
Star Trek Adventures

Where No One Has Gone Before
Director’s Cut

Synopsis

When an experimental engine modification throws the Enterprise to the edge of the known

universe, the crew must rely on a mysterious alien to guide the ship home.



How to Use this
Module

Have you ever dreamed of being in an episode

of Star Trek: The Next Generation? Well, we

can do you one better. Now, you can be the

director (a.k.a. gamemaster). Just grab some

players, pick your favorite TNG characters (or

make up some new ones), and start playing.

This is your chance to make different

decisions than you saw exhibited on screen

and see how it plays out. That’s right! This is

your alternate universe. Heck! Maybe it will

even be better than the original. Who knows?

It’s all up to your and your cast of players.

[Use with the Star Trek Adventures: TNG

Player Characters and the Star Trek

Adventures Core Rulebook to play. Or really

up the ante and play as Klingons by using the

Klingon Core Rulebook.]

DIRECTIVES

● Rendezvous with the USS Fearless from

which a Starfleet propulsion expert

and his assistant are beaming over to

conduct tests on the Enterprise's warp

drive engines.

Begin this game with 2 Threat per player.
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TEASER

The USS Enterprise-D has rendezvoused with

the Excelsior-class starship USS Fearless in

order to take on a Starfleet propulsion

specialist who will perform an upgrade on the

ship's warp drive. He has already performed

the upgrade on the Fearless, as well as the USS

Ajax. Both these ships reported a notable

increase in engine efficiency.

A few characters might be suspicious about

this upgrade. They have run a controlled test

of the formulae that the engineer, Kosinski,

has sent over, and found them to have no

effect. The captain reasons that there's no

harm in letting Kosinski come over and

attempt the upgrade, especially since it

doesn't change the hardware.

The captain can appoint those who will meet

Kosinski in the transporter room. Kosinski is

pompous and arrogant. If the captain does

not go to meet him, he asks why the captain

isn't there and demands to be taken to

engineering.

Any empaths or telepaths will notice that

Kosinski is as he appears—loud and arrogant

—but they can sense nothing from his

assistant, not even his presence.
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ACT ONE

In engineering, the characters may question

Kosinski about what he is going to do and ask

him to explain his formulae. Kosinski will act

condescending, not wanting to waste time

explaining the procedure to those he deems

his intellectual inferiors. Feel free to introduce

some great technobabble to befuddle the

players. At first Kosinski resists sharing, but

eventually agrees to explain himself. He is

trying to break the warp barrier.

Meanwhile, one of the characters should take

a special interest in the assistant entering the

formulae on a screen and, if they make a

successful Reason + Engineering Task with a

Difficulty of 3, can suggest various changes to

the inputs, which seem out of operational

norms.
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B Story Possibilities: Not all characters are

bound to be in engineering. Feel free to “cut

scene” to other characters while Kosinski

works in engineering. Allow other characters

to explore side research, art projects,

recreational activities, or other projects.

When Kosinski is ready, the captain will order

the chief engineer to take the Enterprise to

warp 1.5.

As the ship accelerates, both Kosinski and his

assistant enter various pieces of information.

Suddenly a console alarm goes off and

Kosinski shouts at the assistant, who has

made an error.

Outside the ship, the Enterprise's engines

suddenly engage with a massive burst of

speed. The assistant grabs his console and

starts to "phase" in and out of view, noticed

only by the one character who is attending to

the assistant (perhaps Wesley).

On the bridge, operations or navigation

officers can make a Reason + Conn Task,

assisted with the ship's Sensors + Conn, with

a Difficulty of 1. Success will indicate that they

are passing warp 10 and heading to off the

scale. Spending Momentum to Obtain Info can

reveal this additional information.

● The Enterprise is hurtling through

space, with phenomena whizzing past

on the viewscreen at extremely high

speed.

● They are on a heading and course out

of the Milky Way Galaxy.

Allow characters to discuss the situation. In

time, the captain may order to slow their

acceleration. This is a Daring +

Conn/Engineering Task with a Difficulty of 2.
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If the riskier order is given to reverse

engineers that is a Daring +

Conn/Engineering Task, assisted by ship’s

Engines + Engineering, with a Difficulty of 4.

Success and the Enterprise flashes out of warp.

Failure makes for a Success at Cost with a

complication that indicates a Breach to one of

the ship’s main systems, gamemaster’s choice.

