e nego­
tiati ng team, lingering last and longest on 
Ambassador Sorgun . As he sits, a functionary ri ses 
and proclaims, " You have come to bear su it 
against the shaddath of Gentara. State your case, 
a nd receive h is justice." 

During the negotiation s, i f the player charac­
ters contribute to the discussion, immediately 
m ake a Renown Test u sing the highest of the char­
acter's aspects in In itiative, Openness, or Skil l 
Renown against a Difficulty number of 10, to 
d e te rm ine if he commands enough respect f rom 
the shaddath to be l istened to. If not, t h e shaddath 
ignores the cha racter's comments outr ight, and 
th e discussion conti nues; i f a second outburst 
occurs, the G e ntarans attempt to remove the 
m edd le r from the room. If the Renown Test suc­
ceeds, the shaddath thereafter treats the character 
as a fu ll member of t he negoti ating tea m ; 
Ambassador Sorgun g lares withering ly a t the 
C rewman for his int rus ion . 

As the ta lks proceed, Sorg un's ton e a ppears far 
f rom accommoda ting, as he lays th e blam e for the 
past te rror ist acts at th e shaddath's doo r. H e h ard­
ly appears d iplomatic as h e d e n o unces Genta ran 
perfidy, and snarl s that a p a in ful price must be 
exacted. The shaddath initially denies th e ambas­
sador's a l legations, responding w ith a pained but 
p atient tone that b ecomes more exasperated w ith 
each pass ing minute. 

It soon b ecomes clea r tha t Sorg u n seeks a 
h ostage as his tribute-the f irst-born daughter of 
the shaddath, who by trad ition will a t h er maturi ­
ty b ecome the Hig h Priestess of Meshaad. Any one 
who p e rformed b ack ground researc h on Gentara 
knows that suc h an arrangement wou ld not o nly 
b e completely unacceptable to the Gentaran s, b u t 
d eep ly offensive, as wel l. 

If a nyone has thi s knowled ge, and h as a lso 
b een recognized as a m ember of the n egotiating 
team, h e has one c h ance to d ivert the talks to a 
ca lmer course (perhaps by suggesting a differe nt 
tribute), by making a Diffic u lt Oratory ro ll. Un less 
thi s succeeds, two h o urs after the n egotia tions 
begin, the inevitabl e h appens- the shaddath 
rej ects Sorgun's d emand and issues the Call to 
C h a lle n ge. 

Sorgun accepts the c h allenge, and n a m es the 
C rewman w ith the hig hest combi n ation of Vitali t y 
a nd D exte rity accompa ny i n g h im as th e Empire's 
c h ampion . 
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SCENE THREE: THEY ALSO SERVE WHO ONLY STAND AND 
WAIT 

Meanwhile, Crewmen wa iting outside w ith the security detail a re free 
to roam the estate grounds. The other Romulan s remain alert, swap war 
stories, and show little concern for the guardsmen eyeing them menac­
ingly from a distance. Although the mood rema ins tense, both sides 
appear to b e waiting for the results of the negotiations before deciding 
what to do nex t. 

During the two-hour negotiations, once every thirty minutes of gam e 
time, the Narrator should inquire as to the Crew's acti v ities outside. If 
they remain w ith the other Romula ns during this time, nothing of sig­
nificance occurs until the Call to Challenge is given and the ritual com­
bat b egins. If, before that time, an y of the Crew d ecides to walk around 
the grounds on their own, however, they may get more than they bar­
gained for; w ith a Moderate Perception roll , the Crewman notices an 
open doorway in the distance, at the base of some sort of storage silo. 
In the doorway stands a tall , shaggy-maned indiv idua l w ith a skull-like 
face-unmi stak abl y Nausicaan, an d just as unmistakably out of place. 
He in turn sees the Crewman watching him, and retreats back into the 
building. 

If follow ing immediately, the Crewman (and any comrades) sees the 
Nausicaan disappear down a trapdoor in the silo floor. Chasing the 
Nausicaan requires any pursuers to descend into the u n derg round cor­
ridor below, where two Nausicaan mercenaries armed with disrupters 
lie in wait; th e PC's must fight the ir way free . If the Crewman instead 
goes back to the group for reinforcem e nts, h e must make a C ha llenging 
Search roll to find the trapdoor. If h e goes for reinforcements after see­
ing the Nausicaan u se the trapdoo r, however, th e Romulans may assault 
the Nausicaan hideout. Beyond the two gu a rds at the en tra nce, w ho 
pull back if t hey see a super ior force approaching, 48 oth er N a u sicaan 
m e rcena ries hide w i thin this labyrinthine complex of underground sto r­
age caverns (see s idebar fo r gen era l statistics) . T he re i s a lot of cover 
availab le for both sides, and a p rotracted f irefi g ht i s like ly to result (th e 
o utcome of wh ic h may obv ious ly affect later events) . 

Finally, i f a t any time the Crew reports the Nau sicaan presence on­
world to the ship, the b ridge crew can b egin scanni ng for the subtle sub­
space emissions that emanate from a c loaked Nausicaan sh ip. Thi s may 
wi nd up c h anging th e timeline of events in Scen es Four an d Five of this 
act, or in Act Three. 

SCENE FOUR: HARD EVI DENCE 

W hile the negotiations ta ke place o n th e planet below, the bridge 
c rew conducts long- range scans for signs of the missing Romulan 
f reighte r. For her own part, Lieutenant Kaya fe ig n s little inte rest in the 
c rew's activ ities, a ltho u g h in truth she knows exactl y what they are u p to 
(see "Wh at Kaya Wants", above) . She enters a nd leaves the bridge and 
asks probing questions ofte n e no ug h to make everyon e n e rvou s, to keep 
tabs on th e search, but o therwise bides her time until the Crew finds 
something concrete to investigate. Since Agent Kaya e lected to remain 
o n board, the Crew might feel a n eed to proceed surrepti t ious ly. 

Each orbit of Genta ra takes forty minutes to comple te, and the best 
c h an ce fo r a su ccessful scan occurs h a lfway through each o rbit, w h e n 
the ship passes nearest to Mites, Gentara's moon. For each skill level h e 
possesses in Shipboard System s (Sensors), a llow the C rewman con­
ducting the scan to make one Skill Test per orbit; thus, a PC w ith 
Shipboard Systems (Sensors) 2 (3) would make three rolls per o rbit . 
Roll s made near the moon h ave a M oderate Difficulty, w hile a ll oth ers 
are Cha llenging. 

The C rew h as three possible options to pursue o n ce they identify 
Mitos as the place to search more extensively. (1 ) They can a lte r o rb it 
to make a closer overf li g ht of th e moon, quickly pinpointing the precise 
location to be i nvestigated, b u t at t he risk of a le rting Kaya a nd the 



Gentarans. (2) They can dispatch a shuttle to 
Mitos from their current orbit and use the shuttle's 
own, more limited, sen so rs to search for the 
downe d freighter; this takes more time to com­
plete, but decreases the risk of detection. (3) 
Finally, the Crew can launch a sensor probe to 
conduct a close-ra nge scan, then send a shuttle 
directly to th e ide ntified site. This option takes th e 
most time to complete, as the shuttle cannot be 
launc h e d until a fte r the probe lands, but offers the 
lowest chance of detection. 

Use supporting cast members as needed to 
apprise players of the options available, the n step 
back and let them decide how to proceed. 
Remember to factor in the time taken to reach thi s 
decision into the overall timeline. The sidebar o n 
page 14 summarizes the game mechanics associ­
ated with each option. 

SCENE FIVE: A NOT So BARREN MOON 

Should the Crew pinpoint the site on Mitos to 
be investigated, they can transport dow n to the 
moon's surface (a lte rnativel y, they may e lect to 
send a team of Supporting Cast members). At least 
one of the Crew might want to remain on board 
the ship, to keep an eye on Lieutenant Kaya. Mitos 
h as n o breathable atmosphere, so environment 
suits must be worn. The moon's surface is cold 
and stark, a re lative ly flat landscape of obsidian 
rock interspersed with the ice-filled canals of what 
once m ay have been rivers in eons past. 

The landing party materializes near the 
freighter's wreckage. The ship's hull lies in pieces 
strewn across the moon's surface, and little that is 
usable re mains (so the Crew cannot access the 
freighter's compute r to find out what happened). 
Fully searchin g the wreckage requires twenty 
minutes to comple te; a t the end of that time, and 
once every additional ten minutes they continue 
the search, Crew members can make a 
Challenging Searc h roll (or Moderate Personal 
Equipment (Tricorder) roll). 

