The Delta Quadrant

The Delta Quadrant encompasses 25% of the Milky Way galaxy. It spans approximately eight billion cubic light years of space, sharing “bor-
ders” with the Gamma and Beta Quadrants. The nearest point of the Federation lies over 40,000 light-years from the Delta Quadrant. Few
Alpha and Beta Quadrant species have experienced the Delta Quadrant save through star charts and interstellar telescopic arrays.

Situated far beyond the Romulan Star Empire of the Beta Quadrant and the Dominion-controlled space of the Gamma Quadrant, the Delta
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Quadrant holds both mystery and wonder for the Federation and its neighbors.
Three Starfleet ships are known to have visited the Delta Quadrant.

A member of the Q Continuum transported the first — the USS Enterprise-D —
there in 2367; it was there that Starfleet first encountered the race known as
the Borg. The second Starfleet vessel to arrive in the Delta Quadrant was the
USS Equinox, commanded by Captain Ransom. The third Starfleet vessel to
travel to the Delta Quadrant was the USS Voyager. Carried from the Badlands
to the Delta Quadrant by an intergalactic explorer known only as the Care-
taker, Voyager has been attempting to retun to Federation space for several
years. Voyager encountered the Equinox after spending five years in the Delta
Quadrant. The Equinox was later destroyed by an extradimensional race in
retaliation for the mass murder perpetrated by its captain and crew.

Thanks to numerous advances in scanning technology, the introduction of
alien sciences and techniques, and the occasional amazing event, the crew of
the USS Voyager learned much about the Delta Quadrant during their travels.
Though maintaining a relatively straight-line course home, Janeway and her
crew remained true explorers, deviating from their path often to explore
strange and previously unknown astronomical phenomena. It is through much
of this exploration that an understanding of the Delta Quadrant has come
about.

The various races encountered in the Delta Quadrant have been a rather
strange conglomeration. While some species were open and friendly, many
more seemed neutral, even hostile. Voyager made contact with a myriad
number of species, ranging from individuals to interstellar empires. By its very
nature, the Delta Quadrant has often appeared rougher, harsher, and often far
less refined than the other quadrants of the Milky Way. Perhaps this is due to
the inordinate number of oppressive empires; perhaps it is due to living in

close proximity to the Borg. Nonetheless, species native to the Delta Quadrant have, more often than not, been less than hospitable if not out-

right hostile.

With the lack of a significant interstellar power, the quadrant seems to lack continuity. There are no major galactopolitical powers driving the
movement of the Delta Quadrant. The only true superpower of the Delta Quadrant is the Borg Collective, and fear of this particular group has

turned much of the realm into one of fear and mistrust.

Overall, the Delta Quadrant is a far darker, far more untamed place than the rest of the galaxy. Much like the unexplored places of nineteenth
century Earth, the Delta Quadrant holds both treasures and terrors undreamed of by most species in the Alpha and Beta Quadrants. It is a wild,

untamed wilderness waiting to be explored... or escaped.



Spacefaring Powers

While there are few true powers in the Delta Quadrant, there are many races capable of warp travel. In many cases these peoples are less
technologically advanced than the races of neighboring quadrants. In fact, the first three indigenous Delta Quadrant races encountered by
Voyager, the Kazon, the Ocampa, and the Talaxians, were all considerably less technically adept than the Federation.

Make no mistake, however, in believing that those races are wholly representative of the entire quadrant. The Vidiian Sodality proved to have
numerous technologies considerably more advanced than those aboard the lonely Starfleet vessel, particularly in the areas of medicine and
biotechnology. Still other races have demonstrated technologies superior to those typically found in the Alpha or Beta Quadrants.

Borg Collective

Perhaps the most devastating enemy ever known to the Federation,
the Collective cannot be reasoned with, it cannot be bargained with,
and it absolutely will not stop, ever, until all have become one with
the Borg. The Borg are technologically advanced beyond the Fed-
eration by approximately two centuries. They control an area of
space spanning over 12,000 light years, and that space continues to
grow. The Collective consists of members of over 10,000 different
species, including many species indigenous to the Alpha, Beta, and
Gamma Quadrant as well as those native to the Delta Quadrant. The
membership of the Collective numbers in the trillions and is continu-
ally expanding. In the entire history of the Collective, only a handful

their transportation, are decorated with “trophies” taken from their
prey. Bones, organ, and even sections of flesh and skin litter the
Hirogen trophy rooms.

The hunt itself is the most sacred of rituals to the Hirogen. There are
numerous strictures and taboos related to the hunt. As they engage
in a new hunt, they paint their faces and armor with colored pigment
signifying various factors, including the difficulty as well as their
individual ranks in the hunt itself. The Hirogen are known to never
end a hunt until the prey is killed, even if that means calling in rein-
forcements. The hunt obviously ends as well if the Hirogen are dis-
abled or killed.

The Hirogen once controlled a network of ancient satellites that they

of species have ever successfully
resisted their assimilation attempts.
The rest were eventually assimilated
or destroyed.

Recently, however, the Borg have
been severely damaged by the ac-
tions of an extradimensional race
known only as Species 8472. This
hostile race nearly destroyed the
Collective. Only with the assistance
of Captain Janeway and her crew
were the Borg able to avoid com-
plete annihilation.

Even more recently, Janeway herself
devised a cunning plan to undermine
the control of the Collective. By
assisting a small resistance move-
ment of drones, Janeway managed
to assist in the beginnings of a Borg
civil war. The final outcome has yet
to be determined, but it is likely that
the Collective will never be the
same.

Hirogen

A nomadic race of hunters, the Hiro-
gen once controlled a mighty empire.
Some event in their ancient history,
perhaps a chance encounter with the
Collective, drove them from their
world and scattered them throughout
the quadrant. Their values, in fact
their entire culture, is now based
solely on the concept of the hunt.

Hirogen vessels are well armed and

well defended. The hunters them-
selves are armored from head to toe
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used to maintain communications
among their people in both the Delta
and Beta Quadrants. These satel-
lites were discovered and used by
the crew of the USS Voyager to
make contact with Starfleet in 2374.
Their use of the network, however,
led to its shutdown when they acci-
dentally disrupted the internal power
supply of one of the satellites. It was
at this point that the Hirogen de-
clared a hunt for Voyager and its
crew.

The Hirogen eventually captured
Voyager and subjugated its crew
using synaptic control devices. They
then used Voyagers holodecks to
experience various wars and battles
from the history of Earth and various
other Alpha and Beta Quadrant
worlds. Several crewmembers were
killed during this occupation.

