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A g a i n ,  T roub l~~som~ T r i b b l ~ ~  
This scenario, though designed for the familiar 

U. S. S. Enterprise crew as player characters, can be a- 
dapted easily for use by an Star Fleet crew. I t  is most fun, 
nowever, when the situation develops around Kirk, as it 
gradually dawns on him what is  happening -again! 

In this adventure, the crew of the U. S. S. Enterprise 
w ~ l l  meet some old "friends" while performing an otherwise 
rourlne mission. Gamemasters and players familiar with the 
STAR TREK episode The Trouble With Tribbles by David 
G~rro ld will find the most enjoyment here. Familiarity with 
the an  mated series episode More Tribbles, More Troubles 
3) Gerrold is also desirable, but not necessary. 

Gamemasters are encouraged to have fun with this 
one. "Role-play" the non-player characters and ham it up 
TO rhe hilt! This scenario is strictly for fun (though it is 
ZJ t e  possible for player characters to be injured or even 
K led, ~f they aren't careful)! I f  the gamemaster and the 
3 ayers really get into their characters, this can be a role- 
3 ayrng experience to be long remembered ... 

Give the following transmission record to the com- 
nunications officer for relay to the captain. (Give directly 
to the captain i f  the communications officer is a non-player 
character (NPC): 

TO : Captain James T. Kirk, commanding U. S. S. 
Enterprise 
(or to  whomever is commanding in your 
campaign) 

FROM: Star Fleet Command, sciences division 
Adm Stilak, director 

You are instructed to proceed to Federation Gene- 
tics Research Station 17 on planet Aleph I II in your patrol 
area. GRS17 is  being closed by order of this division, and 
the Enterprise is instructed to inform station personnel and 
aid them in closing the station. Three days are allotted for 
completion of experiments in progress and collection of 
data, samples, personal belongings, etc. After this time, the 
station i s t o  be closed and pirsdnne~ transported by Enter- 
prise to Star Fleet offices on Deep Station K-7 for 
reassignment. 

Planetary conditions on Aleph I I I prevent the direct 
reception of subspace radio messages (or even orbit-to- 
ground communication) by base receivers. Thus, Enter- 
prise's visit will be the first word base personnel will receive 
about the move. Accordingly, proper identification codes 
and explanations for the base administrator and staff 
have been provided along with this transmission. This infor- 
mation is  now in the Enterprise ship's computer, to  be de- 
livered to base personnel. 

Enterprise is warned that Aleph I l l ' s  environment i s  
rated "hostile" in early survey records. No environmental 
suits are necessary on planet's surface, but the thin environ- 

Aleph I I I has a non-native sentient population, but certain 
lifeforms possibly harmful to landing party personnelare 
present. Necessary precautions should be taken to protect 
the landing party. 

GRS17 is  located in a mountainous area containing 
large amounts of magnetic ore. This ore jams most subspace 
and orbit-to-ground communication attempts and makes 
transporter travel into the area extremely hazardous. Use of 
shuttlecraft to transport the landing party is strongly sug- 
gested. A shuttle landing area was prepared when the base 
was established, and coordinates for this area have been 
provided to your ship's computer, along with this transmis- 
sion. Enterprise personnel will then have to walk or use 
small conveyances to reach the base itself, about 1.5 
km away. (The base structure and non-essential materials 
are to be left behind by Enterprise, for later pickup and 
removal by Star Fleet transport vessels.) 

Aleph I l l  i s  three days away a t  normal cruising 
speed of Warp 3, when the message is  received. No other 
pressing business is  at hand, and the gamemaster should 
avoid presenting the ship with any reasons for delay or 
reasons for undue haste. 

The Aleph star system is  located in the Organian 
Treaty Area near Klingon space. (This fact should be 
mentioned offhandedly by the gamemaster, with no par- 
ticular emphasis, to avoid tipping the players off to possible 
Klingon intervention). 

Upon arrival at the planet itself, the Enterprise will 
discover that the situation from orbit is  much as they were 
led to believe by Star Fleet Command. The planet i s  a class 
"M" world with a thin, but breathable, atmosphere. Much 
of the planet i s  pretty rough country, however, with the 
base planted atop a rock mountain in very rough terrain. 

