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Dilemma

If your personnel have faced another dilemma during this 
mission attempt, this dilemma is cost +2. Unless you have 
five or more personnel, randomly select a personnel to 
return to his or her owner’s hand and this dilemma returns 
to its owner’s dilemma pile.

“Mister Spock, equip a landing party of five to accompany me to 
the planet’s surface. Include Doctor McCoy and a biologist.”
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It’s Only a Paper Moon 
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Dilemma

Your opponent reveals his or her hand. For each non-ship card 
revealed this way that has a cost of 4 or more, add 5 to each 
of this dilemma’s attribute requirements. Unless you have 
Integrity>25 or 2 Programming and Cunning>25 or 
Strength>25, all your personnel are stopped.

“Don’t you get it? This is nowhere. It’s an illusion. And so am I. In fact, 
the only thing in this entire program that isn’t an illusion is you.”
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Assassin Team 
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Dilemma

Your opponent chooses a personnel to be stopped. If he or 
she commands three Assassin personnel, that personnel is 
killed instead and all of your personnel are stopped.

“I thought it was on stun.”

4

Miner Revolt
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Dilemma

Randomly select personnel until their total cost is 6 or more. 
Those personnel are stopped.

“The captain said for you to wait here, and here is where you’ll wait.” 
“That murdering monster’s in there and we’re going to kill it.” 
“You’re going to stay here.”

3

Causal Recursion
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Dilemma

Unless you choose to remove five cards in your 
discard pile from the game or have three missions 
worth 40 or more points each, place this dilemma 
in your core. You need an additional 10 points to win the 
game. When you score points from an event, you may 
remove this dilemma from the game.

“Before we can go forward, the cycle must end.”

2 Covert Ambush
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Dilemma

Unless you have a personnel with 2 Engineer or a 
personnel with 2 Programming, place this dilemma 
in your core. When your personnel is about to be placed in 
an opponent’s brig, this dilemma’s owner may remove this 
dilemma from the game to randomly select an additional 
personnel present to be placed in that opponent’s brig.

“Maximum power to the shields. Kill the music.”

3

Echo Papa Attack
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Dilemma

Your personnel cannot gain skills while facing this dilemma. 
Unless you have these requirements:  – Medical, 
Officer, and Security; or  – Leadership, 
Navigation, and Programming, randomly select a 
personnel to be killed and this dilemma returns to its 
owner’s dilemma pile.

“To be totally armed, is to be totally secured.”

3 He Wasn’t Nice
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Dilemma

This dilemma is cost +5. Your opponent names a personnel. 
Kill each personnel with that card title.

“He’s gone! I didn’t mean to do that. He made me do it! He 
laughed at me.”

0

Occupational Hazards
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Dilemma

Unless you have 2 Acquisition or 2 Treachery, randomly 
select a personnel to be killed and this dilemma returns to its 
owner’s dilemma pile.

“My, that is quite toxic, isn’t it? … Vorta are immune to most 
forms of poison. It comes in handy when you’re a diplomat.”

3



Unorthodox Tactics
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Dilemma

Unless you command more ships than your opponent 
or command an event that has a cost of 4 or more, 
place this dilemma in your core. When an engagement 
begins, this dilemma’s owner may remove this dilemma 
from the game to make a ship Weapons +4 and Shields +6 
until the end of the turn.

“The nutation modulation has them confused.”

1

Technique of a Desperate Man
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Dilemma

Unless you have Anthropology and 2 Officer or two 
Temporal events in your core, place this dilemma in 
your core. When one of your personnel begins a mission 
attempt, this dilemma’s owner may remove this dilemma 
from the game to place a dilemma beneath one of your 
completed missions on the top of his or her dilemma pile.

“Interesting move, sir.”

1

Punishment Box
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Dilemma

Unless you destroy one of your equipment or 
have Engineer and a personnel with Honor and 
Leadership, randomly select an Officer to be stopped and 
place this dilemma in your core. At the start of each of your 
turns, choose one of your Officer personnel to be stopped.

“In time, you’ll understand that this is a simple and effective way 
to maintain law and order in our community.”