If successful, the patrol determines not only 
that the freighter was shot down, but also that the 
cargo of disrupters is missing. Scanning the debris 
further, with anothe r Moderate Tricorder Skill Test, 
the Crew a lso detects the presence of polarons in 
the burn m arks on the wreckage. A Moderate 
Engineering Skill Test reveals that polaron residue 
i s characteristic of ancient 22nd-century disrup­
ters, commonly mounted on old birds of prey. The 
only species commonly using this mode l ship are 
the Nausicaans. 

At this point, the players have achieved the 
scene's objective. If they accomplish the entire 
task in less than two hours and either notify the 
Romulans on Gentara or beam down to the plan­
et , they can prevent the Call to Challenge from 
being issued a nd force the Gentarans to reveal the 
hideout of the Nausicaan mercenaries. Scene Six 
then begins with the attack on the hideout. 
Conversely, if the Crew requires more than two 

and a half hours to complete these tasks, the con­
clusion of this scene sp ill s beyond the start of 
Scene Six, and places the Crew at a furthe r disad­
vantage. 

Finally, as noted in the table, as the Crew draws 
closer to the truth other events may b e set in 
motion. Once Kaya learns of the Crew's discover­
ies in the wreckage, she assumes a full-fledged 
rebellion is in the offing, and contacts the three 
warbirds cloaked nearby using he r relay. She 
orders them to go to Red Alert statu s. She then 
proceeds to the bridge and invokes the Tal Shiar's 
e m ergency powers to commandeer the ship. 

Note: If the Crew successfully tapped the 
agent's re lay, they can interfere with her plans 
before she arrives on the bridge. Moreover, the 
Crew is unlikely to sit idly by while Kaya assumes 
command of their ship, yet they h ave little choice, 
unless they want to run afoul of the Tal Shiar. The 
Narrator should cut to the events on Gentara at 
this point, and resolve the situation in Act Six. 

Armed with the information gleaned from the 
freighter wreckage, the C rew may decide to scan 
for cloaked ships in the area. While the Tal Shiar 
ships are Nearly Impossible to detect, the inferior 
Nausicaan cloaks emit tetryon p a rticles, making 
them Difficult to detect. Two cloaked Nausicaan 
birds of prey orbiting Gentara watch the Romulan 
ship a nd try to figure out what to do. 

They know the planetside timeline should take 
about two and a half ho urs to complete, and hope 
to remain hidden until the Gentarans give the sig­
nal and their comrades take the n egotiating team 
hostage. Even with the modern firepower they 
have added to the ship from the downed freighter, 
they know they're no m atch for a warbird unless 
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they attack with the element of surprise. Should the Romulan ship 
appear to detect them- changing course, for example-the Nausicaans 
attack immediately. 

SCEN E S I X : BURNT OFFERINGS 

If the Crew locates the Nausicaan hideout, the ship in orbit locates 
the downed freighter before the Challenge is issued, or the Nausicaan 
ships attack the Crew's warbird, the negotiations abruptly end as word 
gets back to the Romulan negotiato rs. The proof of the Gentaran plot 
damns them with treason. Sorgun attempts to cut his losses by 
denouncing the shaddath for consorting with an enemy of the Empire, 
and encourages the Crew to go after the Nausicaans. To resolve these 
events, continue to Act Three. 

Otherwise, once the shaddath issues the Challenge, the negotiators 
from both sides quickly fall out into the courtyard. The shaddath selects 
one of his guards as his champion, se lects the pole weapons previous­
ly described (called kamanta) as the weapons of choice, and declares 
the challenge will be fought until one party cannot continue (through 
unconsciousness, incapacitation, or death). If the Crew have 
researched the Gentarans enough to know the rights of the challenged 
party, they can change these rules as they wish; otherwise, Sorgun has 
no intention of telling them, because he wants them to lose and give 
legitimacy to the rebellion. 

Indeed, to ensure this result further, he tries to convince· his chosen 
champion to accept an injection to "aid" his breathing in the stifling 
humidity. The hypo offered is the one stolen from sickbay, and the 
injection adds a negative adjustment to all combat and defense rolls, 
beginning at - 1 in the third round of combat and increasing by an addi­
tional - 1 each succeeding round. 

Even if th e PC does not fall for Sorgun 's subterfuge, h e still stands at 
a serious disadvantage in this fight, for he must use the kamanta (use 
the stats for the lirash from p. 64 of The Romulans without the C lub 
option) as an untrained sk ill , us ing Coordination as his default rating 
when making Attribute tests. The fight commences as soon as both par­
ties are outfitted and continues until o n e o r the oth er fighter falls. 

If the Romulan champion loses the challenge, the shaddath steps 
fo rward and proclaims, " The c hallenge v erifies the righteousness of our 
claim, and proves that the Romulans have no place among us. As the 
prophecies foretell, today you shall fall before us, AS MESHAAD 
WILLS!!" As he shouts his last phrase into a sma ll communicator on his 
wrist, fifty Nausicaan mercenaries sudden ly emerge from the sur­
rounding buildings, while the n a tive guards brandish their weapons as 
we ll. 

The Crew and their security team counterparts a re badly outnum­
bered, and taken by surprise. They can eith e r surrender and be taken 
hostage, try to m ake a run for cover and hope to make contact with the 
sh ip and beam up later, or stand and f ight. Sorgun advocates su rrender 
to anyone who wi ll li sten. When the players decide their cou rse of 
action, move on to Act Three. 

If the playe r character w ins the challenge, the shaddath steps for­
ward a nd says, "You have prevailed in the Cha llenge, despite terrible 
odds. It is appropriate that this is so, for you are a man of h onor, and I 
h ave sold mine like a fool to this prancing speaker of platitudes. Now 
my daughter is for feit, and I have nothing to live for save vengeance. AS 
MESHAAD WILLS!!" 

As above, when th e shaddath sh outs his signa l , the Nausicaan mer­
cen a ries emerge from hiding. The shaddath draws a c urved knife from 
his sleeve and lunges toward the ambassador, but strikes nothing but 
a ir, as Sorgun disappears in the sh immer of a transporte r effect; he 
beams aboard his own cloaked vessel , arranged for by the Suketh. See 
Act Three. 



------------------------------

COMBAT COURTYARD 
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ACT THREE 

SCEN E ONE: CROSSFI R E 

Depending on how events on Gentara u nfold, 
Act Three may begin with anywhere from three to 
seven vesse ls preparing to engage in battle in 
Genta ran space, whi le on the island below the 
s ituation can range anywhere from a p itc hed fire­
fight aga inst the Nausicaan mercenaries, to the 
Gentarans seeking to negotiate concessions i.n 
exchange for the ir on-p lanet hostages. 

In this concluding act, both si tu ations shou ld 
be resolved. Due to the number of variables 
invo lved, i t is imposs ible to present detailed 
descr iptions on how to resolve every permutation 
of the situation s. A few key points need to be 
emphas ized; these are detailed below. 

TAKING CHARGE 

Act Two ended aboard t he Crew's sh ip w ith 
Lieutenant Kaya commandeer ing the warbird. This 
depends on her ability to convince the Crew of 
e ither h er authority to do so, or the gravity of the 
si tuation. If the captain is a supporting cast m em-
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ber, he readily hands over his ship. A ltho ugh the 
Crew can oppose h er efforts, this lands them in 
trouble w ith the Tal Shiar; they might, however, 
find a lternate means to foil Kaya (by sabotaging 
the controls from the auxiliary bridge or taking the 
weapons offline, for example). Once she has com­
mand of the warbird, she commits her three Ta l 
Sh iar sh ips to the battle with the Nau sicaan ves­
se ls. A lte rn ative ly, i f Kaya i s unab le to assume 
command, she contacts her ships. While the Tal 
Sh iar sh ips a re tec hnically on the same side as the 
C rew, and could prove v ita l to the outcome of th e 
battle, nonetheless they are unconcerned about 
what happens to Crew members trapped plan et ­
s ide once th e assault begi ns. 

Sorgun's position in the end game is deter­
m ined by expediency. Unless the shaddath's 
denunciation forces Sorgun 's hand i n Act Two, 
Scene Six , he decides which s i de to back based 
upon who is winning. If the rebellion comes off as 
p lanned, he continues to cooperate in the p lot. If 
the C rew seems to be carrying the day, he com­
mits his shi p to the fray to attempt to garner his 
own share of the g lory. If Sorgun rem a ins on the 
planet, he seeks a n opportun i ty to kill the shad-
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dath to keep him from talking. If he is exposed, Sorgun is preoccupied 
solely with saving his own skin and making an escape into the Neutral 
Zone. 

