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Role-playing in the Star Trek universe by Alex Stewart




books. There are two basic ones, as well as othe
examining specific aspects of the Star Trek unive

detail. The one supplied with the basic game con

with the background of the television series, while tf
supplement covers the period of the movies. Quite ap
their value as game aids, these booklets are probabl
definitive Star Trek reference material; they meticulous
tematise everything consistent with the primary materid
episodes, films, books, and other officially-approved so
—while ruthlessly discarding the rest (including my own
hate, the in-joke ‘guest appearances’ of aliens from othe
stories in the animated series). The only problem they pres
is the constant temptation to browse while you're trying t
look something up.

Which brings us on to the serious question of what the
game's actually like to play.

Again, that all depends. Provided the GM takes the time
read the rules carefully, neither he nor the players should ha
any real trouble during a game session. Those with previo
experience of percentage-based systems — Call of Cthulhu
RuneQuest, for instance — should find them quite easy to
grasp. Newcomers to role-playing, on the other hand, or
players used to six-sided dice based systems of some olde
games,.may have to read them quite carefully before feelir
confident enough to run a session. Even though they may,
seem a little daunting laid out in the manual, the rules are,
really quite simple and elegant in play.

Inthe basic setyou'll find a trio of booklets and a pair of
centile dice. Turning our attention to the booklets, we fi
sourcebook (Cadet’s Orientation), a player handbook (Offi
Manual) and a referee’s manual (Game Operations). T
likely to take a bit of a battering over successive gami
sions, soit's a good idea to cover these with transparent

The sourcebook’s been mentioned already. It conta
articles on Federation history, terminology, the str
Star Fleet, and so on. Most useful duringagame is g
equipment available to landing parties and othe
and the shipboard systems the characters may,

The player handbook concerns itself mainl
and running a character. It explains the skill
player step-by-step through the character
and concludes with a brief section on mg
Most useful to absolute beginners is
essay, which explains the basic prj
clearly and concisely, and a glo,

The referee’s manual covey
before going on to considg
GMing. Sections on
scenario design g
basic princig