4

Stupefy
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Dilemma

Consume: 1. (Your opponent places the top card of his 
or her dilemma pile face up beneath this mission.) Place 
this dilemma in your core. When your opponent’s dilemma 
is revealed, he or she may remove this dilemma from the 
game to add one level of one skill that is in that dilemma’s 
requirements to that requirement until the end of dilemma.

“Now, you do know what a bilateral kelilactiral is?”

0

Well-Prepared Defenses
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Dilemma

Unless the missions you command are worth more 
total points than the total points of missions 
your opponent commands, your opponent chooses a 
personnel to be stopped.

“Riker has no honor. He tricked me!”

2

Slightly Overbooked
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Dilemma

For each mission worth 40 or more points that your opponent 
commands, this dilemma is cost –2. Unless you have three 
personnel who each have a cost of 4 or more, each of 
your personnel who has a cost of 2 or less is stopped.

“We’re having a bit of a panic at the airlocks, sir. Far more 
passengers than we can handle have shown up. They all claim to 
have made arrangements to leave.”

6

You Vant to Go Back?
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Dilemma

This dilemma is cost +3. Reveal the top card of your deck. 
Unless the cost of that card is odd, your opponent 
chooses a personnel to be returned to his or her owner’s 
hand.

“Of all of the … son of a … couldn’t you have waited two seconds? 
He was just about to explain the whole thing!”

0

Unfair Terms
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Dilemma

For each mission worth 40 or more points that your 
opponent commands, this dilemma is cost –2. Randomly 
select three personnel. Each of those personnel who has a 
cost of 2 or less is killed.

“On the contrary, they’re extremely fair, since your alternative 
is death.”

6

Spatial Interphase
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Dilemma

For each mission worth 40 or more points that your opponent 
commands, this dilemma is cost –2. Your opponent chooses a 
personnel who has three or less  icons to be killed.

“When she went, it must have taken the captain with it.”

6



•Horga’hn
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Equipment

Artifact. (To play this card, you must have completed a 
mission requiring Acquisition, Anthropology, or Archaeology.) 
Order – Choose a number of your stopped personnel present 
who each have a cost of 4 or more. Shuffle this equipment into 
its owner’s deck to unstop each of those personnel.

Symbol of sexuality from the pleasure planet Risa. To display 
one is to announce that the owner is seeking jamaharon.

3 Self-Sealing Stem Bolts
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Equipment

Order – If you own this equipment, you may choose an 
opponent. Place this equipment aboard one of his or her ships 
(he or she now commands this equipment) to make him or 
her place an equipment he or she commands and owns on 
one of your ships (you now command that equipment).

“He doesn’t have any latinum. Let’s trade for something.”

2

B’aht Qul Challenge
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Event

To play this event, you must command a completed mission 
and an Anthropology Klingon. Each player randomly 
removes a number of cards in his or her discard pile from 
the game equal to the number of missions worth 40 or 
more points he or she commands. The player that removes 
the cards with the highest total cost scores 10 points. (In the 
case of a tie, each tied player scores.) Destroy this event.

0

Always Welcome
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Event

To play this event, you must command six  personnel. 
Plays in your core. When you play a  personnel that 
costs 4 or more, each player may choose one: draw a card; 
or discard a card from hand to draw two cards.

“So. Five card stud, nothing wild, and the sky’s the limit.”

0

Defensive Upgrades
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Event

To play this event, you must command six  personnel. 
Plays in your core. When your event is about to be 
destroyed by a card an opponent owns, you may destroy 
this event instead. When your event or interrupt is about to 
be prevented, you may destroy this event instead.

“Right now, I’ve got five thousand photon torpedoes armed and 
ready to launch.”

1

Delirium
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Event

Plays in your core. When the opponent on your right’s 
personnel begin a mission attempt at a mission worth 35 or 
less points, you may draw one extra dilemma and spend one 
extra in total cost on dilemmas.

“Well, either choke me or cut my throat. Make up your mind.”

3 •Duranja
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Event

To play this event, you must command six  Anthropology 
personnel. Plays in your core. At the end of each of your 
turns, you may take a card from your discard pile and 
place it on the top of your deck.

