
ARTIFICIAL LIFEFORMS

There are various forms of artificial lifeforms: androids and robots, sentient computer

sof twa re (h olog ram s an d se ntien t co mp ute rs.)

AN DR OID

Personality: Androids run the gambit from emotionless automaton to sentient

creatures with emotions and similar personality quirks to biological beings.

Physical Description: Androids are designed to resemble humanoid beings.  They can look

like any kind of humanoid creature.

Culture: Androids are not common enough to have their own culture, instead they

emulate the culture and habits of their creators.  Female androids are sometimes

referred to as gynoids.

Language: Federation Standard and others

Comm on Names: Data, Lore, Lal

SO ON G- clas s A nd ro id

Species Adjustments: +3 Strength, +2 Vitality, +2 Intellect

Spe cies  Ab ilities:  

%¸ ME CH AN ICA L: A nd ro ids  are  co nst ruc ted  fro m v ario us m ate rials , bu t ar e m os tly

non-organic/biological.  They are invulnerable to pisonic attacks and biological

hazards.  They ½ their injury modifiers, but are incapable of natural healing and

mu st b e re pa ired .  (Co nst ruc t, an dro id o r S ys E ng   �  the  tar ge t nu mb er is

equivalent to the medical skil l targets for damage.)  Soong style androids also can

operate in space without spec ial equipment.

%¸ DA TA BA SE: M ost  and roid s are  pro gra mm ed w ith a p letho ra o f info rm ation . 

The y m ake m ost  kno wled ge t est s at T N 5  and  rec eive a  +2  to a cad em ic tes ts.  

%¸ SENSE OF TIME:

%¸ BONUS FLAW : Emotionless.  Most androids are incapable of emotional response

or understand of emotional response, though some systems can evolve

emotions.  (The flaw can be bough t off.)  -2 to savvy and presence-based tests

%¸ BONU S FLAW : Behavior Restraints.  Most androids have  �Asimovs �  �  behavioral

programming loosely based on the Three Laws of Robotics created by author

Issac Asimov.  It is the equivalent of level 2 Pacificist flaw.

%¸ BONUS FLAW : Diminished Social Status.  Many biological beings are intimidated

or frightened by artificial beings.  As a result, they receive a -1 to social skills.

%¸ BO NU S TR AIT : Ag eles s. 

DA YS TR OM  MK III A nd ro id

Species Adjustments: +2 Strength, +2 Vitality, +2 Intellect



Species Abilities:

%¸ MECH ANICAL: The Mark II I is based on medical cybernetic technologies and are

invu lnerab le to  ps ion ic at tac k an d b iolo gic al inf ec tion .  Th ey c an o pe rat e in

anaerobic conditions, but are susceptible to the extreme cold of space.  They do

not self-repair (construct or repair/android to repair with target numbers the

sam e as  me dica l test s for  the s am e da ma ge r ating s) an d ½  the e ffec ts o f injur y. 

They do not test for fatigue.

%¸ DATABASE: Mark I I I androids are allowed to explore whatever information

attracts their attention as they develop.  They have a wide wealth of knowledge

and  eff ec tive ly ne ver  for ge t w hat  the y lea rn.   Th ey r ec eive  a + 2 t o an y ac ade mic

tes ts,  and  all kn ow led ge  skills  ma y be  use d u ntr aine d w ith a  TN 5 fo r an y da ta in

public domain.  They may spend 3 pts in development to gain the journeyman

and/or engineering certification abilities.

%¸ COMPU TER INTERFACE: +4 to computer use tests.

%¸ SENSE OF TIME

%¸ BONUS FLAW : Emotionless or Emotionally Immature.  Soong-style and other

androids were often incapable of emotional awareness; Mark I II  �s develop

em otio nal a wa ren ess  ove r th e sp ace  of a  yea r or  tw o.  A ll and ro ids  be gin  wit h th is

flaw, which can be bought off at the GM �s discretion.  -2 Savvy, -2 to social tests.

%¸ BONUS FLAW : Diminished Social Status.  Android life is general distrusted or

viewed as inferior, though few admit this.  -1 to social tests.

%¸ BONU S FLAW : Behavioral Restraints.  All android have behavioral restraints that

act as a Pacifist 2.  Mark II I androids have proven to be able to evolve past these

 � Asimovs � , though they prove a moral/ethical core to the lifeform.

