
Admiral 

The Admiralty campaign is focused on the admiral, like a starship or starbase 
campaign is built around the captain. The admiral doesn’t need to be a Player 
Character: the Gamemaster could run a Non-Player Character with the action 
and decision-making focused on the Main Characters as the admiral’s staff. 

Select three additional Focuses, reflecting areas of expertise or subjects that 
pertain to the admiral’s assignment. At the start of each mission, the admiral 
chooses one of their three Focuses, and every Main Character receives that as 
an additional Focus for the mission, due to additional briefings and instructional resources. 

From page 38 of the Command Division Supplement. 

Adjutant 

This is the admiral’s closest advisor and assistant, providing aid and support like 
an executive officer supports a commanding officer. A good adjutant is always 
prepared with mission proposals, alternative plans, and hypothetical scenarios 
to allow the admiral to react to problems. 

At the start of any scene, the adjutant may spend one Momentum (Immediate) 
in order to change the Focus chosen by the admiral for the duration of that 
scene only. The new Focus must be one of the others selected by the admiral. 

From page 38 of the Command Division Supplement. 

Anesthesiologist 

These medical professionals are experts in treating pain and ensuring that 
patients do not suffer during the course of their treatments. This is of particular 
importance during major surgeries and other invasive treatments. 

When the anesthesiologist is providing assistance during a Medicine Task, they 
don not count against any limit on the number of characters that may assist. 

From page 42 of the Science Division Supplement. 



Chief Engineer 

The chief engineer is responsible for ensuring that the ship remains operational 
and functional, and commands the engineering department aboard the ship. 

When aboard the ship, the chief engineer always has the Advantage 
“Engineering Department,” which represents the ship’s complement of 
engineers and technicians. 

From page 127 of the core rulebook. 

Chief Medical Officer 

The chief medical officer, also known as ship’s surgeon, or ship’s doctor, is 
responsible for the health and wellbeing of the crew and other persons aboard 
the ship, and leads the ship’s medical department. A chief medical officer can 
order, and countermand the orders of, senior officers where matters of that 
officer’s health are concerned. 

When aboard the ship, the chief medical officer always has the Advantage 
“Medical Department,” which represents the ship’s medical personnel. 

From page 127 of the core rulebook. 

Chief of Security 

The chief of security oversees the ship’s security department, and is responsible 
for ensuring the safety of the ship and crew during missions, for the investigation 
of disciplinary and criminal matters, and for overseeing protection of important 
persons aboard the ship. On many ships, the chief of security operates from the 
Tactical station on the bridge. 

When aboard the ship, the chief of security always has the Advantage “Security 
Detachment,” which represents the ship’s security personnel. 

From page 127 of the core rulebook. 



Chief Surgeon 

On larger ships, the medical staff may be robust enough to support a dedicated 
surgery team. The head of this team is the chief surgeon. While the duties of this 
role may often be filled by the chief medical officer, when there is a dedicated 
surgeon, a character may choose to assume this role. 

The chief surgeon gains a bonus d20 to Control + Medicine Tasks to treat an 
Injury from a Lethal attack. 

From page 42 of the Science Division Supplement. 

Combat Engineer 

From breaching security doors to erecting makeshift bunkers, combat engineers 
are responsible for dealing with all manner of fortifications (both enemy and 
friendly). They also make sure the squad’s equipment is in good working order. 

When the character succeeds at an Engineering Task during a combat 
encounter, they generate 1 bonus Momentum. 

From page 38 of the Operations Division Supplement. 

Commanding Officer 

The captain. Even if the commanding officer does not hold the rank of captain, 
they will be referred to as captain by their subordinates. Every ship must have a 
commanding officer. 

The commanding officer may spend a point of Determination to grant any other 
character they can communicate with one point of Determination; this does not 
have to be linked to a Value. 

From page 126 of the core rulebook. 



Communications Officer 

More common in the earlier days of Starfleet, dedicated communications officers 
are typically skilled in linguistics and cryptography, and aided with advanced 
translation and decryption technologies, and thus valuable during encounters 
with both new cultures and with hostile ones. 

When a Task attempted by the communications officer is increased in 
Difficulty because of an unfamiliar language or encryption, ignore that 
Difficulty increase. 

From page 127 of the core rulebook. 

Diplomatic Attaché 

A civilian from the Federation Diplomatic Corps and a valuable part of the staff 
who advises the admiral, and briefs them on culture, protocol, and other essential 
information during negotiations and other diplomatic activities. 

At the start of any Social Conflict involving a foreign culture, the diplomatic 
attaché may spend two Momentum (Immediate) to create an Advantage for any 
Main Character present, representing a briefing provided by the attaché. This 
may be performed even if the attaché character is not personally present in that 
scene; it is prior counsel, rather than immediate assistance. 