“Raka-ja ut shala morala. Ema bo roo kana, uranak. Ralanon 
Bareil, propeh va nara ehsuk shala-kan vunek.”

5

Coordinated Counterattack
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Event

To play this event, you must command six  personnel. 
Plays in your core. Opponent’s personnel cannot gain skills.

“Unless we find a way to destroy the creatures without killing 
their human hosts, my command responsibilities will force me to 
kill over a million people.”

3

Ensnared
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Event

Capture. To play this event, you must command six  
 personnel. Name a personnel and choose an opponent to 

reveal each copy of that personnel he or she commands. You 
may discard the top five cards of your deck to choose one of 
those personnel at a non-headquarters mission and place him 
or her in your brig. Remove this event from the game.

“There’s no one here. There’s no lab.”

2

 å



•Relentless Charge  
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Event

To play this event, you must command six  personnel. 
Plays in your core. At the start of each player’s turn, you 
may remove this event from the game to make that player 
choose one: stop his or her staffed ship at a non-headquarters 
mission; kill a personnel he or she commands; or lose 5 points.

“… you can either kill them, or they’ll kill you. Either way, 
they’re coming.”

1•Noble Intentions
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Event

To play this event, you must command six  personnel. 
Plays in your core. When you play a  personnel, 
you may discard the top card of your deck to download 
a personnel of a different species. If neither of those 
personnel are Human, you may draw a card. You may do 
this only once each turn.

“When it comes to my crew, you won’t get any argument from me.”

0

For Better or For Worse
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Event

To play this event, you must command six  personnel. 
Plays in your core. At the start of each of your turns, 
each player places the top card of his or her dilemma pile 
beneath the opponent on his or her right’s incomplete  
non-headquarters mission.

“You made me a better person, even though I put up one hell of 
a fight. I look forward to our journey together.”

2

Leverage

NO
T E

ND
OR

SE
D 

BY
 CB

S O
R P

AR
. P

IC.
❶

17 V 33

Event

Plays in your core. When a personnel is about to be killed 
by a dilemma, the player who commands that personnel 
may choose an opponent and place that personnel in that 
opponent’s brig instead.

“I wanted prisoners!”

2

Parting Thought
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Event

Q. Plays on a mission. When your dilemma is revealed at 
this mission, you may discard a card from hand to add one 
level of one skill that is in that dilemma’s requirements to 
that requirement until the end of dilemma.

“Perhaps there is a residue of humanity in Q after all.” 
“Don’t bet on it, Picard.”

3

Imperfect Replacement
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Event

Plays in your core. While you command a personnel you do 
not own, the player who owns that personnel cannot play a 
personnel with the same card title.

“The replica was convincing?” 
“Very convincing, but not perfect.” 
“Not perfect in what way?” 
“Well, sir, I find it hard to believe you’re that good a singer.”
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Greed

NO
T E

ND
OR

SE
D 

BY
 CB

S O
R P

AR
. P

IC.
❶

17 V 30

Event

To play this event, you must command a personnel with  
2 Treachery. Discard a card from hand to draw a card 
for each dilemma you own that is in an opponent’s core. 
Destroy this event.

“It took a lot of effort to get you here. But I was sure it would be 
worth it. I was right.”

0

Jem’Hadar Entrenchment
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Event

To play this event, you must command three Jem’Hadar. 
Plays on a mission worth 35 points or less (limit one 
per mission). Add 2 Leadership to each of this mission’s 
requirements.

“And if we cannot restore communications?” 
“Then we will hold this world for the Dominion … until we die.” 

3

Favor the Bold
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Event

Temporal. To play this event, you must command three 
personnel who have a cost of 4 or more. Lose 5 points 
to choose your completed mission. Return each dilemma 
beneath that mission to their owners’ dilemma piles. That 
mission is no longer completed. Remove this event from 
the game.

“Mister Castillo … inform the crew we’re going back.”

4



•Wariness
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Event

To play this event, you must command six  personnel. 
Plays in your core. While an opponent owns six cards that 
have been removed from the game, your  personnel that 
cost 4 or more may be excluded from random selections.

“Forgive me, my old friend, but I must use all my experience 
now to get home.”