%¸ BONUS TR AIT: Ageless.

ARTLIECT (ARTificial intelLECT)

Artilects encompass artificial l ifeforms without a bodyform per se: holograms, sentient

computer software, sentient computers.

HOLOGRAPHIC LIFEFORM

Personality: Holograms are usually programmed with the personality quirks of the being

or characters they were based on.  All holograms are dependent on a computer system

in wh ich the ir intellec t res ides.  A s suc h, a ho logra m c anno t be k illed by an  attac k on it �s

projection; the computer must be destroyed or the program hacked/deleted.

Physical Description: Holograms are composed of holographic light patterns and force

field s.  T heir  ge nerat ion  req uire s sp ec ialize d equip me nt;  as s uc h, th ey a re u sua lly lim ited  in

their mobil ity to a room or facil ity.  They usually have a specific appearance, but can often

ch ang e it t o s uit t heir  nee ds .  Th ey c an a lso  be  inc or po rea l, by  cu ttin g o ut t he f or ce  field

elements of their projection.

Culture: Holograms are not common enough to have their own culture, instead they

em ulate  the c ultur e an d ha bits o f the ir cre ato rs. 



Language: Federation Standard and others

Comm on Names: EMH  program, Professor Moriarty 

Species Adjustments: +2 Intellect

Species Abilities:

%¸ HO LOG RA PH IC: T he e ntity  is a ho logr am .  It can  bec om e se lectiv ely inc orp ore al. 

It is immune to biological or psionic attacks, and can be invulnerable to physical

atta cks .  (It �s emitt ers , how eve r, are  not ...)

%¸ PROGR AMM ED: Most holograms are purpose-specific.  They begin only with the

knowledge necessary to fulfi ll  their function.

%¸ COMPU TER INTERFACE: The hologram gains a +4 to computer use tests.

%¸ BONUS FLAW : Limited Mobil ity.  The hologram is limited to a specified area or

area in which it can manifest.

%¸ BONUS FLAW : Diminished Social Status.  Most people don �t consider

holographic forms  � l ife � .  -2 social tests and -2 Savvy.

SENTIENT SOFTWARE

*** Th is ty pe  of a rtif icial lif efo rm  is clo ser  to t hat  of a  cre atu re t han  a pla yab le

character.***

Personality: Sentient software runs the gambit from emotionless AI to sentient

creatures with emotions and similar personality quirks to biological beings.

Physical Description: Sentient Software resides in a computer system and is often

pa ras itic o r sy mb iotic  to t hat  sys tem .  Th ey m anif est  usu ally a s ho log ram s o r via

audiovisual devices.

Culture: Sentient software is not common enough to have their own culture, instead

they emulate the culture and habits of their creators.

Language: Federation Standard and others

Co mm on N am es:  

Species Adjustments: NO PHYSICAL STATS, +2 Intellect

Species Abilities:

%¸ ARTILECT: Sentient Software requires a platform to operate on.  It usually can

only use a portion of the computer �s resources, so it is limited in computation

pow er a nd c an b e de stro yed  if dele ted  or th e pr ogr am  me mo ry ar ea d am age d. 

However, an artilect can be copied and run on multiple platforms.

%¸ COMPU TER INTERFACE: +4 to computer use/retrieve and /hacking



%¸ PROGR AMM ED: Most sentient software starts out as a specialize expert

system or a copy of a biological brain pattern.  Choose a program package for

Early Life.

%¸ BONU S FLAW : Emotionless or Emotionally Immature.  Most sentient software

doesn �t have the resources or need to develop emotional awareness.  -2 Savvy

and to social tests.

%¸ BONU S FLAW : Diminished Social Status.  Most sentient software is not seen as

 � l ife � .   -1 social tests.

%¸ BONUS FLAW : Limited Mobility.  Most sentient software cannot manifest

physically, unless as a hologram.

SENTIENT COMPUTERS

Personality: A mainstay of science fiction, sentient computers run the gambit from

emotionless machines overse eing cities and planets to sentient creatures with

emotions and similar personality quirks to biological beings.

Physical Description: Most sentient computers are tied into city or planetary command

and control grids, and as such can manipulate the world through outside systems.  They

are  usu ally imm obile  them selve s. 