Captain Janeway and her crew
eventually regained control of their
ship, ousting the Hirogen. As part of
the armistice, Janeway gave the
Hirogen the holographic technolo-
gies so that they might end their
nomadic ways and once again be-
come a single people.

The use of this holographic technol-
ogy did, in fact, change Hirogen
culture at the most basic level. As
they created the holographic charac-
ters of Alpha and Beta Quadrant
species to act as their prey, they
programmed them with intelligence



and cunning. Eventually the holograms gained sentience and
slaughtered their “fleshy oppressors.” What will now become of the

mighty Hirogen is unknown.
Kazon

The Kazon were the first hostile
Delta Quadrant race encountered by
Voyager. Formerly subjugated as a
slave race by another Delta Quad-
rant species called the Trabe, the
Kazon rose up under the charismatic
leadership of Jal Sankur. They de-
feated the Trabe and exiled their
former masters from their own
homeworld. Since that time the
Kazon have ostracized and attacked
the Trabe at every opportunity, never
allowing them to resettle on a new
planet.

While the Kazon managed to suc-
cessfully escape from slavery, they
were ill-equipped  for  self-
governance. All the sects prized
strength and fortitude, and admired
cunning and ruthless warriors. They
cultivated these traits in order to
survive under Trabe rule, but they
were so deeply ingrained in their
collective psyche that they continued
to value them after they had gained
their autonomy.

The Kazon’s social structure is far
from steady, and the coalition fash-
ioned by Jal Sankur soon collapsed.
Since then, the Kazon sects have
fought among themselves in much
the same way that urban gangs
fought one another in Earth’s 20t
century.

As of 2371 there were at least eight-
een different Kazon sects as well as
numerous Kazon vessels crewed by
men loyal to no one. Among the
most powerful and well-known sects
are the Kazon-Ogla, the first sect
encountered by Voyager upon enter-
ing the Delta Quadrant; the Kazon-
Nistrim, the treacherous sect com-
manded by Jal Culluh, once allied
with the former Cardassian opera-
tive, Seska, who had traveled to the
Delta Quadrant while infiltrating the
Magquis vessel commanded by Cha-
kotay — the Nistrim, at one point
even managed to briefly seize Voy-
ager, the Kazon-Relora, one of the
mightiest Kazon sects and blood
enemies of the Kazon-Nistrim. Other

notable Kazon sects include the Kazon-Oglamar, the Kazon-Hobii,

and the Kazon-Mostral.

The various Kazon sects control a large section of the Delta Quad-

rant through fear and intimidation. Their ships, designed and built by
their former masters, the Trabe, range in size from small one-man

shuttles to massive warships that dwarf even the largest Starfleet
vessels. While the Kazon have a rudimentary understanding of their
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operation and general maintenance,
they have no true comprehension of
the ships or their technologies;
unless they change their lifestyles,
the Kazon will eventually wear out
their ships and most likely degener-
ate into planet-bound barbarism.

Krenim Imperium

Once controlling an empire encom-
passing thousands of light years, the
Krenim Imperium fell on hard times
approximately two centuries earlier.
Well known for their command of
temporal technologies, most notably
the chroniton-based torpedo war-
heads utilized on their warships, the
Krenim maintained dominions that
included over 900 planets. They
were so powerful, in fact, that they
were able to control areas bordering
on Borg space without much anxiety.

Unfortunately for the Krenim, their
golden age ended when several
neighboring species joined forces
and defeated them in a long, pro-
tracted war. Part of the peace ac-
cords involved disarmament of the
Krenim war machine and return of
captured territories to their rightful
owners. The once mighty Krenim
Imperium was reduced to less than a
dozen worlds in a handful of star
systems. Their powerful temporal
weapon systems were disarmed and
the Krenim were reduced to a minor
race.

Unknown to most, however, a brilliant
scientist called Annorax designed
and built a weapon ship based on
similar temporal technologies in the
hopes of returning the Imperium to its
former glory. On its first mission,
Annorax wiped out an enemy be-
lieved at least partly responsible for
the downfall of the Krenim. Using the
advanced temporal incursion can-
non, Annorax erased the entire spe-
cies from existence, thus offering a
partial restoration of the Krenim
Imperium.

Annorax utilized this weapons many
more times, eventually accomplishing
a near-total restoration of the Krenim

Imperium. Unfortunately, in removing a species called the Relnar,

Annorax unwittingly removed a vital antibody from the Krenim ge-

nome, causing massive plagues to decimate the once-mighty em-



pire. Among the casualties was Annorax’s own wife. He spent the
next two centuries attempting to undo this fatal error. Unfortunately

he was never able to complete his
personal mission.

Eventually the USS Voyager, an
indeterminate variable, entered the
space of the Imperium. Due to the
chaotic nature of time, this random-
ness caused the temporal incursion
to go awry. Annorax tried to remove
Voyager, but was eventually over-
come by a mutinous first officer and
Captain Janeway.

The Krenim Imperium has once
again been reduced to a minor
power in the Delta Quadrant, though
with the possible existence of those
lost temporal technologies, it is con-
ceivable that the Krenim could once
again retumn to power. Only time will
tell.

Species 8472

A tripedal race native to fluidic space (see below), Species 8472 is,
according to the Collective, the “pinnacle of organic evolution.” They
are the sole inhabitants of their dimension, existing in a state of utter

organic perfection. Until 2374, Spe-
cies 8472 was unaware of other
living beings beyond their own uni-
verse. It was at that point that the
Borg discovered fluidic space and
the existence of Species 8472. They
immediately mounted an invasion,
but the Collective was soundly de-
feated by this race completely im-
mune to their weapons and assimila-
tion techniques.

Fearing that their realm could be-
come contaminated by outside influ-
ences, Species 8472 retaliated,
initiating a counterstrike. They en-
tered normal space through artificial
quantum singularities and began to
systematically destroy the Borg. This
war took its toll and the Collective
quickly realized that it was out-
matched. Only by joining forces with
the crew of the USS Voyager were
the Borg able to repel the invaders
from fluidic space and end the war.

Species 8472, however, remained
extremely concerned about the Fed-
eration and its capacity to defeat
them. They therefore designed and
built a number of “training facilities”

spread throughout the Milky Way to prepare its operatives for sub-
versive activities in Federation space. This ploy was discovered by
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Voyager and the two group, while initially prepared for mutual de-

struction, managed to resolve a number of problems and establish a

tenuous peace agreement.

