Jeffries Tube #1, the Basics 

Developing your character, writing a biography 
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Character writing is the first step taken on the road to Role Playing Gaming. It is an important step. Your character is a "fantasy" person, representing you inside the RPG/SIM universe. You'll find your simming much more rewarding if you invest time and genuine effort into developing and defining your biography, as you would for a real person. Your imagination must be set free to not only picture this character, but also to give it enough depth, detail and background to let your fellow players picture the character also. The better you establish the 'flavor and texture" of your Player Character, the easier it will be for other to envision not only how he/she looks, but how the PC acts, responds, speaks, etc,. You may want to start with a blank piece of paper, or fire up the word processor. Access some Star Trek reference materials whenever you need to. Much of it is available instantly on the Internet, or you could visit your local library or bookstore to find relevant data. At the bottom of this page is a bibliography (list of common resources) for your use, ranked pretty much by ease of accessibility: 

There are generally two ways to approach creating a Player Character (a PC). You can: 

* a.) Select the job you want first, then build up your character's talents/attributes around that assignment. 
* b.) You can select a position that the character seems suited for. 



Generally speaking, the first method works out better, but if you wish to start with a job position, skip down to "Trying on a Job", and then return to this portion later. 

This is the Bio general format used for Jaresh-Inyo biography writing, Note: Not all fields are required however as much detail as possible is helpful. 




Name: 
Rank: (given by Captain) 
Status: Active 
Current Post:
Nickname: (if any) 
Age: 
Place of Birth: 
Race: 
Gender: 
Height: 
Weight: 
Hair: 
Eye Color: 
Languages: 
Marital Status: 

Physical Description: 

Personality/Psych profile: 

Family History: 

Personal History: 

Academic record: 

Official Starfleet record: 

Commendations: (if any) 

Hobbies: 

To begin outlining your character, you should start with choosing your characters race and gender. If you happen to be a beginner at RPG, it would be a good idea to select a human of your own gender. It will be easier for you to empathize naturally with the way the character behaves and acts in a given environment. Even more experienced players have difficulty at times with portraying correctly the activities of certain races, such as Vulcans and Klingons. 

If you have RPG experience, you may find more imaginative to play a character from another race, or even another gender. Races commonly used within our sim are: Human, Vulcan, Bajoran, Klingon, Bolian, Trill, Betazoid, and Orion. We normally do not use races that are usually considered enemies of the Federation, such as the Borg, the Founders, Species #8472 or Q.  And there are difficult to be races like Romulans who while not an active enemy is not exactly on friendly terms with the Federation. Even mixes of these races are normally considered a security risk aboard a Starfleet vessel, so being a crewman is highly unlikely though can be considered on a case by case basis, but boy your backstory better be good! *grin*. 

Some mixed race characters do occur (such as LT Saavik in the Star Trek movies as a half-Romulan), but such a choice needs to be talked over with the Captain before making your bio. If you desire a mixed heritage character, ensure the combination is of races is both compatible and reasonable. Races that are historical enemies, or physically incompatible are unlikely mates. Usually race will narrow the choices of where the PC was born. 

The next step in the process should be outlining your character's physical attributes. You will decide how old your PC is, his/her height, his/her weight. Select both Hair and eye color. A complete description will even include style of hair. Physical stature: follows after this. Describe your characters general build. Usually a few descriptive words like tall, lanky, short, well muscled, overweight, is enough to start with. Does the character have any other unique physical attributes that define them, such as a tattoo, large hands, or previous injuries? These will further help you make your character come alive to both yourself and the other players. 

After you've figured out the physical attributes, choose a few basic personality traits that dominate your characters personality. This will be put under Personality/Psych profile. Think of a few basic adjectives that describe the qualities your character possesses. What are the PC's strengths and weaknesses? As you make these decisions, a mental picture of your character will begin to form in your mind. 

Now is the time to hash out your characters past history. This is broken up into two sections. Personal and Family history covers the time span from birth until your character attended the Academy/military school. In this section of your bio, describe the PC's parents and other family. Provide details such as: Where was your character born? What was childhood like for the character? Were there any significant events in their life that affected them? What vocations (jobs) did the parents have? A character with a detailed history/background is fun to work with, and interesting to read about The second time frame will deal with the characters Academy/military school, and past assignments. This information will fall into Academic records and Official Starfleet records. Major courses of study at the Academy and any other service experience should be listed here. If you get really struck by writers block, pick one of the crew biographies in the Crew Roster of the site and use it as a model. Fill it in for your character with as much detail as you can! Some players submit JPG or GIF format pictures of their characters to include with their bios on the ship website, this helps other players visualize their fellow crewmen. 