The Nausicaans, though they have superior numbers at the outset of 
both fights, do not have superior skills. In space, they face only one 
Romulan warbird, and surprise may be on their side. On the ground, 
they either hold Romulan hostages or outnumber their opponents. 
Nausicaans are bullies who enjoy a good fight as long as they have the 
upper hand. Once Kaya's three ships decloak, the rebellion is essential­
ly over. The Nausicaans turn tail and run. If the negotiating team has 
been taken hostage, the Romulans in orbit must recover them by brute 
force, with casualties likely. If the tide of battle turns against them, the 
mercenaries simply surrender. They have little stomach to fight to the 
last man. 

Finally, the Gentarans' fatalistic view of the universe determines 
their interpretations of events. If the Crew succeeds in exposing the 
rebellion before the Challenge is issued, the shaddath and his forces 
simply conclude that this is not the day of their liberation. They surren­
der to their fate rather than wasting resources on a doomed cause. The 
shaddath keeps Sorgun's secret, hoping to use him again as a resource 
in the struggle. If the Challenge takes place and the players win, how­
ever, the Gentarans believe their Goddess has deserted them. If this is 
so, they must regain her favor by fighting the hated Romulan oppres­
sors. But because it was Sorgun's plan, the shaddath believes Sorgun 
must die. 

RESOLUTION 

As is fitting for a mission with so many complex layers of intrigue, the 
C rew's rewards for this episode depend on h ow they interacted with 
each group-the Gentarans, the Nausicaans, Sorgun, a nd the Tal Shiar. 

For preventing the Gentara Rebel lion, reward each player with 2 
Experience Points and 3 Renown (either to Aggression, Discipline, or 
Ski ll, depending on how they did it). 

ADDITION AL REVVARDS 

• For bringing back the shaddath's daughter to Romulus as tribute 
(thereby securin g Gentara's long-term cooperation), g ive each player 1 
Experience Point a nd 2 Discipline Renown. 
• If the Crew secures a different tribute tha n the shaddath's daughter, 
mutually acceptab le to both sides- the shaddath himse lf, another mem­
ber of his fam ily, or Sorgun (and his ro le in the rebellion), for example­
g ive the p layers involved 1 Experience Point and 2 Initiative Renown. 
• Th e Crew might establish criteria and a timetable for the Gentarans to 
receive fu ll citizensh ip in the Empire, thus ensur ing their long-term 
cooperation. Give each participating character 1 Experience Point and 
2 Renown (Initiative), but -2 Aggression Renown. 
• If the Crew discovers the Nausicaan invo lvement prior to the 
Challenge, g ive each participating character 1 Experience Po int. 
o For uncovering Sorgun's involvement in the rebel lion, g ive each char­
acter involved the advantage Benefactor (Senator Kassus) +2. 
• If the C rew somehow learns of Sorgun's motive- to demonstrate that 
the Empire should concentrate on curren t holdings before conquering 
new territories-and hides his involvement, g ive them the Advantage 
A lly (Sorgun) +2. 
• If the Crew allows Kaya to take contro l of their ship, give the Crew 
Members one add ition a l Experience Po int. 
• Should the Crew prevent Kaya from performing her duty, g ive Crew 
members a Disadvantage: Sworn Enemy (Kaya) -1 . 
.. Any Crew m embers caught h acking into secure Tal Shiarfiles earn the 
Disadvantage Watched. 



DUTY OR CONSC~ENCE 
ince its establishment some two hundred years ago, the 
Neutral Zone has served as a boundary between the 
Federation and the Romulan Empire, across which the mili-

tary ships of both sides may not cross. It has become more than a 
simple line of demarcation-it has become a symbol of the tense 
political atmosphere between the Star Empire and the UFP. 

In reality, while each side constantly patrols its own side of the 
border, daring traders attempt to run the gauntlet, to trade rare 
commodities for high profits. Officially the Federation fines and 
seizes any ship caught carrying contraband from the Romulan 
Empire, but with the large number of small colonies and outposts 
along both sides, m any smugglers can get in and out quickly with­
out getting caught. 

The Romulans quietly allow small merchant ships to enter their 
space-sometimes using them to infiltrate the Federation-but 
seize larger vessels. Both sides, however, treat incursio ns into the 
Neutral Zone by warships as a serio us matter. 

In its long history, o nl y four or five incidents of military ships 
entering the Zone have occurred. Despite these rare instances, 
both s ides consider th e treaty a success . The Romulans u se 
Starfl eet violations of the treaty to t ry to embarrass the Federation, 
while denying forays across the border by the ir own starships. This 
political gamesmanship typically only applies to ind ividua l vesse ls 
caught cross ing the zone. Were an e ntire fleet detected entering 
the z one, it would result in a declaration of war. 

BACKGROUND 
· With th e c reation of the N eutra l Zone, th e Romulans surren­

d e red control of a dozen small co lon ies a nd outposts. As the 
Federation explored these systems, scientists learned of the h arsh 
methods the Romulans had used to exploit and subjugate th e less 
advanced and primitive species they d iscovered. In some cases, 
the Romulans exterminated entire spec ies, under the g uise of 
"pacification." 

As more information became known, researche rs presented 
their evidence to various Federation agencies. The Federation 
could do littl e to pursue these allegations, as the Romulans don't 
discuss their internal affairs with outsiders. Dr. Valerie Byron, an 
exoanthropologist, i s one of several scientists frustrated with the 
Federation's inaction. 

Captain Rukin of the merchant sh ip Purveyor is a long-time 
friend of Dr. Byron, and one of the few people o u tside of her 
researc h group Dr. Byron trusts. On a recent foray across the 
Neutral Zone, Rukin learned of Romula n plans to conquer Kir I, 
home to a primitive spec ies ca lled the Arnu. Rukin informed Dr. 
Byron, who decided to take matters into her own hands. Because 
of Rukin's familiarity w ith Romulan space, she enlisted his a id in a .... 
bold plan to resettl e as m any Arnu as she could in UFP space. 
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SYNOPSIS 

What begins as an investigation into illegal 
weapons smuggling evolves into a series of events 
that could lead to war between the Federation 
and Romulan Star Empire. The story begins when 
the Crew's ship responds to a hail from Tyrus I, a 
small Federation mining colony on the border of 
the Arteline Sector and the Laikos Extension. 
Colony officials hold two associates of a Ferengi 
weapons dealer named Omag on assault charges. 
While investigating the incident, the administra­
tor, William Landeau, uncovered rumors suggest­
ing their involvement in an arms shipment pass­
ing through the colony. Concerned, Landeau con­
tacts the Crew's ship asking for assistance. 

When the Crew's ship arrives Landeau is as 
helpful as possible. Landeau wants the away team 
to find evidence in order to charge Omag's 
henchmen with weapons smuggling. Without this 
evidence, Landeau can prosecute only the assault 
charges. During the course of their investigation, 
the Crew finds proof not only of the arms smug­
gling, but its destination-a research station on 
Audron IV. Their duty is clear: Stop this shipment 
and arrest the smugglers. 

The Audron system is a small star system locat­
ed in the Laikos Extension. A small, subtropical 
world, Audron IV is presently being evaluated for 
possible colonization. Dr. Val erie Byron, a noted 
exoanthropologist, leads the science team evalu­
ating the planet and surveys the planet for sapient 
lifeforms. 

Arriving in the system, the Crew's sh ip f inds 
the merchant vesse l Purveyor in orbit around 
Audron IV. Hails to the planet initially go una n­
swered, until the Purveyor's captain, Rukin, 
invites the Starfleet crew down to the su rface. 
Rukin meets the Away Team in an open field 
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about half a kilometer from the research station. 
Believing he has nothing to lose, Captain Rukin 
reveals the presence of the Arnu and explains 
their pI ight. 

Both Rukin and Dr. Pilish, Dr. Byron's assistant, 
admit to Dr. Byron's plan to transplant this primi­
tive reptilian species from their home in Romulan 
space to Audron IV. Instead of confronting the 
Romulans, Dr. Byron has been moving small 
groups of Arnu on Rukin's ship from Kir I to 
Audron IV. In fact, Dr. Byron is there now, arrang­
ing for another group of Arnu to make the danger­
ous run. Dr. Pilish t ries to persuade the Crew to 
help; it's on ly a matter of time before a Romulan 
pacification force arrives to "secure" Kir I. 

The Crew must decide what to do. Will they 
arrest Rukin, Pilish, and the othe r sc ientists on 
Audron IV, leaving Dr. Byron stranded in 
Romu lan space? Will they venture beyond the 
Neutral Zone to bring Dr. Byron b ack themselves? 
O r will they assist the conspi rators in their efforts 
to preserve an a lien species? How wi ll they get 



into Romulan space? Fina lly, how wi ll the Crew 
respond if the Romulans catch them in Romulan 
space? 