4Tenuous Alliance
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Event

To play this event, you must command Mouth of the 
Wormhole and six  personnel. Choose one of your  

 personnel. Each player removes from the game a 
number of cards from the top of his or her dilemma pile 
equal to the cost of that personnel. Remove this event from 
the game.

“Here we go … They’ve seen him.”

4

Down to Business
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Interrupt

To play this interrupt, you must command six  personnel.  
Order – Each player discards a random card from hand. The 
owner of the discarded card that has the highest cost takes a 
dilemma from beneath an opponent’s mission and returns it 
to its owner’s dilemma pile. (In the case of a tie, prevent this 
interrupt and place it on the bottom of its owner’s deck.)

“I’ll match anyone’s best offer, and add the gold on top of it.”

Alarming Rumors
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Interrupt

To play this interrupt, you must command Athos IV and six  
 personnel. When an opponent plays a non-ship card, 

discard a card of the same card type from hand to prevent that 
and place that card on top of its owner’s deck.

“You’re not one to sneak around and attach implosion devices to 
impulse engines; but, believe it or not, some of your brethren are 
willing to do such things.”

Rebuilding the Fleet
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Interrupt

To play this interrupt, you must command a personnel with  
2 Engineer or a personnel with 2 Medical. 
Order – Each player counts the number of ships costing 6 or 
more in his or her discard pile. Then each player shuffles each 
personnel and ship from his or her discard pile into his or her 
deck and draws cards equal to the number of ships counted.

“We’ll have the fleet back up in less than a year.”

Bridge Officer’s Test
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Interrupt

When your personnel with 2 Leadership is facing a dilemma 
and that dilemma is about to stop all of your personnel, the 
opponent on your left chooses a personnel present. Kill that 
personnel to prevent and overcome that dilemma.

“Sir, that crawlspace is in a warp plasma shaft. He would never 
survive the radiation.” 
“I know.”

Posturing

NO
T E

ND
OR

SE
D 

BY
 CB

S O
R P

AR
. P

IC.
❶

17 V 43

Interrupt

To play this interrupt, you must command three  personnel. 
When your personnel is attempting a mission, choose an 
opponent and remove the top card of his or deck from the 
game to add the cost of that card to that personnel’s attributes 
until the end of the mission attempt.

“You will withdraw or I will be forced to destroy your ship and 
your away team.”

Improved Scenery
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Interrupt

Order – Discard a random card from hand to examine a 
number of dilemmas on the top of an opponent’s dilemma 
pile equal to the cost of the discarded card. Remove this 
interrupt from the game.

“A few months ago, when I was commanding the Defiant on a 
scouting mission into the Gamma Quadrant, we encountered a 
protostar cluster … It was the most beautiful thing I ever saw 
… until now.”

•Demonstrate Aggressive Intent

Any affiliation (except  or ) may attempt this mission.
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Astrometrics, Honor, Navigation, Officer, 
Security, and Cunning>40 

When your personnel complete this mission, you may destroy 
your staffed ship that costs 5 or more here to download two 
Damage cards and place them on an opponent’s ship.

Near New Bajor: “There was no need for a suicide attack.”



•Honor the Fallen
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Engineer, 2 Honor, Medical, Officer, and 
Integrity>38

When your personnel complete this mission, you may remove a 
personnel in your discard pile from the game to restore all Range 
of each of your ships.

Monac Shipyard: “… we can fire an EM pulse at the sun.”

•Obtain Illegal Embryos

NO
T E

ND
OR

SE
D 

BY
 CB

S O
R P

AR
. P

IC.
❶

40

3
17 V 48

Biology, Exobiology, Medical, Security, 
Treachery, and Cunning>40

When your Medical personnel is about to be stopped by a 
dilemma at this mission, you may kill him or her instead to 
download a Genetically Enhanced personnel.

Cold Station 12: “Thousands of your brothers and sisters are waiting to be born.”

•Explore Extradimensional World

Any affiliation (except ) may attempt this mission.
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Anthropology, 2 Exobiology, Science, 
Transporters, and Cunning>32

Your personnel cannot attempt this mission if it was attempted by 
your personnel on your previous turn.

Meridian: “Our planet has a dual existence … it shifts between this 
dimension and another.”