Once you're finished, e-mail your bio in to the Ship's Captain, Executive Officer or SIM Manager at the address given on our web site. You will be assigned a rank based on past experience and position. The manager will get you onto the e-mail List-server, and you will start to receive postings from others automatically. Read these for a while until you are comfortable with what is going on in the current story. Normally, new player-characters are introduced into the game by the ship stopping at a Starbase, getting them transferred from other ships directly, or rescuing them in some fashion (Voyager picked up a large portion of her crew this way). 

Trying on a job 

Once you've built a history around your character, it's time to pick a role aboard ship. After you submit your character's bio to the Captain/SIM Manager, you may get an E-mail advising you that the position you want is already filled. Don't worry. The manager will help you find a role close to the one you want, or ask the other player if the would like a change. Most inexperienced crewmen start as Assistant "Some-thing-or-others". Once assigned a position or department and position, do your best to work at the responsibilities of your position during simming. Research what the characters normally do in that position. Unless specifically called on by the **action** plot or other postings to perform another function... actively pursue your PC's normal job. For example; if you happen to be in Security, do routine safety inspections of weapons storage lockers. Hang out in the Central Security Office by the brig. Walk a shipboard security patrol "beat". Attend a weapons practice range in the holodeck. Check the Security protocols of access ports and limited-access facilities such as the ships computer core. If you are unsure what the work routine should be, contact the CO or XO, or the section supervisor if you have one. They will be glad to fill you in. 

You want to write your first "post" 

Set yourself up for success by first doing these things; read the other characters biographies on the central web site, and get familiar with them, their personalities, and especially their races. Watch the postings for a while, and what other characters are doing and saying. By all means, keep an archive of the postings for a while, and piece them together as they came/come in. Concentrate on their actions and words from the perspective of the character. Paying attention to what everyone else is doing and saying is critically important. If you're not up to date on what's happening, anything you say or actions you do will not make sense. Let the manager know you are ready to begin, and he/she will get you into the story line. When you make your first "postings", they will probably be a simple paragraph or two. Shortly, other players will begin to interact more with you. If you find you must write a post that portrays a long dialog, and significant interaction with another player, e-mail them directly (not through the List-server address!) and explain your intentions, so they understand and are in agreement. This courtesy is very important. 

During an RPG, the SIM manager, Captain or XO, will write "Action" posts. There are two types: actions that affect only certain persons/locations on the ship, and a broader action that affects the entire ship and crew. Be attentive to ALL "Action" postings, as they guide the general plot/story line, but your character may only act on those "Actions" that affect him/her. 

Sometimes we need NPC's (non-player characters), phantom officers and crew to implement things required by the plot. You can also create these NPC's as needed. If the NPC will be needed frequently, write a brief bio and send it to the SIM manager. He will put the NPC on the ships roster so all can see it. The starship has hundreds of people aboard, but only a handful of them will be played by people in the RPG. If you're unusually creative and organized, consult the manager or Captain, and you can make up a whole Junior Officer/Enlisted staff. 

From time to time, you may find yourself with little to do in a scenario. These periods are usually brief. An RPG might center around you one week, and give you virtually nothing to work with the next. Don't loaf! Take the opportunity to submit postings that build you character, do something with your character that doesn't impact the main story, or interact with another character with little to do. The best method to do this is by entering a "personal log". You can even start an on-ship animosity or romance if you like... 

Routine Postings 

A couple of hints here: RELIGIOUSLY use "spell check" before you send out a post. If your e-mail provider doesn't have one, write with a text editor that does. Bad spelling and poor grammar can ruin an otherwise brilliant piece of work. Also, thoroughly read the last postings from other players before you begin. Try to intertwine your story with one of theirs, or at least make it synchronize with them. Postings that consistently conflict/does not work with others are bad news. Taken in the entire theme, it breaks down the continuity of everyone's plots, and the flow of the main story line. When in doubt, just attach yourself to one or two other player characters, and "live in their shadow" for a while, until you can confidently edge away from them. Try to interact with at least one other player character per posting, but don't write an involving part for them without arranging it with the player by direct e-mail to the player (NOT the list-serv address!). A good trick I learned quickly, is that if you don't know where to start, read the last posting from anyone, key on one event in that posting, and begin there, with your characters perspective or impact on the event. 