Culture: Sentient computers are not comm on enough to have their own culture, instead

the y em ulate  the c ultur e an d ha bits o f the ir cre ato rs. 

Language: varies

Common Names:  Vaal , M5

Species Adjustments : +3 Intellect, -3 Strength

Species Abilities:

%¸ MECHA NICAL: Computes are immune to psionic and biological attacks.  They

cannot heal naturally and (often) unaffected by adverse pressure and

temperature conditions.

%¸ DATAB ASE: Sentient computers usually have access to planetary, if not larger,

databases.  They gain a +2 to academic tests, and all knowledge skil ls are used

untrained with a base TN of 5.

%¸ SENSE OF TIME

%¸ BON US FLA W: Em otionless.  Sentient com puters are  often em otionless.  -2

Savvy and to social tests.

%¸ SY STE M C ON TR OL: O ften , sen tient  com put ers  run  cities  and  wh ole w orld s.  As

suc h, th ey c an m anip ulat e ve hic les,  bu ildin gs , et c. t hro ug ho ut t he r anc ge  of t heir

co ntr ol.



SENTIENT STARSHIPS

(Shouldn �t these be sentient computers with a system control abil ity that controls the

ship ?  Su re!  B ut th is is ea sier...)

Personality: Sentient starships run the gambit from emotionless automaton to sentient

cre atu res  wit h em otio ns a nd  sim ilar p ers on ality  quir ks t o b iolo gic al be ing s.  T heir

personality is also often based on their function: warships are more aggressive, science

ves sels m ore  cur ious ...

Physical Description: Whatever the ship their in looks like.

Culture: Sentient starships are too rare to have a  �culture � .  Usually, they emulate the

culture of the beings that constructed them.

Language: varies.

Co mm on N am es:  

Sp ec ies A dju stm ents: S entien t st ars hip s � phys cial t rait s ar e dete rm ined b y th e sh ip

clas s o f th e ve sse l.  Th eir in telle ct b on us is  bas ed  on  the ir co mm and  tra it, as  is th eir

quickness for initiative.

Species Abilities:

%¸ MECHA NICAL: Starships are unaffected by biological and psionic attacks.  They

cannot heal naturally and require repair from their crew.

%¸ SENSE OF TIME

%¸ BONUS FLAW : Emotionless or Emotionally Immature.  Like most artilects and

oth er a ritif icial b eings , se ntie nt s tar ship s ta ke a  wh ile to  be co me  em otio nally

aware, if they ever do.  -2 savvy and to social skills.

%¸ BONU S TRA IT: +2 renown for sen tient starships due to the rarity of this trait.

%¸ BONU S FLAW : Behavioral Constraints.  The starship cannot act without the

express orders of her captain or crew.  Only in the event of crew incapacitation

can the vessel act independently.

NEW TRAITS AND ABILITIES

NEW ABILITIES:

Computer Interface: The artificial lifeform can l ink to computers, either directly or

through a transceiver.  It al lows a +4 to computer use skills.

Database: The artificial lifeform has access to incredible amounts of data.  It gains a +2

to a cad em ic tes ts an d all kn ow ledg e skills  can  be u sed  unt raine d w ith a b ase  of T N5 . 

Also, they can buy the journeyman and/or engineering certification abil ities during

construction.



Holographic: The lifeform is a hologram, with its intellect stored in a computer

somewhere.  It can render itself incorporeal; immune to physical attacks.  It is also

immune to biological infection and psionic attack.  However, the emitters and computer,

can  be p hys ically a ttac ked ...

Limited Molbil ity: The entity can only manifest in a l imited area: a room, deck, or ship.

Mechanical: The l ifeform is mechanical in nature.  It is immune to biological infection and

psionic attack.  It cannot heal naturally and must be repaired (construct or

repair/ andro id or co mpu ter vs . the sam e test  as a m edical tes t for th e level of d ama ge.) 

Androids ignore ½ the injury modifiers.  Most are able to withstand vacuum and

extremes of temperature.

Pr og ram me d: T he lif efo rm  is lim ited  to t he s pe cific  fun ctio n.  It  rec eive s a + 1 t o all

professional skil ls, but a -2 to all not professional one.

Systems Control: The computer or machine has control over a specified set of systems

in an area.

NEW TRAITS:

Ageless: The character does not show any signs of age.  No upgrade.