As promised, communication with the base is  
blocked by magnetic interference. Transporter personnel 
will recommend that transporters not be used except in 
direst emergency due to the interference. 

ment calls for the use of life support masks when outdoors. I 
AGAIN, TROUBLESOME TRIBBLES 

(with thanks to David Gerrold) 





































SCIENCE 
MISSION CLASS COURIER 

SENSORSISCANNERS DMGD DMGD OPER LOCK 
I 1 1 2 1  I I 

DAMAGE RESULTS 

SUPERSTRUCTURE 
STRESSIDAMAGE 

FORWARD STARBOARD-FORWARD PORT-FORWARD 

1 Sensors Damaged 1 Sensors damaged 1 Sensors damaged 
2 Sensors Damaged 2 Sensors damaged 2 Sensors damaged 
3 Forward shield damaged 3 Stbd-Fwd shield damaged 3 Port-Fwd shield damaged 
4 Phaser damaged 4 Phaser damaged 4 Phaser damaged 
5 Superstructure hit 5 Superstructure hit 5 Superstructure hit 
6 Superstructure hit (1) 6 Superstructure hit (1) 6 Superstructure hit (1) 
7 Superstructure hit (1) 7 Superstructure hit (1) 7 Superstructure hit (1) 
8 Superstructure hit (2) 8 Superstructure hit (2) 8 Superstructure hit (2) 
9 Bridge personnel out 1 turn 9 Superstructure hit (2) 9 Superstructure hit (2) 
10 Bridge personnel out 1 turn 10 Bridge personnel out 1 turn 10 Bridge personnel out 1 turn 

AFT STARBOARD-AFT PORT-AFT 
- 

1 Aft Shield damaged 1 Stbd-Aft shield Damaged 1 Port-Aft shield damaged 
2 Impulse engine hit 2 Impulse engine hit 2 Impulse engine hit 
3 Impulse engine hit 3 Impulse engine hit 3 Impulse engine hit 
4 Impulse engine hit 4 Starboard warp engine hit 4 Port warp engine hit 
5 Starboard warp engine hit 5 Starboard warp engine hit 5 Port warp engine hit 
6 Starboard warp engine hit 6 Starboard warp engine hit 6 Port warp engine hit 
7 Port warp engine hit 7 Starboard warp engine hit 7 Port warp engine hit 
8 Port warp engine hit 8 Starboard warp engine hit 8 Port warp engine hit 
9 Superstructure hit 9 Superstructure hit 9 Superstructure hit 
10 Superstructure hit 10 Superstructure hit 10 Superstructure hit 

1  
1 

2  3 4 5 6 



HELM 
MISSION CLASS COURIER 

CURRENT SPEED 

MOVEMENT POINTS AVAILABLE 

TURN STRESS CHART 

PHASER 
(FORWARD ARC) 

PHASER FIRING CHART 

ENGINE SUPER 
SPEED STRESS STRESS 

- 

SUB - - 

W1 - - 
W2 - - 
W3 - - 
W4 - - 

W5 - 1 
W6 1 1 
W7 1 2 
W8 2 2 
W9 2 3 
W10 3 3 

RANGE T O H I T  DMG+ 

1 1-10 2 
2 1-10 2 
3 1-9 2 
4 1-9 2 
5 1-8 2 
6 1-8 2 
7 1-7 2 
8 1-6 1 
9 1-5 1 
10 1-4 1 
11 1-3 1 
12 1-2 1 
13 1 1 



NAVIGATOR 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 

DEFLECTORS 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 

COMMUNICATIONS 

CASUALTIES 

MISSION CLASS COURIER 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 

DMGD 

0 

1 

2 

3 

4 

5 

6 

7 

8 



IMPULSE ENGINE 

WARP ENGINE NO. 1 STARBOARD 

ENGINEERING 
MISSION CLASS COURIER 

WARP ENGINE NO. 2 PORT 

TOTAL POWER AVAILABLE 

POWER TO MOVEMENT 

POWER TO SHIELDS 

POWER TO PHASER 

0 

NOTE: 1% POWER POINTS = 1 MOVEMENT POINT 

1 2 4 5 7 14 8 .10 16 11 13 


























































