to the stars

FIRST PLOT POINT EPISODE FOR star trek no sound is heard

SUMMARY

Cmdr. Sulvik of Starfleet Command wants to grant
a group of promising junior officers a ship of their
own—but first, he has to make sure they have what it
takes.

STORY BACKGROUND

The first adventure is a Starfleet test, but the
players don't know it. Cmdr. Sulvik of Starfleet
Command has his eye on these promising junior
officers. But before he gives them a ship, he needs to
know they can think on their feet. So, he’s hired some
cadets to pose as Andorian ‘freedom fighters’ and
plant a dummy EMP bomb in an outdoor replimat.
The purpose of this first adventure is to introduce
the characters to th post-war setting and to each
other, face a small challenge, give them a ship, and
have them meet two important Starfleet characters:
Sulvik and Tom Paris.
Lt. Cmdr. Tom Paris is the head of Requisitions
and Transfers. He'll be their contact for acquiring
personnel, ship systems, and other assets.
Cmdr. Sulvik works in Fleet Command. He'll be
issuing the ship's missions and rating their
performance. Secretly, he's also involved with
Starfleet Intelligence, and has a hidden agenda. (More
on this in a subsequent Plot Point!)

STARTING WITH A BANG
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The Federation never recovered from the Dominion
War. Some say it’s spiralling into the abyss; others claim
it’s just a matter of time before things get back to
normal. Whatever the case, even San Francisco is on
strict energy and food rationing.
For the past month, you junior officers have had the
dubious honor of working in a public replimat, a sort of
soup kitchen where civilians cash in their ration credits
for a hot meal.
(Have your players describe themselves and their
attitudes about working in the replimat.)
On a bad day, the replimat reminds you of
holonovels about the Great Depression or the Tarsus IV
disaster. But most days, the patrons murmur cheerfully,
and the place takes on the quality of an open-air café.
Today was a good day, until you noticed three
Starfleet technicians you never saw before dump a bulky
package into one of the matter-recycling bins...

The EMP Bomb

A group of three Andorian freedom fighters ('Crew
Member') have planted an EMP bomb. In less than
one minute, the bin’s dematerialization beam will
activate, triggering the bomb and knocking out power
across 10 city blocks—unless it's disarmed.
The Andorians flee the scene. The heroes must
choose whether to pursue them, disarm the bomb, or
split up and try for both.
CHASE: Pursuing the Andorians.
The Andorians flee for a warehouse
where they have a shuttlecraft hidden.

SUCCESS: Chase ends in a street brawl, giving the
officers a chance to bring them in. The Andorians use
no weapons, and seem to pull their punches. Odd!
FAILURE: Chase ends with the Andorians escaping.
DRAMATIC TASK: Disarming the bomb. Requires
Knowledge (Engineering) at –2. Five successes are
needed in five rounds.
SUCCESS: The bomb is disarmed, and the officer
realizes it was a dummy: it may look convincing, but
it was never going to go boom.
FAILURE: Tension builds and builds until the bomb
shrieks and—nothing. It was a dummy.

A Test!

After the players resolve the situation, a plump,
grey-haired Vulcan emerges from the crowd. He
introduces himself as Cmdr. Sulvik.
“Greetings, officers. At ease.” With a nod, Sulvik
dismisses the Andorian ‘freedom fighters’, who take a
moment to introduce themselves as Starfleet cadets
before trotting off. Sulvik says, “I apologize for this
deception, but I had to judge for myself your ability to
improvise.” He explains that he’s read your records, and
he wants to give you a command. Yes, a starship of your
own. "Report to Lt. Cmdr. Paris in Starfleet Requisitions;
he’ll give you all the details."
If the officers failed to resolve the situation, Sulvik
can hire them anyway based on their “obvious
resolve and loyalty to the Fleet.”

STARFLEET HQ

Lt. Cmdr. Paris is in charge of 'requisitions and
transfers', a thankless role in Starfleet's current
disarray. His office is decorated with a Federation
flag and what appear to be ancient black & white
photographs of city streets. Behind the desk is an
overworked man, writing furiously.
Paris offers them a seat. He's sarcastic, especially
when he's tired. But any captain who wants ship
upgrades would be wise to befriend him.
Their ship is a Miranda-class support vessel
('Starfleet Escort'). It's barebones, but Paris assures
them it has "a great personality." Their crew is made
up of 15 cadets and NCOs. It's berthed at Starbase
One, a short shuttle ride from Luna Spaceport.
If the heroes get on Paris' good side, he'll share
that he has some unused ship systems "lying around
a filing cabinet." If they promise to keep it quiet, he’ll
have Starbase One outfit the vessel with one of:
• A torpedo launcher and 8 photon torpedoes
• A holodeck system
•A shuttle bay and a Starfleet Shuttle
Before they go, Paris gives the fleet’s newest
senior officers a back-handed vote of confidence:
“I'll tell you what I tell everyone these days. Starfleet's
history is built by the best and the brightest, and you're
not it. Ten years ago, you'd have been lucky to command
a transporter room, let alone a starship. But rank isn't
everything. Figure out who you can trust and what you
can handle. If you can do that, you'll do great. And this
is Starfleet: greatness is the minimum expectation.”
Their first orders will be transmitted to the ship.

TAKING COMMAND

Starbase One is a naval spacedock where vessels
of all sizes come to be serviced and refitted. The base
has a complement of 318,000, and has every
imaginable facility available to anyone who can
navigate Starfleet's dense bureaucracy.
You enter Berth 32, a cavernous yard of machinery,
cables, and scurrying deck workers. On the far side of
the berth are six-storey windows overlooking a pocket of
space where your ship is tethered. It's the first glimpse
you have of her.
Aboard the ship, a very green crew are assembled
on the bridge. All systems are functional and in good
shape; the ship has been thoroughly shaken-down.
The crew awaits the captain's orders.

Command Stations

The heroes are not just rough-and-tumble space
adventureres; they're also the heads of ship
departments like Medical, Tactical, and Engineering.
Give the players a chance to comment on how they
wish to run their departments. What kind of training
do they prioritize for their rookie staff? What kind of
discipline do they mete out? The captain may wish to
make some comments about the ship in general, too.

FIRST ORDERS

A priority–3 message has been encrypted for the
captain and senior officers:
You enter your command codes and the message
decrypts. A United Federation flag appears, and you
hear the flat, Vulcan voice of Cmdr. Sulvik:
“Now that basic aid and relief have reached the
majority of war-affected systems in the Federation,
Starfleet’s next priority is to rebuild the sensors and
communications network across our space. Without it,
Starfleet is, to use a human aphorism, both blind and
dumb. Your assignment is to deploy a sensor relay buoy
inside the Tarod System, near the Romulan Neutral
Zone. As you are no doubt aware, the Romulans have
retreated into their borders and cut all communications
with the Federation. If you come into contact with their
ships or property, do not, under any circumstances,
provoke an incident. Sulvik out.”
Tarod is about 70 light years (14 Travel) away.
Once they accept the mission, the relay will be
transported into their cargo bay. The helmsman
should then roll Piloting to take the ship out of
spacedock. If he fails the roll, make sure it’s
extremely embarrassing as the ship collides with the
spacedock doors.

To Boldy Go...

The campaign is now underway! An adventure in
the Tarod system forms the next Plot Point, but as
the heroes are en route, you should pick other
adventures out of the book to throw at them. Playing
between one and three before they reach Tarod
would be about right.