Personal logs 

Personal Logs are an important part of the RPG. Your personal log entries are usually a few paragraphs (normally written in first-person perspective) describing what has recently happened, from your character's point of view, during the sim. They also serve several other important functions. Personal logs are a flexible tool that allows a player to cultivate your character, add depth to his/her personality, add provide small but meaningful details that are usually misplaced in a general post... A crafty writer can cover/correct mistakes or "fix" some unusual things that pop up in other postings with a cleverly written personal log. 

For instance, if you had an activity with another character during the *Action* post, you might e-mail the player, and mutually decide on details, and further develop what happened. You can both post these as "personal logs" from your own perspectives. Personal logs allow the other players to get to know your character better, and make your character more real in their eyes. The character of a player that consistently enters personal logs will be broader based, and more interesting than the character of a player who does not. 

Consistency and Behavior 

I know of some who constantly keep a list handy of the basic things my character(s) should be doing over the next 30 days or so. So it can be pulled out and looked at it from time to time, to make sure the character is still "on track" in development. And ask yourself "when was the last time THIS was mentioned in my posts?" A list of such items might be things like: 

* Ensign Smith studies Vulcan Theology 
* Ensign Smith develops close relationship to Ensign Jones 
* Ensign Smith practices meditation 
* Ensign Smith develops a bad relationship with Sergeant Major Miller 
* Ensign Smith trains to become the very best in-flight missile 
repairman in the Federation.

If a Real Life Event interferes with your gaming We all have issues and emergencies. Even routine things can build up and require more time. If you are compelled to stop posting temporarily or permanently, let the Captain know, so the crew can work around it, or even put it in the plot. You can ask to "go on leave", have your character recovering from combat injuries at a Starbase, or be temporarily assigned to a non-existent ship. You may even ask another player to "ghost write" for your character temporarily. These are all Viable options for temporary absences. For those permanent problems, you can ask for your character to be permanently reassigned, court-martialed, retire with honor, join the Maquis, or even "die" We discourage killing off characters... although it's a exciting thing to read, it is rather permanent (unless your character is Spock) and the character cannot be recovered. 

Final note 

An RPG is a social event. It has all of it's blessings, and of course ALL of it's curses. Be patient, and above all courteous, with other players. The golden rule rules here! We are all human (even the Manager and Captain). If someone does upset you, you have two options, Contact the player directly (NOT by the list-serv address!), and explain what has upset you and why. Or you can contact the Captain (NOT by the list-serv address!) and explain what has upset you and why. Listen to the advice that they give you. You'll be surprised to find what a little direct explanation of your feelings will do to let folks work out an uncomfortable situation. If the situation is intolerable, let the Captain know. Try these things before you throw in the towel. And remember if you must stop an RPG with one group, there are many, many more available. There is a veritable galaxy of undermanned RPG ships out there. Don't deprive yourself of fun, just seek out another group. 

Useful resources of internet website information: 

General purpose: http://www.stwww.com 
http://treksites.com 
Trek Weapons: http://www.adeadend.demon.co.uk/index2.htm 
Star Trek Races: General Races 
Bajoran 
Borg 
Breen 
Cardassians 
Ferengi 
Klingon 
Krenim 
Romulan 
Vulcan 
Languages: http://www.pinette.net/chris/startrek 
Star Trek Ships: 
http://www.cs.umanitoba.ca/~djc/startre ... anded.html 
http://www.shipschematics.net/startrek 
Starfleet Intelligence (Know your enemy): http://antle.simplenet.com/starfleet 
Marine Suggestions: http://www.geocities.com/Area51/Zone/32 ... _hist.html 


Aerospace Terminology: 
http://roland.lerc.nasa.gov/~dglover/di ... /menu.html 




Others sources: 

1. Star Trek TV episodes and movies 
2. Star Trek involved friends (Trekkies!!!!) 
3. Star Trek fan websites - especially with tech data 
4. Star Trek Encyclopedia, 1998, Michael Okuda 
5. Star Trek: TNG Technical Manual, 1991, Rick Sternbach 
6. Star Trek: TNG Interactive Technical Manual, 1998, Herman Zimmerman 
7. Star Trek Omnipedia CDROM 
8. Star Trek novels, published periodically by Pocket books 
9. Star Trek comic books, DC Comics 
10. Experienced sim players 

If you want to read a few ideas on better post writing, please read "Jeffries’s Tube #2, General Post-Writing Hints" If you didn't get too much pain from this, and you really want to tax your thirst for knowledge, please read "Jeffery’s Tube #3, Painful Details (a list of writings rules of thumb) 