Assuming that the Crew agrees to assist the 
evacu atio n effort, the finale takes place on K ir I. 
Dr. Byron is displeased to see Starfleet, b u t with 
Romulan troops on the way, she makes every 
effort to w in th em over to her cau se (i f th ey a re 
not a lready). Dr. Byron needs all the help sh e can 
get to succeed in smuggling this last group of 
Arnu into the Federation. 

In th is ep isode, the Crew faces a mora l di lem­
ma in the classic Star Trek tradition. Dr. Byron's 
acti ons a lready v io la te the Prime D i rective. Faced 
with th is di lemma, will the Crew further violate 
the Prime Directive to save the Arnu, or oppose 
Dr. Byron's e fforts in the name of the Prime 
Di rective? 

ACT ONE: WEAPONS!! WHAT 
WEAPONS? 

Whi le on patro l along the Neutral Zone, the 
Crew rece ives a h ai l from a Mr. Landeau, admi n­
istrator of the Tyrus I colony. He reports arresting 
an Andorian a nd a Ferengi for assault and disturb­
ing the p eace a fter a fight in a loca l bar. While the 
capta in a n d Crew might rightl y wonder w h at this 
h as to do with them, Landeau exp la ins the reason 
for his ca ll . During the course of the investigation, 

he learned of the activities of an illegal arms mer­
chant operating in the sector. Landeau wanted to 
a lert Starfleet to look into the situation, and asks 
the starship to stop at Tyrus I. 

The trip to the colony requires only a slight 
diversion from the sh ip's present course, and noth­
ing press ing prevents them from honoring 
Landeau's request. Trave l ing at warp factor 8, the 
Crew's ship can be at Ty rus I in 36 hours (the 
colony lies four light years f rom thei r present posi­
tion). During the journey, th e Crew can research 
Tyrus I, requiri ng a Routine Computer (Research) 
Skill Test. 

Establ ished ten yea rs ago, with a population of 
approximately two thousand inhabitants, this min­
ing colony mines pergium. The planet's rocky 
deserts and spectacular sunsets, reminiscent of the 
North American Southwest on Earth, also attract a 
sma ll number of tourists every year. Most of the 
colony's inhabitants are human, with a smattering 
of Vu lcans, Andorians, and Tellarites. 

After establishing a standard orbit around the 
p lanet, the Crew beams down to a small town 
square near the colony's docking faci l ities. It's 
early afternoon, and quite hot. William Landeau, 
a lanky man dressed in a m iner's coveralls, waits 
to greet the Away Team. H e i ntroduces himself 
and suggests the group move to his office, w here 
it's much cooler. 

As they follow Landeau, the Crew has an 
opportunity to survey the co lo ny. It is a jumble of 
building sty les, ranging from Starfleet prefabricat­
ed housing to buildings constructed from the local 
stone. Off in the distance the towers of a pergium 
processing plant rise into the deep blue sky. A 
sm a ll Merchant Marine freighter rests on one of 
th ree landing pads between the town and the 
p lant. 

Landeau leads the Crew into a featureless, four­
story office bui lding and takes them upstairs to his 
office, where i t i s much cooler. The office is well 
appo inted and spacious, and has a nice v iew of 
the colo ny and th e cliffs beyond. Being a g racious 
host, Landeau offers the Away Team a seat and 
som ething to drink. 

Once the C rew settles, Landeau spel ls out his 
information: Two days ago, a coup le of traders got 
into a f ight at a local bar. As the loca l constable 
took statements from witnesses, he heard rumors 
the two may have been involved in an illegal 
weapons sa le. After their a rrest, the men stopped 
talking a nd refused to a n swer questions, though 
one of them let the name " Omag" slip. So far 
Landea u has been unable to find any hard evi­
dence, or get the p ri son ers to talk. Perhaps 
Starfleet wou ld have better luck. 

Wanting to be as helpfu l as h e can, Landeau 
provides the Crew w ith a l i st of princ ipal witness­
es to talk to . N arrators shou ld re ly primari l y on 
rolep layi n g when presenti ng the information 
below, rathe r than on dice rolls. While the peop le 
o n La ndeau 's l i st are gene ra ll y h e lpfu l and willing 
to ta lk, the information they prov ide depends on 
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the questions the Crew asks. Each entry contains the information 
known to the character, though Narrators should feel free to embell­
ish as needed. 

SEYMON 

A Ferengi entrepreneur, Seymon moved to Tyrus I a few years ago, 
to open a bar called Seymon's Inn. He hoped to take advantage of 
the growing population of workers and tourists . Being on the fringes 
of Federation space, and the lucrative opportunities this provides, 
didn't hurt, either. Landeau doesn't wantTyrus to get a reputation for 
the kind of wild activities that happen on other mining worlds, so he 
keeps a close eye on Seymon's place. 

The bar stands near the cargo containers used to store processed 
pergium. It's a sma ll, domed building with a traditional (short) 
Ferengi door, so tall visitors must stoop to enter. Like many Ferengi 
establishments, Seymon's place has dabo tables and holosuites, and 
has become quite popular with the locals. Depending on the time of 
day, Seymon's could be empty, o r filled with customers. 

It was Seymon who told the constables about the reputed 
weapons deal when they arrested the two traders. Whi le Seymon 
volunteered the information to stay on Landeau's good side, he is 
also upset that Omag didn't offer his usual fee to Seymon to safe­
guard the transaction. He thought Omag would simply lose a single 
shipment of weapons, and kept the arms merchant's name out of his 
story. Now that Starfleet is involved, Seymon lies low and waits to 
see what happens. 

Getting him to talk requires a credible threat-of i ncreased 
scrutiny of his bar, for example-or a successful Moderate (7) 

Persuasion Ski II Test. Seymon knows exactly what Omag has been 
up to, and fears his retribution for talking (though he fears Starfleet 
more). He has no idea whom Omag sold his latest shipment to; he 
didn't even know the two rowdies were Omag's employees. 
Naturally, Seymon covers up his role as middleman in the smuggling 
operation. 

ANNA, THAYA, AND 0RNIDA 

Seymon's dabo girls, these three lovely ladies served Omag's 
associates for most of the evening in question and heard most of the 
boasts they made about their recent deal. A successfu l Rout ine (4) 
Charm or Persuasion roll, or a good-sized tip, convinces the women 
to recall what they observed. 

According to the girls, things were all right until the Andorian 
started grabbing at them. Seymon had to get involved, and that's 
when he called the police. Before they got too drunk, both men 
boasted about selling state-of-the art weapons at four times the 
going price to some freighter captain. Both were certain they would 
be selling him more weapons for the same high prices in the near 
future. Thaya asked who their buyer was, trying to make polite con­
versation, but neither man would say. Then the fight broke out. 

STAV 

This Vulcan man runs a small equipment exchange and repair 
shop near the co lony's repair facilities. Stav is pretty straightforward, 
a nd won't need much encouragement to talk about what he saw. 
Stav usually comes to Seymon's for a g lass of Vu lcan port before 
going home. 

By the time Stav came into the bar on the night in question, both 
the Ferengi and the Andorian were well into their drinking. He rec­
ognized them from earlier in the day, when he had seen them w ith 
a human man. He remembered the man because he'd purchased a 
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rep lacem ent photon particle dampen er the day 
before-the captain of the Purveyor. Stav left just 
as the Andorian sta rted getting rowdy, so he saw 
little of the altercation; he apologizes for not 
being ab le to te ll th e Crew about the fight. 

GOICH AND ZAPH 

The two prisoners from the fi ght sit in the 
co lony's small j ai l. I t's a simple m atter for the 
C rew to talk to Goich, the Andorian , and Zaph, 
th e Ferengi; asking the colony's constable is all it 
t ak es. 

At first, the two say nothing to the Starfleet offi­
cers, o pting to si t impassively in their cell s; nei­
ther likes peop le in u n iform. They m ay tal k , how­
ever, if given th e proper incentive. Th e Crew cou ld 
offer them immunity from prosecutio n for the 
arm s smuggl ing c ha rges, for example, in return for 
info rmation; leading the two to b e lieve that 
Sta rfl eet isn't inte rested in flunkies, just the ir boss 
O m ag, gets Goich a nd Zaph to o p en up. While 
the two a re talking, it's easy to get them to rev eal 
a ll th ey know abou t the tran saction. 

The two of them accompanied the weapon s 
shi"pment carried by one of Omag's freig hters ear­
lier in the week. They then waited a ro und until 
their buyer arri ved- a fre ighter capta in named 
Rukin. The shipment included sixteen compres­
sio n phaser rifl es, twenty-four type II phasers, five 
tetryon pulse emitte rs, and a case of g ravitic 
mines. 