•Protect Wormhole
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Astrometrics, Engineer, 2 Navigation, 
Science, and Cunning>40 

When a player is about to move a ship between this mission and 
a Region: Bajor System mission, do not add 2 to the span total 
of those missions.

Near Wormhole: “That’s a very colorful way to describe a comet …”

•Seek Savior
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Anthropology, Biology, Honor, Law, and 
Integrity>40

At the start of each of your turns, if this is your first turn, name 
a personnel. When your personnel complete this mission, if an 
opponent commands that personnel, score 10 points.

Sendrii system: “You will know me before I know the world.”

•Reestablish Neural Cooperative
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2 Anthropology, Biology, Exobiology, 
Security, and Cunning>38

Region: Nekrit Expanse. When your personnel complete this 
mission, you may take up to three Borg personnel from your discard 
pile and place them on the bottom of your deck in any order.

Nudios: “We’re not Borg anymore. We’ve learned from our past.”

•Kira Nerys
 Lela

INTEGRITY 6 CUNNING 6 STRENGTH 6

Bajoran

Diplomacy Honor Law Leadership  
Officer Security

Host. When you play this personnel, you may take a card 
from your discard pile into hand.

“After all, what is a person but the sum of their memories?”

3
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•Shakaar Edon
 First Minister of Bajor

INTEGRITY 7 CUNNING 6 STRENGTH 6

Bajoran

Diplomacy 2 Honor Law 2 Leadership 
When you play this personnel, if you have completed a 
mission requiring Anthropology or Leadership, he is cost –4. 
When your personnel complete a mission worth 40 or more 
points, you may unstop each of your stopped  personnel.

“I’ve been a soldier and I’ve been a politician. I have to say, I’m 
starting to think being a soldier was easier.”

4
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Scrutiny Drone
 

INTEGRITY 5 CUNNING 5 STRENGTH 5

Borg

Anthropology Programming Science
Drone. When you play this personnel, choose an opponent. 
You may draw a card for each non-headquarters mission 
worth 35 points or less he or she commands.

TASK: Discover and examine potential resources. Prioritize.

3
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•Nador
 Curious Commander

INTEGRITY 3 CUNNING 6 STRENGTH 6

Cardassian

Archaeology Astrometrics Geology Law 
Navigation Officer Physics Treachery

Commander: Rokassa. Gul. When you play this 
personnel, if you have completed a mission requiring 
Officer or Treachery, he is cost –4. While you have 
completed a mission worth 40 or more points, each  

 personnel present is attributes +1.
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•Madred
 Persistent Inquisitor

INTEGRITY 2 CUNNING 6 STRENGTH 5

Cardassian

Exobiology Medical Officer 2 Treachery
Gul.  
Order – Choose an opponent. That opponent guesses 
how many cards that have a cost of 4 or more are in your 
hand. Reveal your hand. If that opponent is correct, kill this 
personnel. Otherwise, he is attributes +3 until the end of turn.

“I didn’t ask you about Minos Korva. I asked how many lights you see.”
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Dikut’ukan
 

INTEGRITY 5 CUNNING 4 STRENGTH 7

Jem’Hadar

While this personnel is facing a dilemma, he may gain 
Security and a skill from a Changeling present until the end 
of the mission attempt. You may do this only once each turn.

“I … I want to … know more about my people. Who I am and 
where I come from.”
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•Breen Founder
 Persuader

INTEGRITY 4 CUNNING 7 STRENGTH 7

Changeling

Archaeology Engineer Exobiology Geology 
Intelligence Science Transporters 

Founder. Infiltrator. Shape-shifter. When you play 
this personnel, if you have completed a mission requiring 
Engineer or Science, she is cost –4.

Founder infiltrators worked not only to destabilize their enemies, 
but to recruit new allies into The Dominion.
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•Cal Hudson
 Convincing Recruiter

INTEGRITY 4 CUNNING 6 STRENGTH 6

Human

Diplomacy Law Leadership Navigation  
Physics Security Treachery

Commander: Javert. When you play this personnel, 
if you have completed a mission requiring Leadership or 
Security, he is cost –4. While present with this personnel, 
each  personnel present gains .

