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K& INTRODUCTION
CAMPAIGN OVERVIEW
I

This introductory campaign provides a Gamemaster a storyline
of 3 interlinked missions to launch into several sessions of Star
Trek Adventures. It introduces the game rules as the story
develops, and is designed to be run by a novice Gamemaster
as simply as possible. By the third mission, the Gamemaster
should be familiar with the 2D20 system, able to run any Star
Trek Adventures missions, with the help of the core rulebook.

This campaign is designed to be used with the Starter
Rules booklet, dice, tokens, and poster map included in th\

b

boxed set.
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PART ONE: THE ALCUBIERRE

In their first assignment, the Player Characters must make
contact with and recover the U.S.S. Alcubierre, a test-bed
for a new type of warp drive. It introduces the game rules
and advises the Gamemaster how to run the mission, one
Task at a time.

PART TWO: WE ARE NOT OURSELVES

With the conclusion of part one, Players will have an alien
mystery to follow and investigate, and introduces new game
mechanics and guides the Gamemaster how to implement
them at the table.

PART THREE: THE PIERGED VEIL

Part three brings the campaign to a dramatic conclusion,
with the Players tackling the alien scheme head on, they
will have to make difficult decisions that will tackle their
moral perspective, and will introduce starship combat as an
exciting part of the game.
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