From page 39 of the Command Division Supplement. 

Executive Officer 

Second-in-Command. The executive officer is the captain’s chief advisor, and 
takes command in situations where the captain is unable to. If a ship does not 
have a dedicated executive officer, an officer in another role should be noted as 
second-in-command, but they will not gain the benefits of this role. 

When another character in communication with the executive officer spends a 
point of Determination, the executive officer may spend 3 Momentum 
(Immediate) to let that character regain the spent point of Determination. 

From page 126 of the core rulebook. 



Explosive Ordnance Expert 

Due to the prevalence of explosives in major conflict zones, someone capable of 
using and deactivating these weapons is critical. 

The character may re-roll a d20 when attempting any Task involving a device 
or piece of equipment with either the Area Damage Effect or Grenade Quality. 

From page 38 of the Operations Division Supplement. 

Fleet Liaison Officer 

A fleet liaison represents the interests of the fleet, and Starfleet as a whole, to one 
of the Federation’s allies. A Starfleet officer will represent the Federation, 
though the Gamemaster may allow other fleet liaison officers; for example, a 
joint Klingon-Federation task force may include a Klingon Empire liaison. 
These officers report to superiors and allow cooperation between allies. 

The fleet liaison officer has an additional Trait: Contacts Amongst X, where X 
is the fleet or service the liaison works with/for. For example, a Klingon 
Defense Force liaison has the trait Contacts Amongst the Klingon Defense Force. 

From page 39 of the Command Division Supplement. 

Flight Controller 

Not a typical senior staff role, some captains, particularly those operating in 
uncharted space, choose the most senior helmsman or flight control officer to 
serve as senior staff as well. 

When the flight controller is required to analyze or repair technology related to 
flight or propulsion, they may use the Conn Discipline instead of Engineering. 

From page 127 of the core rulebook. 



Head Nurse 

On almost any Federation starship, sickbay is staffed by a number of nurses who 
assist the doctors on board with treating patients. There is, however, always a 
senior nurse – with the most experience, who works closely with the chief 
medical officer in managing the nursing staff. 

The head nurse may substitute their Medicine Discipline in place of Command 
whenever attempting to coordinate or direct the medical staff on board the ship. 
Per the Direct Task, this may only be used with characters subordinate to the 
head nurse, and thus would not apply to doctors or surgeons. 

From page 42 of the Science Division Supplement. 

Intelligence Officer 

An intelligence officer receives Starfleet Intelligence, other branches and 
Federation ally reports on strategic and diplomatic developments in the region. 
These reports, and analyses, allow the officer to inform the admiral and other 
cleared personnel about matters that might impact decisions. 

Once per mission, an intelligence officer may create an Advantage without 
requiring a Task or spending any resources. This Advantage reflects some 
detail or insight the officer learned in an intelligence report. 

From page 39 of the Command Division Supplement. 

Operations Manager 

The operations manager manages and oversees all technical operations aboard 
or involving the ship, normally from the Operations station on the Bridge, or in 
conjunction with the chief engineer (on smaller ships, one officer may fill both 
roles). This often entails taking on the duties of a science officer, if there is no 
dedicated science officer in the senior staff. 

When the operations manager succeeds at a Task assisted by the ship’s 
Computers or Sensors, or using a tricorder, the character generates one bonus 
Momentum, which may only be used on the Obtain Information Momentum spend. 

From page 126 of the core rulebook. 



Physician’s Assistant 

Filling a role between doctor and nurse, physician’s assistants are trained medical 
personnel that have attended medical school, but are not full doctors. Unlike 
nurses, however, they have sufficient training to diagnose and treat most minor to 
moderate conditions, and can make medical recommendations as well as 
prescribe medications. For more complex or life-threatening conditions, the 
physician’s assistant will call in a full doctor and then provide assistance. 

When providing assistance to another character attempting a Medicine Task on a 
patient that the physician’s assistant has already treated with a successful Medicine Task – the 
physician’s assistant provides two d20s to the Dice Pool instead of the usual one d20. 

From page 42 of the Science Division Supplement. 

Science Officer 

A science officer is responsible for advising the commanding officer of all matters 
scientific, providing hypotheses in matters concerning the unknown. Not all ships 
have a dedicated science officer within the senior staff, often having the 
operations manager take on these duties. 

When the science officer succeeds at a Task assisted by the ship’s Computers 
or Sensors, or using a tricorder, the character generates one bonus Momentum, 
which may only be used on the Obtain Information Momentum spend. 

From page 127 of the core rulebook. 

Ship’s Counselor 

On larger ships and starbases, it’s common to have personnel dedicated to the 
mental soak. Some captains regard them as valuable advisors, as their training 
covers both culture and psychology, making them exceptionally good at reading 
the moods and intentions of others. 