“Every Federation colonist knows you never go out alone at night.”
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•Geordi La Forge
 Battleship Engineer

INTEGRITY 6 CUNNING 6 STRENGTH 5

Human

Astrometrics 2 Engineer Honor  
Physics Programming Science

Order – If this personnel is present with your personnel who 
has a cost of 4 or more and he is aboard your  ship, return 
him to his owner’s hand to place that ship at your mission.

“Starboard power coupling is down, containment field generator 
three is damaged. Attempting to bypass.”
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Karl Jaeger
 

INTEGRITY 6 CUNNING 6 STRENGTH 5

Human

Archaeology Geology Honor Physics  
Science 

You may play this personnel at cost +2 to examine and 
remove four cards in a player’s discard pile from the game. 

“Notice the period, Captain. Nine hundred light years from Earth. 
It’s what might be seen through a viewing scope if it were 
powerful enough.”
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•Kathryn Janeway
 Regretful Leader

INTEGRITY 5 CUNNING 6 STRENGTH 4

Human

Biology Diplomacy Engineer Leadership 
Officer Physics Programming Science

Admiral. When you play this personnel, if you have 
completed a mission requiring Engineer or Science, she is 
cost –4. When you play this personnel, each player may 
download an equipment card or a Temporal card.

“It’s time to let go of the past, and start thinking about your future.”
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Nagata
 

INTEGRITY 6 CUNNING 5 STRENGTH 6

Human

Astrometrics Engineer Physics  
Programming Transporters 

You may play this personnel at cost +1 to draw three cards 
for each headquarters mission the opponent on your left 
commands, then place three cards from hand on the bottom 
of your deck. 

“Scotty told me to do this.”
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•William Ross
 “Temporary” Ally

INTEGRITY 5 CUNNING 6 STRENGTH 6

Human

Astrometrics Diplomacy Law Leadership 
Navigation Officer Science Security 

Admiral. Commander: U.S.S. Bellerophon. When 
you play this personnel, if you have completed a mission 
requiring Diplomacy or Officer, he is cost –4. While facing a 
dilemma, this personnel gains Intelligence and Treachery.

“This conversation never happened.”
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•Nilva
 Lascivious Chairman

INTEGRITY 5 CUNNING 6 STRENGTH 4

Ferengi

Acquisition Biology Diplomacy Law  
Leadership 

When your personnel present complete this mission, if it is worth 
40 or more points, you may take up to three cards from your 
discard pile and place them beneath your Ferenginar.

“You drink Slug-o-Cola, don’t you?”
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•Brunt
 Acting Grand Nagus

INTEGRITY 3 CUNNING 6 STRENGTH 4

Ferengi

Acquisition Law Leadership  
Programming Treachery 

When you play this personnel, if you have completed a 
mission requiring Acquisition or Treachery, he is cost –4. When 
you play this personnel, if you command a mission worth 40 
or more points and three  personnel, score 5 points.

“Who knows? You might find me in a charitable mood.”
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•Uri’lash
 Silent Servant

INTEGRITY 4 CUNNING 5 STRENGTH 7

Hupyrian

Biology Navigation 2 Security Treachery
Order – Stop your  Treachery personnel present to take 
a card from beneath your Ferenginar into hand. You may do 
this only once each turn. 

”…”
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•K’mpec
 Protector of the Empire

INTEGRITY 5 CUNNING 7 STRENGTH 6

Klingon

Diplomacy Law 2 Leadership Security
Chancellor. At the start of each of your turns, you may 
stop six  Leadership personnel you command to spend 5 
additional counters this turn.

“The empire will not be destroyed for one family’s honor.”
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•Kohlar
 Pilgrim Commander

INTEGRITY 6 CUNNING 5 STRENGTH 7

Klingon

Astrometrics Diplomacy Honor  
Leadership Officer

Commander: I.K.S. Voq’leng. While this personnel is 
attempting a  mission, each of your Klingon personnel 
present is attributes +1.

“What evidence did our ancestors have when they began this 
journey? Nothing but their faith.”
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•Morak
 Pilgrim Cynic

INTEGRITY 4 CUNNING 5 STRENGTH 7

Klingon

Astrometrics Physics Science 
While this personnel is facing a dilemma at a  mission 
he gains Security, Transporters, and Treachery.

