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Space. The final frontier. . . ' plaining the manual says nothing about using communicators 

akeshiftsonicdisruptors; Kirk and Spockgot away with it 
iday's Child, so the players should at least be allowed to 

re the source- 

can get on with the job of developing the atmosphere of the 
scenes and fleshing out the NPCs. After all, if the GM isn't 
enjoying herself too there's no point in her running the game. 

The flip side to all this, of course, is that you can easily finc 
yourself running a game full of players with an encyclopaedic 
knowledge of Star Trektrivia. If this happens, it's no use com- 



player steprby-step through ihe character @#I 
and concludeswith a brief section on ma*&- 
Most useful to absolute beginners isaB&j 
essay, which explains the basic pr 
clearly and concisely, and a g l o d  

The referee's manual coves$ 
before going on to c o n ~ i d @ " ~  
GMing. Sections on_v@(lU 
scenario de: ' 
basic princil 
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book. Therase two basic ones, as well as otl- 
examining specificaspects of the Star Trek unive 

1. detail. The one supplied with the basic game co 
with the background of the television series, whil 
supplement covers the period of the movies. QUI 
their value as game a~ds, these booklets are pro 
definitive Star Trek reference material; they meti 
tematise everything consistent with the prlmary 

grasp. Newcomers to role-playing, on the other hand, o so it's often simpler for 
players used to six-sided dice based systems of some o 
games, may have to read them quite carefully before fe 




