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You may spend Determination to grant 
any other character you can commu-
nicate with 1 Determination; this does 
not have to be linked to using or chal-
lenging a value.
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When an allied character in communi-
cation with you spends Determination, 
you may spend 3 Momentum (Imme-
diate) to enable that character to re-
gain the spent point of Determination.
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Whenever you create a trait represent-
ing a piece of equipment, or an alter-
ation made to existing equipment, any 
character who benefits from that trait 
while you are present in the scene 
may re-roll a d20.
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You reduce the opportunity cost of 
engineering teams by 1, to a mini-
mum of 0. Further, when you attempt 
a task to perform repairs to a starship 
or attempt to push the ship’s capabili-
ties beyond its normal limits, you may 
spend 1 Momentum (Immediate) to 
re-roll a d20.
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You reduce the opportunity cost of 
weapons and security teams by 1, to 
a minimum of 0. Further, when you 
succeed at an Attack against an ene-
my during personal combat, you may 
spend 1 Momentum to increase the 
Difficulty of that enemy’s next Attack 
by 1.
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When you succeed at an Attack with 
the ship’s weapons, you may increase 
the damage rating of that weapon sys-
tem by spending 1 Momentum rather 
than 2.
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When you attempt an engineering 
task related to flight or propulsion, you 
may use your Conn rating instead of 
Engineering. When you succeed at a 
Conn task to pilot a starship, you gen-
erate 1 bonus Momentum to be used 
on that task (bonus Momentum may 
not be saved).
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When you attempt a science task re-
lated to astrophysics or stellar naviga-
tion, you may use your Conn rating in-
stead of Science. When you attempt 
or Assist a task to maneuver a starship 
through difficult or dangerous terrain, 
you may spend 1 Momentum to ignore 
a complication suffered (Repeatable).
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When you succeed at a task assisted 
by the ship’s Sensors or Computers, 
or a task using a tricorder or other 
sensing device, you may ask one ad-
ditional question as if you had spent 
Momentum on Obtain Information.
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You reduce the opportunity cost of 
medical equipment and medical teams 
by 1, to a minimum of 0. Further, when 
you attempt a task using your Medicine 
rating, and you have assistance, you 
generate 1 bonus Momentum (bonus 
Momentum may not be saved).
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You have two additional focuses, 
which must relate to medicine fields 
of study. However, your ship cannot 
use Crew Support to introduce sup-
porting characters who are medical 
personnel.
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When you Assist a character suffer-
ing from a trait representing a nega-
tive emotional state, you may re-roll 
your assist die.
	 Additionally, once per mission, 
you may spend a scene counselling 
a character who has challenged one 
of their values during the current mis-
sion.
	 At the end of the scene, the char-
acter may rewrite their crossed-out 
value immediately, rather than waiting 
until the end of the mission. If they do 
this, they immediately gain 1 Determi-
nation as well.
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When you attempt a task assisted by 
the ship’s Computers or Communica-
tions systems, do not roll the ship’s 
assist die: instead, count the ship’s 
die as if it had rolled a 1.
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Choose a single character—another 
player character or an NPC—who you 
are assigned to protect. When you are 
in the same zone as that character, 
you may spend 1 Momentum (Imme-
diate) when that character is attacked 
to have the Attack target you instead. 
If you do this, the attack’s Difficulty is 
increased by 1.
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You gain one additional value, which 
must reflect the importance of your 
work to you. In addition, select one of 
your focuses—this is the field you are 
an expert in. When you use this focus 
on a task and succeed, you generate 
1 bonus Momentum (bonus Momen-
tum may not be saved).
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Once per adventure, you may create a 
trait without requiring a task or spend-
ing any Momentum, Threat, or Deter-
mination. This trait must reflect infor-
mation, physical resources, or access 
to a location (such as access codes 
or identification data) provided to you 
by a contact or by  your agency.
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Once per adventure, you can ignore 
the opportunity costs on up to three 
items of equipment being acquired 
by other player characters. You may 
even allow other player characters to 
obtain items not normally available to 
them (such as disruptors to a Starfleet 
crew, or items which are restricted or 
illegal), though you add 1 Threat for 
each such item provided.
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You represent the official government 
your organization belongs to—i.e., 
if you are a member of the Bajoran 
Militia, you represent the current 
Bajoran government. 

You gain an additional Directive, 
which only applies to you, which re-
flects the political stance of the gov-
ernment you represent. Your game-
master will work with you to determine 
the wording of this Directive. 

It serves to provide you with a source 
of complications and potential restric-
tions when acting against the inter-
ests of your government, and benefits 
when you are acting with the full sup-
port of your superiors.
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When attempting to read, understand, 
or speak a language unfamiliar to you, 
you may spend 2 Momentum (Imme-
diate) to piece together a basic under-
standing of that language immediate-
ly, enough to convey simple ideas. 

This allows social tasks to be 
attempted in this language, but the 
complication range of these tasks is 
increased to 18–20. 

Deeper study, at the gamemaster’s 
discretion, allows you to remove this 
penalty and discuss more complex 
ideas.
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