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Special Note:  Leave Caps Lock (ON)
Originally conceived in 1988 and revised version finished in 1993 by Guy Babin.

Adapted and programmed for the Win994a Simulator by Guy Babin in 2017.

For Gene Roddenberry, the creator of the Television show called STAR TREK which the game is based on….


Space, the final frontier, these are the voyagers of the starship, Enterprise.


Its five years mission, to explore strange new worlds...  

To seek out new life and new civilizations…

To boldly go where no man has gone before…..

________________________________________________________________________
On Stardate 1181.5, USS Valiant was precisely on course to the far rim of the galaxy to investigate the “strange” form of energy that scrambled the subspace radio that is used to contact other ships, starbases, colonies, etc.

However, on its way to that section of space, USS Valiant has a sneak attack by an unknown enemy which destroyed the ship’s main viewing screen and scans that eliminated the crew from using these instruments to find out who or what it was attacking them.  During the incident, the captain of USS Valiant managed to report Starfleet Command what was happening.

Starfleet Command not only received a distress call from USS Valiant, it has also received messages from other starships that have been attacked by enemies’ ships.  Some starships’ captains claimed that they are being attacked by the Klingons while others claimed the Romulans are attacking.

Who’s really attacking?  Is it the Klingons?...  Is it the Romulans?...  Or, is it both?  Well, whoever they are, they are heading straight for Starbase 7 where the Federation Council’s meeting is being held.  If they managed to reach there and destroyed the starbase, the Federation would be destroyed along with peace and freedom.
This is where you come in.  As captain of the USS Enterprise, your job is to find out who’s attacking the whole Federation and to save the starbase by destroying what or whoever it is attacking with the help of deflective shields, warp drive, photon torpedoes, and phasers.

Once again, who’s among us?  That’s your job to find out.

Descriptions of the Game:


For every game, there are at least ten enemies you’ll have to destroy.  Each of them would be heading toward Starbase 7.  If one enemy managed to reach the starbase before even you attempt to destroy the enemy, the starbase would already be destroyed along with the Federation and the game ends….


However, if you managed to destroy all enemies before they reach the starbase, then you would hear the famous short tune from STAR TREK composed by Alexander Courage as a signature that “You Have Won!!”


There are only two types of enemies existed in this game.  And they are the Klingons and the Romulans.  The computer would make a different decision of which type of enemies or pick both to go against you each time you play.


The Klingons can be identified by the design of their battlecruisers:
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     Front View  


However, the Romulans can be identified by the design of their cruisers:
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    Front View


Throughout the game (if you are familiar with the structure on the original television show STARTREK),  you would be able to recognize the “view window” from the bridge of the USS Enterprise.  From this “window”, you would be able to see “what’s outside in space” as well as the radar scan.

On the top of the screen (first row), you would see “symbols” representing:



ST:   (Stardate) -is a date of time in space.



W:  (Warp Factor) –is the amount of warp speed.  




The higher the number the faster (and farther) the ship goes





See RADAR SCAN for more details.



P:  (Photon Torpedoes) –is how many photon torpedoes available.  



You get a minimum of ten torpedoes each time you dock




to a starbase (Starbase 7).





See BATTLESTATION for more details.



SH:  (Deflective Shield) –is the amount of shield you would have




before reaching zero (no shield).  You would get a minimum




of fifteen for each time you dock to a starbase (Starbase 7).

Functions:

RADAR SCAN:  

Press R gives you the Radar Scan.  Only functions in a docking position at Starbase 7 or in an empty space area.  Other times, it is automatically turned on after defeating an enemy.


Radar Scan is used to locate the ten enemies, Starbase 7, and as well as your present course.  It is also used to move from/to the next destination by using the joystick.  It is also the only command available to let you go to warp speed.