Species 8472 is highly psychically active and possesses various

advanced weapons and other paraphernalia based on organic tech-
nology. They are physically more stalwart and agile than most hu-

manoids and are able to deliver
devastating attacks with their power-
ful claws, inflicting a horrible infection
that devours the victim from the
inside out. Fearsome adversaries,
they are even capable of surviving in
the vacuum of space with no exter-
nal life support.

Vidiian Sodality

A race ravaged by a terrible plague,
the Vidiians are notorious for their
macabre practice or harvesting the
organs and tissues of other sentient
beings in order to perpetuate their
own survival. While not an evil race,
per se, the Vidiians are desperate
and motivated, and this more than
anything makes them dangerous
adversaries.

The Vidiian plague, called ‘the

Phage,” has decimated their population for many years. Once a
proud, powerful, and peaceful species, the Vidiians are now con-
cemed with their own survival without regard for anyone else. The

Vidiian Sodality encompasses sev-
eral star systems, but their realm is
far smaller than at its peak.

The Vidiians possess advanced
technologies on a level at least equal
to the Federation, though their medi-
cal technologies are far superior.
They control a large number of star-
ships capable of sustained warp
flight. Their weapons, too, are of the
same caliber as their Starfleet con-
temporaries.

The Vidiians themselves appear as
littte more than rotting animated
corpses. The Phage, much like an
accelerated form of leprosy, destroys
its victims from the inside out, shut-
ting down individual organs, even
entire systems, eventually taking its
toll on its victims’ exterior as well.
Infected Vidiians are hideous to
behold, and the entire race has ap-
parently fallen victim to this terrible
illness.

Though Voyager has long since
departed Vidiian-controlled space,
the crew learned that the Phage was
cured by an itinerant ‘think tank.”
Whether this information is accurate

remains a point of some debate.

A saurian race hailing from ancient Earth, the Voth evolved from a

species of dinosaurs. They created an advanced culture millions of

years before mammals developed, developing spaceflight and even-



tually warp capabilities. Using their advanced technologies, the Voth
built a peaceful empire on Earth that lasted for millennia.

Unfortunately, a rogue asteroid was detected on a collision course
with their homeworld approximately 20 million years ago. The Voth
constructed a fleet of massive space arks and fled their home just
prior to its decimation. For thousands of years the Voth traveled the
galaxy, eventually ending up in the Delta Quadrant. Their culture and
technologies developed as the centuries passed, but the Voth lost
the knowledge of their true history, eventually settling in that quad-
rant and adopting the belief that they were the first sentient race to
develop there.

A noted Voth anthropologist, Gegen, began to study the origin of the
Voth in great detail. He and his assistant eventually found evidence
of a species that shared numerous genetic similarities with their own
people. Further research revealed these beings as humans, a spe-
cies native, Gegen believed, to their own homeworld. This theory of
the Voth's “distant origin” was considered nonsense by the circles of

science, but when Gegen finally encountered Voyager, the Voth
hierarchy grew nervous. Rather than allow the belief that the Voth
race was one of refugees that fled a doomed world, they were ready
to destroy Voyager and imprison its crew. This decision was re-
scinded when Gegen publicly admitted that he was in error and was
assigned to a new field of study. Minister Odala made it very clear
that the Voth would prefer not to encounter humans again.

The Voth are technologically far superior to most other races in the
galaxy. They are, in fact, one of the oldest races in existence. They
possess personal- and vessel-based phased cloaking devices, tran-
swarp travel capabilities, and superior scanning and computing
technologies. The Voth are leery of other species, particularly non-
saurians. The belief that they share a common ancestry with a mam-
malian race is utterly repugnant to most Voth. While it is probable
that the Voth will prefer to remain in denial about their origins, it is
possible that the truth will eventually be accepted as such and the
Voth may once again return to the world that was once their home.



Notable Worlds

Many planets in the Delta Quadrant hold indigenous races. Many are lifeless, yet hold other previously unknown wonders. The worlds of the
Delta Quadrant are as varied as those in the rest of the galaxy, yet some hold particular interest for the wayward explorer or lost traveler.

“37's World”

A medium sized Class-M world, this planet has one major landmass
and several smaller islands laid out in an archipelago. It is the sec-
ond of three planets in a system orbiting a medium G-type star. Due
to a less extreme axial tilt than Earth (approximately 8°%), this planet
has considerably less seasonal variation; the mean temperature is
approximately 18° C. Days are approximately 27 standard hours
long and there are 320 local days in a year.

This world, referred to locally as Tellus, is inhabited by the descen-
dants of humans abducted from Earth in 1937 by a race called the
Briori. Originally enslaved and forced to serve, the humans staged
an uprising and drove their abductors away. The Briori were never
encountered by the planet’s inhabitants (or anyone else, for that
matter) since the rebellion ending their subjugation.

Among the abducted humans were Amelia Earheart and her co-pilot,
Fred Noonan. Eight of those originally taken from Earth (including
Earheart) were never revived from stasis because they were be-
lieved dead. Upon encountering the crew of Voyager in 2372, Ear-
heart and the other were revived from their cryogenic slumber.

The humans populated the entire world, developing a society that
closely paralleled that created on Earth over the next four centuries.
While the crew of Voyager hoped that the Briori had left behind
technologies to allow them to return home, they learned that what
the Briori had not taken with them upon their departure was de-
stroyed centuries earlier.

Despite an offer by the planet’s inhabitants allowing Voyager's crew
fo remain there, all chose to continue

planet for only a few hours, the nature of the planet made it appear
as though the vessel was there for millennia. Voyager’s presence
had a profound impact on the development of the population, even-
tually leading them to develop warp capability and leave their planet,
assisting in Voyager's escape.

In spite of — or perhaps because of — Voyager’s influence, the Mest-
hians have managed to develop technologies that allow them to
compensate for the time differential and leave their world, perhaps
someday even to explore beyond their home star system.

“Demon Planet”

The aptly named “demon planet” is a virtual wasteland compared to
typical Class-M planets. Essentially a poisonous desert, temperature
extremes and completely virulent surface conditions, any visit to this
world requires appropriate life support gear. Even then, conditions
will allow visitors to remain only a few hours before the atmosphere
begins to damage the life support gear. In game terms, characters
with appropriate life support can remain on the surface for two hours
without incident, but must then return to their vessel or their suits
take two points of damage each tumn until they are breached. A
rupture in an environment suit on a planet such as this is fatal in (10
- Fitness + Vitality) rounds.

