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GAMEMASTER ORIENTATION 5]

Roleplaying in The Next Generation has a very different feel
than in the time of the original STAR TREK. The profound changes
in the makeup and missions of Starfleet significantly alter the
character of game. The new political alignment and changing
universe also affect play. This section of the book helps the
gamemaster adjust to this different feel.

THE NEW FEDERATION

The expansion and maturity of the Federation and its races
change the character of STAR TREKTroleplaying in several ways.
The political alignments have changed, with old adversaries
becoming new friends and the UFP facing new threats. All of the
citizens of the Federation have their basic needs provided for,
allowing them to turn their energies to activities that are fulfilling
and challenging. Technological advances have pushed back the
limits of known space, and Starfleet has been sent out to explore
it all.

The most apparent change in the STAR TREK universe has
been the alliance between the Federation and the Klingons. In
one fell swoop, the preeminent villain in the STAR TREK mythos
has become a trusted ally. Gamemasters shouldn’t despair,
though. The Klingons are still culturally a people who consider
military expertise the highest of all virtues, a belief at odds with the
Federation’s own values. Additionally, the Klingon alliance with
the Federation has generated areasonable level of internal unrest
imong elements of the Klingon peoples (see the “Heart of Glory”).
Both of these elements can be used as plot devices in scenarios
that feature Klingons.

THE PRIME DIRECTIVE

Starfleet is dedicated to the expansion and exploration of
space. To that end, the primary mission of all their starships is
exploration or the support of that effort. With the Starfleet explo-
ration effort, hundreds of first contacts began to take place. These
first contacts seem to have brought stricter enforcement and
interpretation of the Prime Directive. Breaking the Prime Directive
is considered the most grievous violation of Starfleet regulations
and is grounds for immediate dismissal.

The gamemaster should stress this fact to the players. To
violate the Prime Directive is to end your career in Starfleet, plain
and simple. Boards of Inquiry on Prime Directive matters should
be common during The Next Generation, and each ship is subject
to unannounced inspections by the Inspector General’'s Office.
Such inspections often occur once every standard year, depend-
ing on the patrol station of the vessel.

The gamemaster may wish to use such inspections to keep
officers honest. The Inspector General's staff would interview all
pertinent personnel, review the ship’s logs, and generally harass
the players to admit that something is amiss aboard a ship or that
they have violated some regulation (see “Coming of Age" for
details). With proper timing, the gamemaster can use such
‘nspections to make sure characters do not bend the Prime
Directive.

THE PRIME DIRECTIVE

As the right of each sentient species to live in
accordance with its normal cultural evolution is consid-
ered sacred, no Starfleet personnel may interfere with
the healthy development of alien life and culture. Such
interference includes the introduction of superior knowl-
edge, strength, or technology to a world whose society
is incapable of handling such advantages wisely. Star-
fleet personnel may not violate this Prime Directive,
even to save their lives and/or their ship, unless they are
acting to right an earlier violation or an accidental con-
tamination of said culture. This directive takes prece-
dence over any and all other considerations, and carries
with it the highest moral obligation.

GALAXY CLASS

Improvements in warp technology have changed space
travel. At its maximum speed of Warp 10 (100,000 times the
speed of light), the Enterprise could traverse the galaxy in a year.
The new USS Enterpriseis designed for amission thatcanlast 15
to 20 years. This effectively opens up the galaxy to exploration,
boldly facing new challenges and new races. Thus, gamemasters
should no longer feel that they must restrict their scenarios to the
well-known old Federation borders.

Galaxy Class ships like the Enterprise are innovative, both
technologically and socially. On the technological side, the Gal-
axy Class ship represents the cutting edge of Federation science.
Faster than any other ship in known space, the Galaxy Class will
be at the forefront of any exploration effort in which Starfleet
wishes to engage. For the gamemaster, this presents plenty of
opportunity to have his players directly interact with high-echelon
Starfleet officers.

Galaxy Class ships are not just the biggest and fastest ships
in the fleet, but they also present the cultural and social values of
the Federation in microcosm. Not only are members of Starfleet
serving aboard the ship, but their families are there, too. Starfleet
included families aboard the Galaxy to make long exploration
voyages more palatable. Gamemasters can assume that Star-
fleet will begin this type of assignment on other vessels.

Families give a gamemaster a wealth of nonplayer charac-
ters to create another layer of motivations and interactions for the
players. When the ship is threatened, an officer may react
differently if his family is aboard. The whole atmosphere aboard
ship is different with children present. A good gamemaster will use
families to create tension among the players. Imagine the plight
of an officer on the bridge about to face a potentially hostile
Ferengi cruiser. Suddenly he gets an urgent message from his
wife. Their precocious twelve-year-old son has just stolen and
launched a shuttlecraft! Gamemasters should not overuse family
difficulties, but reserve them to breathe new life into a session.























































































































































