Warp speed is based on warp factor.  The factor one through six is considered safe while seven through ten could cause damage to the engine, especially warp factor ten.  Traveling through warp factor ten could cause a time warp.  When this happened, you may lose the game because traveling into time can make the enemies move faster toward the starbase  and…  well let’s just say it’s something you don’t want to witness.  When your warp engine is damaged, the letter D would appear beside the W: and the top row font would turn red.  The use of impulse engine would be necessary then.  While warp speed would carry ten spaces from your old location, the impulse engine would only move you three space which would cause more time to be wasted.  The movement is based on the warp factor.  To activate warp speed, you simply press and hold the red button on your joystick.***  To repair it, you simply go to Starbase 7.
***Please Note:  Because the computer’s slow reading of entries, it’s necessary to hold the red button in order to activate the warp speed.  It is also applied for moving to your next destination (identified as the small cyan hexagon) with the joystick.  In order to move, you must hold the joystick’s stick to the direction you want to go.  In other words, to do continuous moves without stopping, you must not let go the joystick (keep doing continuous holding into different directions until you come to where you want to stop and let go of the joystick).  The computer would eventually respond to your direction.  It would take time and practice.  Just remember to hold-on and don’t let go till you want to make that complete stop….


The radar scan usually shows ten enemies on the screen.  However, sometime only five or none!!!  When this happens, you must find the invisible enemies (since they are there) by the flashes of your ship (next destination).  Why does this happen?  It is just because one type of enemies called the Romulans processed a device called a cloaking device which makes them undetectable on the radar scan.  So you would have to seek them out….

[image: image3.png]







     RADAR SCAN (sample)

The green hexagons show the Klingons.

The cloaked (black) hexagons show the Romulans.

The cyan hexagon (not shown in this picture at the moment) shows next destination.

The cyan/black hexagon (flashes) shows enemy’s present in this sector (and next destination).

The yellow/gray hexagon shows Enterprise’s original position.

The big blue diamond shows Starbase 7.

BATTLESTATION:


Press B gives you Battlestation mode.  It could only be activated if there is enemy in your sector and if the klaxon alarm (Red Alert) is on.  If you hear the alarm, it’s important to be in battlestation mode since there is an enemy presents.  If not..  then you are in for a surprise death sentence.  Battlestation Mode is what brings up the deflective shield.  Regard ness in the amount of shield available, an enemy could easily destroy your ship if you are not in battlestation mode (in normal mode the deflective shield or screen is usually down making your ship defenseless!!).


During battlestation, an enemy would try to destroy your ship.  So your job is to eliminate the enemy before he does destroy you!  You ship is consisted with two types of weapons:  photon torpedoes and phasers.  Photon torpedoes are more powerful than phasers but limited.  Phasers are unlimited which can be fired constantly without running out.  You get a minimum of ten photon torpedoes every time you docked at Starbase 7.  The red button or fire button on the joystick activates the phasers while pushing (holding)* forward on the joystick activates the photon torpedoes.

*Note:  Since this is a role playing game, you would have to hold the button or hold the stick forward to get any response.  There is a waiting period between shots.  After you would fire your shot, you would have to wait and see if the enemy would fire a shot or two at you.  So in effect, it’s giving an enemy a chance to hit you as well as giving you a chance to hit him….

Just remember to hold your position and don’t let go.

How many hits to destroy an enemy?


For phasers:  At least six times would usually destroy a Klingon battlecruiser while at least four would destroy a Romulan cruiser.


For photon torpedoes:  Three hits on the Klingon ship would usually destroy it while at least two hits would destroy a Romulan vessel.

After destroying the enemy, the battlestation mode would automatically turns itself off to normal mode (automatically turning on the Radar Scan).

A REMINDER:


Although you would never see Starbase 7, you are determined to be docked at the base if the wall around the view window is blue.


If the wall is red, then you would be in battlestation mode.


If the wall is normal (cyan), then you are now in empty space (empty area).


“Time moves faster if you stay and stare at the window at Starbase 7 or in an empty space……”





GOOD LUCK!