This unusual planet contains a high concentration of deuterium,
making it an excellent source of starship fusion reactor fuel. Unfortu-
nately, it is also called a “demon planet” due to its toxic atmosphere.
This Class-Y world is approximately 78% the size of Earth. Its thick,
noxious miasma of an atmosphere is completely unbreathable to
most humanoids. It is the only planet orbiting a white dwarf star. Its

slow rotation results in days lasting

their journey home. Contact with this
planet has not been made by hu-
mans since \loyager moved beyond
their space, though their technologi-
cal development may some day
allow them to contact or even visit
the planet of their ancestors.

“Blink of an Eye’ Planet”

Unique in the Milky Way, this world —
called Mesthia by its inhabitants —
revolves at a much higher speed
than other planets. In space it is
surrounded by a gravimetric gradi-
ent, pulling passing objects (such as
starships) into orbit. The planet's
core, composed primarily  of
tachyons, has created a substantial
space-time differential. In practical

A Sufficiently Advanced Technology

Federation citizens lost in the Delta Quadrant could very wel
encounter a civilization of humanoids technologically
vanced far beyond themselves. These aliens, the
dants of those encountered by Voyager, would u
be capable (if not completely willing) to provide
the wayward travelers.

On the other hand, perhaps the Mesthi
by the changes brought about by
perhaps by their departure), le
hostile manner to those they
the “people of the Skyshi
their own “Prime Directi

ing aid to a “less
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approximately 88 standard hours.
Due to the distance from its sun the
demon planet has a year consisting
of 1,026 days.

This world is home to mimetic life-
forms, comprised of a “living metal.”
Comprised of deuterium, hydrogen
sulfate, dichromates, and proteins,
upon contact, are able to sample
DNA at a molecular level and re-
structure themselves as duplicates.

Duplicates of the Voyager and its
crew left this planet having lost the
memories of their true natures.
These doppelgangers were eventu-
ally destroyed by changes made to
their warp core which produced a
variety of radiation normally harm-

terms, a second in the normal universe is the equivalent of roughly
one 24-hour day on the surface.

There are a number of continent-sized landmasses as well as sev-
eral smaller islands. The majority of the environmental conditions on
the surface closely mirror those experienced on Earth. From the
planet's point of view, the rest of the universe simply moves very
slowly.

Voyager encountered this world when it was trapped in orbit by the
powerful gravimetric gradient. Though anchored in space near the

less to most humanoids by apparently fatal to the mimetic lifeforms
native to the “demon world.”

Drayan 1l

Drayan Il is a Class-M world that is almost completely earthlike. With
a gravity of 1.02 G, an oxygen-nitrogen atmosphere, seasonal varia-
tion, and day and year lengths nearly identical to Earth, Drayan Il is
practically a twin world.

Drayan Il is a planet with at least three mineral-rich moons and a



native race which ages backwards relative to most humanoids. That
fact was not widely known prior to the USS Voyager’s encounter with
the planet in 2372, due to lack of contact between the Drayans and
other species for several decades.

When the elderly members of the race are preparing to die, they lose
much of their memory and assume a childlike innocence as well as
developing an irrational fear of being stalked by a malevolent and
unseen force.

Tuvok, security chief of the USS Voyager encountered several of
these “children” on a Drayan moon and unwittingly violated their
traditional funerary rites by attempting to protect them. Tuvok later
learned the truth and returned to Voyager.

Enthara

Home of the Entharan people, a race of renowned merchants, En-
thara is a beautiful planet of gigantic mountains and seemingly
boundless violet seas. Nearly 80% of the planet's surface is covered
with freshwater oceans, leaving only slightly more that one-fifth of
the planet’s surface as inhabitable land. Most Entharans living on the
homeworld make their homes in the mountains, which, due to a thick
atmosphere, are very comfortable despite the high altitudes. Enthara
has an average temperature of 22 degrees Celsius and a gravity of
0.92G.

While trading for weapon system upgrades for Voyager, Seven of
Nine accused an Entharan trader called Kovin of assaulting her and
stealing some of her nanoprobes which he then used to assimilate a
test subject. Though these claims

Hiari

Normally a peaceful planet, life on lliari was disrupted when the
Ocampa called Kes was possessed by the consciousness of a for-
mer warlord called Tieran. Under this alien influence, Kes and sev-
eral other lliarians seized power on the planet. The situation was
resolved when Kes mentally overpowered Tieran and regained con-
trol of her body. The rightful heir became Autarch when the con-
sciousness of Tieran was destroyed.

Komar

Komar is a tiny M-Class world that is nearly idyllic by Earth stan-
dards. Thanks to a series of weather control stations, the planet is
kept in a state of constant springtime. Though Komar is no larger
than Mercury, its planetary core composition and relative closeness
to its sun give it a gravity approximately 1.1 times that of Earth.
There are four large continent-sized land masses spaced equidistant
around the equator of the planet. Whether this is natural or the result
of some sort of terraforming is unknown.

A planet of a technically-advanced yet condescending race, Komar
is considered unusual by virtue of the fact that, until its encounter
with the USS Voyager, they had no concept of music. After a trade
agreement was reached, Voyager received numerous technological
advances and other forms of assistance in exchange for various
musical databases.

Mari

were later proven false, Kovin opted Kyria

Mari has an environment similar to
that found on Earth. There has been

to destroy himself and his ship rather
than face the possibility of standing
trial, regardless of whether he was
actually guilty or not, as his reputa-
tion was already in shambles.

Hanon IV

The desolate, desert world on which
the crew of Voyager was stranded
when the Kazon-Nistrim seized their
vessel. It is similar to Earth during
the Pleistocene era, complete with
severe tectonic activity and high
temperatures. Hanon IV has little
surface water and no large oceanic
bodies. Some small lakes and rivers
exist at the higher latitudes thanks to
appreciably lower surface tempera-
tures.

Home to a stone age-level race,
Hanon IV is constantly wracked with
earthquakes and volcanic eruptions.
Hanon IV is also home to a species
of massive, reptilian burrowers that

Though the surface of Kyria was devastated by war wit
Vaskans, many years of conscientious ecological recol
tion have returned this small Class-M planet to a st
to its earlier existence. Thanks to the multitude o
plant life, Kyria has a thriving agricultural base.
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on Kyria are 22.8 hours long and the year
days.