Once the breach is managed, an officer will

need to make a Reason + Conn Task, assisted

by the ship’s Sensors + Conn, with a Difficulty

of 0. The Enterprise has traveled 2,700,000

light years to the M-33 galaxy. At maximum

warp it will take over 300 years to get home.

Kosinski was a male Human Starfleet propulsion
expert who lived during the mid-24th century.
Using a series of equations, Kosinski was able to
make a measurable increase in propulsion with
the starships USS Ajax and USS Fearless.

Traits: Human, Arrogance

ATTRIBUTES
Control—09; Fitness—09; Presence—08
Daring—11; Insight—08; Reason—11

DISCIPLINES
Command—03; Security—01; Science—04
Conn—03; Engineering—05; Medicine—00

FOCUSES: Propulsion Systems; Research &
Development; Subspace Mechanics; Warp Theory

STRESS: 10; RESISTANCE: 0

ATTACKS:
● Unarmed Strike (Melee, 2 Knockdown,

Size 1H, Non-lethal)

SPECIAL RULES:
● A Little More Power: Whenever you

succeed at an Engineering Task aboard
your own ship, you may spend one
Momentum to regain one spent Power.

● Intermix Ratios: When you attempt a Task
to make a ship go faster, you may roll one
additional d20, so long as you succeeded
at a previous Task covering the same
scientific or technological field earlier in
the same adventure.

By now, the captain and other characters are

bound to have a lot of questions for Kosinski.

When asked what is happening, Kosinski will

reply that he made "a mistake, a wonderful

mistake". He is highly excited, claiming he has

broken the warp barrier and that his name

will go down in history. However, hearing the

procedure that Kosinski used, the characters

might not be too convinced.
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Allow characters to play out what it is like to

be so far from their home galaxy, perhaps

staging a scene at viewports or Ten Forward.

ACT TWO

Down in engineering, whoever is watching the

assistant realizes that the assistant has been

performing the "upgrades" all along, and that

Kosinski is just a joke.

If asked, the assistant will tell them that he

means no harm to the ship or the crew—he

simply made a mistake. He is exhausted now.

The character can make an Insight +

Engineering Task with a Difficulty of 2. Upon

success, they will notice that the assistant’s

equations compute time and space and

thought are all one thing. The character

figuring this out will surprise the assistant,

who tells them never to say such a thing again

"in a world that's not ready for it."

If the character tries to tell others that the

assistant is the mastermind behind the engine

test others might not believe them. This is

7



partly due to Kosinski’s reputation and

arrogant demeanor. The character must

succeed in a Presence + Command Task with

a Difficulty of 3 to be believed. If it is a child

character, they must succeed in a Presence +

Command Task with a Difficulty of 4 to be

believed.

Conversely, the gamemaster might choose to

make this a Social Conflict Extended Task with

a Work Track of 12, Magnitude 4,

Resistance 3, Difficulty 3.

Kosinski prepares to take the Enterprise back,

most likely under captain’s orders.

Kosinski sets up to return them home, and the

Enterprise shoots into warp with another

tremendous burst of speed. As they input the

equations, it becomes obvious to Kosinski that

it is not working.

Meanwhile in engineering, the assistant starts

to "phase" again and then collapses across the

console. Allow characters time to react to this

development, perhaps calling medical teams.

The Enterprise picks up incredible speed

moving into untold measurements. On the

viewscreen, spatial phenomena streak past

faster and faster into indistinguishable light

blurs.

Once a full stop is ordered, another Daring +

Conn/Engineering Task, assisted by ship’s

Engines + Engineering, with a Difficulty of 4 is

required with failure or complications leading

to more randomly rolled breaches.
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The Enterprise blasts out of warp once more,

but they are certainly not back in their own

galaxy. Outside the ship, clouds of cosmic dust

and energy beings swim in a never-ending

blue abyss. A Reason + Conn/Science,

assisted by ship’s Sensors + Conn/Science,

with a Difficulty of 2 will lead them to conclude

that they must be at the edge of the known

universe, "where none have gone before."

Allow the characters to discuss the

ramifications of such a major discovery.

The Enterprise is now a billion light years from

the Milky Way Galaxy. Kosinski has some

explaining to do. He will offer the following

points when asked about what is transpiring.