Behavioral Constraints: The being is programmed with behavioral inhibitors that prevent

them from taken hostile action against their owners, crewmates, or biological creatures

in general.  Acts as Pacifist 2.  Upgrade: sentient starships are rarely able to act without

the orders of their superiors.

Diminished Social Status: The character is not accepted by the g eneral population.  -1 to

social tests.

Emotionless/Emotionally Immature: The entity is either devoid of emotional awareness

or is inexperienced.  They receive a -2 Savvy and to social tests.

NEW EARLY LIFE PACKAGES:

Relic of a Lost Civil ization

You were found on a far-flung world, the last testament to a dead race or inventor.

Pick 1 Skil l:  Culture (civi lization) +2, Computer Use +2, Specific World 2

Pick 3 Skil l:  Athletics +1, Construct +1, any one Knowledge skill  +1, Repair +1, any one

Science skil l +1, Survive +1

Pick 1 Trait: Alert, Curious, Innovative

Scientific Experiment

You are a scientific experiment that has escaped or gone not-so terribly awry.

Pick 1 Skil l:  Computer Use +2, any one Knowledge +2, Construct +2

Pick 3 Skills: Athletics +1, any one Knowledge +1, Investigate +1, Repair +1, Stealth +1

Pick 1 Trait: Contacts, Curious, Skill  Focus (Furtive), Unyielding

Uploaded Perso nality



You had yourself moved into a computer or android before the moment of death.

Pick 1 Skil l:  Computer Use +2, Systems Engineering +2, Physical Sciences +2

Pic k 3  skills : Co nst ruc t + 1, a ny o ne En gin eering  +1 , an y on e E nte rpr ise s kill + 1, R ep air

+1, Systems Operations +1

Pick 1 Trait: Contacts, Curious, Unyielding, Wealth

PROGRA MMING PA CKAGES  (take the place of an Early Life package)

Combat Training

You were designed for combat operations.

Pick 1 Skil l:  Energy Weapon +2, Tactics +2, Unarmed Combat +2

Pic k 3  Skills : At hlet ics  +1 , an y ot her  Co mb at s kill + 1, In ves tiga te + 1, O bs erv e + 1, R ep air

+1, Stealth +1

Pick 1 Trait: Alert, Bold, Dodge, Martial Artist, Sherpa

Emergency Medical Programming

Your m ain focus is medical treatm ent.  Yu we re designed to  augme nt the me dical staff

of a unit or ship.

Pick 1 Skil l:  First Aid +2, Medicine +2

Pick 3 Skills: Administration +1, Investigate +1, Life Science +1, Observe +1, Repair +1,

Systems Operations +1

Pick 1 Trait: Skil l Focus (Compassionate), Meticulous, Thinker

Engineering Programming

You were designed and programmed to aid engineers in the field or on board a ship.

Pick 1 Skill: any one Engineering skill +2, Computer Use +2, Repair +2

Pick 3 Skil ls: any another Engineering skill  +1, Construct +1, Repair (if not taken above)

+1

Pick 1 Trait: Bold, Curious, Contacts, Meticulous, Skil l Focus (Craftsman)

Espionage Programming

You were designed to spy on other culutures.

Pick 1 Skill: Investigate +2, Observe +2, Stealth +2

Pick 3 Skil ls:  Appraise +1, Computer Use +1, Energy Weapon +1, Impersonate +1,

Inquire +1, any Knowledge skil l +1, Streetwise +1

Pick 1 Trait: Contacts, Cultural Flexibility, Friendly, Shrewd, Unyielding

Service Programming

You wer e made to aid biological l ife be more co mfortable or efficient.

Pick 1 Skil l:  Administration +2, any Knowledge skil l +2, Operate Vehicles +2, System

Operations +2

Pick 3 Skil ls: Computer Use +1, any one Knowledge skill  +1, Inquire +1, Observe +1



Pick 1 Trait: Blends In, Contacts, Friendly, Meticulous

 � Toy �  Programming

You were made and programmed to entertain your owner or those around you.

Pick 1 Skil l:  any Entertain skil l +2, Influence +2

Pick 3 Skil ls: another one Entertain skill  +1, any Knowledge skill  +1, Observe +1,

Streetwise +1

Pick 1 Trait: Cultural Flexibil ity, Friendly, Skill  Focus (Seductive)