“Kohlar and many of the others won’t agree.”
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•T’Greth
 Pilgrim Contender

INTEGRITY 5 CUNNING 5 STRENGTH 7

Klingon

Biology Engineer Exobiology Geology 
Navigation 

While this personnel is eligible for a random selection at a 
 mission, you may destroy your Assault event to exclude 

one of your Klingon personnel present from that selection.
“I’ll see you on the field of battle.”
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•Tristan Adams
 Deranged Psychiatrist

INTEGRITY 4 CUNNING 6 STRENGTH 5

Human

Anthropology 2 Medical Science Treachery
You may play this personnel at cost +2 to name a dilemma. 
Each copy of that dilemma this personnel faces this turn is 
prevented and overcome. When you play this personnel, if 
you have completed a mission requiring Anthropology or 
Treachery, he is cost –4.

“Captain, the pain increases unless you obey me.”
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•T’Pau
 Syrrannite

INTEGRITY 7 CUNNING 7 STRENGTH 6

Vulcan

Archaeology Geology Honor  
2 Leadership Physics

Dissident. When this personnel begins a mission attempt 
at a mission worth 40 or more points, she may gain all 
skills from a Dissident present until the end of this turn.

“You may be witnessing the start of a new era, not only for 
Vulcan, but for Earth as well.”
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•T’Les
 Syrrannite

INTEGRITY 6 CUNNING 7 STRENGTH 6

Vulcan

Exobiology Geology Honor 2 Science 
Dissident. When this personnel begins a mission attempt 
at a mission worth 40 or more points, you may choose a 
personnel present. That personnel gains Dissident until the 
end of this turn.

“I’ve been growing disillusioned with Vulcan society for some time.”

3

NO
T E

ND
OR

SE
D 

BY
 CB

S O
R P

AR
. P

IC.
❶

17 V 75

Delvok
 

INTEGRITY 6 CUNNING 6 STRENGTH 6

Vulcan

Astrometrics Biology Honor Medical 
Security 

Dissident. 
“Word has already spread of the discovery. It may take years to 
translate all of the writings.”
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•Taibak
 Prodigious Conditioner

INTEGRITY 2 CUNNING 3 STRENGTH 3

Romulan

Biology Engineer Exobiology Medical  
Programming 2 Science Treachery 

When you play this personnel, if you have completed a mission 
requiring Exobiology or Science, he is cost –4. This personnel 
is Cunning +1 and Strength +1 for each different card type an 
opponent owns that has been removed from the game.

“I apologize for your discomfort.”
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Ptol
 

INTEGRITY 4 CUNNING 6 STRENGTH 6

Romulan

Archaeology Biology Engineer Geology 
Officer Programming Security

When you play this personnel, reveal four cards from the top of 
an opponent’s dilemma pile. This personnel is cost –1 for each 
dual dilemma revealed. Then replace them in the same order.

“I’m receiving an alien transmission from within our vessel … 
Triangulating now, sir.”
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Upexi
 

INTEGRITY 4 CUNNING 6 STRENGTH 6

Reman

Exobiology Programming Security
When a random selection is made, if this personnel is facing 
a dilemma at a mission worth 40 or more points, you may 
stop this personnel to ignore its result and select again. 

Reman soldiers are trained in marksmanship as well as close-quarters 
combat, making them deadly assailants in any combat situation.
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•Nathan Samuels
 Earth Minister

INTEGRITY 5 CUNNING 6 STRENGTH 5

Human

Diplomacy Law Leadership 
When you play a non-Human  personnel at your Earth, 
if you command two missions worth 40 or more points, that 
personnel is cost –2.