Rukin didn't say what he wanted the weapons 
for. H e paid them, then loaded the good s into his 
ship a nd took off. That night, the two of them went 
to Seymon's Inn to ce lebrate. Goich didn ' t know 
one of the dabo girls had a boyfri end, and cer­
tainl y didn't know h e was in the bar. 

While the Crew uncovers enough information 
to begi n a n investigatio n into Omag, their inquiry 
open s up a new can of worms. Who is Rukin? And 
w hat does he want w ith so much f irepower? It's up 
to the C rew to find o ut. 

BRENESH 

The co lony's port m aster is a very busy Tell arite 
n am ed Bren esh. Th e Crew can find him scurrying 
about the docking fac ili ty, checking on mainte­
nance schedules, d o uble-checking the engineers' 
repairs, and gene ra ll y fretting abou t everythin g. 
H e's the person they need to see to gain access to 
the spaceport's logs, which can tell them when the 
Purveyor left and where it was going. 

The Crew can gain Brenesh's cooperation by 
offering to help him with the work, but an y Crew 
membe r w ho m akes such an offer h as to be ski lled 
(in Engineering: Propulsion (Warp Drive) o r 
Systems Eng ineering (Sensors), for example), to 
m eet Brenesh's high standards. Narrators should 
have the helpful Crew m embers make severa l 
M oderate (8) Skill Tests using their Engineering 
ski ll s; Bre nesh needs he lp repairing a Merchant 

Marine ship. The precise nature of the repa irs, and 
the time it takes to c omplete them, are left to the 
Narrator's discretion . If he's satisfied w ith the j ob 
they've done, h e lets them access his computer 
logs. (If they cannot get the in formatio n from 
Brenesh, then have someone e lse at the port 
rem embe r the details). 

Finding the information they're looki ng for 
ca ll s for a su ccessful Routine Computer (Research ) 
Ski ll Test. According to t he flight p lan Rukin f iled, 
h e was bound for Audron IV. (They h ave to hope 
Rukin filed an accurate f light plan.) A successfu l 
Routine Space Sciences (Astrogati o n) o r (Stellar 
Cartography) Skill Test p laces the planet five days' 
journey from Tyrus I (at warp 6). Colony records 
indicate the Purveyor d eparted three days ago (on 
the day of th e fight). 

Landea u h as his p roof against Omag, in the 
form of his associates' confession, an d Starfleet 
w ill like ly pick up the Fe re ngi a rms m e rchant (per­
haps even involving the C rew in a future episode). 
Landeau thanks the C rew for their h elp before 
they return to th e ir ship. 

Armed with evidence of a large quantity o f 
weapons being smu ggled to A u d ron IV, the Crew 
might approach their captain or Starfleet 
Command (if one of the Main Cast plays the cap­
tain). N atural ly, both the captain and Admiral Kei l 
of Starbase 39-Sierra (see A Fragile Peace) want to 
get to the bottom of the situation, and propose 
pursuing Rukin an d the Purveyor. 

ACT TWO: PLAY ING C AT AND 
MOUSE 

The C rew's sh ip takes as little as two days to 
reach A udron IV (at warp 8), one day if th ey want 
to push their engines to warp 9 . During this time 
Crew members may opt to research the Audron 
system in the LCARS system (a Computer 
(Research) Skill Test aga inst a Routine (4) 
Difficulty). 

M apped approximately ten yea rs ago, exp lo r­
e rs have on ly rece ntly b egan studying the Audron 
system. The Audron system , o rb iting a type K star, 
i s o ne of eight systems that make up the La i kos 
Extension . General mineralogica l surveys 
revea led a ll three had substanti a l mineral deposits 
of vario us kinds. Beca u se of the interest in putting 
a co lo ny on A u dron IV, the on ly Class M planet in 
the syste m , five years ago the Federatio n assigned 
Dr. Valerie By ron, a wel l know n exoanthropolo­
gist, to e xplore Audron IV to ensure that no sap i­
e nt life was present. 

The Prime Directive requires all plan ets slated 
for colonization be studied this way, to ensure that 
no v iolations occur. The planeta ry survey team 
totals approx i m ate ly a dozen sc ientists, al l 
engaged in eva luating the p lanet. 

A rriv ing in the system , a Moderate (7) 
Shipboard Systems (Sensors) test by the Conn or 
Sc ien ce Officer finds a ship in o rbit a round 
Audron IV and ide ntifies the research station on 
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the planet. T he sh ip's navigation a l beacon identifies it as the Purveyor. 
A second Moderate (8) Sh ipboard Systems (Sensors) test by the Conn 
Officer classifies th e Pur veyor as an Antares-class freighter, though 
m odi f ied w i th faster e ng i nes, that d oesn 't appear to be hid i ng. The Crew 
can attempt to hail both t he Purveyor a n d the research station. 

The Purveyor responds by i n formi ng the Crew that Ruk in is not on 
board; he's beamed down to th e p lanet below. The ha i l to the researc h 
statio n goes u nanswered. After severa l minutes fu t i lely attempting to 
con tact the p lan et, the C rew might suggest scanning the surface for l ife­
forms. A successfu l Rou t ine (5) Shipboard Systems (Sensors) Test resu lt 
identifies a dozen huma ns in and arou nd th e station, as well as ten 
times that number of o ther, uniden t i f ied lifeforms. 

A furth er, more detailed scan (an Extended Shipboard Systems 
(Sensors) test made again st a Moderate (7) Difficu l ty, requiring a total 
test result of 2 1 ) reveals t h e o ther l ife forms to be warm- blooded, non­
human b ipeds. A Computer (Research) Ski ll Test against a Routi ne (6) 
d i fficulty shows the readings don't match any species currently in 
Federation records. 

A l ternatively, the Crew m ig h t a rgue to forgo any sensor scans and 
beam down directly to the research station . If this occurs, move on to 
the next scene. 

TALKING VV ITH RUKIN 

While t he Crew scan s t h e p lanet be low, someone from the planet 
finally answers the ship's ha ils. When patched th rough, a man's face 
appears on th e v iew screen . H e introdu ces hi mse lf as Capta in Rukin . He 
ap o logizes for n o t respond ing to the i r messages sooner, blami ng 
unsp eci f ied " techn ica l d i ffi c ulties." A successful Opposed Test p i tting a 
p sio n ic character's Recep t ive Te lepathy or Receptive Empathy ski ll 
aga i nst Ru k i n's Presence betrays Rukin's l ie: The research station per­
sonnel s imply ign ored the messages, playin g for time. If any crew mem­
ber asks about the stra nge a lie n species, Rukin claims to know nothing 
about the n ative l ife on Audron IV (again, he's lying). 

T he Crew l i kely has dozen s of questions for Captain Rukin, which he 
puts off by saying "all i n good t ime" in a reassuring tone. He invites an 
Away Team to b eam down to t he research station, where he promises to 
answer a ll questio n s. 

At t h is time, th e C rew should be e n couraged to d iscuss thei r opin­
ions. Th e Narrator (acti ng as captain) should ask the Crew to look at var­
ious o p t io n s an d courses of action . It's clear something strange is h ap­
peni ng he re, b u t th e captai n sho uld k eep the discussion focu sed o n the 
q u estions at hand: Why would a research station need weapon s? Who 
are the un iden tified l ifeforms o n th e p lanet? At the end of the meeti ng, 
the Crew shou ld select an Away Team to beam down and meet w i th 
Rukin. 

ON THE PLAN ET 

Beaming down j u st beyond t h e research station, the Away Team finds 
Rukin standing on the edge of a la rge field. In the distance, two scien­
tist s appear to be taking soi l samples. The sky is overcast, and it looks 
l ike it could start rai ni ng a n y m inute. A gentle breeze makes the air a 
b i t coo l. As th ey approach, the Crew may note, with a successful 
Perceptio n Test, that Ruki n is watc h ing them carefully. Rukin noncha­
la n t ly welcom es th em to A udron IV. 

Cap ta in Rukin feels h e h as no th ing to lose at this point. He and Dr. 
Byron have successfu ll y smuggle d 120 Arnu from the ir home on Kir I to 
A u dron IV. H e be l ieves if he shows the Crew the Arnu, if he can win 
th em over to th ei r side; th e C rew w ill tu rn a b lind eye to Byron 's oper­
atio n. If they try to stop t he p la n, Ru k in can a lways take the Crew 
hostage. T h us, he's open a nd frie n d ly wi t h t he Crew, and he's eager to 
show them the Arnu. 
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VIL-LAGE (PRE-FAB . HUTS) 

Accounting for a ll the possible inte ractio n s 
between the Crew and Dr. Rukin is impossible. 
The Narrator should a llow the flow of th e game to 
evolve out of the inte rplay between C rew and 
supporting cast. Two things, however: If the Crew 
asks to speak with Dr. Byron, Rukin refuses, 
cla iming she's on a survey exped i tion in the 
mountai ns. Any questions about the weapons 
from Tyrus I draws a confused , surprised response 
from Rukin. H e claims to know nothing about any 
weapons. 