● He is struggling to explain everything

and seems nervous yet persistently

arrogant.

● In an effort to lighten the situation

Kosinski decides to take a positive

approach and says the Captain should

be thrilled as an explorer because "in

three centuries of space travel we've

charted just 11 percent of our galaxy…

and then we accomplish this!"

● He assures the crew that he can get

them back to their galaxy.

The crew now starts to see things that cannot

be there.

Each character must make a Control +

Command Task with a Difficulty of 3. Success

means that they see visions but keep clarity of

mind and purpose. Failure and each character

will be consumed by the imagery. Here are

some examples pulled from TNG:

● Worf is at his station when he

suddenly sees a Klingon targ in front

of him, his childhood pet.

● Yar also sees the targ but it

disappears just as quickly. Then she

sees her pet cat and is back on the

colony where she grew up, trying to

avoid a rape gang.

● When the turbolift doors open, Picard

almost steps out into open space

before throwing himself back inside.

The doors open again and he goes

into a corridor.
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ACT THREE

Any characters that manage to

maintain their wits realize they must

get the crew's attention quickly to

prevent their thoughts from causing

a catastrophe. Breaking someone

from a hallucination takes a

Presence + Command/Medicine

with a Difficulty of 2. Allow players

to come up with other creative

solutions too.

A lucid character may make an

Insight/Reason + Science Task to realize that

they are in a region of space where thoughts

become reality, and that they must try to

subdue their thoughts.

EXAMINING THE ASSISTANT: This might take

place in engineering or sickbay. A member of

the medical team should be examining the

now unconscious assistant. A Reason +

Medicine Task with a Difficulty of 2. If brought

to sickbay the medical officer can be assisted

by the ship's Sensors + Medicine with the

Difficulty of the Task dropping to 1. Scans will

reveal that the assistant is dying.

At this point, the characters should realize

that if the assistant dies they will never get

back home.

The assistant can be revived with a Daring +

Medicine Task with a Difficulty of 0. Once

revived, the assistant will provide the

following information:

● They must leave this place before

their own thoughts cause the ship to

be destroyed.

● He is a Traveler from another plane of

existence. He is traveling through their

galaxy, observing them, using his

knowledge of propulsion to get

passage on Starfleet ships. Kosinski is

just his cover.

● He means no harm to the Enterprise.

● He tells them Humans shouldn't be

here until their "far, far, distant

future," until they have learned to

control their thoughts.
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The Traveler will ask for a word with the

captain. (If the captain is incapacited, he will

speak to the next ranking officer.) The Traveler

tells the captain that people like Wesley (or

the character who had special insight into the

Traveler’s workings) are the reason that he

travels. He compares him to Mozart, only

instead of music, these individuals have the

ability to manipulate time, space, and thought.

He urges the captain to encourage the

character to develop their abilities but not to

share it with anyone else.

After disclosing this information, the Traveler

weakens and explains that he must get to

engineering if he is to help the Enterprise

return home.

Gamemasters’ Guidance: Need a little more

action for your gaming session? By now, the

situation on the ship is worsening as the area

of space is creating more hallucinations

among the crew. Spend Threat as warranted

to create problems like fires, system

malfunctions, and fights among panicked

crew members.

The Traveler sits at engineering's master

systems display table starting to enter the

necessary formula. He lets the captain know

that everyone on the ship must concentrate

on getting back home and on the Traveler's

well being.

This means that all characters who are

hallucinating need to break free or be freed

from their visions. Each affected character

must make a Control + Command Task with a

Difficulty of 3 to shake off the hallucinations

or another character can help someone break

free from a hallucination with a Presence +

Command/Medicine with a Difficulty of 2.
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CONCLUSION

Once calm has been restored to the ship,

Enterprise can prepare for the trip home.

Follow the same procedure as before: the ship

jumps to warp 1.5 and the Traveler uses his

powers to attempt to send them back. He

starts to "phase" as before and the ship

hurtles through space. Then the Traveler

disappears altogether and the Enterprise finds

itself right back where it started.

Allow characters the opportunity to recount

the highlights of the mission.

It also seems the captain must have a private

chat with the special individual spotlighted by

the Traveler. How will they explain to them

about their destiny? Will they keep the secret

or inform Starfleet?

Character might want to write mission logs

since now they have bragging rights about

having gone to the very edge of the universe.
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