“Earth’s survival depends on alliances with other species.”
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•A.G. Robinson
 Prototype Captain

INTEGRITY 6 CUNNING 6 STRENGTH 6

Human

Astrometrics Engineer Honor Leadership 
2 Navigation Officer Science

Commander: NX-Prototype. When you play this 
personnel, if you have completed a mission requiring 
Astrometrics or Navigation, he is cost –4. Each of your  

 ships is attributes +1.
“Starfleet doesn’t just want a great pilot. They want a great captain.”
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•Syrran
 Desert Wind

INTEGRITY 8 CUNNING 7 STRENGTH 7

Vulcan

Anthropology Archaeology Diplomacy  
2 Honor Leadership

Dissident. When this personnel begins a mission attempt at 
a mission worth 40 or more points, you may draw two cards.

“Infinite Diversity in Infinite Combination. Words that are a mere 
shadow of its true meaning. Surak tells us that the story of the 
IDIC has no end. But it begins here, at Mount Seleya.”
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•Rokassa
 Tampering Vessel

RANGE 8 WEAPONS 8 SHIELDS 8

Galor Class

While your corresponding Commander is aboard this ship, 
each  personnel aboard this ship gains .

“That ship was responsible for reprogramming the Array. … It 
is the same class and energy configuration as the ship we saw in 
the imaging logs.”
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•Javert
 Maquis Flagship

RANGE 6 WEAPONS 6 SHIELDS 6

Condor Class

While this ship is at your  mission that is worth 40 or less 
points and your corresponding Commander is aboard this ship, 
your personnel may attempt and complete that mission with 
these requirements: Leadership, Security, Treachery, and 
Strength>36.

“I’ve never seen a ship configuration like that before … it 
almost seems like someone modified an old support courier.”
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•U.S.S. Bellerophon
 Conference Host

RANGE 9 WEAPONS 9 SHIELDS 8

Intrepid Class

When you play this ship, you may place a  Diplomacy 
personnel from your hand aboard this ship.

“This is a golden opportunity to gather intelligence on Romulan 
intentions and military capabilities.”
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•I.K.S. Voq’leng
 Ship of Prophecy

RANGE 8 WEAPONS 7 SHIELDS 6

D-7 Class

Cloaking Device. While you command Qo’noS and no 
other  missions, you may play this ship at your  

 mission. While this ship is at a  mission, you may 
play  personnel and equipment aboard this ship.

“My people have always known the voyage would be long and 
difficult, but the scrolls said we would be rewarded.”
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Orion Interceptor
 

RANGE 6 WEAPONS 6 SHIELDS 6

Interceptor Class

While you command another ship that has a cost of  
6 or more, this ship is Range +2. While this ship is at  
a  mission or a mission worth 40 or more points, it is 
Weapons +4 and Shields +4.

“There never used to be Orions in this area. They must’ve 
expanded their range of operations.”
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Bird-of-Prey
 

RANGE 7 WEAPONS 6 SHIELDS 6

Bird-of-Prey Class

Cloaking Device. This ship is Range +1 for each  
 personnel aboard who has a cost of 4 or more. This ship 

is Weapons +1 and Shields +1 for each  personnel 
aboard.

“They’re rumored to be an aggressive, territorial species but the 
Vulcan High Command has never made direct contact with them.”
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NX-Prototype
 

RANGE 5 WEAPONS 0 SHIELDS 0

NX Class

This ship is Range –1 for each Human aboard. When this ship 
moves to a non-headquarters mission, you may download a 
Damage card and place it on this ship. When a Damage card 
is placed on this ship, you may download a  card.

“NX control: I thought we built a warp ship so we could go to warp?”
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•Assimilated Transport 
 

RANGE 5 WEAPONS 4 SHIELDS 4

Transport Class

Order – Kill six personnel you command but do not own 
aboard this ship to place the top three dilemmas of the 
opponent on your left’s dilemma pile beneath this mission. 
You may do this only if this ship is at one of your non-
headquarters missions.

“I think it’s safe to assume these aliens reconfigured the engines 
using technology from their own ship.” 
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•U.S.S. Dauntless
 False Hope

RANGE 9 WEAPONS 7 SHIELDS 7

Dauntless Class

To play this ship, you must command three personnel of the 
same affiliation. When you are about to play this ship, it 
becomes that affiliation. 
Order – Discard a card from hand to download Quantum 
Slipstream Drive. You may do this only once each turn. 

“Starfleet didn’t send us this vessel and you aren’t here to help. 
Is this your ship?”
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