Rukin offers to show the Crew a round. H e 
sh ows them the research station, with its scientif­
i c equipment, and introdu ces the Crew to various 
scientists conducting their experiments. Nothing 
appears out of the ordinary. During th e tour, he 
deflects any questio ns unti l he can show them the 
a nswers. 

He wa lks across a meadow of waist-h igh grass­
es and over a small rise. At the top of the hill, he 
d i rects their attention to a small vi llage of prefab­
r icated huts used by Federation colonies. The 
Crew observes some thirty tall, thin, bipedal 
lizards milling about the village. These, Rukin 
announces, a re the Arnu. 

As the group moves down the h i ll and toward 
the v illage, Rukin exp lains that t he Arnu are not 
n ative to Audron IV. A l ittle more th an a year ago, 
he and Dr. Byron started moving small g roups of 
Arnu from thei r homeworld to this planet. They're 
indigenou s to Kir I, a small group of p lanets a 
scant three light years from the Neutra l Zone, in 
Romulan space. (Any Crew member can make a 
successfu l Space Sciences (Astrogation) Test 
against a C hallenging Modifier (9) to know this.) 

W he n Dr. Byron learned that the Romu lans 
p lanned to conquer the Arnu, thus destroying 
their unique culture, she asked Captain Rukin to 
help her smuggle out as many Arnu as they cou ld. 
He agreed, and the results are apparent, he says, 
indicating the village. 

When the Crew enters the village, the Arnu 
become h ighly agitated. They make birdlike chirps 
at the Away Team and press closely around them. 
Some merely stare curious ly, while others careful­
l y sniff the Crew. Others make more threatening 
moves. Rash PC's might lash out, thinki ng the 
Arnu mean them h a rm; i f any Crew members 
strike out at the mob, the Arnu attack en masse. 
Smart PC's adopt a "wait and see" attitude. 
Sudden ly, a m an appears f rom inside one of the 
huts and begins c hi rping at the Arnu. T hey seem to 
understand his meaning, a nd the Arnu retreat. The 
man extends his h and and introduces h imself as 
Dr. Pilish, Dr. Byron's assistant. 

T he two men-Rukin and Pilish-show the 
C rew around the vil lage. Dr. Pilish explains that 
the Arnu meant them no harm, that they were 
m erely c urious about the Crew. The Arnu appear 
to be a repti lian or amphibian species, and pos­
sess a leathery skin and webbed feet and hands. 
Although the Arnu appear to go about their bus i­
ness, a successful Routine (5 ) Perception Test 
reveals they continue to watch the Crew and chirp 
among themselves. 

Ruk i n points out interesting aspects of Arnu 
cu l ture-the int ri cate g rass weavings they use to 
decorate th e ir doors, an Arnu grinding leaves wi t h 
a stone to make kava (an Arnu drink), Arnu ch i l­
dren playing a game-in an attempt to get the 
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Crew to empathize with the A rnu. His meaning sh ould b e plain: If they 
h adn 't rescued the Arnu, Arnu culture would die. 

A Perception test against a Routine (4) difficulty shows th e 
researchers workin g w ith the Arnu, showing them how to use primitive 
tools . With a second successfu l Perception test, Crew members a lso 
notice the occasional A rnu armed wi th a phaser compress ion ri f le or 
type II phaser. 

THE DEBATE 

The central purpose of this episode is to get the Crew (and the play­
e rs) to debate the Prime Directive. The Narrator should assume the role 
of Dr. Pilish and argue his side (summarized below). This debate should 
be based on c h aracter interacti o n , but Narrators can use Persuasion, 
Oratory, or Diplomacy Opposed Skill Tests if they wish to. Narrators 
should a lso watch any Crew members w ith Code of Honor (Starfleet), to 
make sure they adhere to it. It's important to note here that Worf's half­
brother, Nikolai Rozhenko, similarly evacuated a primitive species to 
save them from extinction in th e episode "Homeward" (TNG). 

Dr. Pili sh feels Starfleet has not lived up to its promise to protect life. 
He's an idea li st, believing that the Federation sits by while the Romulans 
destroy other c ivili zations. Dr. Pilish understands why the Crew might 
feel helping the Arnu violates the Prime Directive. He doesn't agree, 
arguing that allowi ng a species to be exte rminated was never intended 
by the Prime Directive. He admits the risks are great, b ut con tends the 
va lue of saving the Arnu is also. 

A t this point, Dr. Pilish reveals that Dr. Byron is n ot in the mountains 
on a su rvey mission. She's on Kir I, arran g ing to bring back another 
g roup of Arnu . At worst , he and Rukin h ope the Crew will turn a blind 
eye and a llow them to make one m o re run into the Neutral Zone. At 
best, they hope th e C rew sees things their way a nd joins the m in their 
attempt to save even more Arnu; after a ll , a starshi p can carry far more 
people than a freighte r. 

ACT THREE: CONSCIENCE 

GETTING IN AND OUT 

Events in the third act d ep end large ly on th e Crew's decisio n s. T hey 
could choose to arrest Rukin a nd Pi I i sh, and leave Dr. Byron stranded. 
O r they cou ld choose to side w ith the consp i rators. They might decide 
to risk th e ir own starsh ip, o r j o in Rukin's crew for one last smu ggli ng 
run. Does the Crew violate the Prime Di rective to help save a c ivi liza­
tion from d estruction ? 

THE CAPTAIN 

Before moving o n , the C rew must consult w ith their capta i n. One of 
the benefits of th e N a rrator p laying the captain is that he gets to make 
dec isions on the capta in's behalf. If the C rew wants to go a long w ith 
Ruki n and Pilish, th e Narrator c an portray the capta in as swayed by their 
arguments. If the C rew objects to Byro n a nd Pi I ish 's i nterpretation of the 
Pri me Directive, he can rein fo rce their d ec is ion by having the capta in 
agree w ith them. Be ca reful, however. P layers don't like to feel rail­
roaded: If they don't wan t to go into the N eutral Zone, a n d th e sup­
port ing cast captain orders them to do it, they' ll follow his o rders. But 
th ey won't like it. 

If, on the other h and, one of the p layers portrays the capta i n, the 
entire ep isode cou ld b e d ecide d on his word. If h e disagrees w ith the 
course of action desired by the rest o f the g roup-objecting wi th Dr. 
Byron's position and refus ing to enter th e Neutra l Zon e, for example­
he can order the C rew to follow his cou rse of action. Capta i ns g ive 
orders and expect th e ir officers to follow th em . Narrators, con sider 



yourselves forewarned: The Crew could find itse lf 
doing something i t d oesn't want to do b ecause of 
one player's decisio n (which is, in itself, a ro le­
playing c h a llenge). 

THE CREW IS AGAINST 

If, in th e end, th e C rew decides against p a rt ici­
pa ting in the plan, the adventure effective ly ends 
here. 

MAI<I N G A R REST S 

The C rew d ecides not to participate in retrie v ­
ing Dr. Byron. T hey a rrest Captain Rukin and leave 
the Audro n syste m with the Purveyor in tow. Dr. 
Pili sh is arrested for v io la ting the Prime Directive, 
as well . The o nly postscript will be a n ews service 
report announc ing the arrest of Dr. Va lerie Byron 
b y the Romulans o n espionage charges. I ro nica lly, 
the Fed e ra t ion Counc il sends ex o anthropolog ists 
and oth e r experts to he lp th e Arnu on Audron IV, 
and t h e p la net b ecomes a thriving colony. 

Alternatively, w h en the C rew moves to a rrest 
Rukin and Pili sh, the A rnu a rmed with the illegal 
weapons o btained on Tyrus I attack as a g roup. 
Pilish in structs them to take hostages, which h e 
tri es to use as b a rga ining c hips agai n st the star­
sh ip's captain. In this scenario, Pilish hopes to 
hold o ff any Starfl eet interfere nce until Dr. Byron 
can be retri eved. M eanwhi le, th e Purveyor b eams 
Captain Ruk in aboa rd, attack s the Crew's starship, 
and m a kes a run for the edge of the Ro mula n 
N e u t ral Z one. 