While conducting trade negotiation
Vaskan race, Voyager was inva
Tedran and his group of Kyrian
was forming a military allial
sought to end the arran
Janeway attempted to
hostile intent, he wou
killed by the Vaska

A copy of the Ei
somehow left

some environmental damage due to
aerosolized pollutants, but those
effects have been largely eliminated
over the past few decades. Never-
theless, global warming took its toll,
melting approximately 25% of the
ice. Water levels are finally starting
to recede, but only after many
coastal regions were lost to severe
flooding.

Mari is a world populated by a race
of telepaths on which Voyagers
Chief Engineer, B'elanna Torres,
was arrested for “aggravated violent
thought resulting in grave bodily
harm.” Torres was told that she was
to undergo an engramatic purge, a
medical procedure to identify and
remove the offending images from
her mind. Harboring violent thoughts
is considered a crime on Mari.

After further investigation by Tuvok,
the conspiracy to encourage these
thoughts for the purpose of distribut-

devour unwitting humanoids.

After saving a Hanonian female during a volcanic eruption, the Voy-
ager crew made peace with them. Consequently the Hanonian
“medicine man” provided a balm to ease the illness of the infant
Naomi Wildman. Janeway and her crew were eventually rescued
when Voyager was retaken by Lt. Paris and a group of Talaxian
miners.

ing them on the black market was uncovered and Torres was re-
leased. The Mari people still struggle to come to terms with the con-
nection between violent thoughts and actions as well as their effects
on Mari society.



Monea

An artificial water world created by an ancient race millennia earlier,
this aquatic sphere is a satellite of a nearby, formerly Class-M
planet. The planet that the water-moon orbits was originally the
source of the water. Due to a complete lack of water (as well as
other unknown factors), the planet itself is virtually uninhabitable.
The Monean people inhabit the fluidic satellite, dwelling in submarine
cities, harvesting plants for food as well as extracting oxygen to
power their starships. Monea is tide-locked to the planet, with one
side always facing it and the other always facing away. The atmos-
phere is, oddly enough, very similar to Earth but is high in concentra-
tions of water and sodium chloride. Further, the atmosphere only
extends about seven kilometers above the hydrosphere’s surface.

Upon learning that their world was destabilizing, the Voyager crew
assisted them in determining the cause. Despite learning the true
reasons, the Monean leadership refused to take steps to halt it as it
would negatively affect their way of life. Lieutenant Tom Paris was
imprisoned for thirty days after attempting to violently force the
Moneans to implement Voyager's proposal. To date, the Moneans
are believed not to have made the changes necessary to save their
watery home.

Ondak Prime

A small M-Class world, Ondak Prime is approximately the size of
Mars. Due to heavy mineral deposits, however, the planet maintains
sufficient density to produce a gravity of 0.87 G. Due to continual
windstorms at the middle latitudes, dust and debris is continually
thrown into the atmosphere. This, combined with a high level of
water vapor in the atmosphere, make the planet both dark and hu-
mid most of the time. Only during the planet’s winter does the tem-
perature drop below the average 29° C.

Ondak Prime has a number of small landmasses ranging in size
from a few kilometers across to the largest measuring just under

cooler than Earth and garners somewhat less light and heat from its
H-type star. Rakosa has an extreme axial tilt of nearly 38% This
causes wild seasonal variation often leading to caustic storms and
superlative temperature changes at the higher latitudes. Fortunately
Rakosan weather control technologies are such that they are capa-
ble of mitigating such profound weather patterns.

This world was almost destroyed by Dreadnought, a sentient Car-
dassian missile reprogrammed by Lt. B'elanna Torres to destroy a
Cardassian munitions factory during her time as a member of the
Magquis. After reprogramming the missile and releasing it in the Bad-
lands, Dreadnought was believed destroyed. Instead, the Caretaker
apparently brought it to the Delta Quadrant. Malfunctioning, Dread-
nought mistakenly identified Rakosa as its target and attempted to
devastate it. Torres and Voyager managed to destroy the Dread-
nought missile, saving the Rakosan people.

Takar

Lying just beyond the mouth of an unstable wormhole originating in
the Alpha Quadrant, Takar is a large M-Class world populated by a
pre-industrial race of humanoids. Possessing vast natural resources
and a large population base, it is likely that this world will develop
rapidly. Surface conditions are similar to those found on Earth in
Scotland or on the Caldos colony; cool, dark, windy, and perpetually
raining. The planet’s sun is a dim G-type star. Takar is one of eleven
planets orbiting its star.

After becoming trapped in the Delta Quadrant after traveling through
the unstable Barzan Wormhole (see below), two Ferengi merchants
happened upon Takar and established themselves as a pair of
demigods, ruling the planet with iron fists.

Voyager's appearance eventually drove the Ferengi from the planet
and back through the wormhole to the Alpha Quadrant. Unfortu-
nately this led to a further destabilization of the wormhole thus pre-
venting Voyager from using the same route to return home. Since
the egress of the Ferengi con men,

1000. There is a water to land ratio

the people of Takar have returned to

of approximately 8:1; Ondak Prime is
a world of island-states.

Further, Ondak Prime is a world
under the yoke of the Mokra, an
oppressive and paranoid regime that
conquered much of the world several
years earlier. Mokra soldiers con-
tinue to occupy the majority of the
planet.

Captain Katherine Janeway and
several members of her crew en-
countered the Mokra while in search
of tellurium on Ondak Prime. Chief of
Security Tuvok and Chief Engineer
B’elanna Torres were imprisoned
and tortured by the Mokra out of the
belief that they were aiding the local
resistance movement. Eventually,
through the efforts of a mentally ill
man (who was later killed by Mokra
soldiers), Janeway and Voyager
managed to free their imprisoned

Return of the Vaadwaur

Using their subspace tunnels, the Vaadwaur could easil
travel to another system and establish a new world or possi
even conquer another species. Using modern techn:
and developing or acquiring new starships, the V.
could easily become a recurring enemy for a grou
the Delta Quadrant or elsewhere.

Given the nature of the Vaadwaur and thei
dors, it is entirely possible that they are
throughout the galaxy and are as likel
Beta and Gamma Quadrants as i
rant. Such power to traverse t
Vaadwaur a powerful bargaini
ward travelers. Offers to pi
route to a faraway hol
innocuous pieces of t

their old ways.
Vaadwaur

Five centuries earlier, Vaadwaur was
a near utopia. The planet itself had
achieved a balance normally not
found in nature. The continents held
vast resources as did the ample
saline seas. At its peak, Vaadwaur
was literally a sub-tropical paradise,
with surface temperatures ranging
from 24 to 28° C. Precipitation was
ample but never overpowering.
Tectonic activity was nearly nonexis-
tent. Unfortunately, that all changed
when Vaadwaur was saturation-
bombed from orbit. The land and
water are now totally incapable of
supporting life.

