5] GAREER PATH: GOMMAND £

Cammand officers face fough deckins every day. Siuatians
can arge ot 0 moment's notice that require on officer's
ntfention.

Seedsor plays on table. Each Drumhead, Important
Guests, of Lineup dilemma first “stops” one OFFICER
[your thoice).

2] GAREER PATH: SCIENGES K

Sturfleet's primary gonl & to expbre. Sometimes that
exphmtion leaves science officers in dangermus situntians.

Seedsor plays onfable. Nanites, 0do's Cousin, and
Subspace Fradure "stop” one SCIENCE personngl
chmdomseleniun when overrome, and their point
oxesare reducedfo 0.

@ GAREER PATH: ENGINEERING  "ED

Evenwithout the endless stream of hazands, keepinga
station running &0 26 houra-doy job for engineers.

Seedsor playsontable. Any ENGINEER wha helps
overrme of nullify Invidivm Leak, lsolinear Puzzle,
Duonetic Field Generator or Alien (abyrinthis
“stopped "

(@ GAREER PATH: SEGURITY £

Security office s must be prudent in res ponding o all fypes of
disturbonces aboard stations ond storships.

Seeds or ploys ontable. Each Hate Crime, Kidnappers,
Misguided Activist, or Security Precautions dilemma first
“stops” ane SECURITY [random selectian].

5] GAREER PATH: MEIGAL [

Fvenwithout the endless stieam of hozards, keepingn
station running &0 26 houro-day pb for engineers.

Seedsor plays on table Adds 1to allskill requirements
[and triplesany @ requirement) on Aphasia Device,
Invasive Procedures, and Vantika's Neural Pathways.

| FOR THE UNIFORM |

Seedontoble Downloodone *Career Path” mrd. Your
"Career Path” wrds may not be nullified. Once per
gume, you may suspendrluy todownlood an

ilemma related to your tace up“Career Path’ ardand
seed it beneath any mission, then disoard incident.