W A IT A N D S EE 

In this scenario, the Crew rejects part1c1pati ng 
in th e p la n, b u t d oes n o thing to stop Captai n 
Rukin fro m e nte ring Romu lan space. They simply 
wait for th e Purveyor to return w ith D r. Byron a nd 
more A rnu , t h e n arrest her, Rukin, and Pi li sh . 
Whe th er o r not t hey succeed is le f t up to the 
Narrator. 

As above, the Purveyor might e lect to attack th e 
starship when it re turn s, in h opes of destroy ing it. 
Or whe n the C rew beams back down to Audro n 's 
surface to arrest th e conspirators, the armed A rnu 
attack. In this way, Dr. Byron hopes to sh ed l ight 
o n the plight o f the A rnu and draw attention to the 
inj ustice of th e Prime Directive. 

THE CREW Is FoR 

On the other h a n d, the Crew mig h t j o in 
Capta in Ruki n and D r. Pi li sh, and the ep isode 
con t inues into Romulan space. This decision h as 
further ramifications: Sh o uld they risk u sing the i r 
starship in c rossi ng th e Neutral Zone, o r wi ll they 
u se Rukin's ship? The Narrator should b e aware of 
those c h aracters w h o h ave Code of H o n or 
(Starfleet). They sho uld h ave a difficult time par­
ti c ipating furthe r in this adventure, and rol ep lay i t. 

TH E PURVEYOR 

To cover up any Starfleet involvement, the 
Crew m ig ht e lect to u se Rukin's ship to v iolate t he 
Neutra l Zone. Rukin is wi lling to let an Away 
Team j oin h is Crew, but if th e Romulans stop the 
Pur veyor t h ey may d iscover the Starfleet officers. 
H e p o ints out that h e h as been stopped before, 
a n d th e Romulans have f i les on his c rew. They 
m ay b e suspic ious of a ny "new" crew members. 
They are unlikely to be swayed by arguments of 
Starfleet's lack of invo lvement. The resu l t c ould be 
disastrous, d epend ing o n th e Romulan centu r ion 
w i th whom th ey deal. 

The trip from A udron IV to th e Neutra l Zone­
a journey of f ifteen light yea rs-takes six days at 
warp 8, p lenty of time for t he C rew to fami l iarize 
itsel f w ith the Purveyor and her crew. T he mood 
o n t he ship is l ight an d easy, despite th e serious­
n ess of the task before them; Capta in Rukin com­
mands w ith a l ight ha nd, and his crew of twe lve 
k n ow thei r jobs. The precise deta i ls of the trip­
any encounters w it h the Purveyor's crew, for 
exam ple-are left to t he Narrator; this wou ld be a 
perfect time to introduce a recurring supporting 
cast cha racter. 

A l th o ugh the Romu lans patrol th e Neutral 
Zone zealously, a n d mainta i n an extens ive net­
work of sensor arrays a n d outposts, Captai n Rukin 
knows exactl y how and w he re to sl ip across the 
Zone a n d into Romula n space. The Fl ight Contro l 
office r should attempt a C hallengi ng (1 0) Ship 
Systems (Flight Control ) Ski ll Test. The Narrator 
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shou ld add 7 to the test result, and note the total. This is the total 
a m oun t of hours the Away Team can be at Kir I before the Romulans 
arr ive. 

Once they enter the Neutral Zon e, the trip to the Kir system (a total 
of four light years) takes a n additional 38 hours at warp 8. Once they 
cross into Romulan space, the mood o n t h e ship becomes tense. 
Captain Rukin e ncourages everyone to relax. After a ll , he doesn ' t wan t 
to g ive th e Ro mulans a reason to be suspicious. To ratchet up the ten ­
sion a b it, the Narrator can have a Romulan border outpost contact the 
ship (in a scene rem iniscent of the Enterprise -A's trip to Ru ra Penthe in 
" Th e Undiscovered Coun t ry"), mention the warb ird a few hund red 
thou sand kilometers away, o r spook the Crew with e ither mundane 
requests o r sensor g h osts. 

TH E STARSH I P 

Rath er than Rukin 's f re ig h ter, the C rew may opt to use their own star­
ship to p ass in to the Neutra l Zone, despite the potential for war, 
because of the sh ip's superio r performance and larger cargo capacity. A 
Starfleet vesse l i n the Neutra l Zone is a clear v iolation of the Treaty of 
Algeron, a n d a l though in the past the Romulans have merely made a 
show of force and protested to th e Federation, th e re 's no assuran ce 
they' ll t reat th is vio lation the same way. 

As above, the trip to the Neutra l Zone takes a tota l of six days at w arp 
8 (though m any starships can sustain travel at warp 9 - see th e ST:T N G 
RPG, pages 2 1 7-220-thus cutting th is time to three days). Captain 
Rukin u ses the time to familiarize the Conn with the i r course, a nd the 
tricks of sli pping into the Neutra l Zone undetected. Dr. Pi li sh works 
w ith vari o u s office rs-th e First Officer, Doctor, or Counselor-to pre­
pare accommodations for t he Arnu (which m ight bring up a n ew point 
of contention-th e Crew m ay be goi ng back so le ly to pick up Dr. Byron, 
not to get more Arnu). 

Because they travel in a starship, traveling into the Neutral Zone 
becomes tougher; th e Romu la n s can easily over look a freighter, but not 
a starship. Entering Romu lan space requires some finesse. Rukin sug­
gests t aking a course through the least patrolled section of the Neutral 
Zone, though thi s adds another day to the trip. Alternatively, Rukin 
k n ows of a stel lar p h enomenon they can use to th eir advantage-a clus­
ter of densely packed stars w h ose rad iation and grav i tati onal anomalies 
obscure sensors, a ceph e id variable appropriately timed to vent ste l lar 
energy, etc.-but the danger of detection is g reater. 

If they choose the safer path, the Fl ight Contro l officer shou ld attempt 
a Moderate (8) Ship Systems (F light Contro l ) Skil l Test; add another day 
to the travel time. If th ey attempt the m ore dangerous path, increase the 
difficulty of th is ro ll to C hall enging, or even Diffi c ult (depending on th e 
n ature of the ste lla r phenomenon used to obscure th eir passage); make 
a C h a ll e ng ing (11 ) Shipboard Systems (Sensors) test on beha l f of the 
Romulans (using Inte llect 2, rolling 3 dice). If successful, the Romulans 
detect the ship despite the obscuring circumstances. The Romulans 
could c ha l k i t up to fau lty sen sor readings (but a lert warbirds in the 
region), o r send a sh ip to invest igate-Narrator's choice. 

In both cases, the Narrator should add 7 to the test result and note 
the tota l. This is the tota l number of hours the Crew has to get Dr. Byron 
before the Romu la n s a rrive. 

O n ce aga in, as soon as th e starsh ip enters the Neutral Zone, the 
mood on the bridge becomes tense. Does their course take them 
through lightl y patro l led territory? Wi ll the fluctu ati ng e ne rgy from the 
cephe id variab le obscure t h eir passage? 

Rukin, no longer on his own comman d dec k , seems more than a lit­
tle j u mpy. Th e Crew might continuously check the sensors, look ing for 
the least sign of company. The trip to the Kir system (a tota l of four light 
years) takes an add itiona l 38 hours at warp 8 (or two a nd a h a lf days if 
they took the safer route). 
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ACT FOUR: AT KIR I 

W he n e i ther vesse l arrives at Kir I, th e clock 
begins ti cking; the Narra to r should begi n marking 
off the h o urs they h ave until a Romulan warbird 
shows up. Tro uble starts immediate ly ·after the 
ship establi shes a standard orbit around K ir I, 
w h e n Ruki n a tte mpts to contact Dr. Byron. 
Instead of returning a standard h a il , she sends a 
very sh ort, garb led reply. A Moderate (8) Starship 
Systems (Communications) Test shows Dr. By ron's 
response is a coded, sh o rt-burst transmiss ion. 

According to Rukin, this is a prearranged code 
set up by Dr. Byron in case of trouble. A PC must 
m a ke a M oderate (8) Starship System s 
(Communications) Test to locate D r. By ron fro m 
h er t ransmiss io n; a lternatively, a Moderate (8) 
Starsh ip Systems (Sensors) Test locates Dr. By ron's 
l ife signs. Th e sen sors a lso identif y three sm a ll 
groups of Romu lans close to Dr. Byron 's p osition . 
The Crew can b eam dow n to the surface to rescue 
her. 

Beaming down to the surface, to th e coordi ­
nates of Dr. Byron's m essage, they materialize on 
the damp, sw ampy wor ld of Kir I. Th e sky is over­
cast w ith low, d a rk clouds, and there are h eavy 

d ownpours. The ground is slippery, making run­
n ing d ifficul t. 