Formerly home to a race of the same
name, Vaadwaur lies amidst a num-
ber of subspace corridors, used by

colleagues and flee the planet.
Rakosa

An average sized Class-M world, Rakosa is a beautiful planet. It is

the Vaadwaur people to traverse the galaxy. Once an aggressive,
warlike and expansionistic people, the Vaadwaur were forced into
artificial hibernation beneath their planet's surface when a number of
their victim races joined forces and decimated their planet's surface



over nine centuries ago. them remains to be seen, but it is well-known that the Vaadwaur are

Through the misguided actions of 7 of 9 and other members of Voy- @ resourceful, cunning, and often ruthless people.
agers crew, the Vaadwaur race was revived and managed to flee
the razed planet that was once their home. What will become of



Spatial Anomalies

There are a number of stellar objects and celestial irregularities in the galaxy, and the Delta Quadrant has no shortage of such occurrences.
There are undoubtedly a variety of previously unencountered phenomena, but some exist that have been charted or encountered. This is by no
means an exhaustive list of phenomena encountered by Voyager, but rather a small sampling of anomalies that they have encountered.

Barzan Wormhole Terminus

At least one terminus point of the Barzan wormhole, found in the
Alpha Quadrant, is within the Delta Quadrant. This wormhole,
while unstable, may occasionally reoccur, the duration unknown
of which is unknown. After Voyager's encounter with the Barzan
wormhole, it became more unstable and its exit vector now var-
ies far more widely than before. It may now conclude in other
regions outside the Delta Quadrant.

Since the Barzan terminus is stable, warning buoys have since been
deployed to mark it. This is certainly a way to travel to the Delta
Quadrant, though the exit vector will be completely random. In game
terms, the Barzan Wormhole leads to the Delta Quadrant. Where its
apertureit opens and how long it remains are both up to the Referee.

Borg Corridor

Called ‘the Northwest Passage” by Commander Chakotay, the Borg
Corridor is an expanse of stars, nebulae, and radiation that form a
passageway through Borg space that the Collective does not patrol.
Due to the unstable nature of this area of space — and also due to
the chaotic subspace vortices and gravitational eddies — it is unwise
to pilot a large vessel through this corridor. Numerous Borg vessels
were lost and hundreds of thousands of drones killed attempting to
navigate this passage before the Collective declared it off limits.

The Borg have determined that this area is far too dangerous to risk
sending large cube ships, but the Collective may send a smaller
vessel such as a sphere or a probe to investigate if appropriate.
Additionally, there are planets within the Borg Corridor; whether
these harbor life is unknown.

Vessels without appropriate weapons and defensive systems, how-
ever, have little choice when traveling through Borg territory but to
attempt to navigate the Corridor or face the very real threat of as-
similation. The only other option is to travel around their space,
adding several years (if not decades) to the journey.

In game terms, travel through the Borg Corridor requires Space
Science (Astrogation) rolls against a Challenging (9) Difficulty every
fifteen minutes to avoid encounters with unpredictable spatial
anomalies and radiation hazards. Failure indicates that ship takes
(d6-1) x 10 points of damage (minimum 10 points).

Fluidic Space

Home to the race known designated by the Borg as Species 8472,
fluidic space exists in a continuum parallel but separate from our
universe. Rather than vacuum, fluidic space is filled with a semi-
organic liquid medium in which Species 8472, the only indigenous
living beings, exist. While the geography of fluidic space is unknown,
it seems apparent that distances do not correlate directly with dis-
tances in the normal universe. Given the proper equipment, a ship
could conceivably traverse fluidic space and return to a far distant
point in our own dimension. On the other hand, perhaps the ability to
traverse such distances is an ability inherent in Species 8472.

In game terms, travel through fluidic space without the aid of a navi-
gator familiar with its geography is very confusing and difficult to
measure. Unless the helmsman makes a successful Space Sci-
ences (Astrogation) roll against a Difficulty of Challenging (10), when

the vessel reenters normal space, it will appear (2d6-1) x 10 light
years away from their desired location in a random direction. On a
Critical Failure, the vessel emerges (2d6-1) x 1000 light years away
from their desired location in a completely counterproductive direc-
tion (if appropriate)!

Gravitational Sinkhole

A gravitational sinkhole is an extremely rare anomaly that acts as
passage to a pocket of “deep space,” or an extradimensional realm
containing a small star system. Encountered by Voyager in 2375, Lt.
Tuvok, Lt. Paris, and the Voyager EMH were sucked through such a
sinkhole and trapped for several months. Oddly enough, due to a
wrinkle in spacetime, time passed far more quickly within the sink-
hole than without. For every second of normal time, over an hour
elapsed within the sinkhole. Using a multispatial probe, Voyager
finally managed to transport its crewmembers and a trapped hu-
manoid female out before the sinkhole was collapsed by an alien
species that had lost numerous vessels to its powerful gravitational
forces. While this anomaly is the only one encountered by Starfleet
thus far, it is likely that there are other sinkholes that are, as yet,
undiscovered.

Due to their compact size, gravitational sinkholes are only detectable
when a ship is within 150,000 kilometers of its event horizon. Unfor-
tunately this is also the distance at which a ship is captured by its
gravity well. In game terms, ships moving to within 150,000 km of
the anomaly are captured by the equivalent of a Rating 10 tractor
beam. Rules for escape are identical to those used when breaking
free from a tractor beam.

If a ship is pulled into the sinkhole, there is no known force or tech-
nique to get it back out. A trapped crew may be saved using a trans-
porter relay, but any vessel trapped there is permanently lost. The
Referee may, of course, allow for some creative role playing to let
the characters escape.

Graviton Ellipse

Subspace anomalies noted for their immense graviton fields, very
little is known about these phenomena. They appear from subspace
at random intervals, swallowing matter and debris, and then revert
back to subspace. Because of their erratic nature and due to the fact
that no one knows how fast they move through subspace, a graviton
ellipse could envelop a starship and then transport it thousands of
light-years through subspace in a matter of seconds. The very un-
predictability of this phenomenon, coupled with its massive energy
signature, is what makes it so hazardous.

Graviton ellipses enter normal space periodically, and remain for
only a few hours before retuming to subspace. In game terms, a
graviton ellipse will enter normal space for 5d6 x 20 minutes before
returning to subspace. The ellipse will eventually return to normal
space at a random location 5d6 x 2,000 light years away (or a dis-
tance determined by the Referee).