After succeeding in a Task to determine the emotional state or intent of another 
living creature, the ship’s counselor gains one bonus Momentum, which may 
be used on the Obtain Information Momentum spend. 

From page 127 of the core rulebook. 



Squad Leader 

Each combat squad must have one leader. This character serves as the 
commanding officer for the team. 

When using the Direct Task, the squad leader may assist using their Security 
Discipline, in place of Command. In addition, this Task is considered to have 
used the Command Discipline for all purposes. 

From page 38 of the Operations Division Supplemnet. 

Strategic Operations Officer 

This officer coordinates the movements and activities of vessels and forces in a 
given region or on a particular mission. Typically officers with a keen 
understanding of strategy, they advise the admiral and adjust plans 
independently when they cannot consult the admiral. 

Regardless of rank, the strategic operations officer has authority over all 
vessels and forces linked to their region or mission. They may reduce the 
Difficulty or Persuade Tasks with the commanding officers of those vessels 
and forces by 1, to a minimum of 0. 

From page 39 of the Command Division Supplement. 

Hazard Team Leader 

The Hazard Team Leader is responsible for training an elite force for high-risk 
missions, consisting of tactical officers, medics, pilots, and marksmen. 

A Hazard Team Leader may activate special personnel (p.185), called a Hazard 
Team (Opportunity 1, Escalation 1), twice per mission (for an Alpha squad and 
a Beta squad). These Hazard Teams may be used as Advantages to support 
both Security and Medicine Tasks, making them more versatile than a Security 
Team. Each ship may only have two Hazard Team squads at any one time. 
Activating Personnel does not count against Crew Support. 

Created by Tony Pi. 



Combat Pilot 

For away team missions into hostile zones or the pilots of the Starfleet Marine 
Corps, these specialized pilots are especially skilled at weaving through weapons 
fire and avoiding enemy ships. 

When the Combat Pilot attempts an Evasive Maneuver Task (p. 222) they gain 
a bonus d20 to their Daring + Conn roll. 

Created by Mephit James. 

Damage Control Specialist 

Everyone in a starship’s Engineering Department is used to repairing damage to 
the ship’s system as quickly and efficiently as possible. During battles or 
hazardous conditions, the damage control efforts are overseen by a secondary 
department head who leads repair teams to hold the ship together. 

When the Damage Control Specialist assists another character with repairing a 
damaged subsystem (including when they are attempting the Damage Control 
Task) they allow the main acting character to re-roll one d20. 

Created by Mephit James. 

Search and Rescue Leader 

When away teams go missing or ships are disabled and lost, these security 
personnel lead the effort to locate and retrieve them. For the Starfleet Marine 
Corps this is a common mission type so any division will have an SAR Leader. 

The Search and Rescue Leader can use the Direct Task to assist other 
characters with scanning for lifesigns or missing ships. When they succeed in 
this Task they gain a bonus Momentum which can be used for the Obtain 
Information Momentum spend. 

Created by Mephit James. 



Transporter Chief 

Transporters are one of the most miraculous technologies on a starship, though 
many Starfleet officers take them for granted. Every engineering subsystem has a 
specialist in charge, but the transporter chief is especially important because of 
the frequent use of the transporters and the dire risks when the system is 
malfunctioning. They are responsible for maintaining the transporter systems 
and staff, and are usually the most skilled operators called in for tricky 
situations. 

When using transporters, the Transporter Chief gains a bonus d20 to their Control + Engineering 
roll. 

Created by Mephit James. 

Squad Weapons Specialist 

Teams of Starfleet Marines are the best-trained soldiers in the Federation, but 
each team has an expert devoted to maintaining their weapons and safety 
measures. This is more than just making sure the phasers keep firing but also 
making sure that heads-up systems (such as target-linking eyepieces and 
exographic targeting sensors) are functioning and optimized as well as picking 
the right equipment to bring on a particular mission. 

Once per mission, the Squad Weapons Specialist can Create an Advantage 
without rolling or making an action. This reflects their optimization efforts between missions and 
should affect one Main Character’s equipment or a specific class of equipment brought on the 
mission (such as phaser rifles, tricorders, or targeting sensors).  Created by Mephit James. 

Morale Officer 

This is not a typical role among the crew, but some starships maintain an informal 
morale officer when in tense situations. Most often this is a civilian onboard who 
maintains a social area on the ship, but on large ships with trying missions or 
aboard starbases this might be a formal assignment for someone trained in 
public relations or counseling. 

The Morale Officer may start a scene once per mission to boost people’s 
moods. This scene should take at least an hour (meaning it cannot be activated 
in tense situations) during which the Morale Officer can use the Rally Task. If successful, this 
Task generates two bonus Momentum which must be spent on removing a Complication affecting 
one of the characters present. 

Created by Mephit James. 
 