They stan d o n t he edge of an A rnu v i llage, a 
co llection of g rass huts standing on sti l ts. It 
appears abandoned. U sing thei r t r icorders and 
m a k i n g a Moderate (8) Person al Equipmen t 
(Tricorder) Test, th e team locates Dr. Byron inside 
the vi llage, as we ll as approximately th i rty A rnu. 
B io logica l scans a lso ide ntify a grou p of f ive 
Romu lans off to the west. 

Calling for D r. By ron, she e m erges f ro m one of 
t he huts. Although dirty and bedragg led, she still 
looks quite pretty. She's a rmed w i th a type II phas-

THE KIR SYSTEM 

System Name: Kir 
Affiliation: Romulan 
System Type: M5 V 
Inhabited Planets: tlone 
Other Planets: Kir I {doss Ml, Kir II (Class H), Kir Ill {Class J) 

. Other Stellar Objects: None 
Artificial Objects: None 
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er. Other A rnu tentatively come out of hiding, som e armed with phaser 
weapons. With a sigh of re lief, Byron lowers her weapon. She exp ected 
Captain Rukin, but not Starfleet, and she's not happy about it. 

A noted exoanthropo logists, Dr. By ron is gracious a nd fri e ndly in 
public. She a lso has a temper, and is stubborn about h er principles. 
Even though she's relieved to see the Crew, even though th e C rew came 
to save he r, sh e makes it hard on them b y making pointed comm ents 
and h o lding the m to hig h standards. 

Dr. Byron is unwilling to leave unless the Crew help he r sedate and 
transport this last g ro up of Arnu. They are the last re m aining members 
of this tribe, numbering a total of thirty. If it h asn't come up before (or 
even if it has, but rem a ins unresolved), the Crew must reach a con sen­
sus on sav ing the Arnu. Remind them, however, of the time constra ints 
if they start to go off on tangents. Dr. Byron is in a hurry to get things 
moving, as Romulans have been spotted in the area. 

If the Crew agrees t o h e lp Dr. Byron transport th e re m a inde r of h er 
group, she asks for their h e lp in sedating the A rnu. Teaching them about 
other pla n ets and phasers is one thing; getting them to accept trans­
porting and space travel is quite· another. 

Byron shows anyone possessing Medical Sciences (General 
Medicine) sk ill how to sedate the Arnu. One Crew member can sedate 
one Arnu per minute. The more people attending to th e Arnu, the faster 
thi s goes. Th e process is complicated by the Arnu themselves. It takes 
time to conv ince the Arnu to le t the Crew sedate them (an Opposed 
Persuasion, Psychology, or Presence Test). Beaming them up to the ship 
takes a m atter of minutes. 

To inc rease the dramatic effect, the Narrator might have the nearby 
Romulan squ ad approach w hile the Crew prepare the Arnu. This results 
in a firefight, and the eventua l arrival of more Romula n so ldiers. (This is 
a good idea if it looks as though th e Crew will complete i ts task before 
thei r time runs out, e ither to slow them down or to provide an appro­
priate climax to the sto ry). U se the standard Romulan Tem p la te, but g ive 
the soldiers Energy Weapon (Disruptor) 2 (3). 

If the C rew complete the mission and leave before their a ll o tted time 
expires, they can leave the system and reach Federation space unde­
tected . 

VIGILANCE 

If the Crew is unable to c omplete the mission in the time a llotted, the 
O'deridex-class warbird Vigilance arrives in system. Commanded by 
Centurion Malvec, th e Vigilance patrol s the sector regula rl y. It is only 
b y happenstance tha t it a rri ves at this time (or n ot; the outpost o n the 
borde r m ay h ave a le rted h i m to the presence of a n intruding ship). 

Malvec knows of Captai n Rukin's v isits to the Kir system, though h e 
believes the merc h ant uses th e planet as a transfe r point for smu ggling 
goods into Federation space. All this will end, he believes, when Kir I is 
brought into th e Romulan sphere. In fact, a legion of Romulan so ldie rs 
are in the process of subduing the native population-something that 
makes Malvec proud. 

If, upon his arrival, Malvec finds the Purveyor i n orbit, he decloaks 
his ship and con tacts the merchant. Malvec wants to intimidate the 
human trader. H e asks a variety of probing questions, wanting to know 
Rukin's cargo, destination, e tc . Narrators should try t o draw this out as 
long as they can , to try to provoke the PC's into d oin g som ething foo l­
ish (thoug h not too long; players don't like to h ear Narrators ta lking to 
themselves). 

Should the C rew say or do a nything to arouse his suspicions, Malvec 
demands to search the Purveyor. If nothing happens that makes Malvec 
suspicious, he'll accept Rukin's answers to his questions and a llow th e 
Purveyor to complete its business. Once the Purveyor leaves the system , 
Malvec m akes sure th e Purveyor's return course is set for Federation 
space, and that they a re watc h ed until they leave Romulan space. 



Imagine his surprise and delight if instead he 
finds a Starfleet vessel over Kir I. Malvec sudden­
ly decloaks his warbird and powers up its 
weapons. He contacts the starship and imperi­
ously orders it to stand down: Everyone on board 
the vessel is now a prisoner of the Romulan 
Empire. This is obviously the worst possible con­
clusion to the episode, and the one fraught w ith 
the most peril for the Crew (and Narrator). Not 
only have they failed to retrieve Dr. Byron and 
return to Federation space, they've been caught 
vio lating the Treaty of Algeron. The Narrator has a 
number of options available to resolve the tense 
situation. 

The Crew could attempt to battle the 
Vigilance, in the hopes of damaging it and escap­
ing. The Narrator should referee the battle, per­
haps fudging things in the Crew's favor. The Crew 
might devise a unique resolution, perhaps using 
the Picard Maneuver to get Malvec to surrender. 
Or they might simply run for the Neutral Zone as 
quickly as they can, and hope to outrun the 
Vigilance. 

The Crew might respond to Malvec's demands 
by explaining their presence in Romulan space as 
an accident. A sudden spatial anomaly hurled 
them into Romulan space, for example. Or a warp 
drive malfunction caused them to warp uncon­
trollably into Romulan space. Whether or not 
Malvec believes their story should depend on 
rolepl aying, though an Opposed Persuasion Test 
m ig ht be appropriate . If Malvec believes their 
story, he accompanies the starsh ip to the Neutral 
Z one, and al lows the Crew to return to Fede ration 

space. Naturally, he files a report with the Star 
Command, and the Romu lans file a n official 
protest w ith the Federation. 

If the Crew simply surrenders, they've handed 
the Romulans a diplomatic coup. Their fate now 
resides i n the h a nds of the dipl omats. The 
Federation negotiates for the Crew's release, then 
tries them for v iolating the Treaty of A lgeron and 
th e Prime Directive . W hile this may seem a harsh 
so lution (and the Narrator i s encouraged to pre­
vent this from happening), the Crew must face the 
consequences of their d ecisions. 

The Narrator holds one fina l trump for the si t­
uation: Malvec could si mply remain cloaked, 
watch the starship, and cal l for reinforcements. 
When the starship leaves Kir I, he a lerts other 
warbirds in the area. Of course, these additiona l 
warbirds a re unable to cut the starship off in time, 
and the Crew's vessel outruns them and returns 
safely t o Federation space. 

RESOLUTION 

• If the Crew actua ll y a rrest Captain Rukin, g ive 
them 1 Experience Point and 3 Discipline 
Renown. Arrestin g Dr. Pi li sh gives th e m an addi­
t iona l 1 Exper ience Point and another 2 
Disc ipline Renown. Arresting Dr. Byron gives 
them 1 Experience Points a nd 5 Discipline 
Renown . (That's a tota l of 10 Discipline Renown, 
for halting a major violation of the Prime 
Directive). 
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• If the Crew j oin Dr. Byron eta!. , then arrest them, do not give them 
any Renown award. 

• Getting Dr. Byron and the remam1ng Arnu back fro m K ir without 
b e i n g detected by the Romulans in either sh ip is worth 2 Experience 
Points a nd no Renown. W h en Starfleet f inds out (and they wi l l, eventu­
a l ly, from the logs), g ive p layers -5 D iscipline Renown. 

• If th e Romu lan s catch e it he r ship at Kir I, subtract 1 Experie nce Point 
f rom the tota l. If th e Romu lans catch th e starship a t Kir I, g ive the play ­
e rs - 10 Discip line Re nown. In add i tion, t h e Captain an d C rew w ill have 
some exp la ining to do to Starfleet Command . 

N arrators sho uld g ive additional Exper ien ce Points and Renown to 
those characte rs that contributed to formul ating th e va r ious plans. 
Players who rolep layed their characters wel l also deserve additional 
poi nts. 
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