A vessel can enter or exit the ellipse at will, but passing through its
membrane can cause severe damage to a ship’s systems. Entering
a graviton ellipse causes 2d6 x 5 points of damage to the vessel.
Further, for every ten points of damage sustained, one system ran-
domly fails and must be repaired or replaced (roll randomly on the



Starship Random Hit Location Table for each system). Assuming a
ship can enter and then exit the ellipse, it is entirely possible to travel
hundreds, even thousands of light years in a few subjective minutes
or hours.

Interspatial Flexure

Essentially a wormhole with one fixed point and one random point,
this anomaly - if studied properly — can yield information about its
next likely appearance. Used by Voyager to assist a number of tele-

Random null space pockets are 2d6 light years in diameter and
contain (d6-1) stars which may or may not have planetary systems.
Sentient races within null space pockets could make for an interest-
ing twist, particularly if they are capable of space travel.

Omega Particles
An incredibly unique and dangerous particle that is nearly perfect in

composition. Due to the particles’ inherent instabilities, Starfleet
issued the Omega Directive, which detailed the procedure through

pathic refugees to escape from the
paranoid Devore Imperium military
regime, the flexure was collapsed
using a couple of photon torpedoes
to prevent pursuit. This phenomenon
is unlikely to be unique; there are
quite possibly many other such
flexures scattered throughout the
galaxy.

In game terms, once its existence is
known, a successful Space Sciences

The Omega Directive

Starfleet, after encountering the unstable destructive power of
the omega particle, issued the Omega Directive. Wheneve!
Starfleet vessel’'s sensors detect signs of an Omega p:
the LCARS access screens throughout the ship di
Greek symbol Q (Omega). Additionally, an enco
containing information concerning the Ome:
well as the information concerning the loc
particle itself are presented in encrypte
to the ship’s commanding officer or
clearance.

which all omega particles should be
destroyed when encountered. This
directive was the result of an omega
particle explosion that devastated an
entire sector of the galaxy. The Borg
Collective, too, encountered the
omega particle. Due to experimenta-
tion with such particles, the Borg
destroyed several sectors of space,
along with several planets, stars,
starships, and many, many drones.

(Stellar Cartography) contest against
a Nearly Impossible difficulty will
allow a starship crew to determine its
next likely appearance within 2d6 x
20,000 kilometers. The difficulty can
(at the Referee’s whim) be reduced
by one point for each of its previous
appearances known to the character
making the attempt.

The random terminus of an interspatial flexure remains stable for
2d6 minutes before collapsing, and a new aperture forms within 4d6
hours.

Null Space Pocket

The existence of the omeg
hazardous by Starfleet.
could conceivably u:
unimaginable pow

A strange phenomenon, null space pockets (also called n-space
pockets) are somewhat analogous to bubbles in a liquid medium.
These bubbles are massive spherical “chunks” of subspace that
have somehow broken away and formed distinct pocket dimensions.
N-space regions sometimes contain one or more star systems and
have diameters ranging from a few thousand kilometers up to sev-
eral light years.

Null space pockets are completely invisible and intangible in both
normal space and subspace, so a starship could actually fly through
one without ever knowing. Detection of an n-space pocket requires
either a custom sensor palette dedicated to their recognition or a
recalibration of standard lateral sensors (a Challenging [10] Ship-
board Systems (Sensors) test); n-space pockets are simply too
amorphous for long range sensors to detect.

Null space regions are self-contained micro-universes unto them-
selves, curving around so that travel within is circular, eventually
leading the travelers back to where they started. This may prove
puzzling to explorers, particularly if they were unaware of their entry
into a null space pocket. Some null space pockets are unstable and
eventually deteriorate, collapsing in on themselves, destroying eve-
rything within.

Becoming trapped in (or escaping from) n-space may be the basis
for a single episode or an entire series, depending on the size of the
bubble. In fact, a crew may not even realize that they have entered
an n-space pocket at all until they find it impossible to leave the
region. Long range sensors will appear to malfunction as they are
reflected and refracted by the null space pocket's “borders.”

At least one species indigenous to
the Delta Quadrant has been found
to use omega particles as a power
source. Through the efforts of Voy-
ager and 7 of 9, the omega particles
were neutralized before they could
cause any damage. Though rarely
experienced in nature, the omega
particle could definitely prove haz-
ardous if a ship ignorant of its nature encountered one.

In game terms, a single omega particle explosion will destroy every-
thing within a radius of 4d6 x 1,000,000 kilometers, including ves-
sels, planets, and even stellar bodies. Since the explosion propa-
gates outward at the speed of light, it is possible to outrun it by mov-
ing away at warp speed.

Particle Fountain

A particle fountain is caused by a rift in subspace with one end near
or even within a stellar object such as a star or a quasar. The other
end, which generally exists quite a distance from its mate, expels
stellar matter and energy like a cosmic geyser. Furthermore, due to
the nature of the fountain’s expulsions, the gravitational fields near it
are wildly unpredictable; an unwary starship can quickly find itself
the unfortunate victim of a particle fountain’s discharge.

A particle fountain causes the equivalent of 40 points of damage
every turn a vessel comes within 100,000 kilometers. Further, the
gravitational currents caused by the fountain will draw in all vessels
incapable of warp travel, eventually destroying them. Traditional
shielding is futile when dealing with a particle fountain, though other
methods, such as metaphasic shielding, may prove more effective.

Subspace Corridor Network

This apparently naturally-occurring network of subspace tunnels
stretches through the Delta Quadrant and has entry and exit points
throughout the Milky Way. Originally discovered by the Vaadwaur
centuries ago, this network was co-opted by the Turei Alliance after
the Vaadwaur were defeated and their planet devastated.

Turei vessels make use of this extensive network of (presumably)
naturally-occurring subspace tunnels, which enable their ships to
travel very fast. Locating and accessing one of these tunnels re-
quires d6+2 rounds and a Moderate (6) Shipboard Systems (Sen-



sors) roll. Further, accessing this network requires 10 power points
times the vessel’s Size.

Afterwards, the vessel travels at an effective speed of warp
9.999975 and requires 2 power points times the vessel's Size to
remain in the tunnel. Upon exiting the subspace corridor, the
helmsman must make a Challenging (9) Shipboard Systems (Flight
Control) roll. Roll 1d6, subtract the amount by which the roll suc-
ceeds (or add the result if it fails).

If successful, multiply the result by 10,000,000; this is the distance in
kilometers (minimum of 0) that the ship reenters normal space from
the target. If the result fails, the result — 1d6 + the amount by which
the roll failed — is the number of light years (minimum of 2) that the
ship reenters normal space from the target.

Subspace Void

Late in Voyager's travels through the Delta Quadrant, the ship and
crew were pulled though a gravitational anomaly into a circular sub-
space realm approximately nine light years across. This region,
separate from normal space, was devoid of any indigenous stellar or

of its total for every day it remains in the anomaly, though a skilled
Engineer can negate this penalty with an Propulsion Engineering
(Warp Drive) or System Engineering (Power Systems) roll against a
Difficulty of Challenging (10)... assuming that appropriate resources
(i.e. deuterium, dilithium, anti-matter, etc.) can be acquired (whether
by raid or by trade).

Escape from the area requires locating the site of a forming graviton
surge, altering the vessel’s shield signature, piloting the vessel back
through the graviton funnel, and jumping to warp speed as soon as
the ship reenters normal space.

Locating the point that a funnel will form requires a Shipboard Sys-
tems (Sensors) roll with a Difficulty of Challenging (9). Altering the
shield signature to allow travel through the funnel requires a Ship-
board Systems (Shields) roll against a Difficulty of Near Impossible
(12). Piloting the ship through the tunnel requires a series of four
Shipboard Systems (Flight Control) or Vehicle Operations (Shuttle-
craft) with Difficulties starting at Routine (4) and moving to Moderate
(7), then Challenging (10), and finally to Nearly Impossible (14).
Failure on any of these rolls ejects the vessel back into the void and

planetary matter or energy detect-
able by standard starship sensors.

Voyager quickly discovered that they
were not alone when they were
attacked by another vessel trapped
in the region. Due to the physics of
the subspace void, Voyager's power
use was increased nearly twenty-
fold, threatening to quickly devour | Roll
their meager energy reserves. After
encountering another vessel, Cap-
tain Janeway and her crew soon
learned that survival seemed de-
pendent on harvesting resources
from newly-arrived vessel while they
were still disoriented from their jour-
ney.

Rather than admit defeat and be-
come predators themselves, the
Starfleet crew formed an alliance
with several other ships, sharing
resources and technologies, in the
hopes of discovering a way out of
the subspace void and back into
normal space. Despite the efforts of
other predatory vessels, Voyager
and it's allies managed to combine their resources and escape the
region by exiting through a gravitational funnel like the one that
trapped them in the first place.

Additionally, a race of highly intelligent, highly adaptable aliens ap-
pears indigenous to the region. They survive aboard derelict vessels,
able to hide thanks to their invisibility to standard sensors. One such
alien, called Fantomé (after the Fantome de I Opera) by Voyager's
EMH, was taught to speak using musical tones produced using a
PADD; members of the race are physically incapable of vocalization.
It was with the assistance of these aliens, who sabotaged the enemy
vessels, that Voyager and it's allies were able to make good their
escape.

In game terms, all power costs aboard starships in this subspace
region are multiplied by 20 due to anomalous graviton forces. Addi-
tionally, the amount of Power available to the ship is reduced by 1%

Cosmibabble Chart

create such occurrences.

While there are a number of spatial anomalies to choose fi
in a Voyager-style setting, sometimes it becomes nec
to create such phenomena “on the fly.” Consequ
present a table for random spatial anomaly gen:
Cosmibabble Chart should provide sufficient

Resuit 1

graviton
particle

causes all primary systems to fail for
1d6 x 3 minutes. Finally, once the
ship emerges from the funnel, it
must immediately jump to warp to
avoid being drawn back in. This
requires a final Shipboard Systems
(Flight Control) roll with a Difficulty of
Challenging (9) to act quickly
enough and achieve the appropriate
speed.

Graviton surges that form the fun-
nels leading to the subspace void
are Nearly Impossible (13) to detect
in normal space with standard sen-
sors unless the operator knows what
to look for. More advanced sensor
palettes may reduce this roll signifi-
cantly (Referee’s option).

“The Void~

Not to be confused with the sub-
space void (above), ‘the Void” is a
vast expanse of space devoid of
stellar matter containing numerous
inherent navigational hazards. It is
inhabited by an unusual alien spe-
cies evolved to live in the lightless environment. Used as a dumping
ground by Malon freighters, the radiation was killing the indigenous
species prior to the intervention of Voyager. This area of space has
become highly toxic due to radioactive contamination. Other than the
complete lack of stellar material, perhaps the most interesting aspect
of the void is the wormhole that spans a distance of approximately
2,500 light years, nearly the entire distance.

The wormhole terminus was situated a few light years from the
Malon homeworld, though its existence was not widely known. The
Voyager's crew disrupted the wormhole upon their departure from
the void to prevent further contamination by the Malon.

In game terms, navigation through such a void is more complicated
than normal space travel. All navigational Tests are made at a Diffi-
culty of (at least) one level higher than normal. These difficulties are
the result of an absence of stellar phenomena with which to plot a
more accurate course.




other Hazards

Besides the traditional spatial distortions and other naturally occur-
ring phenomena, there are also those unusual events that are the
result of accidental or deliberate action on the part of a sentient
being. Examples of this include the coherent tetryon beam created
by the Caretaker’s array that carried so many alien vessels to and
from the Delta Quadrant, the temporal shockwave caused by the
temporal incursion cannon wielded by the Krenim scientist, Annorax,
and the Bajoran wormhole created by the Prophet entities. While the
source of these phenomena may be artificial, they are just as capa-
ble of resulting in interesting consequences for the intrepid crew of a
starship.

Furthermore, there is another category of encounters that characters
may experience. This includes those living, spaceborne entities that
occasionally interact with spacefaring vessels. Again, there are

many incidents of this type catalogued throughout Star Trek lore: the
space amoebae met by the USS Enterprise, the crystalline entity
encountered by the USS Enterprise-D, and the nebula entity carried
aboard the USS Voyager's deck 12 for an extended period. All of
these are examples of cosmic lifeforms that could be encountered by
a wayward starship.

Though there are many other strange and interesting encounters to
be had in space, perhaps the most entertaining are those that come
from the mind of the Referee. The examples presented here are
meant as fuel for the fires of the imagination; use them well and they
may ignite your campaign into a memorable conflagration, but over-
use or abuse them and the fires of creativity will surely reduce your
game to ashes in no time.



